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 Abstrak 
Artikel konseptual ini bertujuan untuk mengevaluasi kembali 
glorifikasi atau pemuliaan gamifikasi yang mengarah pada 
penyesatan dan miskonsepsi penggunaan gamifikasi dalam 
pengajaran bahasa inggris. Narasi ini membuat penerapan strategi 
gamifikasi mengarah pada hasil yang tidak terduga. Kondisi ini 
harus disikapi dan dievaluasi kembali. Untuk mengevaluasi 
kembali glorifikasi tersebut, penulis membangun beberapa 
argumen yang didukung oleh sumber atau studi tertulis dan lisan 
yang relevan. Temuan menunjukkan bahwa kesiapan pelaku 
pendidikan terhadap strategi gamifikasi merupakan masalah 
terbesar yang dihadapi oleh mereka. Tuntutan masyarakat dan 
konstruksi sosial dalam memandang gamifikasi juga menimbulkan 
stigma bahwa mereka harus menerapkan strategi pembelajaran 
gamifikasi. Dapat disimpulkan bahwa glorifikasi gamifikasi 
menimbulkan permasalahan terhadap guru, siswa, orang 
tua/masyarakat, dan pengambil kebijakan terpaksa beradaptasi 
dengan strategi gamifikasi meskipun mereka belum siap untuk 
mengimplementasikannya. Oleh karena itu, para pelaku 
pendidikan perlu bersikap bijak dan mengevaluasi kembali 
penerapan strategi gamifikasi dalam pengajaran bahasa inggris. 
 
Abstract 
This conceptual paper aimed to reevaluate the glorification of 
gamification where it leads to misleading and misconception using 
gamification in English language teaching. This narrative applied 
the implementation of the gamification strategy driving to 
unexpected outcomes. This condition should be addressed and 
reevaluated. To do that, several arguments were supported by 
relevant written and spoken resources provided in this article. The 
findings have proven that the readiness of educational actors to the 
gamified strategy is the biggest problem faced by them and the 
demand of society and social construction in seeing gamification also 
creates a stigma where they must implement gamification learning 
strategy. It could be inferred that the glorification of gamification 
created problems where the teachers, students, parents/society, and 
policymakers are forced to adapt to the gamification strategy even if 
they are not ready yet to implement it.  Therefore, the educational 
actors need to be wise and reevaluate the implementation of a 
gamification strategy in English language teaching. 
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1. Introduction  

Nowadays, the rise of gamification in every aspect of life is getting intense 
(Mazarakis, 2021). Many people use and integrate gamification in order to develop 
the quality of activities or create meaningful activities. Gamification refers to 
activities equipped with playing games’ components such as rules, players, 
competition, scores, punishments, etc. (Antonopoulou et al., 2022). For example, they 
use a gamification strategy for learning the language in Duolingo or poll quizzes in 
business (Dowling-Hetherington et al., 2020; Shortt et al., 2023). This integration 
aims to enhance the system, concept, and activity to create the same situation and 
conditions while playing games (Mullins & Sabherwal, 2020). Knowing this, many 
people claim that this has the potential to be developed and should be integrated with 
all bases of life, including in the education sector. 

Furthermore, this strategy promotes fun and exciting student activities (Baptista 
& Oliveira, 2019). Some people believe that employ a gamification strategy can give a 
better understanding of students regarding the materials taught at school (Panis et 
al., 2020). This strategy develops students’ engagement and understanding of the 
materials (Hicks et al., 2019). Consequently, that claim creates a narrative to the 
people that gamification can be an indicator of success in the teaching and learning 
process, even if the success of gamification implementation is not easy in education. 
Many factors influence gamification implementation's success, such as sufficient 
technology, facility, knowledge, and support from all-educational stakeholders (Mee 
Mee et al., 2020). Those factors might affect gamification’s outcomes and should be 
acknowledged by the people, especially the educational actors. 

Many educational professionals need to be more informed and understand the 
gamification concept (Dicheva et al., 2019). They tend to over-glorify it by saying the 
quality of teaching and learning processes depends on utilizing gamification. They 
believe that it always brings positive outcomes. The failure in conducting teaching 
and learning processes is because of the need for gamification or the teachers cannot 
implement gamification in their teaching process, and vice versa (An et al., 2021). 
Meanwhile, educators still need to be ready to use gamification strategy in the 
classroom or other reasons from different perspectives from educational actors who 
are directly or indirectly involved and feel the unexpected outcomes of gamification 
(Phuong, 2020). However, there are still many people glorifying this concept. 

Glorifying gamification also happens to English Language Teaching. Many 
schools and educational institutions require teachers and students to learn English 
through a gamification system, especially teachers and students (Azar & Tan, 2020). 
The English materials related to language skills, such as listening, speaking, reading, 
and writing skills should be taught through gamification. For example, the use of 
Kahoot to enhance reading (Korkmaz & Öz, 2021) or the use of Quizlet to expand 
vocabulary (Montaner-Villalba, 2019), or others. Not only that, many studies are 
addressing the implementation of gamification in English language teaching, 
according to a survey about using gamification to increase students’ speaking ability. 
This study indicates that gamification tends to make students use English 
contextually and are most likely to practice their English during the teaching and 
learning process through gamification mode (Safitri & Tari, 2022). In addition, the use 
of gamification can increase students’ motivation in learning proves that the 
gamification strategy can help students to improve their self-motivation for learning 
English (Chans & Portuguez Castro, 2021).  
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However, The limited studies have discussed the unexpected outcomes of 
gamification in English language teaching. The studies only focus on the positive 
impacts of gamification. It is rare to find a study about the implications of 
gamification glorification and how it can lead to adverse effects. Therefore, it is vital 
to reevaluate the worship of gamification in English language teaching from 
unexpected outcomes.  

This article is a conceptual paper or position paper which is a type of academic 
writing that focuses on drawing argumentation from various concepts, literature 
streams, and theories (Jaakkola, 2020). This paper applied theory adaptation to 
revise, problematize, expand, and identify other dimensions of current understanding 
about certain concepts in this case gamification concept (Jaakkola, 2020). It employed 
the literature review method where the analysis applied written and spoken 
references from physical and electronic resources to corroborate the author’s 
arguments. In drawing argumentation, the author aplied two approaches which are 
stakeholder and actual condition analysis. All the claims from the author are based on 
the previous and relevant studies related to the gamification in current situation. 
Furthermore, several significant points will be explained starting with the 
fundamentals of gamification in ELT, the current trend of gamification in ELT, 
reviewing the previous studies of gamification in ELT, and reevaluating gamification 
glorification for unexpected outcomes in ELT. At the end of this paper, the readers 
expected to understand better the unforeseen outcomes of gamification glorification 
on English language teaching and how to use the gamification strategy wisely. 

 
2. The Fundamental of Gamification in ELT 

Rapid change leads to innovations that sometimes bring positive outcomes, 
including the integration of gamification in education. Gamification refers to the use 
of game systems and components for ordinary situations. This method aims to 
cultivate fun, enjoyable, and exciting activities for the people involved with this 
strategy (Baptista & Oliveira, 2019). The intention of using gamification is to increase 
human motivation since it offers the experience of playing games (Lam & Chiu, 2018). 
Gamification is different from severe competition, and this approach promotes 
communication skills, creativity, socialization, sensing, and expressing of manner and 
emotion (Veljković Michos, 2017). Furthermore, gamification also refers to 
instructional techniques where the activities are conducted through the gamified 
system (Inayati & Waloyo, 2022). From an educational point of view, this strategy 
penetration of the games system into the pedagogical process to enhance the teaching 
and learning quality (Tan et al., 2018). The use of this concept is to accelerate and 
avoid destruction in the teaching and learning process (Kayimbaşioǧlu et al., 2016). 

In this study, gamification is a method of implementing the elements of games 
such as scores, punishments, rules, players, levels, etc. in the context of the non-game 
situation. This aims to enhance motivation, curiosity, and tendency to learn. Not only 
that, using it can avoid destruction and promote independent activities. Similarly, 
education trigs students’ interest in learning by using fun, exciting, and enjoyable 
teaching and learning activities through gamification learning. However, gamification 
also leads to adverse outcomes, especially for students and teachers where the 
teaching and learning process is blurred, which is fundamental to the educational 
process and other negative outcomes of its implementation.  
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Furthermore, the concept of gamification refers to the use of a gamified process 
which is a way of thinking mechanically based on the gaming process (Zichermann & 
Cunningham, 2011). The use of it intends to raise motivation and engagement. The 
concept of play in gamification creates a chance for the users to express, improvise, 
and recombine their behaviors by following the game’s rules (Kim et al., 2018). 
Furthermore, gamification is like the other types of games, where the aim is to 
compete and win. In implementing gamified teaching and learning processes, they 
most likely integrate several concepts which are concepts of choice, control, difficulty, 
and failure (Cho & Castañeda, 2019). 

The concept of gamification is always about using gamified characteristics in 
traditional activities. The gamification strategy intends to bring the playing game 
experience which is mutually exclusive in playing games to the users. Not only that, 
but gamification also promotes self-motivation and self-regulated learning. The 
learners might avoid the learning destruction and tend to be more interested in 
learning something new. The concept of gamification might help teachers and 
learners transfer knowledge in interactive ways. However, this concept might lead to 
unnecessary tendencies from students who will only focus on winning and competing 
with others which is not the primary objective of the teaching and learning process.  

Many studies claim the components of gamification. Each of the studies has 
similarities and differences in the components of gamification, especially in 
implementation in the teaching and learning process. Enhance, the elements of games 
consist of the most common and uncommon elements (Dehghanzadeh et al., 2021). 
The most common aspects that can be found in most games are leaderboard, level, 
point, achievement, challenge, and feedback. On the other hand, the most distinctive 
elements are a medal, avatar, signal, purchase session, etc. Similarly, according to 
other research, gamification features are feedback (score, network, comment, etc.) 
and game-play, objective, etc. (Hamari & Koivisto, 2015). In education, the elements 
of a game consist of leaderboards, medals, scores, awards, levels, feedback, 
achievements, etc. (Zhihao & Zhonggen, 2022). Furthermore, games have two 
significant elements: game mechanics and dynamics. The elements of game 
mechanics are story, score, level, challenge, gift, badge, etc. (Bunchball, 2010). The 
elements of game dynamics are stimulation, drive, emotion, etc. Similarly, the 
features of gamification consist of mechanics elements (trading, gambling, drawing, 
competing, etc.), dynamics elements (status, attention, social, etc.), and aesthetics 
elements (fantasy, challenge, sensation, narrative, etc.) (Manzano-León et al., 2021). 

The use of games’ elements in the gamified teaching and learning processes or 
other activities is based on the needs of the games or materials. Some activities might 
use complete gamification aspects and some might use only certain elements. 
Moreover, the parts of gamification are scores, levels, rules, challenges, leaderboards, 
etc. These elements are essential to construct the non-game activities to be gamified 
activities. Therefore, the utilization of gamification in teaching and learning processes 
should consider and adjust some aspects of its implementation that somehow, 
educators forget about this concept. 

Noticing the information from the previous explanation, it can be inferred that 
the elements of games in gamified activities are based on the users’ needs. Therefore, 
the steps or process for the implementation of gamification in the teaching and 
learning process might be different. The gamification steps are based on the purposes 
of the games and the audiences’ needs (Al-Dosakee & Ozdamli, 2021). Furthermore, 
there are five procedures for implementing gamification in education: understanding 



Madah: Jurnal Bahasa dan Sastra  ISSN 2580-9717 

Vol. 14, No. 2, Oktober 2023, hlm. 229—244  233 
 

         http://dx.doi.org/10.31503/madah.v14i2.642    

 

the concept of gamification and students, determining the learning goals, constructing 
the learning experiences, measuring the learning resources, and then implementing 
the elements of gamification (Dicheva et al., 2019).  

In conclusion, the processes of gamification implementation in education rely on 
the learning objectives and suitability of materials. The steps of each teaching and 
learning process might be different. That is why the user needs to understand the 
characteristics and nature of the resources and conditions for applying gamification. 
Furthermore, the teachers and students should understand the concept of 
gamification, determine learning objectives, construct experiences, identify resources, 
and use gamification in teaching and learning processes. Therefore, gamification 
might be dynamic and bring unexpected outcomes according to its intention in 
education.  

 
3. The Current Trend of Gamification in ELT 

Currently, gamification has become a trend center in English language teaching. 
As mentioned in the previous explanation, gamification refers to using game elements 
for non-game activities (Aini et al., 2019). In teaching and learning, gamification 
increases learners’ motivation and engagement (Lam & Chiu, 2018). Meanwhile, the 
gamification trend in ELT is getting unhealthy and leading to incorrect result where 
the educational actors try to over-glorify it. According to Oxford Learners 
Dictionaries, (2023), glorification refers to the process of making something seem to 
be more important and better than how it is supposed to be. Similarly, according to 
Reverso Dictionary, (2023), glorification means enhancing or exaggerating the value 
of something. Glorification leads to the superiority and impeccability that makes 
people seeing something with biases and injustice (Leidner et al., 2010). It is also 
related to people’s contribution directly to crisis issues (Naughton et al., 2021). The 
use of glorification may also connect to admiring something that does not deserve 
admiration (Nissim-Sabat, 2016). 

According to the above explanation, it can be inferred that gamification 
glorification is the process of using a gamified strategy in the teaching and learning 
process but in the manner of over-glorifying by claiming that the best way to teach is 
using the gamification technique. Every teaching and learning activity that does not 
use a gamification strategy might be identified as left behind or old-fashioned 
teaching and learning style. The narrative is harmful because it leads to the 
perspectives where gamification is the only best way to teach and the other teaching 
strategies value less meaning. The gamification glorification makes the people who 
use it over-proud and they tend to be closed to the alternative ways of teaching and 
learning processes.  

The problem will exist when there is a feeling of superiority over something. 
This situation makes others seem less important and weak. It happens with the use of 
gamification in educational settings, where many educators claim that the gamified 
technique is a perfect strategy for the teaching and learning process. Moreover, this 
claim tells society and the education sector that gamification in the teaching and 
learning process indicates the best strategy to implement. This narrative stigmatizes 
all teachers from various backgrounds to adopt this strategy. It is identified as a must 
strategy to be used even if they still need more facility, pedagogical skill, knowledge, 
time, readiness, etc. Gamification affects ethical aspects where many learners only use 
gamified learning for unsupportive competition with an overly competitive effect 
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(Mazarakis, 2021). The educational actors tend to invest much time in running it. Not 
only that, gamification tends to be more exploitative than its first objective. They use 
it only for pleasure instead of understanding the lesson based on the process (Gerber, 
2014). The gamification technique may be unnecessary and there are better options 
for the best outcome of the teaching and learning process since familiarity plays a 
significant role for teachers and students (Mee Mee et al., 2020). Teachers also tend to 
use gamification strategies to hinder their student assessment responsibilities. They 
use gamification and let students learn by themselves but are less likely to investigate 
the score for the leaderboard (Aini et al., 2019). This situation is getting worse 
because of the glorification of gamification in society and they tend to overuse it 
without analyzing the suitability of gamification strategy for their teaching materials.  

To sum up, glorifying gamification is problematic when some actors in 
educational settings do not use it wisely and adequately. They follow the trend 
without knowing the fundamental concept and the reason behind using gamified 
strategies in their teaching and learning process. Despite the positive impact of 
gamification in the teaching and learning process, the glorification of it makes it less 
meaningful. There is an absolute standard of teaching strategy that should be done 
through gamification strategy. The teaching techniques or strategies should be used 
based on the needs and materials of the class (Shirani Bidabadi et al., 2016). 
Therefore, there are a few best teaching and learning techniques in education. That is 
why glorifying gamification in educational settings is problematic and leads to 
unexpected outcomes. 
 
4. Reviewing The Previous Studies of Gamification in ELT 

Broadly speaking, regarding previous studies on reevaluating gamification 
glorification in English Language Technology (ELT), previous studies have not yet 
discussed reevaluating gamification glorification in the ELT context. Furthermore, 
only some studies discuss the negative impact of gamified learning and the 
reevaluating worship of gamification in education but in the general context. Some 
studies explain the harmful impacts of gamification and how the use of gamification is 
only sometimes applicable in some circumstances. There will always be a probability 
of opposing sides of gamified learning such as addiction, unaccustomed learning, less 
focus on materials, too focused on scores, readiness, and forcing using gamification. 
Therefore, this conceptual paper will reevaluate the glorification of gamification in 
English language teaching. Here are several studies related to reevaluating 
gamification glorification in ELT. 

The Vermont State Senate KLAR Orange Country article was published on 
December 22, 2021. This article discusses the dangerous impact of gamification in 
general education (J, 2021). It addresses the students’ problem in following 
gamification where they are not fully understood using gamification since the 
teachers focus on using gamification without knowing the needs of students in the 
teaching and learning processes. They only tend to use gamification because they are 
following the trend. Therefore, this situation negatively impacts students with 
different abilities and needs in the learning process.  

Furthermore, gamification in teaching and learning processes creates 
controversy about whether it can transfer knowledge (Gerber, 2014). This claim 
arises because gamification sometimes leads to a learning environment where 
students focus on the scores and points instead of the nuance of the meaning teaching 
and learning process. This condition makes students using gamification for pleasure. 
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It gets worse when many educational stakeholders try to glorify the implementation 
of gamification. Therefore, this also suggests that the implementation of gamification 
leads to a problem. 

In summary, there still needs to be more studies discussing the reevaluation of 
the adverse outcomes of glorifying gamification in teaching and learning processes. 
Many studies are most likely discussing the positive impact of gamification and even 
there are rare studies about the harmful effects of gamification. Therefore, the studies 
about reevaluating gamification glorification in English language teaching still need to 
be improved, especially since the glorification of gamification leads to unexpected 
adverse outcomes. 

 
5. The Unexpected Outcomes of Gamification Glorification in ELT 

The educational actors should consider gamification implementation, especially 
for its positive and negative implications. Many studies discuss gamification's 
advantages and disadvantages in educational settings. The study about them keeps 
growing. Gamification can construct participation, engagement, cognitive load, 
internal motivation, academic achievement, and scientific competencies (Ahmad et 
al., 2020; Aini et al., 2019; Ebrahimzadeh, 2017; Hanus & Fox, 2015; Manzano-León et 
al., 2021). Also, gamified learning can modify mood and increase learners’ happiness 
in following teaching and learning processes (Veljković Michos, 2017). It also helps 
learners focus better and develop self-efficacy during learning (Cho & Castañeda, 
2019; Sun & Hsieh, 2018; Veljković Michos, 2017).  

On the other hand, gamification also brings some unexpected outcomes, 
especially in educational settings. Gamification creates problems such as inconsistent 
regulation and objectives, an unhealthy competitive environment, and time-
consuming and unnecessary noise or activity (Demirbilek et al., 2022). Regarding 
media or technology needs for conducting gamified learning, it requires specific 
technology that only some schools and teachers have yet to facilitate. The use of 
gamification can create addiction in users. Using gamification can create problems 
regarding internet connection and improper technology (Sun & Hsieh, 2018; Ward & 
Peoples, 2019). It also decreases communicative tasks since the learners are most 
likely too focused on their activities in the game (Loewen, 2018) and it leads to a lack 
of effect, worsened performance, motivational issues, lack of understanding, and 
irrelevance (Almeida et al., 2023). Similarly, from the first explanation of this 
paragraph, gamification also makes the teaching and learning processes take much 
time and makes it hard to customize the learning process (Mee Mee et al., 2020). A 
gamification strategy tends to make the learners too focused on the points and scores 
instead of the process of cultivating values of the learning process and morality 
(Gerber, 2014).  

Furthermore, from the teachers’ point of view, the glorification of gamification 
in teaching and learning processes significantly affects the teachers since the teachers 
oversee using and implementation of that teaching strategy (Tondeur et al., 2019). 
The glorification of gamification sends a narrative to them about the superiority of 
gamification and the use of gamification can be classified as mandatory for them 
(Leidner et al., 2010). Teachers who do not apply it can be seen as left behind. This 
condition is getting worse daily and affects the teachers a lot.  

Noticing the various background of teachers and the places where they teach 
create different abilities and capabilities to adapt or implement new teaching 
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strategies (Mailizar et al., 2020). Using a gamification strategy might be further for 
them and does not apply to their educational institutions (Phuong, 2020). Therefore, 
glorifying this technique creates a destructive impact on the teachers where they 
need to follow the trend without understanding it. The method may not be applicable 
because of several factors such as the learning objectives, facilities supporting 
learning, etc. That is why teachers must reevaluate, analyze, and assess whether 
gamification can be done through their educational condition.  

The glorification of gamification also affects the students. They need to adapt to 
the gamified learning process. Since they are from various backgrounds, they must 
follow all the gamified activities outside their learning interest or learning style 
(Arrosagaray et al., 2019). This situation might create uncomfortable conditions for 
them, especially for students who need extra time to catch up with other students. 
For example, some students need more English vocabulary or confidence in 
communicating in English. This condition can make a great barrier between them and 
other students since each student prefers to receive materials through the teaching 
process (Lam & Chiu, 2018). It will create a stigma to them about having slow 
learning. Since they will be left behind, especially in gamified learning, the situation is 
most likely contextual and the knowledge being used is also more advanced (Baptista 
& Oliveira, 2019). Therefore, they feel uncomfortable and they will lose the sense of 
belonging to the class.   

Besides, gamification learning also creates unhealthy competitiveness where 
students focus on scores, points, and victories (Demirbilek et al., 2022). They need to 
remember the foundation of learning where they need to understand something 
which can make them wiser (Hanus & Fox, 2015). This situation can worsen when 
they use many incorrect ways to compete with other students, leading to harmful 
actions such as cheating, lying, sabotaging, etc. (Mcgunnigle & Press, n.d.). 
Furthermore, students’ readiness is also a significant concern in implementing 
gamification. Some students might have different background knowledge and 
familiarity with the technology used in gamification learning (Fedorenko et al., 2021). 
This condition can lead to an unconscious situation and understanding of the main 
goal of the teaching and learning process. 

It can be inferred that the use of gamification in teaching and learning processes 
especially its glorification creates unexpected outcomes for students since gamified 
teaching and learning process cannot be adjusted or customized to the needs of 
students (Mee Mee et al., 2020). It is most likely making them unable to adapt and 
survive. Not only that, this condition also makes them uncomfortable. There will be a 
notion in the classroom that the teachers are not neutral and only focus on the 
progress of privileged students who are intelligent, rich, knowledgeable, etc. 
Therefore, it is crucial to implement gamification well in educational settings, 
especially for students.  

In the context of parents and society, glorifying gamification techniques in 
teaching and learning processes might lead to a situation where there will be a 
cultural narrative about the importance of gamification strategy. The gamification 
strategy can be seen as a crucial factor regarding the quality of teachers and schools. 
They will see teachers or schools with no gamification strategy in the teaching and 
learning process as a minus point, making them reluctant to send their children to 
those schools because of that stigma.  

This condition also misleads where the standards of a good school or teacher are 
only determined through gamification being used meanwhile a good school or 
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education in general is based on school readiness, having prior knowledge, 
perseverance, etc. (Learning Portal IIEP UNESCO, 2023). This is not good since the 
parents and society will only support certain teachers or schools as learning places 
for their children. In the worst-case scenario, they will label certain teachers and 
schools as incapable and it kills their occupancies and schools. Therefore, glorifying 
gamification is ‘toxic’ and parents and society should be more aware that gamified 
techniques are not successful in teaching and learning processes.  

The glorification of gamification also affects policymakers. They will face 
challenges to provide suitable facilities and human resources that can be taught the 
materials with gamification techniques (Eli, 2021; Pitoyo et al., 2020). This situation 
will burden them since they need to provide many things and create many programs 
to meet the expectations of society. If the policymakers cannot fulfill it, they will get 
labeled as incompetent to fulfill society’s desires regarding the educational aspect 
which uses the gamification strategy. Therefore, policymakers will face hard 
conditions in dealing with those conditions.  

The trend of gamification also creates unimportant policies being produced and 
released by the policymakers since they get oppressed by society regarding the use of 
teaching and learning methods (del Olmo-Muñoz et al., 2023). They will force 
teachers and schools to apply gamification of teaching and learning processes. In 
addition, they will also spend more funding to facilitate the use of gamification in 
education. There are still many things that need to be fixed in the educational aspects 
such as infrastructure, human resources, etc. That is why gamification glorification 
creates unexpected outcomes where the policymakers tend to make unimportant 
policies and are less focused on the tangible problems in the educational settings. 

 
6. Reevaluating the Glorification of Gamification in ELT 

Noticing the problems created by gamification glorification to all stakeholders in 
education, it can be claimed that it is crucial to reevaluate the implementation of 
gamification in English language teaching. Policymakers and teachers should revise 
how to use gamification in teaching and learning processes. It is also essential to 
educate and prepare educators before applying gamified learning to their classes 
(Panis et al., 2020). Gamification should be implemented well and wisely (Krishnan et 
al., 2021). Human resources, facilities, and time are essential for effective teaching 
and learning.  

Furthermore, educators should also understand the concept of gamification to 
avoid adverse outcomes such as students tending to focus on scores/points, teachers 
using gamified learning unwisely, the learning environment becoming less 
meaningful, etc. (Pitoyo et al., 2020). Not only that, the educators should be wise in 
responding and sharing their opinion about the use of gamification in teaching and 
learning processes, where it can trigger other educators to imitate and implement 
that strategy in their schools just because it seems implemented successfully in the 
other schools. They should understand that the success of the learning strategy is also 
supported by the facilities, time, money, and other external factors (Barrett & Treves, 
2019). Therefore, it is essential for them to not over-glorify the use of gamification in 
English language teaching, which can lead to misleading which makes some 
educational institutions force themselves to use gamification strategies even if they 
are not eligible.  
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The reevaluation of gamification implementation also helps educators who 
cannot do teaching and learning with gamified learning. There will be notions in their 
surroundings about even if they cannot do gamified techniques and they only can do 
traditional or usual methods that they do. That is fine because they can feel that they 
get appreciation from others and there is nothing wrong with their preferences on 
teaching strategy. This situation will not weaken them but strengthen the narrative 
that there is no best teaching technique. Still, each teaching technique is good 
depending on the intention and the needs of educational actors (Tomas et al., 2019).  

To sum up, the reevaluation of gamification is very crucial to overcome other 
possible problems. According to the previous discussion, the glorification of 
gamification affects many actors whether they get involved directly or indirectly. That 
is why policymakers and educators need to reevaluate gamification implementation 
comprehensively to avoid and minimize the impact of gamification on educational 
actors. Lastly, educators especially teachers should be wise in pointing out their 
opinion about specific teaching techniques to prevent over-glorify which can lead to 
misleading and misconception. 

 
7. Conclusion 

According to the previous discussions, it can be inferred that the application of 
gamification techniques in teaching and learning processes has changed significantly 
in the educational sector. The fundamental of this technique aims to apply the 
elements of the game to non-game activities. It is expected to be a way to increase 
student’s engagement and motivation. However, the implementation of gamification 
might be dynamic and bring unexpected outcomes according to its intention in 
education. Although many previous studies has proved the positive impact of 
gamification, it might also lead to negative impacts, especially if it is over-glorified. In 
fact, society including educational actors glorifies gamification as the best way to 
teach and learn something new. Many people believe that the use of gamification can 
be an indicator of success and vice versa. This situation forces the educational actors 
to use a gamification strategy as mandatory, even if there are still many problems 
related to the foundation of teaching and learning processes such as curriculum, 
facilities, infrastructure, human resources, etc. According to the explanation of 
unexpected outcomes from the over-glorifying gamification. It creates problems 
where the teachers, students, parents/society, and policymakers are forced to adapt 
to the gamification strategy even if they are not ready yet to implement it. This 
condition makes them to create unimportant regulations and actions in incorporating 
gamification in education. Therefore, educational actors and policymakers must 
reevaluate the glorification of gamification and use it wisely. 

 
  
 
 
 

 
 
 
 
 
 



Madah: Jurnal Bahasa dan Sastra  ISSN 2580-9717 

Vol. 14, No. 2, Oktober 2023, hlm. 229—244  239 
 

         http://dx.doi.org/10.31503/madah.v14i2.642    

 

References 
 
Ahmad, A., Zeshan, F., Khan, M. S., Marriam, R., Ali, A., & Samreen, A. (2020). The 

Impact of Gamification on Learning Outcomes of Computer Science Majors. ACM 
Transactions on Computing Education, 20(2). https://doi.org/10.1145/3383456 

Aini, Q., Hariguna, T., Putra, P. O. H., & Rahardja, U. (2019). Understanding how 
gamification influences behaviour in education. International Journal of Advanced 
Trends in Computer Science and Engineering, 8(1.5 Special Issue), 269–274. 
https://doi.org/10.30534/ijatcse/2019/4781.52019 

Al-Dosakee, K., & Ozdamli, F. (2021). Gamification in Teaching and Learning 
Languages: A Systematic Literature Review. Revista Romaneasca Pentru Educatie 
Multidimensionala, 13(2), 559–577. https://doi.org/10.18662/rrem/13.2/436 

Almeida, C., Kalinowski, M., Uchôa, A., & Feijó, B. (2023). Negative effects of 
gamification in education software: Systematic mapping and practitioner 
perceptions. Information and Software Technology, 156. 
https://doi.org/10.1016/j.infsof.2022.107142 

An, Y., Zhu, M., Bonk, C. J., & Lin, L. (2021). Exploring instructors’ perspectives, 
practices, and perceived support needs and barriers related to the gamification 
of MOOCs. Journal of Computing in Higher Education, 33(1), 64–84. 
https://doi.org/10.1007/s12528-020-09256-w 

Antonopoulou, H., Halkiopoulos, C., Gkintoni, E., & Katsimpelis, A. (2022). Application 
of Gamification Tools for Identification of Neurocognitive and Social Function in 
Distance Learning Education. International Journal of Learning, Teaching and 
Educational Research, 21(5), 367–400. https://doi.org/10.26803/ijlter.21.5.19 

Arrosagaray, M., González-Peiteado, M., Pino-Juste, M., & Rodríguez-López, B. (2019). 
A comparative study of Spanish adult students’ attitudes to ICT in classroom, 
blended and distance language learning modes. Computers and Education, 
134(February), 31–40. https://doi.org/10.1016/j.compedu.2019.01.016 

Azar, A. S., & Tan, N. H. I. (2020). The application of ICT techs (mobile-assisted 
language learning, gamification, and virtual reality) in teaching english for 
secondary school students in malaysia during covid-19 pandemic. Universal 
Journal of Educational Research, 8(11 C), 55–63. 
https://doi.org/10.13189/ujer.2020.082307 

Baptista, G., & Oliveira, T. (2019). Gamification and serious games: A literature meta-
analysis and integrative model. Computers in Human Behavior, 92(May 2018), 
306–315. https://doi.org/10.1016/j.chb.2018.11.030 

Barrett, P., & Treves, A. (2019). The Impact of School Infrastructure on Learning. In 
International Development in Focus. 
https://files.eric.ed.gov/fulltext/ED604388.pdf 

Bunchball. (2010). Gamification 101: An Introduction to the Use of Game. October. 



240 Madah: Jurnal Bahasa dan Sastra ISSN 2580-9717 

 Vol. 14, No. 2, Oktober 2023, hlm. 229—244 

 

Sharizan 
Reevaluating the Glorification of Gamification for Unexpected 

Outcomes in English Language Teaching 

 

https://doi.org/10.1016/j.compedu.2012.12.020 

Chans, G. M., & Portuguez Castro, M. (2021). Gamification as a strategy to increase 
motivation and engagement in higher education chemistry students. Computers, 
10(10), 1–24. https://doi.org/10.3390/computers10100132 

Cho, M. H., & Castañeda, D. A. (2019). Motivational and affective engagement in 
learning Spanish with a mobile application. System, 81, 90–99. 
https://doi.org/10.1016/j.system.2019.01.008 

Dehghanzadeh, H., Fardanesh, H., Hatami, J., Talaee, E., & Noroozi, O. (2021). Using 
gamification to support learning English as a second language: a systematic 
review. In Computer Assisted Language Learning (Vol. 34, Issue 7, pp. 934–957). 
Routledge. https://doi.org/10.1080/09588221.2019.1648298 

del Olmo-Muñoz, J., Bueno-Baquero, A., Cózar-Gutiérrez, R., & González-Calero, J. A. 
(2023). Exploring Gamification Approaches for Enhancing Computational 
Thinking in Young Learners. Education Sciences, 13(5). 
https://doi.org/10.3390/educsci13050487 

Demirbilek, M., Talan, T., & Alzouebi, K. (2022). An Examination of the Factors and 
Challenges to Adopting Gamification in English Foreign Language Teaching. 
International Journal of Technology in Education, 5(4), 654–668. 
https://doi.org/10.46328/ijte.358 

Dicheva, D., Irwin, K., & Dichev, C. (2019). Exploring Learners Experience of Gamified 
Practicing: For Learning or for Fun? International Journal of Serious Games, 6(3), 
5–21. https://doi.org/10.17083/ijsg.v6i3.299 

Dictionaries, O. L. (2023). Definition of Glorification. Oxford Dictionary. 
https://www.oxfordlearnersdictionaries.com/definition/english/glorification?q
=glorification 

Dictionary, R. (2023). Glorification Defintion, Glorification Meaning. 
https://dictionary.reverso.net/english-definition/glorification  

Dowling-Hetherington, L., Glowatz, M., McDonald, E., & Dempsey, A. (2020). Business 
students’ experiences of technology tools and applications in higher education. 
International Journal of Training and Development, 24(1), 22–39. 
https://doi.org/10.1111/ijtd.12168 

Ebrahimzadeh, M. (2017). Readers, Players, and Watchers: EFL Students’ Vocabulary 
Acquisition through Digital Video Games. English Language Teaching, 10(2), 1. 
https://doi.org/10.5539/elt.v10n2p1 

Eli, T. (2021). Students` Perspectives on the Use of Innovative and Interactive 
Teaching Methods at the University of Nouakchott Al Aasriya, Mauritania: 
English Department as a Case Study. International Journal of Technology, 
Innovation and Management (IJTIM), 1(2), 90–104. 
https://doi.org/10.54489/ijtim.v1i2.21 



Madah: Jurnal Bahasa dan Sastra  ISSN 2580-9717 

Vol. 14, No. 2, Oktober 2023, hlm. 229—244  241 
 

         http://dx.doi.org/10.31503/madah.v14i2.642    

 

Fedorenko, E. G., Kaidan, N. V., Velychko, V. Y., & Soloviev, V. N. (2021). Gamification 
when studying logical operators on the Minecraft EDU platform. CEUR Workshop 
Proceedings, 2898, 107–118. 

Gerber, H. R. (2014). Internet Learning Voume 3 Issue 1-Spring. 

Hamari, J., & Koivisto, J. (2015). Why do people use gamification services? 
International Journal of Information Management, 35(4), 419–431. 
https://doi.org/10.1016/j.ijinfomgt.2015.04.006 

Hanus, M. D., & Fox, J. (2015). Assessing the effects of gamification in the classroom: A 
longitudinal study on intrinsic motivation, social comparison, satisfaction, effort, 
and academic performance. Computers and Education, 80, 152–161. 
https://doi.org/10.1016/j.compedu.2014.08.019 

Hicks, K., Gerling, K., Richardson, G., Pike, T., Burman, O., & Dickinson, P. (2019). 
Understanding the effects of gamification and juiciness on players. IEEE 
Conference on Computatonal Intelligence and Games, CIG, 2019-August, 1–8. 
https://doi.org/10.1109/CIG.2019.8848105 

Inayati, N., & Waloyo, A. A. (2022). The influence of Quizziz-online gamification on 
learning engagement and outcomes in online English language teaching. Journal 
on English as a Foreign Language, 12(2), 249–271. 
https://doi.org/10.23971/jefl.v12i2.3546 

J, K. (2021). The Dangers of Gamification in Education Technologies. Verment State 
Senate KLAR Orange Country. https://johnklar.net/Article/The-Dangers-of-
Gamification-in-Education-Technologies 

Jaakkola, E. (2020). Designing conceptual articles: four approaches. AMS Review, 
10(1–2), 18–26. https://doi.org/10.1007/s13162-020-00161-0 

Kayimbaşioǧlu, D., Oktekin, B., & Haci, H. (2016). Integration of Gamification 
Technology in Education. Procedia Computer Science, 102, 668–676. 
https://doi.org/10.1016/j.procs.2016.09.460 

Kim, S., Song, K., Lockee, B., & Burton, J. (2018). What is Gamification in Learning and 
Education? In Gamification in Learning and Education (pp. 25–38). 
https://doi.org/10.1007/978-3-319-47283-6_4 

Korkmaz, S., & Öz, H. (2021). Using Kahoot To Improve Reading Comprehension of. 
International Online Journal of Education and Teaching (IOJET), 8(2), 1138–1150. 
https://files.eric.ed.gov/fulltext/EJ1294319.pdf 

Krishnan, S. D., Norman, H., & Yunus, M. M. (2021). Online gamified learning to 
enhance teachers’ competencies using classcraft. Sustainability (Switzerland), 
13(19). https://doi.org/10.3390/su131910817 

Lam, Y. W., & Chiu, K. F. (2018). Improving argumentative writing: Effects of a blended 
learning approach and gamification. 22(1), 97–118. 



242 Madah: Jurnal Bahasa dan Sastra ISSN 2580-9717 

 Vol. 14, No. 2, Oktober 2023, hlm. 229—244 

 

Sharizan 
Reevaluating the Glorification of Gamification for Unexpected 

Outcomes in English Language Teaching 

 

https://dx.doi.org/10125/44583 

Learning Portal IIEP UNESCO. (2023). Quality and Learning Indicators. UNESCO. 
https://learningportal.iiep.unesco.org/en/issue-briefs/monitor-
learning/quality-and-learning-indicators#:~:text=UNESCO’s framework on the 
variables,to learning%2C and demographic variables 

Leidner, B., Castano, E., Zaiser, E., & Giner-Sorolla, R. (2010). Ingroup glorification, 
moral disengagement, and justice in the context of collective violence. Personality 
and Social Psychology Bulletin, 36(8), 1115–1129. 
https://doi.org/10.1177/0146167210376391 

Loewen, S. (2018). Instructed Second Language Acquisition. In The Palgrave 
Handbook of Applied Linguistics Research Methodology. 
https://doi.org/10.1057/978-1-137-59900-1_29 

Mailizar, Almanthari, A., Maulina, S., & Bruce, S. (2020). Secondary school 
mathematics teachers’ views on e-learning implementation barriers during the 
COVID-19 pandemic: The case of Indonesia. Eurasia Journal of Mathematics, 
Science and Technology Education, 16(7). 
https://doi.org/10.29333/EJMSTE/8240 

Manzano-León, A., Camacho-Lazarraga, P., Guerrero, M. A., Guerrero-Puerta, L., 
Aguilar-Parra, J. M., Trigueros, R., & Alias, A. (2021). Between level up and game 
over: A systematic literature review of gamification in education. Sustainability 
(Switzerland), 13(4), 1–14. https://doi.org/10.3390/su13042247 

Mazarakis, A. (2021). Gamification Reloaded Current and Future Trends in 
Gamification Science. I-Com, 20(3), 279–294. https://doi.org/10.1515/icom-
2021-0025 

Mcgunnigle, C., & Press, V. (n.d.). Gamification in the RhetComp Curriculum Edited by. 

Mee Mee, R. W., Shahdan, T. S. T., Ismail, M. R., Abd Ghani, K., Pek, L. S., Von, W. Y., 
Woo, A., & Rao, Y. S. (2020). Role of gamification in classroom teaching: Pre-
service teachers’ view. International Journal of Evaluation and Research in 
Education, 9(3), 684–690. https://doi.org/10.11591/ijere.v9i3.20622 

Montaner-Villalba, S. (2019). The use of Quizlet to enhance vocabulary in the English 
language classroom. CALL and Complexity – Short Papers from EUROCALL 2019, 
2019(2019), 304–309. https://doi.org/10.14705/rpnet.2019.38.1027 

Mullins, J. K., & Sabherwal, R. (2020). Gamification: A cognitive-emotional view. 
Journal of Business Research, 106(February), 304–314. 
https://doi.org/10.1016/j.jbusres.2018.09.023 

Naughton, L., Padeiro, M., & Santana, P. (2021). The twin faces of ageism, glorification 
and abjection: A content analysis of age advocacy in the midst of the COVID-19 
pandemic. Journal of Aging Studies, 57. 
https://doi.org/10.1016/j.jaging.2021.100938 



Madah: Jurnal Bahasa dan Sastra  ISSN 2580-9717 

Vol. 14, No. 2, Oktober 2023, hlm. 229—244  243 
 

         http://dx.doi.org/10.31503/madah.v14i2.642    

 

Nissim-Sabat, M. (2016). Violence and Its Glorification: Transcending 
Incommensurable Psychoanalytic Paradigms. Psychoanalytic Inquiry, 36(6), 476–
487. https://doi.org/10.1080/07351690.2016.1192389 

Panis, I. C., Setyosari, P., Kuswandi, D., & Yuliati, L. (2020). Design gamification models 
in higher education: A study in Indonesia. International Journal of Emerging 
Technologies in Learning, 15(12), 244–255. 
https://doi.org/10.3991/ijet.v15i12.13965 

Phuong, T. T. H. (2020). Gamified Learning: Are Vietnamese EFL Learners Ready Yet? 
International Journal of Emerging Technologies in Learning, 15(24), 242–251. 
https://doi.org/10.3991/ijet.v15i24.16667 

Pitoyo, M. D., Sumardi, & Asib, A. (2020). Gamification-based assessment: The 
washback effect of quizizz on students’ learning in higher education. 
International Journal of Language Education, 4(1), 1–10. 
https://doi.org/10.26858/ijole.v4i2.8188 

Safitri, N. P. D., & Tari, N. (2022). Gamification and Role Play: Two combined teaching 
strategies for developing students’ speaking skills. Jurnal Manajemen Pelayanan 
Hotel, 6(2), 617–632. 

Shirani Bidabadi, N., Nasr Isfahani, A., Rouhollahi, A., & Khalili, R. (2016). Effective 
Teaching Methods in Higher Education: Requirements and Barriers. Journal of 
Advances in Medical Education & Professionalism, 4(4), 170–178. 
http://www.ncbi.nlm.nih.gov/pubmed/27795967%0Ahttp://www.pubmedcent
ral.nih.gov/articlerender.fcgi?artid=PMC5065908 

Shortt, M., Tilak, S., Kuznetcova, I., Martens, B., & Akinkuolie, B. (2023). Gamification 
in mobile-assisted language learning: a systematic review of Duolingo literature 
from public release of 2012 to early 2020. Computer Assisted Language Learning, 
36(3), 517–554. https://doi.org/10.1080/09588221.2021.1933540 

Sun, J. C. Y., & Hsieh, P. H. (2018). Application of a gamified interactive response 
system to enhance the intrinsic and extrinsic motivation, student engagement, 
and attention of English learners. Educational Technology and Society, 21(3), 
104–116. 

Tan, D., Lin, A., Ganapathy, M., & Kaur, M. (2018). SOCIAL SCIENCES & HUMANITIES 
Kahoot! It: Gamification in Higher Education. Pertanika J. Soc. Sci. & Hum, 26(1), 
565–582. http://www.pertanika.upm.edu.my/ 

Tomas, L., Evans, N. (Snowy), Doyle, T., & Skamp, K. (2019). Are first year students 
ready for a flipped classroom? A case for a flipped learning continuum. 
International Journal of Educational Technology in Higher Education, 16(1). 
https://doi.org/10.1186/s41239-019-0135-4 

Tondeur, J., Scherer, R., Baran, E., Siddiq, F., Valtonen, T., & Sointu, E. (2019). Teacher 
educators as gatekeepers: Preparing the next generation of teachers for 
technology integration in education. British Journal of Educational Technology, 



244 Madah: Jurnal Bahasa dan Sastra ISSN 2580-9717 

 Vol. 14, No. 2, Oktober 2023, hlm. 229—244 

 

Sharizan 
Reevaluating the Glorification of Gamification for Unexpected 

Outcomes in English Language Teaching 

 

50(3), 1189–1209. https://doi.org/10.1111/bjet.12748 

Veljković Michos, M. (2017). Gamification in Foreign Language Teaching: Do You 
Kahoot? 511–516. https://doi.org/10.15308/sinteza-2017-511-516 

Ward, D., & Peoples, C. (2019). An iOS Application With Firebase for Gym Membership 
Management. IEEE Potentials, 38(3), 27–34. 
https://doi.org/10.1109/MPOT.2018.2883356 

Zhihao, Z., & Zhonggen, Y. (2022). The Impact of Gamification on the Time-Limited 
Writing Performance of English Majors. Education Research International, 2022. 
https://doi.org/10.1155/2022/4650166 

Zichermann, G., & Cunningham, C. (2011). Gamification by Design: Implementing Game 
Mechanics in Web and Mobile Apps - Gabe Zichermann, Christopher Cunningham 
(p. 208). 
https://books.google.es/books?hl=es&lr=&id=zZcpuMRpAB8C&oi=fnd&pg=PR7
&dq=Zichermann,+G.,+%26+Cunningham,+C.+(2011).+Gamification+by+design:
+Implementing+game+mechanics+in+web+and+mobile+apps.+%22+O%27Reill
y+Media,+Inc.%22&ots=UvL855wb5d&sig=Rgv3qKWe-mz_1F 

 
  
 

 
 

  


