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Abstract: This study explores Vietnamese teachers’ perceptions and practices of
gamification in teaching English to first-year English majors at Thang Long University. The
goals of the research are to find out the impacts of gamification on EFL students’ learning and
some challenges when applying the approach. The participants of the study are five experienced
EFL teachers with over 5 years of experience teaching university students. The research adapts
qualitative method and uses semi-structured interviews as the main data collection instrument.
The findings show that gamification can boost engagement, create an enjoyable learning
environment, foster collaboration and competition, and enhance short-term learning outcomes.
However, it can be time-consuming and sometimes perceived as childish. It is most effective for
teaching vocabulary, reading, and speaking but less suitable for writing. Recommendations
include effective time management, planning, simplicity, fairness, and appropriate tool selection.
The study also discusses implications for educators and suggests future research directions.

Keywords: Gamification, applied linguistics, tertiary education, teachers’ perception, teaching
practices.

I. Introduction works well for younger students,

As technology continues to evolve
and the demand for innovative teaching
methods  grows,  gamification  has
become a popular way to boost student
motivation and engagement. Unlike
traditional lectures, which focus on
passive learning, gamification creates a
more student-centered experience that
makes learning more interactive and
enjoyable (Dehghanzadeh et al., 2019;
Nguyen-Viet & Nguyen-Viet, 2023).
Research has shown that gamification
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improving their motivation, engagement,
and overall learning outcomes. But
when it comes to university students-
especially in Vietnam-there’s still a lot
we don’t know. This study explores how
Vietnamese university teachers perceive
and use gamification in their English
classes. By looking at their experiences,
we can see whether the same benefits
that younger students enjoy also apply to
higher education and how local factors
might shape these effects. Understanding
this will not only help fill an important



research gap but also offer useful
insights for educators looking to bring
gamification into their classrooms. To dig
deeper into this topic, the study will focus
on the following research questions:

Main research questions:

- What do teachers think of the
usefulness of gamification to their
Students’ learning?

- What do teachers think of the
challenge of gamification to their students’
learning?

Sub-research questions:

- What skills do teachers think are
suitable for using gamification?

- What recommendations do teachers
have to improve the implementation of
gamification?

II. Literature review

2.1. Gamification

The definition of gamification
varies among scholars. According to
Alsawaier (2018, p. 11), gamification
was described as incorporating “game
elements, mechanics, features, design,
and structure into non-game contexts”.
A more straightforward definition from
Landers (2014) characterized gamification
as applying game attributes in non-game
settings to improve learning outcomes.
Other scholars such as Kingsley and
Grabners (2015) offered a distinct
perspective, emphasizing the pedagogical
applications of gamification. They defined
it as a combination of “content area
instruction, literacy, and 21st-century
learning skills” within an exceptionally
engaging learning environment (Kingsley
& Grabners, 2015, p. 51). Furthermore,
it 1s crucial to differentiate between the
terms gamification, game-based learning
(GBL), and serious games, as they can
often be confused. Gamification involves
gamifying the learning environment (non-
game context) with game elements to
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enhance engagement and motivation. In
contrast, GBL uses games as the primary
learning content. Serious games or serious
gaming, on the other hand, refers to games
designed for specific purposes, such as
education and business (Alsawaier, 2018).

2.2. Gamification in teaching
English as foreign language (EFL)

Gamification has been used in
English as foreign language (EFL) classes
as a teaching strategy to draw students’
attention and create a pleasant learning
environment. However, with the ongoing
shift in education from lecture-based and
teacher-centered to  student-centered,
gamification has gained significant attention
as a new teaching approach. Many studies
have recognized the positive impacts
of gamification in education, especially
in teaching English. On the one hand,
gamification has the potential to enhance
student engagement, motivation, learning
outcomes, problem-solving skills, and
collaborative learning in EFL environments.
The self-determination theory (SDT) is
the most commonly used theory related to
gamification because it emphasizes both
motivation and engagement (Alsawaier,
2018). Underlying self-determination
theory are three principles:

- Autonomy: the will and ability
to make choices in pursuing and taking
responsibility for one’s actions

- Competence: the drive to tackle
obstacles and attain success

- Relatedness: a sense of social
standing and connection with others
founded on mutual respect and
interdependence

Based on this theory, when the three
factors are fulfilled, students become
highly motivated, ultimately leading
to improved academic performance.
On the contrary, if these factors are not
met, students may become demotivated,
negatively impacting their learning
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efficiency (Nguyen-Viet & Nguyen-
Viet, 2023). Moreover, research has
shown that incorporating gamification in
language learning can reduce students’
fear of speaking, increase their attention,
and encourage their willingness to
communicate (Arnold, 2014). This can
be attributed to the enjoyment learners
experience, which gives them a sense of
freedom and reduces their fear of making
mistakes. Well-designed gamification
activities  also  enhance  learners’
productivity and creativity by providing
a sense of progression and empowering
learners to take control of their learning.

On the other hand, Bogost (2011)
characterized gamification as a process
that extracts the least engaging elements
from games, like points and rewards,
which he saw as symbols of extrinsic and
peripheral motivation. He argued that the
most captivating aspects of video games lie
in the connectivity and cooperation among
players within game environments, rather
than in points or rewards. Additionally,
occasional failures of gamification in
specific contexts may stem from inadequate
design and a lack of comprehension
regarding how video games impact player
psychology to cultivate motivation,
diligence, and learning (Hughes &
Lacy, 2016). Similarly, Zichermann
(2010) attributed the occasional failure
of gamification in various educational
contexts primarily to the absence of game
thinking in its implementation.

Effectively utilizing gamification
can be challenging; therefore, to transcend
basic implementation, one must consider
various game elements such as storyline,
challenges, a sense of control, decision-
making, and achieving mastery.

2.3. Teachers’ perception of
applying gamification in teaching English

Regarding teachers’ perception of
gamification in EFL teaching, Demirbilek,

Talan, and Alzouebi (2022) conducted a
study involving 16 teachers from public
and private schools in Ukraine and Turkey,
revealing that the teachers exhibited a
favorable attitude toward gamification.
These teachers emphasized the positive
impact of games on language learning,
including increased class participation,
enjoyment, and learning effectiveness.
However, challenges such as irregularities,
objections, time constraints, and the
potential for negative competitive
environments were identified as barriers
to gamification. Technical issues, limited
access to technology, concerns about
screen time and game addiction, and health/
psychological considerations were cited as
primary reasons for teachers’ reluctance to
use gamification in EFL teaching.

Similarly, Ho’s (2019) study on
how to motivate Chinese ESL students
revealed that the students liked the
gamified group game task more than the
group discussion task. This game-based
learning approach helped create a positive
classroom environment, served as a useful
review for exams, and made students less
nervous about using English. Moreover,
the findings also showed that different
game elements contributed to the increase
in learners’ behavioral, emotional and
cognitive engagement. Ho’s research used
different ways to collect information and
was well-organized. The study also offered
useful teaching suggestions for English
teachers, which are helpful resources for
educators.

Another study conducted by Pham and
Pham (2022) explored teachers’ perceptions
of gamification, yielding positive results. The
research, which surveyed 20 teachers from
a vocational college in Vietnam, revealed
that the majority of teachers held positive
views regarding the pedagogical benefits of
gamification in English grammar instruction.
However, approximately 30% of the
teachers indicated that they did not actively



incorporate as many games as possible into
their grammar lessons. The study suggested
that more attention should be given to the
allocation of time for gamification and the
selection of suitable games for each aspect
of grammar instruction.

II1. Research methodlogy

3.1. Participants

A purposive sampling technique
was employed to select participants for
the study. As noted by Maxwell (2012),
purposive sampling involves deliberately
choosing specific individuals, locations,
or events to obtain critical information
that other methods might not provide.
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This approach was particularly relevant
to the study, as the researcher aimed to
understand the attitudes and teaching
strategies within a particular context rather
than generalizing findings to a broader
population (Alexander & Winne, 2006).

Five teachers agreed to participate
in the interviews. Of these, three were
selected as formal participants, while the
remaining two contributed during the pilot
phase. To ensure confidentiality, the formal
participants (refer to Table 3.1) are identified
by pseudonyms. All participants are
employed at a private university in Hanoi,
hold a master’s degree in TESOL, and have
over five years of teaching experience.

Table 3.1. Description of participants

Participants Age Qualification Teaching experience
Teacher 1 38 Master of TESOL and ELT 16 years
Teacher 2 34 Master of TESOL and ELT 12 years
Teacher 3 30 Master of TESOL and ELT 7 years
Teacher 4 26 Master of TESOL and ELT 6 years
Teacher 5 26 Master of TESOL and ELT 6 years

3.2. Research methodology

A qualitative research method is
chosen due to its key role in applied
linguistics, which explores pedagogical
practices in real-world contexts like
classrooms (Paltridge & Phakiti, 2015).
Aligned with Holliday’s (2015) view,
this approach provides in-depth insights
into teachers’ beliefs, motivations, and
challenges with gamified instruction,
going beyond surface-level observations.

3.3. Data collection instrument

A semi-structured interview is
chosen for data collection. This method is
highly effective for investigating complex
phenomena like language attitudes,
motivation, and proficiency (Talmy &
Richards, 2011). The semi-structured
format offers the flexibility needed to
delve deeply into teachers’ perspectives,
yielding contextualized insights. By using
an interview guide, the process ensures
a systematic exploration of key themes

while remaining adaptable to probe
emerging topics or unexpected responses.

3.4. Data collection procedure

To refine the interview questions for
clarity and relevance, a pilot interview is
conducted with 2 participants, prior to the
actual interview. Formal consent is sent
to each participant via e-mail before the
interview. The interview is conducted online
via Google Meet and is recorded with the
consent of the interviewees. Each interview
session is expected to be in 30 minutes.

3.5. Data management

The interview is transcribed using
the website Speechnotes and then compiled
into a Word sheet for subsequent analysis.
The data management process is anticipated
to be completed within one week.

3.6. Data analysis

The six-phased thematic analysis
framework developed by Braun and Clarke
(2006) will be employed to analyze the
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qualitative data.

widely recognized and robust method for
analyzing qualitative data, particularly
Interviews, as it facilitates the identification

Thematic analysis is a

of meaningful patterns and themes within
the data. The analysis procedures are
summarized in Table 3.2 with an example
of the initial codebook in Table 3.3.

Table 3.2. Summary of analysis procedures

Phases

Description of the process

Result

Familiarization with
the data

Transcribing data, reading and rereading data, noting down
initial ideas

Preliminary codes and detailed notes

Generation of initial
codes

Coding interesting features of the data systematically
across the entire data set, collating data relevant to each
code, making inferences about meanings of codes

Comprehensive codes of how data
answers research question(s)

Searching for themes

Collating codes into potential themes, gathering all data
relevant to each potential theme

List of candidate themes for further

analysis

Reviewing themes

Checking if the themes make sense and account for all
the coded extracts and the entire data set, generating a
thematic map

Coherent recognition of how themes
are patterned to tell an accurate story

about the data

Defining and naming
themes

Ongoing analysis for refining the specifics of each theme
and the overall story that the analysis tells, generating
clear definitions and names for each theme

A comprehensive analysis of what the
themes contribute to understanding the

data

Producing final

report

Selection of vivid, compelling extract examples, final
analysis of selected extracts, relating back to the research
question and literature, producing a report of the analysis

Description of the findings

Table 3.3. Example of initial codebook

I can think of is to choose the suitable games because my
students are adult learners and not children, so you would
want to avoid child-like games

Data extract Description of code | Initial code Possible theme/
sub-theme
No, because game elements are something [ use all the | The teacher said|Difficulty  in|Drawbacks of
time and it’s easy to choose, but um... the only problem | choosing  suitable | choosing games | gamification

games is difficult

3.7. Anticipated results

The study expects to identify both
benefits (e.g., increased engagement)
and challenges (e.g., technological
limitations) of gamification, revealing
diverse  implementation  approaches
and contextual factors influencing
effectiveness in Vietnamese universities.

IV. Findings and discussion

4.1. Teachers’ perception of the
benefits of using gamification in teaching
English to English-majored students

Gamification Boosts Learner
Engagement

Gamification significantly enhances
student engagement by making lessons
more interactive and enjoyable. Teacher 1

emphasized its effectiveness in warming
up activities, summarizing lessons, and
encouraging class participation. Teacher 2
pointed out that game elements like points
and rewards make learning more appealing,
increasing student interest and motivation.
Similarly, Teacher 3 observed that using
quests and team-based challenges ensures
active involvement, with rewards further
boosting enthusiasm. By incorporating
these elements, gamification not only fosters
excitement in learning but also encourages
students to participate more actively in class.
These observations align with Ho’s (2019)
and Nguyen-Viet and Nguyen-Viet’s (2023)
research. Ho (2019) asserted that gamification
can improve students’ behavioral, cognitive,
and motivational engagement through



collaborative tasks and digital platforms.
Similarly, Nguyen-Viet and Nguyen-Viet
(2023) stated that the challenging and joyful
nature of game elements can increase student
learning engagement.

Gamification Createsa Challenging
and Joyful Environment

Gamification helps create a more
engaging and stimulating learning
environment by turning traditional lessons
into interactive and competitive experiences.
Teacher 1 explained that incorporating tools
like Kahoot in reading activities prevents
boredomandincreasesstudentparticipationby
adding an element of competition. Similarly,
Teacher 2 noted that students find gamified
activities both entertaining and challenging,
as they resemble online games, which
naturally appeal to them. The combination
of fun, challenge, and competition keeps
students motivated and focused, making
learning more energetic and enjoyable. By
applying these game-like elements, teachers
can foster a more interactive and immersive
classroom experience. These insights support
Demirbilek, Talan, and Alzouebi’s (2022)
study, which stated that gamification can
make learning more enjoyable, thus making
the learning process more effective and
efficient.

Gamification Promotes Collaboration
and Competition Among Students

Gamification not only encourages
competition but also fosters collaboration
among students. Teacher 2 pointed
out that team-based activities make it
casier for teachers to track points while
also motivating students to complete
tasks quickly and enthusiastically. This
competitive element keeps students
engaged and driven. Likewise, Teacher
3 highlighted that teamwork plays a
crucial role in speaking lessons, as it
allows students to interact, practice, and
improve their communication skills in a
supportive environment. By integrating
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both competition and collaboration,
gamification enhances students’ academic
performance while also strengthening their
social skills. These findings align with
Pham and Pham’s (2022) research, which
suggests that gamification stimulates a
sense of competition, motivating students
to learn while enjoying the process.

’

Gamification Improves Students
Short-Term Learning Outcomes

Gamification can enhance students’
short-term  learning  outcomes by
increasing participation and engagement.
Teacher 1 explained that incorporating
game elements into lessons encourages
students to be more involved, which in
turn positively influences their learning
progress. Teacher 2 added that while
students recognize the long-term benefits
of language learning, mastering a language
can feel overwhelming. Gamification
helps by breaking down broader learning
goals into smaller, achievable objectives
within each lesson, making the process
more manageable and motivating.

However, all three teachers
acknowledged that while gamification
supports short-term learning goals, its
effects are mostly limited to the duration
of the lesson and may not lead to lasting
improvements. This aligns with the
findings of Nguyen-Viet and Nguyen-Viet
(2023), who noted that while gamification
enhances student engagement and learning
experiences, its impact on long-term
retention remains uncertain. Similarly,
Dehghanzadeh et al. (2019) found that
although gamification generally yields
positive outcomes, studies have yet to
pinpoint which specific game elements
contribute most to these improvements.

4.2. Teachers’ perception of the
drawbacks of using gamification in teaching
English to English-majored students

Gamification is time-consuming

One challenge of using gamification
in the classroom is its time-consuming
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nature. Teacher 1 pointed out that
while gamification is useful, it requires
extra preparation, making it difficult to
incorporate into every lesson. Teacher 2
resonated with this concern, explaining
that students can become too involved in
the activities, leading to time management
issues and incomplete lesson plans. This
suggests that, despite its advantages,
gamification can sometimes disrupt lesson
pacing and require careful oversight.

These concerns are supported by
Pham and Pham (2022), who found that
time constraints are a major reason teachers
hesitate to use gamification frequently.
Likewise, research by Demirbilek, Talan, and
Alzouebi (2022) identified time limitations
as a key barrier to implementation, as
lengthy game-based activities can interfere
with lesson completion.

Gamification is childish

Gamification 1s sometimes seen
as childish, but its effectiveness depends
on how it’s applied. Teacher 1 noted that
while game elements are useful, selecting
suitable activities for adult learners is key.
Similarly, Teacher 3 pointed out that while
gamification can create a fun learning
environment, not all lessons or university
students respond well to it. However, both
teachers emphasized that gamification
may seem childish to university students,
as they are young adults, and its playful
nature can sometimes feel misaligned
with higher education settings. Research
by Pham and Pham (2022) and Alsawaier
(2018) supports this, emphasizing the
need to tailor gamified activities to the
maturity and context of higher education.

4.3. Teachers’ perception of using
gamification in teaching English skill

Skills that are suitable to use
gamification

All three teachers agreed that
gamification 1is particularly effective

for teaching vocabulary and speaking.
Teacher 1 highlighted that while it can
be used for various skills, it is easily
integrated into reading, vocabulary, and
speaking lessons, using tools like Kahoot
for reading comprehension and interactive
quests for speaking practice. Teacher 2
emphasized that gamification enhances
vocabulary retention and makes learning
more enjoyable. Teacher 3 supported
this, noting that platforms like Gimkit
reinforce vocabulary through repetition
and that gamified speaking activities
encourage interaction and collaboration.
Overall, gamification boosts engagement
and learning, especially in these areas.

The findings support Demirbilek,
Talan, and Alzouebi’s (2022) assertion that
games enhance student language skills and
make learning more enjoyable by making
lessons more engaging. Additionally, Pham
and Pham (2022) demonstrated that the
implementation of gamification in English
language teaching not only improves
students’ grammar but also supports the
development of other language skills.

Skills that are not suitable to use
gamification

All three teachers agreed that
gamification may not be the best
approach for teaching writing. Teacher 1
acknowledged its benefits across various
skills but pointed out that writing requires
individual focus and extended time, making
it difficult to incorporate interactive game
elements effectively. Teacher 2 preferred
traditional discussions over gamification,
emphasizing that writing involves deep
thinking and debate rather than quick,
game-based  interactions.  Similarly,
Teacher 3 questioned how a writing lesson
could be made interactive, highlighting
that writing tasks demand concentration
and are often time-consuming.

Despite these concerns, Alsawaier
(2018) suggested that gamification can



support literacy development, including
writing, indicating that its effectiveness
may depend on how it is implemented.

4.4. Teachers’ recommendation
to improve the use of gamification in
teaching English

All three teachers offered practical
recommendations for effectively using
gamification in the classroom. Teacher 1
stressed the need for time management
and fairness, ensuring that game elements
enhance rather than distract from the
lesson. Teacher 2 resonated with this
concern, advising against overly complex
activities that could disrupt  lesson
flow. Teacher 3 emphasized selecting
appropriate platforms and conducting trial
runs to prevent technical issues. Overall,
they highlighted the importance of careful
planning, simplicity, fairness, and the
right tools, which are the key factors
supported by research from Alsawaier
(2018), Demirbilek, Talan, & Alzouebi
(2022), and Pham and Pham (2022).

V. Recommendations and
Conclusion

5.1. Conclusion

The study reveals several key
findings regarding the use of gamification
in  English language teaching. The
benefits of gamification include its
ability to significantly boost learner
engagement, create a challenging and
enjoyable learning environment, foster
collaboration and competition among
students, and improve short-term learning
outcomes. However, drawbacks such as
its time-consuming nature and occasional
perception as childish were noted.
Gamification is particularly effective
for teaching vocabulary, reading, and
speaking but is less suited for writing
due to its solitary and time-intensive
requirements. Recommendations  for
successful gamification include meticulous
time management, careful planning,
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maintaining simplicity in activities,
ensuring fairness in implementation, and
selecting appropriate tools and platforms.
By addressing these factors, educators can
enhance the effectiveness of gamification,
leveraging its strengths while mitigating
potential drawbacks.

5.2. Implications

Educators  should focus on
incorporating gamification in skills that
enhance interaction and engagement, such
as vocabulary and speaking. For writing, a
more traditional approach may be necessary,
complemented by targeted gamified
elements if suitable. Teachers should
also ensure that gamification activities
are well-planned, easy to manage, and
appropriate for the learners’ maturity level.
Additionally, selecting the right digital tools
and conducting trial runs can help mitigate
potential issues and improve the overall
effectiveness of gamified lessons.

For future researchers, the
study highlights several key areas for
exploration. Long-term impact studies
should assess whether gamification’s short-
term benefits persist over time. Research
should also broaden to include diverse
educational contexts and subjects, beyond
English language teaching. Developing
comprehensive frameworks for
implementing gamification, understanding
students’ perceptions, and integrating new
technologies are essential. Additionally,
investigating gamification’s effectiveness
across various skills and cultural settings
can provide valuable insights for refining
and adapting gamification strategies to
different educational environments.

5.3. Limitations

Given the small sample size (n=5),
findings may not be generalizable to
all Vietnamese university contexts.
Additionally, the reliance on self-reported
data through interviews may introduce
potential biases. Future research could
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address these limitations by expanding the
sample size and incorporating additional

data

sources student

(e.g., surveys,

classroom observations).
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QUAN PIEM CUA GIANG VIEN PAI HOQC VE VIEC
AP DUNG PHUONG PHAP SU DUNG TRO CHOI TRONG
GIANG DAY TIENG ANH CHO SINH VIEN: MOT NGHIEN
CUU PINH TiNH TAI MOT TRUONG PAI HQC O HA NOI

Vii Minh Chau’

Tém tit: Nghién civu tim hiéu vé quan diém cia giang vién va hiedng dp dung phirong
phdp sir dung tro choi trong gidng day tiéng Anh cho sinh vién nam nhdt chuyén nganh Ngon
ngit Anh tai trwong Pai hoc Thang Long. Muc dich ciia nghién ciru la tim hiéu tic dong ciia
phirong phdp hoc théng qua tro choi doi véi viée hoc tiéng Anh ciia sinh vién, ciing nhw mét
s6 thdch thirc khi dp dung phirong phdp giang day nay. Péi tuwong tham gia nghién ciru la nam
giang vién cua truong voi hon 5 nam giang day sinh vién dai hoc. Nghién ciru sur dung phuong
phap nghién ciru dinh tinh thong qua phong van dé thu thdp dir liéu. Két qua cho thdy, phwong
phdp day hoc nay co kha nang kich thich sw tham gia cua sinh vién vao bai hoc, tao moi truong
hoc tap thu vi, thuc dcfy sw hop tac va canh tranh, déng thoi cdi thién két qua hoc tap trong
thoi gian ngdan. Tuy nhién, phirong phdp nay c6 thé ton nhiéu thoi gian khi thwec hién va cé thé
bixem la “tré con” khi ding trong gidng day sinh vién. Ngodi ra, cdc thdy cé cho biét phirong
phap nay c6 thé cé hiéu qua trong gidng day tir vieng, ky nang doc hiéu va kj nang néi, nhung
c6 thé khéng phit hop dé giang day ky ndang viét. Nha nghién ciru dé xudt mot so khuyén nghi
bao gom quan Iy thoi gian, ldp ké hoach kj lwéng, don gian hoa hoat ddng, dam bdo tinh cong
bang va lira chon cong cu phit hop. Nghién ciru ciing dé xudt mét s6 vmg dung ciia phirong phdp
nay doi véi gido vién va cdc nha gido duc, dong thoi goi y huéng nghién ciru trong twong lai.

Tir khoa: Phuong phap suw dung tro choi trong giang day, ngon ngit hoc ung dung, gido duc
dai hoc, quan diém cia gido vién, thire hanh giang day.
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