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Abstract 

Digital games have been integrated into the 

teaching and learning process along with the immense 

use of digital games by student gamers. This adoption is 

to facilitate students with a more interesting and exciting 

classroom atmosphere. This study was conducted in an 

attempt to describe the voice of EFL university students 

regarding the integration of digital game-based learning 

(DGBL) and to examine the difference in their perception 

based on gender and interest. Besides, teachers’ voice 

was explored to better capture the two-sided 

perspectives. A total of 86 second-year English students 

responded to an open-ended questionnaire on 

gamification acceptance. Four English students and four 

English teachers were invited to have an in-depth 

interview to elicit further information about the extent to 

which they agree or disagree with the incorporation of 

DGBL. The quantitative data were analyzed using 

descriptive statistics and an independent sample t-test, 

while content analysis was applied to analyze the 
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qualitative data. The quantitative data analysis indicated 

that EFL students positively perceived the 

implementation of DGBL in terms of perceived ease of 

use. Regarding gender, male and female students were 

not different in their perception, while a significant 

difference in perception was derived from students’ 

interest in playing digital games. The content analysis 

implied that EFL students and teachers had similar 

perceptions regarding the advantages, the challenges, 

and the criteria of good digital games for learning.  

 

Keywords: digital game-based learning, perceptions, 

English language learning 

 

Introduction 

The adoption of digital games in the education setting, what so-

called digital game-based learning (DGBL), has extensively increased 

along with the massive use of digital games by student gamers. DGBL, 

according to Xu et al. (2019), is defined as an activity that is done 

digitally and playfully to attain learning objectives and to assess 

students’ learning. In general, the adoption of digital games in the 

classroom enhanced students’ performance in learning and enlivened 

the classroom atmosphere (Wang & Tahir, 2020). More specifically, a 

current systematic literature review concluded that game-based 

learning supported by advanced technology could enable learners to 

have peer interaction and cooperation, promoted learning motivation, 

competition, and entertainment, as well as helped learners acquire 

knowledge to achieve their learning goals (Hwang & Chen, 2022). 

Systematic reviews reported that DGBL was widely conducted 

in developed countries such as Taiwan, the United States, and England 

(Chang & Hwang, 2019; Hwang & Chen, 2022), which have 

implemented systematic digital learning through wide-nation 

programs (Hwang & Chen, 2022). No wonder fewer studies carried out 

in developing countries were reported since these countries still 

struggle with access to digital technology. Issues regarding the 
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adoption of mobile technologies, gaming types, application domains, 

and learning strategies were some of the most investigated topics 

(Chang & Hwang, 2019). In addition, a variety of technological tools 

and applications were also explored (Hwang & Chen, 2022). Challenges 

in applying DGBL were also critical issues (Hébert et al., 2021; 

Kaimara et al., 2021; Tsekleves et al., 2016), particularly in developing 

countries. The challenges mainly deal with technical, financial, and 

educational-related issues (Tsekleves et al., 2016). 

The advantages of digital games were confirmed by the students’ 

positive perception (Ab. Rahman et al. 2018; Bawa, 2019; Licorish et 

al., 2018; Lin et al., 2018; Taskiran, 2019). The students’ perceptions, 

according to  Bolliger et al. (2015), might be different depending on the 

students’ individual differences (e.g. age, gender, major, duration of 

playing games). However, Chapman and Rich (2018) reported that 

regardless of individual differences, the students perceived that their 

gamified course was motivating. Different from the students’ 

perception which has grabbed wide attention, teachers’ voice seems to 

be still neglected as proven by the very limited number of publications 

reporting this issue (Chik, 2011; Koh et al. 2012). In conjunction with 

students, teachers based on these studies were reported to perceive 

the engagement of digital games in the learning context positively. 

The findings of the previous studies indicated that both teachers 

and students noticed the viable potential of digital game integration in 

their classroom activities. Unfortunately, the previous studies 

investigated the teachers' and students’ perceptions separately, 

whereas combining the two variables could provide a more fruitful and 

synchronized result. Concerning individual differences, there is still no 

conclusive agreement on whether there is a significant difference in the 

students’ perceptions, particularly about gender and interest in 

playing digital games. Moreover, the studies were conducted 

dominantly in non-English Language Teaching (ELT) contexts such as 

physics, chemistry, biology, environmental science or natural science, 

nursing education (Chang & Hwang, 2019), and mathematics (Sun et 

al., 2021). The majority of the research was also carried out in 

developed countries. Knowing the perceptions of teachers and students 
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in the ELT setting, particularly in developing countries like Indonesia, 

is paramount of importance. It is to obtain a deeper understanding of 

the value of digital game-based intervention to advance the teaching 

and learning process (Bawa, 2019). The perceptions of students and 

teachers can then be used to provide English language curriculum 

designers with beneficial information about the teachers' and students’ 

needs (Kayl, 2008), especially concerning the integration of digital 

games in the ELT classroom activities. 

Driven by the aforementioned review above, this study was 

carried out to investigate students’ perceptions of the integration of 

digital game-based learning (DGBL) in the ELT setting, to see whether 

there is a significant difference in students’ perceptions based on 

gender and interest in playing digital games, as well as to explore the 

teachers’ perspectives of the DGBL integration in ELT classroom. The 

results of this study provided educators, policymakers, and digital 

game developers with fruitful information regarding the potential value 

of DGBL as well as the students' and teachers’ needs for digital games 

in the ELT setting. 

 

Literature Review 

Digital Games-Based Learning (DGBL) 

The transformation from offline to online learning especially due 

to the Covid-19 Pandemic and the explosive use of digital technology 

have significantly affected students all over the world (Tawafak et al., 

2021). Students today who were born as digital natives have been 

extensively and naturally exposed to digital activities (Prensky, 2001) 

including digital games. Many of them can be categorized as student 

gamers. Along with the advanced development of the digital game 

industry, countless games are viable to be adopted in a learning 

situation. Many digital games are specifically designed for learning. 

Digital games are usually called serious games, digital learning, or 

educational games (Sanchez, 2019).  

Over the past decade, digital games played massively by 

students all over the world have been integrated into an educational 

setting and have become part of learning ecologies (LE) (Persico et al., 



PASAA Vol. 63 January – June 2022 | 283 

 

 

E-ISSN: 2287-0024 

2019). The wide acceptance of digital games in a learning context by 

both teachers (Chik, 2011; Koh et al., 2012) and students (Ab. Rahman 

et al., 2018; Licorish et al., 2018; Taskiran, 2019) leads to the so-called 

digital game-based learning (DGBL), a form of advancement in learning 

technology (Wang & Tahir, 2020). DGBL refers to an activity which is 

done digitally and playfully to attain learning objectives and assess 

students’ learning (Xu et al., 2019). The adoption of digital games in 

the learning environment is to accommodate the students’ needs for a 

fun and enjoyable learning experience (Licorish et al., 2018; Purgina et 

al., 2019; Taskiran, 2019). 

Summarizing previous research findings, Zou et al. (2021) 

proposed five critical factors of successful digital games for the 

education setting i.e. fantasy (offering interesting storylines, engaging 

scenarios and fascinating settings), identity (involving players as the 

main characters), interactivity (allowing the players to interact with 

other players), rewards (giving rewards or scores for the achieved 

targets), and knowledge improvements (assisting the players to improve 

target knowledge and skills). In addition, game features such as 

enjoyment and challenges affect the effectiveness of DGBL (Chen et al., 

2015). Enjoyment can be a determining factor in the DGBL (Calvo-

Ferrer, 2015) which pertains to achievement (Touati & Baek, 2018). 

Meanwhile, the game challenges could promote students’ learning 

motivation (Chen & Hsu, 2020) which in turn predicted the students’ 

learning outcomes (Hamari et al., 2016). Competition is also a critical 

element for both cognitive and non-cognitive aspects of learning (Chen 

et al., 2020). 

Considering the prominent role of DGBL, an abundant body of 

research has been carried out in various learning contexts across 

different majors such as mathematics, language learning (Abdul 

Jabbar & Felicia, 2015), science (physics, chemistry, biology, 

environmental science or natural science), and nursing education 

(Chang & Hwang, 2019). Digital games were reported to positively affect 

students’ motivation (Alomari et al., 2019; Bawa, 2019; Bovermann et 

al., 2018; Chapman & Rich, 2018; Licorish et al., 2018; Lin et al., 2018; 

Taskiran, 2019), engagement (Alomari et al., 2019; Chen et al., 2019; 
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Krouska et al., 2022), knowledge reinforcement and retention (Coleman 

& Money, 2019; Krouska et al., 2022), critical thinking (Chang & Yeh, 

2021), self-efficacy (Zou et al., 2021), and learning outcomes (Chen et 

al., 2019; Licorish et al., 2018; Zou et al., 2021). 

 

Digital Game-Based Learning (DGBL) in Language Learning 

The potential role of digital games in the education context has 

been investigated by an abundant body of research carried out in the 

last few years. Overall, digital games improved students’ learning 

performance and classroom atmosphere (Wang & Tahir, 2020). A 

systematic review by Hwang and Chen (2022) summarized that game-

based learning supported by advanced technology allowed learners to 

have peer interaction and cooperation, promoted learning motivation, 

competition, and entertainment, and at the same time helped learners 

acquire knowledge to achieve their learning goals.  

Digital games have also been adopted in English language 

learning in EFL/ESL context (Xu et al., 2019). Some studies reported 

the promising benefits of digital games in English language learning. It 

was found that the integration of digital games led to an increase in 

university students’ grammar test scores and learning enjoyment 

(Pitarch, 2018; Purgina et al., 2019). Similarly, the adoption of digital 

games improved students’ e-learning enjoyment in vocabulary classes 

(Ebrahimzadeh & Alavi, 2017). Another research (Lam et al., 2017; 

Pitarch, 2018; Zhang et al., 2019) revealed that the use of digital games 

could improve the students’ quality of ideas and expression in writing; 

thus, it led to positive learning outcomes. The use of digital games also 

promoted students' English skills such as listening (Pitarch, 2018; 

Taskiran, 2019), reading (Pitarch, 2018), and speaking (Taskiran, 

2019). These previous research findings imply the promising role of 

DGBL to improve students’ affective, cognitive, and social aspects in 

various fields. The findings of those studies convincingly confirm that 

the benefits of digital games are not limited to certain courses. 
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Perception of the Integration of Digital Game-Based 

Learning 

The potential role of digital game-based learning (DGBL) is 

confirmed by both teachers' and students’ positive perceptions of the 

incorporation of DGBL in the classroom. From the teachers’ side, it was 

reported that teachers perceived the use of digital games in the learning 

context positively (Chik, 2011; Koh et al., 2012). Therefore, the 

adoption of digital games in teaching English is essential (Chik, 2011) 

since the games could lead to students’ better learning outcomes in 

terms of cognitive, psychomotor, and affective aspects (Koh et al., 

2012). From the students’ point of view, digital games could make them 

better engaged in the learning activities (Ab. Rahman et al., 2018; 

Licorish et al., 2018), and improve material understanding (Bawa, 

2019; Licorish et al., 2018), strengthen motivation (Bawa, 2019; Lin et 

al., 2018), lead to enjoyment (Licorish et al., 2018; Taskiran, 2019), 

and foster their language skills (Taskiran, 2019). These findings imply 

the promising role of DGBL in improving students’ affective, cognitive, 

and social aspects. However, pre-service teachers perceived the 

availability of financial resources as a critical challenge for the 

implementation of DGBL. Financial resources are essential to provide 

up-to-date equipment, devices and educational software, as well as to 

facilitate the professional development and training of teachers, school 

administrators and policymakers (Kaimara et al., 2021). Teachers also 

considered access to technology as the major challenge in integrating 

DGBL (Hébert et al., 2021). 

To explore the extent to which the students accept gamification 

in the learning process, Ab. Rahman et al. (2018) introduced 

Gamification Acceptance Model (GAM) developed based on the 

Technology Acceptance Model (TAM). This model proposed the 

correlation between Gamification Perceived Usefulness (GPU), 

Gamification Ease of Use (GEOU), attitude, and engagement. GPU 

refers to the students’ belief that the use of gamification will improve 

their learning performance, while GEOU can be defined as the 

students’ expectation that the gamification is effortless. GPU and 

GEOU are factors that influence the students’ attitude towards 
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gamification. The students’ attitude towards gamification affects the 

students’ engagement during classroom activities. The students’ 

engagement consists of skill engagement and interaction engagement. 

Finally, if the students are more engaged during lessons, their 

knowledge will be increased and it will improve their learning 

performance.  

This current study adapted the Gamification Acceptance Model 

(GAM) and the survey instrument constructed by Ab. Rahman et al. 

(2018) to investigate the students’ perception of the integration of 

DGBL in the English language learning context. Thus, the attitude 

aspect was not involved in this survey. Besides, it did not measure the 

statistical correlation between the Gamification Perceived Usefulness 

(GPU), Gamification Ease of Use (GEOU), and engagement.  

 

The Role of Individual Differences in the Perception of 

Digital Game-Based Learning Integration 

Currently, research on the perception of DGBL integration sheds 

light on individual differences. Bolliger et al. (2015) reported that 

gender, age, academic major, and length of playing games significantly 

influence the students’ perception. Male students had more positive 

perceptions than females, teens outperformed students in their 20s in 

the perception, students majoring in information systems perceived 

better than other majors (e.g. economics, international economics, and 

others), and the students with more frequent playtime viewed digital 

games adoption in class more positively. However, a different finding 

was reported by Chapman and Rich (2018). They found that individual 

differences (e.g. age, gender, hours worked per week, and status) did 

not influence the students’ perception that digital games were 

motivating. In other words, the advantages offered by the gaming 

system are not limited to the students’ specific individual 

characteristics. The findings of the previous studies related to the role 

of individual differences are inconsistent. Moreover, they did not 

involve interest in playing digital games as a variable to take into 

consideration. In fact, interest is a significant variable that can 

influence individuals’ choice to do learning activities and how long they 
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will do those activities (Lepper & Henderlong, 2000). Besides, it can be 

a predictor to know the nature of activity engagement (Sansone & 

Thoman, 2005). This study centres on gender and interest, two 

variables generally linked to digital gaming behaviour. This current 

research was carried out to answer the following questions: 

1) How do university students majoring in English perceive the 

use of digital game-based learning (DGBL) in English 

language learning? 

2) Is there any significant difference in students’ perceptions 

of the integration of digital game-based learning (DGBL) 

based on gender and interest in playing digital games? 

3) How do English teachers in higher education contexts 

perceive the integration of digital game-based learning 

(DGBL) in English Language Teaching? 

 

Methodology 

Participants  

A total of 86 second-year students majoring in English at a 

private university in Malang, Indonesia, responded to a questionnaire. 

They were exposed to digital game-based learning (DGBL) in the 

previous semesters in different courses such as Writing I and Grammar 

III. From a total of 86, four students were selected as interviewees 

based on their responses to questions related to their interest and 

frequency of playing digital games. Two students represented those 

who like to play digital games and play very often. Those two students 

play games every day. They were assigned to S1 and S2 for 

confidentiality purposes. Meanwhile, the other two students 

represented those who dislike playing digital games and very rarely 

play games. They were assigned to S3 and S4 for confidentiality 

purposes.  

Additionally, a questionnaire was distributed to English 

teachers from the same university. A total of 14 teachers (5 male and 

8 female teachers) responded to the questionnaire. Of 14 teachers, 12 

teachers had experience in using digital games; however, only two 

teachers (one male teacher with four-year experience in teaching and 
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one female teacher with seven-year teaching experience) used more 

than one type of digital game. Therefore, they were involved in the 

interview sessions. To ensure confidentiality, their names were 

assigned to T1 and T2. Meanwhile, only two teachers (one male teacher 

with more than 10 years of teaching experience and one female with 

three years of teaching experience) had no experience in using digital 

games in their classrooms.  To ensure confidentiality, their names were 

assigned to T3 and T4.  

 

Instruments 

A gamification acceptance questionnaire adapted from Ab. 

Rahman et al. (2018) was used in this study. The open-ended 

questionnaire with a 5-point Likert scale was used to understand how 

the students perceive the integration of DGBL in three aspects (e.g. 

perceived usefulness, ease of use, and engagement). The engagement 

is divided into skill and interaction. The original number of the 

statements is 18, but only 15 statements were used. Three statements 

were eliminated since they are related to attitude, not perception. This 

study focused only on perception. Four questions were added to elicit 

the students’ background information related to gender, interest, and 

frequency of playing digital games. The questionnaire was translated 

into the participants’ first language to avoid bias and ambiguity.  

 

Table 1  

Questionnaire Distribution 

No. Category Number of 

Items 

1. Background Information 4 

2. Perceived Usefulness 4 

3. Perceived Ease of Use 4 

4. Student Engagement:  

 a. Skill Engagement (SE) 3 

 b. Interaction Engagement (IE) 7 

           Total  19 
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In addition, a questionnaire was also distributed to English 

teachers asking about their background information regarding their 

gender, teaching experience, their familiarity with digital game-based 

learning, and experience in using digital games. This questionnaire was 

used to select teachers to be involved in the interview sessions.  

In the interview sessions, the students were asked about their 

agreement or disagreement with the integration of DGBL in their 

classroom and the reasons, the advantages or difficulties they might 

encounter in the classroom with DGBL, and the criteria they propose 

for good digital games for educational purposes. The interviews were 

done using the students’ native language to ensure clarity and to avoid 

misunderstanding. Meanwhile, the teachers who had experience 

integrating DGBL were asked five questions regarding the courses 

where they integrated the DGBL, the reasons or purposes of using 

digital games, how they used the digital games in their classroom, the 

difficulties they might encounter in applying DGBL, and the criteria 

they propose for good digital games for educational purposes. For the 

teachers with no experience in using digital games, four questions 

regarding the courses they taught, reasons for not using digital games, 

the difficulties they face, and the characteristics of good digital games 

were asked. The interview with the teachers was done in the 

participants’ native language and English. 

 

Data Collection and Procedures 

The gamification acceptance questionnaire was distributed 

online using Google Form. Before the main questionnaire, the students 

were provided with information related to the research to make sure 

that they fully understood the research context. In addition, a 

statement of agreement to participate in the research was given by 

clicking Yes or No. A total of 86 students responded to a 19-item 

questionnaire asking about their perceptions of the use of digital games 

in their classroom. At the same time, an online questionnaire using 

Google Form was also administered to the teachers to gain their 

background information and relevant information regarding their 

experience in teaching and integration of digital games in the 
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classroom. Information about the research context and a statement of 

agreement to be the participants of this research were also provided on 

the first page of the questionnaire. Next, four teachers and four 

students were invited to join an in-depth interview in separate 

sessions. The interviews with the students were conducted in a group 

to provide a more relaxed atmosphere, while the interview sessions with 

the teachers were conducted individually. Each interview session 

lasted for approximately 20 minutes and was audio recorded. The 

interview sessions were conducted three times to make sure that the 

participants’ answers are consistent and to achieve data saturation. 

 

Data Analysis 

The data from the gamification acceptance questionnaire were 

analyzed using descriptive statistics to describe the mean scores. At 

the same time, an independent sample t-test was conducted to 

understand whether there is a significant difference in the students’ 

perceptions based on gender and interest in playing digital games. 

Based on the information from the questionnaire, four students were 

invited to the interview sessions. Meanwhile, the questionnaire for the 

teachers was also analyzed to find the appropriate participants to be 

interviewed. The qualitative data from the interview sessions were 

analyzed using content analysis consisting of coding data, locating 

categories and themes, organizing data and themes, and identifying 

and interpreting findings (Denzin & Lincoln, 2005).  

 

Findings  

Before presenting the main findings of this research regarding 

the perceptions, it is essential to present the participants’ demographic 

information especially related to gender and interest in playing digital 

games. These data were essential to further be analyzed to see whether 

there was a significant difference in students’ perceptions based on the 

two variables. As shown in Table 2, 28% of the students were male, 

while females dominated with 72%. Among the male students, 68% of 

them liked playing digital games, while 32% of them did not. 
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Meanwhile, female students who liked playing digital games accounted 

for 75%, while only 25% of female students did not like playing games.  

 

Table 2 

Distribution of Interest Based on Gender and Interest 

Gender   Percentage Interest Percentage 

Male 28% 
Like 68% 

Dislike 32% 

Female 72% 
Like 75% 

Dislike 25% 

 

Regarding the intensity of playing digital games, 10 students 

(11.63%) played digital games very often, 16 students (18.60%) often 

played digital games, 33 students (38.37%) sometimes played digital 

games, 20 students (23.26%) rarely played digital games, and 7 

students (8.14%) admitted that they very rarely played digital games. 

 

Students’ Perceptions of the Use of Digital Game-based 

Learning (DGBL) in English Language Learning 

Students’ Perception Based on the Questionnaire 

Descriptive statistics were performed to analyze the students’ 

perceptions.  As shown in Table 3, it was found that in general, the 

students’ perceptions of the use of DGBL in English language learning 

were positive as indicated by the mean of 3.49. The positive perception 

was in terms of perceived ease of use (3.64) followed by perceived 

usefulness (3.44) and student engagement (3.40), respectively. The last 

two aspects were categorized as neutral perceptions. Detailed 

interpretation of each aspect of perceptions is discussed in the following 

section. 
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Table 3  

Students’ Overall Perception of DGBL Integration 

 N Minimum Maximum Mean SD 

Perceived Ease of Use 86 1.00 5.00 3.64 .93 

Perceived Usefulness 86 1.00 5.00 3.44 1.06 

Students Engagement 86 1.00 5.00 3.40 .93 

Overall  3.49  

 

Perceived Ease of Use 

As shown in Table 4, perceived ease of use obtained the highest 

mean, showing the students’ positive responses to the use of DGBL. It 

could be seen that three items (Item 1, 2, and 3) had high means of 

overall ease of use and flexibility in terms of function and interface. 

Meanwhile, the last item showed a neutral mode of perception, 

indicating that the students were not sure that they did not need 

mental effort in playing digital games in the classroom. 

 

Table 4 

Analysis of Perceived Ease of Use 

No. Item Mean SD 

1 Overall, I believe that digital games are 

easy to use. 

3.88 (Positive) 1.10 

2 The digital games’ function and interface 

are clear and understandable. 

3.80 (Positive) 1.10 

3 I find digital games to be flexible to be 

used. 

3.74 (Positive) 1.06 

4 Interacting with digital games does not 

require a lot of mental effort. 

3.14 (Neutral) 1.17 

Note: Data in the table are ranked from the highest to the lowest mean score 

 

Perceived Usefulness 

As indicated in Table 5, the students’ positive perception was 

only in Item 1, showing the benefit of digital games for learning. The 

rest items (Item 2-4) showed neutral perceptions regarding the 

advantages of DGBL for their learning outcomes, improvement in 

performance, and enhancement in their learning goals.  
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Table 5 

 Analysis of Perceived Usefulness 

No. Item Mean  SD 

1 Using digital games is useful in my 

learning. 

3.62 (positive) 1.08 

2 Using digital games increases my learning 

outcomes. 

3.41 (neutral) 1.18 

3 Using digital games improves my learning 

performance. 

3.38 (neutral) 1.15 

4 Using digital games enhances my desire to 

produce the desired result in my learning. 

3.36 (neutral) 1.15 

Note: Data in the table are ranked from the highest to the lowest mean score. 

 

Perceived Engagement 

Overall, the students had neutral perceptions both in skill 

engagement (SE) and interaction engagement (IE) as shown in Table 6. 

Interestingly, the top four responses showed that students experience 

more interaction engagement than skill engagement. The students’ 

positive perception was found only in terms of excitement/interaction 

engagement (Item 1) showing that fun was the main reason for the 

students to play games, especially in the learning context. In addition, 

they responded to the other six items neutrally. It means that they did 

not feel that they were engaged in the digital game activities such as 

interacting with peers (pair or small group discussion), with teachers, 

and with their learning.  

 

Table 6 

Analysis of Perceived Engagement 

No. Item Mean SD 

1 Digital games contribute to me in having 

fun in the classroom. (IE) 

3.85 (Positive) 1.07 

2 Digital games contribute to me in 

participating actively in small-group 

discussions. (IE) 

3.43 (Neutral) 1.06 

3 Digital games contribute to me in helping 

fellow students. (IE) 

3.43 (Neutral) 1.14 
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No. Item Mean SD 

4 Digital games contribute to me in asking 

questions when I did not understand the 

lecturer. (IE) 

3.40 (Neutral) 1.11 

5 Digital games encourage me to listen 

carefully in the classroom. (SE) 

3.30 (Neutral) 1.09 

6 Digital games encourage me to take good 

notes in the classroom. (SE) 

3.21 (Neutral) 1.10 

7 Digital games encourage me to make sure 

to study on a regular basis. (SE) 

3.16 (Neutral) 1.12 

Note: Data in the table are ranked from the highest to the lowest mean score. 

 

Students’ Perceptions based on the Interview 

To elicit information about the students’ perceptions, in-depth 

interviews were done with four students (two who like playing games 

and the other two who dislike playing games). The students were asked 

three main questions related to the reasons for their agreement or 

disagreement with the use of DGBL, the challenges they face in using 

digital games in the classroom, and the criteria of good digital games 

for educational purposes.  

 

Question 1: Do you agree with the implementation of DGBL in the 

classroom? 

When asked whether they agree or disagree with the 

implementation of DGBL and their reasons, the students who liked 

playing digital games agreed with the implementation of DGBL. The 

reason was that they found it helpful and exciting to understand the 

material. S1, for example, got a more and faster understanding of the 

material. Meanwhile, S2 stated that, besides helping him to 

understand the material better, digital games could also remove his 

boredom during the class.  

Agree…  it is better to use digital games than to use only 

PowerPoint and [verbal] explanation…and if using a game, I can 

understand faster…It’s like I once read this in the game…so I 

can get more understanding about the material. (S1) 

 

Agree, Ma’am [with the integration of DGBL]. It is because 

sometimes we feel bored with the classroom situation…when 
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we can play a game in the class, the boredom will be gone. It is 

exciting, Ma’am…I can understand the material more because 

when playing games the answer to the questions is usually 

discussed so we know the correct answer and the explanation. 

(S2) 

Meanwhile, two students who were not fond of playing digital 

games (S3 and S4) surprisingly answered that they also agreed with 

the implementation of DGBL. However, S3 gave a condition regarding 

a time limit. She expected the digital games played in the classroom to 

have a longer time limit so that she could focus and did not feel panic. 

Interestingly, though S4 did not like playing digital games in her daily 

life, she gave a positive response and stated that DGBL could improve 

her understanding of the material, make her class more interesting, 

and refresh her mind.  

Yes [agree], but If playing a game in class, the time limit made 

me panic and not focused. (S3) 
 

Yes, because it is to avoid monotonous learning…can be used 

as refreshing. From the game, we can learn and improve 

understanding…understanding the material. (S4) 

 

Question 2: What challenges did you encounter when the teachers 

implemented DGBL in your classroom? 

The second question asked regarding the challenges the 

students encounter in the implementation of DGBL in the classroom. 

Students who liked playing digital games answered that technical 

issues such as limited Internet access and error in their cellphones as 

the main problems. S2 further added that the ineffectiveness of digital 

games due to the unavailability of explanation to the answers was very 

disturbing.  

Signal...no sufficient Wi-Fi...so usually if we would have a quiz, 

the lecturer informed us to be ready with Internet quota and if 

we didn’t have any, we could share using tethering... the 

explanation of the answer was not clear and if I wanted to ask, 

the lecturer already moved to the next question…sometimes the 

problems come from the cellphone ... It cannot be clicked and 

it made me confused and emotional. (S1) 
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The signal, Ma’am.  The learning was ineffective because when 

playing a game, the game only showed the correct answer without 

any explanation. The explanation was provided by the 

lecturer…not provided by the game…sometimes the problems 

caused by cellphone …cannot be swiped and finally I get out from 

the game…meaning auto lost. (S2) 

 

Similar to student gamers, students who did not like playing 

digital games experienced problems with Internet networks. In 

addition, S3 felt disturbed by the back sound of the digital games, 

which made her panic and not focused.  

 

Question 3: What are the criteria for good digital games that can be 

effectively used in the classroom? 

The last question asked the students about the criteria of good 

digital games to be used in the classroom. S2 pointed out that digital 

games should match the material as well as have a time limit and level. 

Also, there must be a brief explanation of the material and feedback on 

the correct answer. It is evident from the interview with S2, asking 

about their agreement on the integration of DGBL. Meanwhile, S1 

recommended that the digital game have various types of questions, 

provide a time limit to be more challenging, and be affordable. 

Not only in the form of multiple-choice… like in Facebook… It’s 

like there are some flags which can be selected … more various 

games/the types of the questions… the size is small so it does 

not consume much quota and is slow if it is used together.  It is 

better to use the offline game without quota... It has a back sound 

and is free. Time limit setting will be more challenging to 

stimulate our brain to think faster. (S1) 

 

First, the game must be appropriate to the students’ 

level…appropriate to the material. If it does not match the 

material, it is difficult to answer. There must be an explanation 

for the correct answer so that if we answer incorrectly, we can 

learn the correct one, so not only playing the game but learning… 

The use of the level feature in the game is good. For example, we 

cannot go through the next level if cannot do the basic level. 

There is also a time limit to challenge us to think faster. If there 

is no time limit, it will be too long and make me bored. (S2) 
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The answers of students who were not fond of playing digital 

games were in conjunction with the student gamers. S3, for example, 

expected interesting digital games but not with too many pictures or 

animations. The games must be challenging (game level), have a time 

set, and provide an explanation for the correct answer. Besides, S4 

wanted digital games with pictures, back sound, colours, time settings, 

and explanations for the materials and the quiz answers. It is depicted 

in the interview with S3, asking about the criteria of a good digital 

game. 

There is a time limit but not too short. There is an explanation 

for the correct answers… an interesting back sound…more fun, 

and not too many pictures or animations because it can 

distract my focus. The game level is important, too. (S3) 

 

There is an explanation of the material before the questions. It 

must be interesting… in terms of clear back sound and 

animation...not only the letters [texts]… colourful not black and 

white, there is a time setting, so it is not too fast. (S4) 

 

The Difference in the Students’ Perceptions based on 

Gender and Interest in Playing Digital Games 

Based on the statistical analysis, in terms of gender, there was 

no significant difference between male and female students in their 

perceptions of DGBL integration in English language learning as shown 

in Table 7. The insignificant difference was for all aspects of perception: 

perceived usefulness, perceived ease of use, and student engagement. 

It was indicated by the significance value of the three aspects (.223, 

.351, and .224), which was greater than .05. This means that 

regardless of gender the students shared similar positive perspectives 

regarding the incorporation of DGBL.  
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Table 7  

The Difference in Students’ Perception Based on Gender 

 

A different finding was obtained from the variable of interest. As 

can be seen in Table 8, a significant difference was found in all aspects 

of the perception: perceived usefulness (.002), perceived ease of use 

(.049), and student engagement (.016). All of the significance levels 

were less than .05, indicating that students who liked playing digital 

games perceived DGBL integration more positively than those who did 

not like playing digital games. Their positive perception was that they 

found DGBL useful and easy to use. Moreover, they could engage in 

DGBL activities. 

 

Table 8  

The Difference in Students’ Perception Based on Interest  

 Levene's Test 

for Equality of 

Variances 

t-test for Equality of Means 

F Sig. t df Sig.  

(2-

tailed) 

Mean 

Difference 

Std. Error 

Difference 

95% Confidence 

Interval of the 

Difference 

Lower Upper 

Usefulness .546 .462 3.124 84 .002 .76639 .24534 .27851 1.25427 

Ease of Use 3.918 .051 1.997 84 .049 .44669 .22371 .00181 .89156 

Engagement 1.912 .170 2.460 84 .016 .54195 .22032 .10382 .98008 

 

 Levene's 

Test for 

Equality of 

Variances 

t-test for Equality of Means 

  F   Sig.   t df Sig. 

(2-tailed) 

Mean 

Difference 

Std. Error 

Difference 

95% Confidence 

Interval of the 

Difference 

Lower Upper 

Usefulness .047 .829 1.228 84 .223 .30754 .25042 -.19044 .80552 

Ease of Use .016 .900 .937 84 .351 .20803 .22202 -.23348 .64955 

Engagement .153 .696 1.225 84 .224 .27007 .22040 -.16822 .70836 
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Teachers’ Perceptions of Integration of Digital Game-based 

Learning (DGBL) in English Language Teaching 

To answer the last question “How do English teachers in higher 

education contexts perceive the integration of DGBL in English 

Language Teaching?”, an in-depth interview was conducted with four 

teachers (two of them have experience in utilizing DGBL, while the 

other two have no experience at all). The first interview session was 

conducted with those who were experienced in applying DGBL (T1 and 

T2), and five questions were asked in the first session. 

 

Question 1: In what courses did you integrate DGBL in your classroom? 

The first question was related to the courses the teachers taught 

when applying DGBL. T1 taught second language acquisition (SLA), 

information and communication technology (ICT), and grammar 

courses. Meanwhile, T2 taught information and communication 

technology (ICT) and Writing III courses. Both teachers used Kahoot! 

and Hot Potatoes; however, they more frequently used Kahoot!. T1 

stated that Kahoot! is easy to access, make, and use. He added that 

the game also promoted critical thinking and motivation. Similarly, T2 

also found Kahoot! easy to use, efficient in time, and interesting. She 

also mentioned that the digital game could improve students’ 

understanding of the materials, promote motivation, and reduce their 

anxiety. Further, the two teachers admitted that digital games were 

applicable for teaching English skills, components and content 

courses.  

Simply to say, it [Kahoot!] is easy to access, easy to make, easy 

to use, easy to be applied, and the students particularly love 

it so much. (T1) 

 

I think the main point in the teaching and learning process is 

we have to consider the students’ affective [factor]…students’ 

feeling. So, it [Kahoot!] will reduce their anxiety…they feel 

happy…yeah because they can learn a concept through 

interesting classroom teaching and learning process. They will 

be more motivated in the classroom to what…to complete the 

assignment. (T2) 
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Question 2: For what purposes did you integrate DGBL in your 

classroom?  

Concerning the use of digital games in the classroom, T1 used 

digital games mainly to review materials, give quizzes, and perform the 

mid-term test. Along the same line, T2 also applied digital games to 

check students’ understanding and review materials. She, however, did 

not think it was appropriate for doing an assessment.  

It can be used to know their comprehension about the theory 

of SLA...reviewing materials…assess their learning performance 

in a quiz and mid-term test. (T1) 

 

I used Kahoot! to check their understanding...yeah to check 

their understanding. (T2) 

 

Question 3: How did you use digital games in your classroom? 

When an elaboration question was asked regarding the way they 

applied the digital game, they provided the same answers that they 

made use of digital games by creating their questions, adapting, and 

adopting the existing questions available in the digital games. 

Mostly I made my questions…but sometimes I used the 

existing one but I adjust with my materials to make it 

appropriate. (T1) 

The available one...the existing questions because I don’t have 

time to prepare… we can find many [essay structures] and 

then the problem is we have to make sure that you know 

before I decide to use one…to choose one I have played 

practice around 5-7 games. I just want to make sure that the 

questions given match the materials that I have explained. I 

don’t want to make the students confused with new things. 

(T2) 

 

Question 4: What challenges did you encounter in integrating digital 

games? 

Regarding the challenges in integrating DGBL, they mentioned 

that unreliable Internet access is the main problem. T2 also mentioned 

that students’ boredom might also be a challenge in using digital 
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games. This boredom appeared when the teacher used the same game 

repeatedly.  

Yeah, I think we know…infrastructure particularly Internet 

access is limited, so the students must use their quota to 

play…but usually I tell them to be ready with quota before 

playing the games…but sometimes the students have limited 

quota so they play with their friends. (T1) 
 

Getting bored, signal…Internet connection. We cannot use 

that. We cannot use Kahoot! to evaluate students’ 

performance because not for evaluating, only for fun. (T2) 

 

Question 5: What are the criteria for good digital games to be used in the 

classroom? 

The last question was about the characteristics of a good digital 

game. T1 mentioned that affordability, ease of use, variety of questions, 

time setting, and self-learning opportunity are essential components. 

Meanwhile, T2 proposed that digital games must match the materials, 

have an offline mode, and are interesting as well as challenging in 

terms of visual aids and features. It is seen from the interviews with T1 

and T2 asking about the characteristics of a good digital game and the 

advantages of DGBL. 

It must be affordable, easy to use, having a lot of choices I 

mean like not only multiple-choice like true false. It also has 

a time setting and what is that it can be used for self-learning. 

(T1) 

 

Friendly users in terms of how to play…how to use the 

game…criteria of good ...and then match with our materials 

if we choose the existing game. Like I have told you, I play 6-

7 games, so we have to make sure that the material or the 

questions match with the material. About the internet 

connection, we can use it offline if it is possible. Visually 

colourful, back sound yes to encourage the students’ 

adrenaline. (T2) 

 

The next interview was conducted with teachers who had no 

experience in applying DGBL (T3 and T4). They were asked four main 
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questions related to the courses they taught, reasons for not using 

digital games, the difficulties they face, and the characteristics of good 

digital games were asked. 

 

Question 1: What courses did you teach? 

The two teachers mostly teach content courses, not language 

skills. T3, for example, taught Research on ELT 1 and Research on ELT 

2 courses. Meanwhile, T4 taught translation, speaking skills, and 

teaching English as a foreign language (TEFL) courses.  

I teach content courses like Research on ELT1 and Research 

on ELT2. (T3) 

 

I usually teach translation, speaking skills, and teaching 

English as a foreign language (TEFL) courses. (T4) 

 

Question 2: What are your reasons for not using digital games in your 

classroom? 

When asked why they did not implement DGBL, interestingly, 

they provided the same answer they were not digitally literate. They 

also explained that the content courses they taught were not 

appropriate to be delivered using digital games. In addition, they 

considered DGBL was more applicable for teaching freshmen, 

especially to teach language components such as grammar and 

vocabulary.  

…for university students, it is better for freshmen because 

they can feel happy and interested in the classroom. My 

courses [Research on ELT 1 and Research on ELT 2] are not 

appropriate. Moreover, I cannot play digital games. (T3) 

 

Language components are appropriate for games such as 

grammar is very appropriate, pronunciation. Spelling is also 

appropriate, so it is for freshmen. But actually, I’m not digitally 

literate and never play games. (T4) 

 

Question 3: What challenges did you think prevented you to use digital 

games in your classroom? 
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In terms of difficulties in applying DGBL, T3 surprisingly stated 

that there was no problem because the institution had already 

facilitated good Internet access. However, his insufficient knowledge of 

digital games hampered him to apply DGBL in his classroom. In 

contrast, T4 considered Internet access, the limited bandwidth, as the 

source of the problem, which hindered her from integrating DGBL in 

her teaching.  

Well, I think this institution has already had a good internet 

connection, so it’s no problem. But I must learn at first how to 

play the games. (T3) 

 

I think it is part of my reason…The lack of bandwidth because 

if.. Uhm…digital games need fast network and need big 

bandwidth and this campus doesn’t support that. (T4) 

 

Question 4: What are the criteria for good digital games to be used in the 

classroom? 

Concerning the criteria of good digital games, T3 proposed that 

digital games must encourage the students to improve their language 

skills and components, and they must be in line with the learning 

goals. Similarly, T4 mentioned matching with the learning materials as 

the main criterion other than having interesting, colourful, and 

challenging features.  

It must match the learning materials. It has some pictures. (T3) 

 

I think the games must be appropriate with the materials, 

colourful, interesting, and challenging. (T4) 

 

Discussion 

The finding that students’ perceptions of the integration of 

digital game-based learning (DGBL) were positive confirms earlier 

research findings (Ab. Rahman et al., 2018; Bawa, 2019; Licorish et 

al., 2018; Lin et al., 2018; Taskiran, 2019). In general, the students 

accepted the integration of DGBL in education settings 

enthusiastically. Further, perceived ease of use gained the highest 

mean. It is in agreement with the previous findings (Ab. Rahman et al., 
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2018; Bolliger et al., 2015). The students considered ease of use as the 

priority rather than the benefits they could get. This shows that ease 

of use is undeniably crucial since the inability to use the digital game 

platforms will hamper their DGBL activities. Thus, it is essential to 

introduce and instruct the students about the application of DGBL 

before engaging them in the DGBL activities (Alomari et al., 2019). 

Another finding is that the students needed mental effort when playing 

digital games in the classroom. It is because they play digital games for 

learning purposes, which requires them to think harder than when 

they only play games for entertainment. 

Concerning perceived usefulness, the students perceived that 

digital games were useful for their learning. The fun and exciting 

classroom atmosphere they experienced in DGBL activities might be 

the valid reason for this positive opinion. This kind of learning 

atmosphere will then lead to an improvement in students’ motivation 

(Alomari et al., 2019; Bawa, 2019; Bovermann et al., 2018; Chapman 

& Rich, 2018; Licorish et al., 2018; Lin et al., 2018; Taskiran, 2019; 

Zhang et al., 2019). The neutral perception regarding the advantages 

for their learning outcomes, performance improvement, and 

enhancement in their learning goals was in contrast to the previous 

experimental research reporting the positive effect of DGBL. Some 

previous research reported that DGBL could promote learning 

outcomes (Chen et al., 2019; Lam et al., 2017; Licorish et al., 2018; 

Purgina et al., 2019) and knowledge reinforcement and retention 

(Coleman & Money, 2019; Purgina et al., 2019). The contrast findings 

are due to the purpose of playing games in this research context, which 

is mostly only to review materials or to give quizzes – not to deliver 

materials and not to play regularly. Thus, the students could not get 

significant learning improvement. 

In terms of students’ engagement, this research reported 

students’ neutral opinions both in skill engagement (SE) and 

interaction engagement (IE). However, their responses showed that 

they experienced more interaction engagement than skill engagement. 

It means that they did not feel that they were engaged in the digital 

game activities such as interacting with peers, teachers, and their 
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learning. Conversely, two earlier studies unveiled that students’ 

engagement was improved along with the implementation of DGBL 

(Alomari et al., 2019; Chen et al., 2019). This inconsistent finding might 

be due to the types of games that were played in the classroom. The 

game used in this research context was mostly Kahoot!, which was 

generally played in an individual mode and in a timed setting of around 

10-20 seconds for each item, so it did not provide the students with 

enough chance to have much interaction with peers or to take notes. 

Besides, the students’ engagement was affected by the two previous 

aspects: perceived ease of use and usefulness. The students would be 

more engaged in learning activities if they positively perceived that the 

games were easy to use and useful (Ab. Rahman et al., 2018). As noted 

earlier, the students’ perceived ease of use was high, but in terms of 

usefulness, they were neutral since the primary concern of playing 

digital games in this research context was only to provide a material 

review. Moreover, the games were played only several times. This is 

likely to influence their engagement. 

Based on the interview with the students, it was revealed that 

the students got more understanding when playing digital games in the 

classroom. This finding supports the previous findings that knowledge 

reinforcement and retention could be enhanced through DGBL 

integration (Coleman & Money, 2019; Purgina et al., 2019). This can 

be more easily achieved since the students feel exciting which in turn 

encourages them to be more motivated in learning (Alomari et al., 2019; 

Bawa, 2019; Bovermann et al., 2018; Chapman & Rich, 2018; Licorish 

et al., 2018; Lin et al., 2018; Taskiran, 2019; Zhang et al., 2019). 

Unfortunately, the potential role of DGBL was primarily hampered by 

insufficient facilities (e.g., unstable Internet connections) as reported 

by (Hébert et al., 2021; Koh et al., 2012). The availability of IT resources 

for the DGBL environment cannot be avoided whereas limited 

resources might lead to poor academic achievement (Oluremi & 

Olubukola, 2013). In addition, time pressure might disturb the 

students’ focus during the gameplay as reported by Wang and Tahir 

(2020). Interestingly, one of the students felt distracted by the sound 

of the game. It reflects that the integration of DGBL does not always 
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affect students positively, and it is likely due to students’ individual 

characteristics. Certain students with certain characteristics might 

even feel distracted and might not be able to concentrate because of 

certain features of digital games (Bolliger et al., 2015). In other words, 

the challenge in in DGBL integration might come from the intrinsic 

element of the digital games (moving elements, power-ups, sound 

effects, scores, animations, etc.) which may distract the players’ 

concentration; thus, they cannot focus on the learning objectives 

(Calvo-Ferrer, 2015).  

Further analysis revealed that there was no significant gender 

difference in the students’ perceptions of the integration of DGBL. 

Regardless of gender, all students perceived DGBL positively, showing 

both male and female students were enthusiastic if they could play 

digital games in their learning activities. It is congruent with the finding 

of Chapman and Rich (2018). However, it is inconsistent with another 

report by Bolliger et al. (2015), contending that a significant difference 

was observed in students’ perception based on gender. The different 

findings are likely to be due to the different sample sizes and research 

contexts. Furthermore, this study reported a significant difference 

based on the students’ interest in playing digital games. This finding is 

in agreement with Bolliger et al. (2015), stating that individuals who 

spent more time playing games were likely to have a more positive 

perception of DGBL integration than those playing games less 

frequently. Regarding the criteria of good digital games, what the 

students expected is in line with the recommendations from a research 

review stating that the games must offer multiple learning tools and 

interesting tasks and materials following the students’ needs and 

abilities so that they could explore and complete gaming and learning 

activities at the same time (Jabbar & Felicia, 2015). 

From the teachers’ side, it was found that teachers having 

experience in applying DGBL opined that digital games were applicable 

for any courses in ELT since they used the digital games for teaching 

English skills and components. It is proven by some studies reporting 

the positive impacts of digital games on grammar (Purgina et al., 2019) 

and writing courses (Lam et al., 2017; Zhang et al. (2019). In contrast, 
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teachers who had no experience in using DGBL were not digitally 

literate and did not like playing games. The findings indicated a strong 

positive correlation between teachers’ use of mobile technologies for 

personal learning and their use in teaching (Lai & Smith, 2018). 

Furthermore, they thought that games were applicable only for 

language components to teach freshmen, while their courses were 

content-related courses that were not appropriate for a gamified 

learning environment. Inappropriate material was one of the external 

factors which might inhibit teachers from using ICT (Cosgun & Savaş, 

2019). Teachers who did not have experience with new digital practices 

were likely reluctant to explore the potential role of digital games in 

their classrooms (Chik, 2011). Their reluctance might be due to a 

misplaced belief that digital games were  beneficial only for motivating 

students, not improving the students’ cognitive aspects (Persico et al., 

2019). Concerning the challenges, most teachers admitted that access 

to technology is the major challenge in the integration of DGBL. This 

study confirms the previous finding that insufficient facilities could 

hamper the integration of ICT in general (Cosgun & Savaş, 2019) and 

especially in the DGBL environment (Hébert et al., 2021; Wang & Tahir, 

2020). The distinct perspectives of experienced and non-experienced 

teachers in incorporating DGBL confirm that the way teachers perceive 

the integration of DGBL is affected by their teaching level, experience, 

and subject taught (Koh et al., 2012). The factors affecting the teachers’ 

perception can be classified into personal, professional, institutional, 

and contextual factors (Mercader & Gairín, 2020). 

Finally, to attain effective DGBL integration, some characteristics 

of good digital games were proposed by teachers. In general, effective 

digital games must match the learning objectives and materials, offer 

various types of questions, and provide complete and challenging 

features (e.g., explanation, time limit and levels). They also 

recommended friendly-user digital games in terms of ease of access and 

use. The teachers’ expectations are in line with the recommendations 

from a previous research review. Digital games should provide various 

learning tools as well as interesting tasks and materials which match 

the students’ needs and abilities so that they could explore and 
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complete gaming and learning activities at the same time (Jabbar & 

Felicia, 2015).  

 

Conclusion  

In general, EFL students and teachers mainly agree with the 

integration of digital game-based learning (DGBL) due to its benefits in 

terms of cognitive and affective aspects. Issues associated with limited 

IT resources imply a strong demand for facility improvement to create 

a digital learning environment. Meanwhile, to obtain the maximum 

benefits of DGBL, digital games must match the materials and offer 

variety as well as provide interesting features, while still friendly to 

users. If designed and applied appropriately, digital games can be 

adopted for all types of courses.  

This study centred on the perception of students and teachers 

in the higher education context. Further research is expected to 

conduct a similar study involving younger students and school 

teachers in different levels of education (e.g. elementary, junior, and/or 

senior high school). Besides, this study considered only two moderating 

variables: gender and interest in playing digital games. Therefore, other 

influencing factors such as socio-economic background, age, 

motivation, frequency of playing digital games, and English proficiency 

levels need to be further explored. 
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