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ABSTRACT

Purposes: The present study aimed to explain and critically synthesize the role of
gamification in enhancing and sustaining students’ motivation in English as a
Foreign Language (EFL) learning. The core inquiry focused on how game
mechanics and dynamics influence learners’ cognitive dimensions, basic
psychological needs, affective filters, and learning behaviors.

Methods: This study adopted a qualitative approach using a narrative-analytical
review method. Data were systematically retrieved from authoritative indexing
databases, including Scopus, Web of Science, ERIC, and ScienceDirect. Thematic
analysis was employed to synthesize, categorize, and integrate empirical and
theoretical evidence from previous literature.

Findings: The synthesis of evidence revealed that gamification operates through
four primary mechanisms: (1) satisfying basic psychological needs (competence,
autonomy, and relatedness) and internalizing motivation; (2) lowering the affective
filter, mitigating foreign language anxiety (FLA), and fostering willingness to
communicate (WTC); (3) optimizing classroom dynamics in alignment with learner
typologies while curbing detrimental social comparison; and (4) sustaining long-
term motivation through immersive narratives and preventing the overjustification
effect.

Conclusion: The findings indicate that superficial, solely reward-driven game
elements fail to cultivate enduring motivation; rather, the pedagogical efficacy of
gamification hinges on “meaningful instructional design.” By fostering a
psychologically safe environment, reframing failure as a learning affordance, and
embedding adaptive mechanics, educational practitioners can mitigate the
motivation-decay effect while promoting self-regulated learning and significant
gains in students’ linguistic proficiency.

KEYWORDS
Gamification, English Language Learning, Intrinsic Motivation, Foreign Language
Anxiety, Self-Determination Theory.
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