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Abstract: Digital gaming has emerged as a powerful medium in language education, offering 

engaging and interactive experiences for learners of all ages and proficiency levels. This 

research offers a comprehensive overview of the impact, challenges, and opportunities 

associated with integrating digital gaming into language education. This study synthesizes 

findings from a range of qualitative and quantitative studies published between 2014 and 2024 

through a thematic synthesis approach. The research addresses primary questions that aim to 

capture the broad spectrum of information available in compiled studies in understanding the 

impact, obstacles, and options related to language learning in gaming. Findings reveal that 

digital gaming offers diverse opportunities for language acquisition, including vocabulary 

practice, reading comprehension, and the development of oral communication skills. However, 

usability issues, educational skepticism, and content appropriateness must be addressed. 

Recommendations for future research include exploring game design elements, enhancing 

social interaction within games, and conducting longitudinal studies to assess long-term 

effects. 
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I. INTRODUCTION 
 
     Video games and digital gaming have long been perceived primarily as a form of 
entertainment, particularly among younger demographics. However, their role has expanded 
significantly within contemporary culture. They are now increasingly recognized as influential 
platforms situated at the intersection of art, technology, and interactive media. By combining 
diverse gaming elements, video games have evolved beyond entertainment into a potential 
medium for developing various skills, including numeracy, literacy, and physiological 
coordination. From William Higinbotham’s Tennis for Two (1958), one of the earliest examples 
of digital gaming and possibly the first video game ever created, to today’s complex and genre-
spanning franchises from companies like Sony, Microsoft, and Nintendo, the medium has 
undergone a substantial transformation. Along with such growth and versatility, a transformative 
breakthrough in pedagogy emerged: the convergence of video games as a potential medium for 
language education — a nexus of digital gaming and language learning. 

http://www.jiesuwon.com/
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     With the existing resonance between digital gaming and learning, video games have the 
potential to be a valuable resource for education, including language teaching. Globally, video 
games have been incorporated into the curricula of many educational institutions. One of the 
many institutions is the University of Eastern Finland, which, in promoting student-centered 
learning, has integrated video games into its curriculum, also known as Game-based Learning 
(GBL) (Felszeghy et al., 2019). This learning approach involves using digital technology, such as 
computers or mobile devices, to deliver educational content through interactive games 
(Behnamnia et al., 2022). Common examples of GBL platforms include web-based quiz games 
such as Kahoot and Baamboozle, given their accessibility in online distance learning setups. 
Another GBL platform used internationally is Microsoft’s Minecraft Education—a sandbox 
crafting game—that offers a variety of curriculum-aligned lessons and activities covering an array 
of subjects, such as science, math, history, and language (Abidin, 2024). 
     Given the breadth of information on digital gaming in language education, a comprehensive 
study synthesizing the available literature on the subject would be of great academic value, 
especially for language teachers and learners. The same can be said for researchers who 
specialize in this field. The study offers a novel approach to innovating traditional pedagogical 
methods for language teachers by presenting tested, viable options for integrating computer 
technology, specifically video games, into teaching. Moreover, it is supported by empirical 
evidence demonstrating the effectiveness of its learning outcomes, as well as a discussion of 
constraints that should be considered. Language learners, on the other hand, would gain insights 
into diversifying their learning strategies, given the transformative impacts of digital gaming on 
language education. For future researchers, the study provides a reliable and contemporary 
foundation for expanding knowledge on the subject matter and any related topics.  
     Digital gaming continues to revolutionize the language learning landscape as computer 
technology rapidly advances, as illustrated by the perquisites of digital gaming from an 
educational perspective. However, there appears to be no concrete measure established 
regarding the scope of its impact in various contexts, and informed insights on the universality 
and individuality of the advantages and disadvantages of digital gaming in the language learning 
scene. Therefore, the presence of this gap presents an opportunity to study the intricacies and 
relevance of video games as a prevalent tool in language learning. For this reason, the 
researchers conducted this study to examine the progress and outcomes of integrating digital 
gaming in language learning, as outlined in modern literature.  
 
Research Questions  
Our research will answer the following questions to capture the broad information in the 
compiled studies and provide a comprehensive understanding of the impact, obstacles, and 
options related to language learning in gaming. 

1. How does digital and online gaming impact language learning across various 
contexts, age groups, and proficiency levels? 

2. What challenges do digital games present in language education? 
3. What opportunities do digital games present in language education? 

 
II. RELATED LITERATURE 

 
Digital and Online Gaming  
     In regions such as North America, Europe, and parts of Asia-Pacific, console gaming on 
dedicated devices like the Xbox and PlayStation have maintained a strong following over the 
decades (Global Growth Insights, 2025). On personal computers, gaming remains a popular 
activity among competitive players, driven by advancements in gaming hardware and the 
widespread availability of online multiplayer titles such as League of Legends and Fortnite. 
Mobile gaming, played on smartphones and tablets, has also experienced significant growth, 
driven by the increasing popularity of mobile devices and the growing accessibility of gaming 
apps (Sanjaya et al., 2023). Online games are played over a computer network, most often the 
Internet. Online games can range from simple text-based games to those incorporating complex 
graphics and virtual worlds populated by multiple players simultaneously (Sardone et al., 2009). 
Engaging in online gaming is a popular leisure activity for many individuals. For some, playing 
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video games serves various purposes, including stress relief, facing challenges and competition, 
relaxation, enjoyment, social interaction, and even mental escape from the real world. 
(Dumrique & Castillo, 2018).  
     Drawing from Vygotsky's sociocultural theory, the Sociocultural-Scale Interaction (SSI) 
Model proposes a framework for understanding the impact of social interaction scale in online 
gaming, categorizing it into single-player, multiplayer, and massively multiplayer online (MMO) 
games. According to Sundqvist (2013), the model suggests that the potential for naturalistic 
English language learning increases with more extensive in-game social interactions, particularly 
when interacting with players of different nationalities. This highlights the importance of a 
common language, such as English, for effective in-game communication. The study results 
indicate that frequent gamers tend to engage more in multiplayer and MMO games, supporting 
the validity of the SSI Model, which suggests that learners in larger interaction scale groups 
(Groups 4 and 5) score higher in language proficiency than those in smaller groups (Groups 3 
and 2). 
 
Contexts, Age groups, and Proficiency levels in Language Learning 
     Informal language learning, introduced by Knowles in 1950, is described as unstructured 
and purposeful, but a crucial part of daily learning (Bahrani & Shu Sim, 2012). In contrast, formal 
language learning is structured, purposeful, and typically takes place in a school-based setting. 
The distinction between these settings is essential in language development debates. Language 
learners, whether in an English as a Second Language (ESL) or English as a Foreign Language 
(EFL) context, require exposure and access to language input for acquisition. In ESL contexts, 
where English is the dominant language, social interaction is a valuable source of language input, 
facilitating language acquisition through communication with people from diverse backgrounds. 
On the other hand, in EFL contexts, English is not the primary language of communication in 
society, which limits social interaction as a source of language input. However, various 
audiovisual mass media technologies are available in EFL settings, providing access to language 
input in formal and informal learning environments. 
     Language researchers commonly categorize language learners into three age brackets: 
children (up to puberty), adolescents (from puberty to 19 years), and adults (19 years and older) 
(Hyland, 2019; Ozfidan & Burlbaw, 2019; Spinner & Gass, 2019). The proficiency of English 
language learners is segmented into five levels in the Alberta K–12 ESL Proficiency Benchmarks. 
Each level corresponds to specific abilities in listening comprehension and reading (Dewi Putri, 
2015). Beginners have a limited understanding of academic words, and simple sentences related 
to social needs in listening. Visual aids and gestures are essential for providing additional 
information. They can read familiar words and simple sentences, often relying on word-by-
word translation and enhanced comprehension with the aid of visual aids and pictures. For Early 
Intermediate (Developing) learners, listening has improved their understanding of academic 
vocabulary, compound sentences, and idiomatic expressions; however, they still benefit from 
supported media for acquiring current information. The learner understands more detailed 
sentences and word families, relies on contextual clues, and benefits from passages with 
common social expressions in reading. Those in the Intermediate (Expanding) level have an 
expanding range of descriptive, subject-specific, and academic words, and understand 
compound and complex sentences, as well as slang and humor, through listening. The language 
learner reads complex sentences, comprehends subordinate clauses and new expressions, and 
begins predicting sentence meanings instead of translating word by word when reading. Early 
Advanced (Bridging) learners have further expanded their range of descriptive, subject-specific, 
and academic vocabulary and have developed a deeper understanding of various sentence 
structures, sarcasm, and innuendo in listening. The learner reads a range of sentence structures 
and multisyllabic words, infers the meanings of socio-cultural references, expresses themselves 
consistently, and self-corrects their work. Lastly, those in the Advanced (Extending) group have 
a broad range of vocabulary and understand the subtle meanings of various sentence structures 
and information gap questions when listening. The learner reads a range of sentence structures, 
spells unique words, comprehends complex grammar, and demonstrates appropriate 
intonations for different expressions. 
     An individual’s language proficiency can be measured through various tests. The most 
common one is the CEFR (Common European Framework of Reference for Languages). This is a 
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widely accepted standard for evaluating language proficiency, consisting of six reference levels: 
A1, A2, B1, B2, C1, and C2. These CEFR levels are commonly used in English language textbooks, 
schools, job resumes (CVs), and other references. Each CEFR level corresponds to specific 
language proficiency descriptors, providing a clear understanding of an individual's language 
skills. The levels are categorized into Basic User (A1, A2), Independent User (B1, B2), and Proficient 
User (C1, C2), reflecting varying degrees of language competence. The descriptors are equivalent 
to other global English evaluation schemes, including Cambridge ESOL, CLB/CELPIP, CAEL, 
BULATS, IELTS, and TOEFL (Council of Europe, 2020; Tracktest English Assessment, 2023). 
     When interpreting Test of English for International Communication (TOEIC) scores, the 
Global Exam (2021) states that understanding the TOEIC scoring system is crucial for determining 
the score required for specific goals and objectives. TOEIC scores vary depending on the 
institution or employer's requirements, with some universities and companies setting minimum 
score thresholds. The TOEIC test evaluates English language skills necessary for the workplace 
and is divided into two sections: Listening and Reading, each scored from 5 to 495, with a total 
score ranging from 10 to 990. The Speaking and Writing sections of the TOEIC are scored 
separately, ranging from 0 to 200. TOEIC scores correlate with proficiency levels defined by the 
CEFR, providing a reference for English language competency. There is no pass or fail grade in 
the TOEIC; scores represent an individual's proficiency level on a sliding scale. If you are 
unsatisfied with the score, requesting a re-evaluation within six months is possible; however, it 
may incur additional costs. TOEIC scores are valid for two years, after which they expire and 
require retaking the test for recertification. 
     The TOEFL iBT test, as mentioned by ETS (2025), evaluates a test taker's ability to integrate 
listening, reading, speaking, and writing skills in an academic setting. Institutions can use TOEFL 
iBT scores to identify students who demonstrate the proficiency in English necessary for 
academic success. The scoring system ranges from 0 to 30 for each test section, with proficiency 
levels categorized into the following levels: Advanced, High-Intermediate, Low-Intermediate, 
Basic, and Below Basic. Proficiency levels for each skill (Reading, Listening, Speaking, and 
Writing) are defined based on specific score ranges, enabling institutions to assess a test taker's 

language proficiency accurately. This is similar to IELTS test scores, which, according to the 
British Council (n.d.), are calculated based on individual scores in Listening, Reading, Writing, 
and Speaking, each rated from 0 to 9 with increments of 0.25, 0.5, or 0.75. The overall band 
score is determined by the mean result of all four parts, rounded to the nearest whole or half 
band. The band score corresponds to a skill level ranging from Band 1 (Non-user) to Band 9 
(Expert user), with descriptions for each level. IELTS scores can be mapped against the CEFR 
scale to help students understand their language proficiency and allow comparison with other 
language tests and qualifications. 
     EIKEN stands for Jitsuyo Eigo Gino Kentei, a widely used English-language testing program 
in Japan. It offers seven levels or grades: Grade 1, Grade Pre-1, Grade 2, Grade Pre-2, Grade 3, 
Grade 4, and Grade 5. EIKEN serves as a language skills certificate for study abroad and is 
recognized by approximately 400 universities and educational institutions worldwide. The test 
consists of two stages: a paper-and-pencil test assessing reading, listening, and writing, 
followed by a face-to-face speaking test. EIKEN results are based on the EIKEN CSE Score, which 
is aligned with the CEFR framework and provides scores for reading, listening, speaking, writing, 
and a composite score. The test is offered three times annually at various locations in Japan and 
internationally. Sample test materials are available for personal study, and results are recognized 
by educational institutions both in Japan and internationally. The EIKEN Foundation of Japan 
produces and administers the EIKEN test. 
     ACCESS for ELLs, which stands for Assessing Comprehension and Communication in 
English State-to-State for English Language Learners, is another large-scale test that evaluates 
academic English language proficiency based on the WIDA Consortium's standards. The test 
covers five grade level clusters and five content areas: social and instructional language, English 
language arts, math, science, and social studies (Harrisburg School District, 2017). The WIDA 
framework has six proficiency levels: Entering, Emerging, Developing, Expanding, Bridging, and 
Reaching. ACCESS for ELLs 2.0 includes listening, reading, writing, and speaking sections, with 
target administration times for each section. Tiers (A, B, or C) ensure test accuracy and validity, 
based on students' English proficiency levels. Scores are reported as raw, scale, and English 
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language proficiency levels for various language domains. Composite scores are derived from 
weighted language domain scores and reported as scale scores and proficiency levels. The test 
is offered three times annually at various locations in the U.S. and internationally. The ACCESS 
for ELLs Kindergarten assessment has unique features tailored for young learners, including a 
paper-based, face-to-face format and developmentally appropriate tasks.  

III. METHODOLOGY 
 
Research Design 
     This study employs a Qualitative Research Design. Qualitative research is a method of 
inquiry that seeks to provide in-depth understanding and insights into complex real-world 
issues. It generates hypotheses and explores data by examining individuals' experiences, 
perceptions, and behaviors. Rather than emphasizing numerical measures like "how many" or 
"how much," this approach addresses questions of "how" and "why," enabling the identification 
of underlying themes and patterns that may not be easily captured through quantitative methods 
(Gcu, 2021; Tenny et al., 2022). The research combines Grounded Theory with elements of 
Phenomenology to investigate the impact of digital gaming on language learning. This dual 
approach is particularly suitable for exploring themes and patterns derived exclusively from a 
systematic literature review. The study examines the role of digital gaming in language learning 
across various contexts, age groups, and proficiency levels, while also identifying the challenges 
and opportunities it presents in the educational context. Grounded Theory is utilized as the 
primary framework for this research. This design approach allows the researchers to generate 
themes and insights directly from the data gathered in the reviewed studies. By analyzing and 
synthesizing information from existing literature, the study aligns with Grounded Theory’s 
emphasis on inductively developing a comprehensive understanding of the phenomenon. This 
approach ensures that the themes emerging from literature accurately reflect the current state 
of knowledge on integrating video games into language learning. Complementing Grounded 
Theory, the study integrates elements of Phenomenology to capture the subjective experiences 
and perceptions documented in the reviewed literature. This component emphasizes 
understanding how individuals, as represented in prior research, experience and interact with 
digital gaming as a tool for language learning. It recognizes the varied impacts across learner 
contexts, age groups, and proficiency levels, offering a richer perspective. 
 
Data Source 
     The source of this synthesis is the 30 research studies compiled for this literature review. 
The data sources included are qualitative studies, which are valuable sources of rich, detailed 
data that provide insights into the experiences, perceptions, and behaviors of individuals 
involved in language learning through gaming. These studies include interviews, focus groups, 
participant observations, and ethnographic research conducted in various contexts; academic 
articles reporting empirical research on the topic to present findings from studies that investigate 
the effects of digital and online gaming on language learning, identify challenges encountered, or 
explore innovative approaches and opportunities in this field; case studies that offer detailed 
examinations of specific instances or contexts related to language learning in gaming that provide 
in-depth insights into particular challenges or opportunities and illustrate how they manifest in 
real-world settings; and reports and evaluations of language learning programs, interventions, 
or educational technologies involving digital and online gaming that provide valuable data of 
documents containing information on the effectiveness, feasibility, and user experiences of 
gaming-based language learning approaches. Drawing on this diverse range of data sources, 
researchers can gain a deeper understanding of the impact, challenges, and opportunities of 
digital and online gaming on language learning across various contexts, age groups, and 
proficiency levels. 
 
Instruments of the Study 
     In this study, inclusion and exclusion criteria were utilized to guide the selection process, 
ensuring that chosen studies enrich the qualitative synthesis and offer valuable perspectives on 
language learning in gaming. These criteria were adapted to suit the precise aims and scope of 
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the literature review. Inclusion criteria includes; studies focusing on language acquisition, with 
English as the primary language to ensure linguistic consistency across the selected literature; 
papers characterized by a research-oriented approach and theses, emphasizing methodology 
and findings to prioritize scholarly investigations and empirical evidence within the chosen 
studies; studies conducted across different countries or regions were included to provide a 
diverse global perspective on the subject matter that broadens the geographical scope of the 
research, enhancing its comprehensiveness. Temporal relevance was incorporated into studies 
published between 2014 and 2024, ensuring the inclusion of recent advancements and 
contemporary insights into language learning in gaming. Journals primarily dedicated to literature 
reviews, as well as gray literature such as conference papers, dissertations, and technical 
reports, and online forums and blogs, were excluded from the analysis. This ensures that the 
selected studies prioritize empirical research and substantive analysis over review articles or 
theoretical discussions. The criteria were adjusted to align with the specific objectives and focus 
of the literature review.  

Procedure 
     This study employs thematic synthesis. As introduced by Thomas and Harden (2008), this 
is a synthesis approach that blends elements from meta-ethnography and grounded theory. This 
method was designed to address questions related to intervention need, appropriateness, and 
acceptability, alongside effectiveness, maintaining key principles of systematic reviews. The 
research design, which incorporates elements from meta-ethnography and grounded theory 
while adhering to the principles of systematic reviews, is suitable for addressing the research 
questions related to language learning in gaming. It enables a comprehensive examination of the 
impact, challenges, and opportunities associated with digital and online gaming across diverse 
contexts, age groups, and proficiency levels. This approach enables researchers to analyze and 
synthesize qualitative data from multiple studies, facilitating a comprehensive understanding of 
the topic. It helps identify common themes, patterns, and concepts across different contexts, 
age groups, and proficiency levels related to language learning in gaming. Since the research 
aims to capture a broad spectrum of information, thematic synthesis is an appropriate approach, 
as it enables researchers to integrate findings from diverse sources. Meta-ethnography involves 
synthesizing qualitative research findings to develop new interpretations and theories. This 
aspect is relevant to the research as it aims to comprehensively understand the impact, 
obstacles, and options related to language learning in gaming. By blending elements from meta-
ethnography, the research can delve into the nuances of language learning within gaming 
contexts. Grounded theory involves developing theories from the data rather than pre-existing 
hypotheses. By incorporating grounded theory, the research can explore the challenges and 
opportunities of digital games in language education inductively, allowing for emergent themes 
and insights to guide the analysis. Systematic reviews adhere to rigorous methodologies to 
ensure the reliability and validity of findings. By maintaining key principles of systematic reviews, 
such as transparency, replicability, and rigorous data synthesis, the research ensures robustness 
in addressing the research questions and drawing meaningful conclusions. 
     Using academic databases, the researchers systematically searched qualitative and 
quantitative studies related to digital gaming in language learning. They followed a rigorous 
selection process based on inclusion and exclusion criteria that were essential for selecting 
relevant studies aligned with our research objectives. The thematic synthesis conducted involves 
three main stages: first, the researchers did a line-by-line coding of text, that will serve as the 
basis for further analysis and synthesis in this thematic synthesis methodology; second, the 
researchers created 'descriptive themes', which involve grouping similar codes to identify 
overarching patterns and concepts within the data; and finally, the researchers formulated 
'analytical themes,’ that go beyond simply describing the content and aimed to provide deeper 
insights and interpretations into the phenomenon under study. 
 
Ethical Considerations 
     The researchers adhere to ethical principles to ensure the integrity of the research process, 
including all literature involved in the study, by respecting the intellectual property rights of 
researchers and authors whose work is included in the synthesis. The researchers were 
transparent about potential conflicts of interest, biases, or limitations inherent in the research 
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process, striving to minimize researcher bias by employing rigorous and transparent data 
selection, extraction, coding, and analysis methods. The researchers recognize and respect the 
cultural and linguistic diversity among participants and stakeholders involved in language 
learning in gaming, avoiding imposed ethnocentric perspectives or assumptions that may 
overlook the unique contexts and experiences of diverse populations. The researchers 
accurately and transparently report the findings of the thematic synthesis, providing sufficient 
detail to enable readers to evaluate the credibility and trustworthiness of the research by clearly 
documenting the methods, procedures, decisions, and interpretations involved in the synthesis 
process. By addressing these ethical considerations, the researchers uphold the principles of 
integrity, respect, and responsibility in conducting thematic synthesis research on language 
learning in gaming, thereby maintaining the credibility and validity of the research findings. 

IV. RESULTS AND DISCUSSIONS 

Table 1. Thematic Synthesis Results 

Analytical Themes Authors 

Impact of Digital Games in Language Education 

Enhanced Language Acquisition and Skills Development: Digital games have 
a significant impact on improving language skills, including vocabulary acquisition, 
reading comprehension, and communicative abilities. Learners engaging with digital 
games exhibit enhanced language proficiency across various skill domains. 

(Gunter et al., 2016; 
Dourda et al., 2014) 

Promotion of Motivation and Engagement: Digital games have a positive influence on 
learners' motivation and engagement in language learning. They create immersive and 
enjoyable learning experiences, stimulating learners' interest and sustaining their 
engagement with language content. 

(Andersson, 2023; 
Dourda et al., 2014) 

Facilitated Vocabulary Acquisition: Digital games provide opportunities for incidental 
vocabulary acquisition, particularly when played in English and involve interaction with 
other players. Through gameplay, learners can encounter and learn new vocabulary in 
context. 

(Al-Obaydi et al., 
2023; 
Haapsaari, 2020) 

Challenges of Digital Games in Language Education 

Integration and Curriculum Alignment: Challenges arise in integrating digital games into 
language education curricula and aligning them with educational objectives and 
standards. Ensuring that games complement and enhance traditional teaching methods 
while meeting curriculum requirements can be a complex task 

(Dourda et al., 2014) 

Technical and Usability Issues: Technical challenges, including compatibility and 
usability issues, pose significant obstacles to the effective implementation of digital 
games in language education. Limitations in game design and technical infrastructure 
can hinder the seamless integration of games into language learning environments. 

(Huang, 2023; Ishaq 
et al., 2022) 

Opportunities of Digital Games in Language Education 

Personalized and Engaging Learning Experiences: Digital games offer personalized 
learning experiences tailored to individual learner preferences. Games enhance learner 
engagement and autonomy in language learning by providing engaging and interactive 
learning environments that foster a sense of autonomy. 

(Newcombe & Brick, 
2017; 
Väisänen, 2014) 

Support for Collaborative Learning: Game-based learning environments foster 
collaboration and communication skills among learners, promoting social 
constructivist opportunities. Through collaborative gameplay, learners develop 
teamwork skills and construct knowledge collaboratively. 

(Chowdhury et al., 
2024; Dourda et al., 
2014). 
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Innovative Approaches to Language Learning: Digital games represent innovative and 
alternative approaches to traditional teaching methods in language education. By 
incorporating game elements into language learning, educators can make learning 
more enjoyable, effective, and accessible to a broader range of learners. 

(Aidoune et al., 
2022; 
Dourda et al., 2014) 

 
Impact of Digital and Online Gaming on Language Learners 
     Digital and online gaming has increasingly been examined as a potential tool for language 
learning across a range of contexts, age groups, and proficiency levels. Digital games, such as 
Kahoot! have been found to provide interactive and engaging environments that can facilitate 
language acquisition. Al-Obaydi et al. (2023) and Haapsaari (2020) found that such games can 
support vocabulary and grammar practice, which may contribute to improvements in language 
skills. Similar effects have been reported by Gunter et al. (2016) with gamified language learning 
applications, such as Duolingo and Busuu. 
     Gunter et al. (2016) and Dourda et al. (2014) also suggest that integrating English-language 
content into gaming contexts can lead to increased exposure and gradual improvements in 
proficiency. Additionally, Andersson (2023) asserts that the incorporation of digital games into 
language education has been linked to increased learner motivation and engagement. Some 
participants of their research report positive emotional responses such as enjoyment and 
heightened interest, which may enhance their involvement in language learning activities. The 
immersive and interactive nature of these games appears to support sustained engagement and 
encourage active participation. 
     The studies show that digital games allow customizable and adaptive learning experiences 
that can accommodate diverse learner needs and preferences. They often include challenges, 
problem-solving tasks, and authentic language contexts that promote deeper interaction with 
the target language. Furthermore, learners frequently report managing their gaming practices for 
both leisure and educational purposes, thereby creating informal environments conducive to 
language development. 
     These findings indicate that digital and online gaming can complement traditional language 
instruction by offering additional opportunities for practice and reinforcement. While challenges 
such as content appropriateness, screen time, and the need for guidance remain, the potential 
educational benefits merit further investigation. Educators are encouraged to explore the 
integration of gaming elements into language curricula, provided they are accompanied by 
appropriate pedagogical planning and support. 
 
Challenges Digital Games Present in Language Education 
     Commercial video games are often immersive and engaging, whereas learning-specific 
games may lack these qualities, which can impact learner motivation and engagement. 
     The challenges arising from the synthesis primarily stem from difficulties encountered by 
language educators. The study by Ishaq et al. (2022), for instance, found that an overemphasis 
on gameplay mechanics can lead learners to focus on winning rather than language acquisition, 
thereby undermining educational goals. The overuse of digital games in the classroom may also 
lead to boredom or disengagement, thereby reducing their positive impact on achievement and 
motivation.  
     Regarding usability issues, Huang (2023) noted poor interface design, unclear instructions, 
and technical glitches, which can hinder the effective use of the games for both language learners 
and language educators. Limited time, unfamiliarity with coding platforms, and the complexity 
of game development add further challenges. Not to mention that language educators, in general, 
are not expected to be knowledgeable in coding and video game development.   
     Another problem is teacher resistance, where some educators remain skeptical about the 
educational value of games and are therefore reluctant to incorporate them into their curricula. 
Conflicting research, learner variability, and potential cognitive overload during gameplay further 
complicate implementation. Games may also expose learners to inappropriate content or 
informal language (e.g., slang, abbreviations), which may not align with standard usage. Finally, 
logistical challenges such as limited instructional time, curriculum alignment, teacher training, 
and issues of access and equity must be addressed to support the successful integration of digital 
games into language education. 
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     While digital games hold enormous potential for enhancing language education, they also 
present various challenges that must be addressed to maximize their effectiveness. These 
challenges range from technical and usability issues to concerns about educator skepticism and 
the appropriateness of content. 
 
Opportunities for Digital Games in Language Education 
     Digital games promote engaging and motivating learning experiences, encouraging intrinsic 
motivation and sustained participation, says Newcombe and Brick (2017). By tapping into 
students’ interest in gaming, educators can foster active involvement with language content in 
dynamic environments. Games support informal language learning through reading, listening, 
and interaction, allowing learners to practice language skills authentically and enjoyably. 
     Popular games, according to Chowdhury et al. (2024), like Human: Fall Flat, Roblox, and 
Minecraft, offer opportunities for extensive communication and collaboration in English, 
exposing learners to real-world language use and global gaming communities. These peer-to-
peer interactions, that is also mentioned by Dourda et al. (2014), foster authentic practice, social 
learning, and cultural exchange. 
     Dourda et al. (2014) also mentioned that instructors can enhance game-based learning by 
scaffolding content, designing activities linked to gameplay, and offering targeted feedback. 
Building game-based communities also encourages collaboration, peer support, and shared 
learning experiences. Thoughtful integration of games into instruction, along with tasks that align 
with their educational potential, can address learners’ needs and improve outcomes. 
     Digital games support the development of vocabulary, reading, listening, and oral 
communication skills through authentic contexts and interactive tasks. Aidoune et al. (2022) and 
Väisänen (2014) also mentioned that they promote learner autonomy by motivating students to 
explore game-related materials, engage in self-directed learning, and develop language 
awareness outside traditional settings. 
     Digital games offer diverse opportunities for language education, including promoting 
motivation and engagement, facilitating informal learning, fostering peer-to-peer interactivity, 
enhancing pedagogical practices, building game-based communities, selecting appropriate 
games, scaffolding learning, developing language skills, and promoting learner autonomy. By 
harnessing the potential of digital games, educators can create dynamic and interactive language 
learning environments that empower learners to develop language proficiency effectively and 
meaningfully. 
 

V. CONCLUSION AND RECOMMENDATION 
 
     The synthesis of the gathered data attests that Digital gaming is genuinely impactful in 
revolutionizing the language learning landscape. However, it is still in its developmental stage 
that requires further refinement. Regardless, the feasibility and viability of video games in 
language education are assured. Besides paving the way to an immersive learning experience, 
video games can cater to the needs of learners of varying ages and proficiency levels. This, in 
turn, provides diverse opportunities for language teachers to enhance their teaching strategies 
and create collaborative and interactive spaces for their students, fostering their engagement 
and motivation and allowing room for autonomous learning. On a negative note, digital gaming 
has its drawbacks, which make it challenging to utilize as a medium for language learning. This is 
mainly due to technological constraints that accompany it, which are either teacher-centered or 
learner-centered. Given that video games are still relatively new in pedagogy, technology and 
jargon are likely to be unfamiliar to many, especially those not typically in the target market. 
Thus, usability issues pose a common challenge for users. Additionally, the addictive nature of 
video games poses a potential problem, as it may have a counterintuitive effect on language 
learners when left unmonitored. Despite this, the gravity of these obstacles is outweighed by the 
advantages of digital gaming. 
     Researchers should delve deeper into specific game design elements to understand their 
impact on language learning outcomes, informing the development of more effective 
educational games. The focus should be on creating game-based environments that provide 
learners with immersive and authentic experiences, incorporating storytelling, role-playing 
scenarios, and simulations to enhance their learning. Exploring ways to enhance social 
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interaction and collaboration within language learning games, including features for peer 
feedback and group activities, is recommended. Further research is needed to explore adaptive 
and personalized learning approaches within language learning games, tailoring the experience 
to individual learner needs and proficiency levels. Compared with traditional instructional 
methods, empirical studies should evaluate the impact of language learning games on learning 
outcomes in both formal and informal settings. Longitudinal studies are crucial for evaluating the 
long-term effects of using language learning games on proficiency, retention, and engagement 
over time. Collaboration among researchers, game developers, and educators is crucial for 
designing and implementing effective language learning games that align with pedagogical 
principles. Addressing usability issues and considering technological, pedagogical, and 
sociocultural dimensions in game design is important for effective implementation. Employing 
experimental designs with appropriate statistical analysis methods can establish causal 
relationships and identify significant findings in learning outcomes. Including diverse participant 
samples in research studies can enhance the generalizability of findings and provide insights into 
the effectiveness of interventions for different learner populations. By addressing these 
recommendations, researchers can contribute to the development of innovative and impactful 
approaches to language learning through digital games, thereby fostering engaging and inclusive 
learning environments for language learners. 
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