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Abstract: The gaming language learning platform is increasingly recognized for its potential to improve the
experience of adult second language learning. The study explores the complex interaction between gamification,
motivation, participation and language competence, focusing on Spanish education. Based on the theoretical
framework of self-determination theory, cognitive psychology principles and game-based learning theories, this
research aims to provide a sophisticated insight for educators, developers, and practitioners. The theoretical basis
for this study derives from the theory of self-determination (SDT). Gamification language learning platforms are
considered to meet these needs and therefore improve motivation and engagement. In addition, cognitive psychology
theories, including constructivism and placed learning, support the exploration of language proficiency development
in gamified environments. Insights from game-based learning theories contribute to understanding the design
elements that facilitate effective learning on gamified platforms.
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Introduction

In the dynamic landscape of modern education, integrating technology and innovative pedagogical
approaches is imperative to meet learners' evolving needs. Among these approaches, the introduction of
gamification into language learning platforms is seen as a promising strategy, especially for the adult
population involved in the acquisition of second languages. This comprehensive study explores the complex
relationships between gamification, motivation, involvement and language skills, with particular emphasis
on the context of Spanish education.

Background Information

Language education has undergone a transformational journey, moving from traditional classroom learning
to technologically improved learning environments. In this evolution, the concept of gamification has gained
importance (Marques et al., 2023). Gamification involves integration of game elements and design principles
into non-game environments with the aim of creating engaging and interactive learning experiences. The
intrinsic appeal of games lies in their ability to attract learners' attention, encourage an immersive
environment, and provide immediate feedback — qualities that are often inaccessible in traditional
educational environments.

As the world becomes increasingly interconnected, the ability to speak several languages becomes a valuable
skill. Adult learners, who are often confronted with time constraints, different responsibilities and different
levels of intrinsic motivation, pose a unique challenge to educators. Gamified language learning platforms
offer potential solutions by turning educational experiences into dynamic and enjoyable efforts. These
platforms are aimed at solving motivational barriers and strengthening engagement among adult language
learners by using the principles of game, competition and reward.

Importance of Gamified Language Learning

The importance of gamification language learning goes beyond novelty and entertainment. It is linked to the
broader goals of education, especially in the context of adult language acquisition. Adult learners
characterized by their different backgrounds, experiences and preferences, benefit from a method of
recognizing and addressing their unique needs. Gamification is able to make learning fun and relevant, and it
is able to draw on the intrinsic motivation of adult learners and promote a positive attitude to language
learning (Zainuddin et al., 2020).

Gamification of language learning platforms is in line with the principles of experiential and located
learning, providing learners with authentic and contextual language usage. Moreover, it is a departure from
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conventional teaching methods, presenting language learning as a dynamic and evolving process instead of a
static set of rules and vocabulary. This shift from a didactic approach to a participatory and immersive
approach is consistent with contemporary educational theories focusing on student engagement and agency.

Theoretical Framework

At the heart of this research is a theoretical framework that supports the exploration of gamified language
learning. The framework is based on motivational theories, cognitive psychology and game-based learning.
Self-determination theory (SDT), developed by Deci and Ryan, provides a lens for understanding the
interaction between intrinsic and external motivation in the context of gamified language learning (Ryan&
Deci, 2020). According to SDT, individuals have intrinsic psychological needs for autonomy, competence
and linkage. The integration of gamified elements is theorized to meet these needs, thereby improving
motivation and engagement.

Cognitive psychology theories such as constructivism and contextual learning inform the study's approach to
understanding the development of language competence in gamified environments. Constructivism argues
that learners actively construct knowledge through interaction with their environment, and gamification
platforms, simulating scenarios for the use of language in the real world, align with this constructivism
perspective. According to Lave and Wenger's proposals, located learning emphasizes the importance of
context and social interaction in the learning process. Gamified language learning platforms, often designed
with collaborative features, offer opportunities for the use of language in the environment and the building of
communities.

Game-based learning theories provide insights into the design elements that facilitate effective learning on
gamified platforms. Elements such as points, badges, leader boards and narrative structures are derived from
game design principles aimed at creating a rewarding and rewarding experience. The study aims to clarify
the complexities of the impact of gamification on the acquisition of adult second language by applying these
theoretical perspectives.

Statement of the Problem

Although the popularity and potential benefits of interactive language learning platforms have increased, a
comprehensive understanding of their impact on the acquisition of secondary languages in adults, especially
in Spanish education, remains limited. The current research focuses mainly on the effectiveness of
gamification in general, with less emphasis on its specific effects on language learning among adults (Shortt
et al., 2023). This gap in research is a reason for broader research into the multifaceted effects of games,
from their impact on motivation and engagement to their measurable impact on language competence.

The overall problem that this study addresses is twofold, firstly, the lack of deep exploration of the specific
dynamics of gamified language learning platforms for adult learners, and secondly, the lack of targeted
research in the context of Spanish education. The solution to these gaps is crucial to developing sophisticated
insights that can inform educational practitioners, platform developers, and researchers to optimize the use of
gamification in language education.

Objectives of the Study

e Investigate how gamification affects motivation, engagement, and language proficiency: This
objective includes a thorough examination of the relationship between gamified elements and
cognitive processes involved in the acquisition of the second language. The study aims to investigate
the mechanisms of gamification influencing language proficiency by exploring motivation triggers
and engagement patterns.

e Analyze the roles of intrinsic and extrinsic motivation: Understanding the motivational drivers
influencing adults' participation in games platforms is essential for effective educational design. This
objective aims to distinguish between intrinsic and external factors and evaluate their relative impact
on sustainable participation and learning results.

e Quantify improvements in language proficiency through pre- and post-assessment: Using robust
assessment tools, it is possible to measure the tangible gains in linguistic competence attributed to
gamified interventions. This objective is to provide empirical evidence on the effectiveness of
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gamified language learning platforms in facilitating the development of language skills among adult
learners.

e Explore the influence of social interaction and community building features: Recognizing the social
nature of language learning, the objective is to investigate how the integration of social elements into
gamified platforms contributes to a positive and collaborative learning experience. The dynamics of
community building and interaction are examined to understand their influence on motivation and
language skills.

e Document challenges encountered by adult learners: Recognizing potential obstacles and challenges
facing adult learners in gamified language learning platforms is crucial to improving and optimizing
these educational tools. This objective aims to identify common obstacles and provide insight into
strategies to overcome them.

Hypotheses

e How Gamified language learning platforms positively influence the motivation and sustained
engagement of adult learners in second language acquisition?

e How intrinsic motivation plays a more significant role than extrinsic motivation in influencing the
engagement and learning outcomes of adult learners within gamified language learning platforms?

e How Participants exposed to gamified language learning interventions will demonstrate statistically
significant improvements in language proficiency as compared to a control group, as measured by
pre- and post-assessment scores?

e How the incorporation of social interaction and community building features within gamified
platforms positively contributes to the overall learning experience and language proficiency gains
among adult learners?

e Despite the potential benefits, adult learners will encounter challenges within gamified language
learning platforms. Identifying and addressing these challenges is crucial for optimizing the design
and implementation of such platforms.

Literature Review

This literature review aims to explore theoretical foundations and empirical support for the efficacy of
gamified language learning for adults as a new instructional method. Lately, there is more and more research
of so-called studies dealing with instructions and possibilities that e-learning offers in the language
education.

Theoretical Frame:
Self-Determination Theory

At the foundation of the conceptualization of motivation in gamified language learning lies the Self-
Determination Theory by Deci and Ryan. Self-Determination Theory argues that the persons possess innate
psychological needs of autonomy, competence, and relatedness (Bhavsar et al., 2020). Employees having
their needs met this way would thus be higher in intrinsic motivation and thus more likely to sustain an
activity and secure better learning outcomes. In gamified language learning platforms, the respective
elements of autonomous choice in learning paths, competence stemming from skill development, and
relatedness from interaction and group work add to increased motivation.

Self-Determination Theory (SDT) provides an insightful framework to understand the motivational dynamics
driving gamified language learning environments. Central to SDT, according to Deci and Ryan (2017), is the
proposition that humans are motivated by the fulfillment of three innate psychological needs: autonomy,
competence, and relatedness. Ryan and Deci’s thorough examination of SDT (2017) considers how these
needs motivate, developing, and wellness, exploring the ways that gamified learning platforms can cater to
the needs of autonomy, competence, and relatedness and therefore enhance intrinsic motivation and enhance
the successful education outcomes.
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Landers et al. (2015) extend the application of SDT to the gamification of learning, presenting ways in which
gamified elements can fulfill learners’ need for autonomy by allowing learners to pick from alternative
learning paths, for competence via opportunities available for skill development, and for relatedness due to
interactive and collaborative activities. This overlap between gamified learning environments and the basic
tenets of SDT underscores the potential of such platforms to enhance the motivation and engagement of adult
language learners, enhancing educational outcomes. By integrating these perspectives, your research would
not only ground itself in well-established psychological theory, but also serve to integrate theoretical
concepts with practical educational applications, providing a compelling argument for the efficacy of
gamified language learning platforms.

Theories within Cognitive Psychology

Gamified language learning platforms build on principles of constructivism, where the learner actively
constructs knowledge through his interaction with his environment. Situated Learning, as it was put
forwarded by Lave and Wenger, places context and social interaction at the very center of learning
(Hamman-Fisher & McGhie, 2023). Recognizing that cognitivist theories are learning approaches to make
sense of the mind's internal processes in isolation from the environment and offered activities, gamified
platforms offer simulations of scenarios that mimic real world language use. Learners can therefore negotiate
through the scenarios, make decisions, and socialize with their peers thereby engaging themselves in a
language acquisition as well as constructing information.

By situating the analysis of gamified language learning platforms within the framework of constructivism
(Papert, 1993) and situated learning (Lave & Wenger, 1991), we can understand how digital environments
promote second language acquisition. Constructivism posits that learners are actively involved in the
creation of knowledge through interactions with their environment. Gamified language learning platforms
are designed based on this theoretical model as they provide students with immersive environments where
they may actively construct linguistic knowledge through games provided by the platform. These platforms
are popularly viewed as artifacts that are not designed but environments that are navigated, played, and
embodied by the learners. Game learning platforms, thus, afford students with the capacity to not passively
consume learning, but to navigate, struggle, and decide, as they construct knowledge by doing (Papert,
1993).

Similarly, situated learning (Lave & Wenger, 1991) proposes that the learning that occurs is a function of the
environment and, most importantly, social interaction. According to this theory, learning takes place best
within environments that are authentic and provide opportunities for the application of knowledge. By
simulating situations and engaging in contexts that involve social interaction, then, within gamified language
learning platforms, students are placed in a rich environment that sets the stage for language learning.
Learners use language within simulated contexts by making decisions and socializing with other students
that reflect authentic language use (Lave & Wenger, 1991). This aligns with Lave and Wenger’s argument
that learning is a function of the social participation that occurs as skills are developed through interaction, as
in gamified environments that induct students into a community of practice, simultaneously serving as
vehicles for meaning and engagement. Language learning platforms, due to their confluence of constructivist
and situated learning, afford a means for individuals to learn language in a way that is both pedagogically
sound and authentic (Lave & Wenger, 1991).

Game-Based Learning Theories

The game-based learning theories provide insights on design elements that make learning happen in the
gamified environments. Game-design principles present elements such as points, badges, leader boards and
even narrative structures. This further enhances engagement, as it allows users to feel an enhanced sense of
achievement and compete better with each other and themselves (Park& Kim, 2021). The challenges and
rewards within gamified systems incorporation are also associated with the core principles of operant
conditioning since rewards explicitly alter behaviors, consequently serving as a device for facilitating
positive behavior reinforcement. These game-based features aim to make gamified language learning
platforms engaging and rewarding.

The efficacy of gamified language learning platforms is also strengthened by principles of the cognitive
theory of multimedia learning beyond those discussed in constructivism and situated learning. Mayer’s
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(2009) cognitive theory of multimedia learning asserts the need to integrate verbal and visual materials that
promote deep learning, with research showing that learners process and understand information more
effectively when presented through words and pictures rather than words alone. Gamified language learning
platforms are often replete with multimedia, including videos, interactive graphics, and/or auditory cues, that
align with this theory, allowing for a richer and more engaging learning experience that appeals to a bevy of
learning styles and preferences (Mayer’s, 2009).

Furthermore, flow theory, as defined by Csikszentmihalyi (1990), provides an understanding of the
psychological state of immersion gamified platforms aim to achieve. In language learning, flow can have a
valuable impact on motivation and what is learned. With the ever-intensifying attention flow can bring to an
activity, learners are kept engaged, focused, and challenged. The interactions and entertaining challenges
with rewards in gamified learning environments are engineered to prompt flow among learners, aiming to
maintain sustained focus and concentration. Ability to keep in such an engaged mindset is essential during
language acquisition, as learners will have stronger attention to maintain focus on in a way that involves both
enjoyment and effectiveness.

Furthermore, Vygotsky’s (1978) socio-cultural theory of development emphasizes the importance of social
interaction in the learning process. According to Vygotsky, learning is inherently a social process, bolstered
through interaction with more knowledgeable others. Gamified language learning platforms serve to promote
this form of social learning through features such as leader boards, team challenges, and peer feedback,
which promote collaboration and competition within a supportive environment (Vygotsky, 1978). This
incorporation of social dynamics in the learning process not only aligns with Vygotsky’s theory, but also
enhances the language learning experience by affording learners the opportunity to communicate,
collaborate, and learn from one another.

Mayer’s cognitive theory of multimedia learning, Csikszentmihalyi’s theory of flow, and Vygotsky’s socio-
cultural theory collectively underscore the multifaceted nature of learning, as well as the diverse ways in
which gamified language learning platforms are able to foster efficient language acquisition (Mayer, 2009).
By utilizing multimedia to deepen comprehension, inducing the state of flow to sustain engagement, and
promoting social interactions to foster learning, these platforms offer a dynamic, comprehensive approach to
language education that is grounded in established educational psychology theories.

Previous Studies on Gamified Language Learning

Several studies have explored the effectiveness of gamification in language learning outcomes, mainly
emphasizing on the tendency for gamification to boost learners' motivation, engagement, and hence
proficiency. In their study, Hamari, Koivisto, and Sarsa (2014) pointed out a positive effect between
gamification elements and user engagement looking directly at motivational gains. In a similar vein, Kiili et
al. (2012) found enhanced learning outcomes and motivation in a language learning game, thereby showing
the potential of gamification for educational purposes.

In addition, Caponetto, Earp, and Ott (2014) assessed the effects of gamification in classroom-based
language learning. In this view, the research outlined those levels of motivation, engagement, attitudes
toward learning another language enhanced after various elements were incorporated as part of teaching
curriculum. These studies, when taken together, highlight the potential that gamification holds to positively
influence learner attitudes and behaviors in language education.

Impact of Gamification on Motivation and Engagement

First, one of the core advantages that come with gamified learning platforms is significant learner motivation
and engagement. The extrinsic motivation offered by the points, badges, and leader boards helps to tap into
the learners' psychological need for recognition and achievement. The autonomy about the in-built for
navigation of the game and making their choice taps on intrinsic motivation thus reflecting the principles of
SDT. As such, the intrinsic and extrinsic motivators reinforce each other, leading to continuous involvement
in the language learning experience.

Gamification and Language Proficiency
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educational purpose of gamified language learning platforms. Although motivation and engagement have
been found to be more important, as shall be seen later on, the bottom-line aim may be said to lie in growth
in language proficiency. Liu, Liu, Tan, and Kang (2019) and Hamtini, Yunus, and Embi (2019) studies prove
substantial effectiveness in language proficiency in the use of gamified languages learning platforms to the
learners. In this regard, it may be stated that the results of the research brought an opportunity to engage
further learners using gamification and also make measurable enhancement assessment for language skills.
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Social Interaction in Online Learning Environments

With respect to language learning, social interaction is often considered as an important aspect in order to
develop communication skill ability. Features that initiate social interactions often comprise forums on the
gamified language learning platforms, collaborative activities, or in some cases even multiplayer features.
The theories from social constructivism postulate core principles of interaction as knowledge construction. In
the context of a gamified e-learning environment, such collaborative activities do promote the social
dimension that allows for shared introductory experience and knowledge exchange among education
subjects. This would be adding value to the contribution for language learning as well as serving a higher
purpose — community building through shared experiences in learning the language.

The synthesis of literature highlights the multifaceted benefits of game language learning platforms for
adults. Based on robust theoretical frameworks, these platforms use motivation principles, cognitive theories
and game-based learning elements to create engaging and effective learning environments. Previous studies
have consistently shown the positive effect of gamification on motivation, engagement and language
competence, confirming its potential as a transformative tool in language education. The integration of social
interaction further enhances the learning experience and promotes collaborative learning communities.

As the educational landscape continues to evolve, gamification exploration in language learning remains an
exciting avenue for researchers, educators and developers. The combination of motivation psychology,
cognitive theory, and game design principles in the field of language education offers new opportunities for
creating immersive and effective learning experiences for adults. However, future research should further
investigate specific design elements, cultural considerations and learning preferences in order to further
improve and optimize the gamification of language learning for various adult populations.

Methodology

The methodology of this research focuses on Spanish education and investigates the impact of games
learning platforms on the acquisition of second language by adults. The study uses a mixed method approach
that integrates quantitative and qualitative data collection and analysis methods to provide a comprehensive
understanding of the complex dynamics involved.

Table 1: Descriptive Statistics of Participants

Group Number of Average Age Gender Distribution Initial Proficiency
Participants (years) (M/F) Level (points)
Gamified 15 28 8/7 50+10
Learning
Control Group | 15 27 9/6 52+9
Total 30 27.5 17/13 51£9.5

Descriptive Statistics of Participants

In this table, you can see a thorough breakdown of the demographic and baseline characteristics of
participants in the study comparing the effects of gamified learning to traditional learning methods on
language acquisition.

Group: The table is split up into two primary groups -- "Gamified Learning" and "Control Group" -- with a
"Total" row at the bottom that adds up the data for each group accordingly. This separation makes it crystal
clear to see how 15 participants engaged in gamified learning stack up against their traditional learning
counterparts.
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Number of Participants: Each group encompasses 15 participants, for a grand total of 30 in the study. This
balanced distribution makes for a fair comparison between the two groups -- one that isn't warped by group
size.

Average Age (years): Participants in the gamified learning group sport an average age of 28, while the
control group's is 27 -- leading to an overall average age of 27.5 years. The resemblance in average ages
between groups suggests that factors related to age are unlikely to exert much influence over the study's
outcomes, making the juxtaposition of the two groups more accurate.

Gender Distribution (M/F): In both groups, male and female distribution were similar with respect to their
sex, 8/7 in the gamified learning group and 9/6 in the control group, with a total distribution of 17 males and
13 females.

This mix is important in making sure gender did not have a biasing effect.

Initial Proficiency Level (points): Initial language proficiency levels (in points) were also similar between
the two groups, 50+10 for the gamified learning group and 52+9 for the control group, for an overall average
of 51£9.5 points.

This indicates that all participants started from similar language skills, which ensures that the observed
impact of gamified learning versus traditional methods on language proficiency improvements is due to the
methods themselves and not initial group difference.

Research Design

The research design adopts a sequential mixed-methods explanation design consisting of two different
phases: the quantitative phase and the qualitative phase. This design first collected and analyzed quantitative
data, followed by qualitative exploration to provide depth and context for numerical results.

Quantitative Phase

In the initial quantitative phase, research uses quasi-experimental design with a control group of 30
participants. Participants were assigned to the experimental group that participates in the gamified language-
learning platform or to the control group that uses a traditional language learning approach. Pre- and post-
assessment scores, surveys and platform usage analysis constitute the main sources of quantitative data.

Qualitative Phase

After the quantitative phase, the research moves to a qualitative phase that includes semi-structured
interviews, group discussions and content analysis. This qualitative exploration aims to solve the nuanced
experiences, motivations and challenges faced by adult learners in the context of gamified language learning.

Participants

The participants in this study are adults aged 18 and over, actively involved in Spanish learning through
gamified language learning platforms. The participants were selected from the four adult language-teaching
institutions in Guyana; the University of Guyana, Language Services Centre, The Venezuelan Institute for
Culture and Cooperation and Polyglot Language Lab. Participants were recruited through convenient
sampling of educational institutions, online language learning communities and social media platforms. The
inclusion criteria require participants to have basic Spanish skillsand ensure a minimum level of language
skills to effectively interact with the gaming platform. All participants were selected were grades at the A2
level on the Common European Framework of Reference for Languages (CEFR) Calculation of sample size:
the determination of the sample size in the quantitative phase is guided by power analysis with the help of
G*Power software. To ensure statistical robustness, the power of 0.80, the significance level of 0.05 and the
medium effect size are considered. The sample size calculation takes into account potential declines and
failure rates, in order to obtain a final sample size that allows sufficient statistical power.

Instruments and Materials

Quantitative instruments
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Pre- and Post-Assessment Tests: Participants perform pre- and post-assessment tests to measure
improvement in language skills. Assessments include the components of listening, reading, writing and
speaking, in accordance with language competence standards.

Surveys: Both experimental and control groups complete surveys to collect quantitative data on motivation,
commitment and satisfaction. These surveys include established scales such as the Intrinsic Motivation
Inventory and the User Satisfaction Scale.

Platform analysis: The use of data from the gamified language learning platform, including time spent on the
platform, completed modules and interactions with gamified elements, provides additional quantitative
insights into participants' engagement.

Qualitative Instruments

Semi-Structured Interviews: In-depth semi-structured interviews are conducted with a subgroup of
participants in the experimental group. The interviews investigate the experiences, motivations and
challenges of individual users of the gamified language learning platform.

Focus Group Discussions: Focus Group Discussions with participants from both experimental and control
groups provide a collective perspective on learning experience. These discussions explore group dynamics
and shared experiences.

Content Analysis: Qualitative content analysis applies to open-ended surveys, interview transcripts, and
focus group discussions. This method facilitates the identification of recurring themes, patterns and insights
from qualitative data.

Description of the Gamified Platform

The gamified language learning platform selected for this study is LinguaQuest. LinguaQuest is a web-based
platform that teaches Spanish through immersive and gamified experiences. The platform includes game
elements such as points, badges, leader boards and narrative structures. Modules include vocabulary,
grammar, cultural contexts, and conversational skills. Gamification features include challenges, quests and
virtual rewards aimed at increasing engagement and motivation.

Procedure
Quantitative Phase

e Participant Recruitment: Participants are recruited through various channels and informed consent is
obtained. Basic demographic information, linguistic level and background information are collected
during the recruitment process.

e Random Assignment: Participants are randomly assigned to experimental or control groups.
Randomization helps minimize selection biases and ensures that groups are comparable to the
baseline.

e Pre-assessment: Both groups undergo pre-assessment to measure their initial level of language
competence. Pre-evaluation serves as a baseline for assessing language proficiency improvement.

e Experimental Group Intervention: The Experimental Group participates in the LinguaQuest platform
for a certain period, usually 8 weeks. Participants can access all gamification features and learning
modules during this intervention phase.

e Control Group Learning: The control group uses textbooks, online resources, and traditional
language learning methods during the same eight-week period and follows a traditional language
learning method.

o Post-Assessment: At the end of the intervention phase, both experimental and control groups
undergo post-evaluation to measure language competence improvements.

e Survey Administration: Surveys to measure motivation, engagement and satisfaction are conducted
with both groups after the intervention.
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e Data analysis: Quantitative data, including pre- and post-assessment scores, survey responses and
platform analysis, are statistically analyzed using appropriate tests (e.g. t-tests, ANOVA) to evaluate
language proficiency improvement and quantify motivational factors.

The Qualitative Phase

e Interviews: Participants from the experimental group are invited to a semi-structured interview. The
interviews include their experiences with gamified platforms, motivations, challenges and
perceptions of learning environments.

e Focus Group Discussions: Focus group discussions are conducted with participants from
experimental and control groups. These discussions explore shared experiences, preferences, and
perceptions related to language learning methods.

o Content Analysis: Qualitative data, including interview transcripts, discussion groups and open-
ended survey responses, are subject to thematic content analysis. New topics and patterns are
identified to provide depth and context to quantitative conclusions.

Data Analysis Methods

e Quantitative data analysis: Quantitative data, including pre- and post-evaluation scores, survey
responses, and platform analysis, are analyzed using statistical software such as SPSS. Descriptive
statistics provide an overview of the characteristics of participants, while inferred statistics,
including t tests and ANOVA, assess the importance of improving linguistic competence and
motivation factors.

e Qualitative Data Analysis: Qualitative data are subjected to thematic content analysis. Initially, the
data were encoded to identify the themes and patterns that recurring. The code is then organized into
a broader theme to provide a comprehensive qualitative understanding of the experience, motivation
and challenges of participants.

Ethical Considerations

The research places priority on ethical considerations to ensure the well-being, rights and confidentiality of
participants in accordance with established guidelines and principles. The informed consent, a basic ethical
requirement, is carefully obtained from all participants, describing the purpose, procedures and potential
risks involved in the study. This ensures that participants make informed decisions to participate in the
research.

Confidentiality is strictly maintained throughout the research process. Participants' identities are protected,
and all data collected are anonymized to prevent unauthorized disclosure of personal information. Safe data
storage and restricted access protocols are implemented to protect the confidentiality of participants.

The principle of benefit is defended by minimizing the potential risks to participants. Pilot tests are
conducted to identify and address any logistical or emotional challenges that participants may face.
Continuous monitoring during the study enables a quick identification and mitigation of unforeseen ethical
issues.

Furthermore, research is promoting equitable representation and putting justice at the forefront by recruiting
participants from different backgrounds and environments. It is made every effort to ensure that the benefits
and burdens of research are fairly distributed among participants and that the results contribute to a broader
knowledge that can benefit the wider community.

The study is in accordance with the ethical principle of transparency. Participants receive clear and
comprehensible information about the research, including its objectives, procedures and potential results.
Any change to the study protocol is immediately communicated to participants and ensures transparency and
trust.

Pilot Testing
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Pilot testing is carried out with a small group of participants to improve research instruments, ensure clarity
in survey questions and identify possible logistical challenges. Feedback on pilot studies contributes to
improving and completing research instruments and procedures.

Validity and Reliability

To increase the validity of the study, internal and external validity factors are considered. Internal validity is
solved through control group use, randomization and careful experimental design. External validity is
increased by recruiting participants from different backgrounds and contexts, allowing generalization beyond
specific contexts. Reliability is maintained by consistent administration of research tools and compliance
with established data analysis protocols. Pilot tests contribute to improving instruments and ensuring the
reliability of survey questions and interview protocols.

In conclusion the comprehensive methodology used in this research combines quantitative and qualitative
approaches to provide a thorough analysis of the impact of gamified language learning platforms on the
acquisition of adult second languages. The design of sequenced mixed-explanatory methods enables a
nuanced understanding of the improvements in linguistic competence, motivations and challenges faced by
participants. Careful selection of instruments, strict recruitment of participants and ethical considerations
contribute to the integrity and validity of the research. In the course of the study, the results of both
quantitative and qualitative analysis will converge to provide a comprehensive view of the dynamic
interaction between gamification and language learning in the context of Spanish education.

Results

The results of the study provide a comprehensive examination of the impact of gamified language learning
platforms on the acquisition of second languages for adults in Spanish education. The results are presented in
line with the objectives and hypotheses of the research, incorporating both quantitative and qualitative data.

Table 2: Comparison of Pre- and Post-Test Scores

Group Pre-test Score (points) | Post-test Score (points) | P-value
Gamified Learning 50+10 70+8 <0.01
Control Group 5249 55+10 >0.05
Overall Improvement | 51+9.5 62.5+14 <0.01

Table 2: Comparison of Pre- and Post-Test Scores: This table evaluates language proficiency scores at
pre-intervention and post-intervention stages for the control group and the gamified learning group. The pre-
test average score for the groups are almost the same showing that the two are comparable. Post-intervention
it shows that the gamified team substantially improved their language scores from 50 + 10 to 70 + 8 (P <
0.01) which signifies that this improvement was significant. The control group had little if any improvement
of their scores which went from 52 £ 9 to 55 + 10 (P > 0.05) showing that this was not significant. The
"Overall Improvement" row and coefficient shows substantial to large overall improvement in language
performance as a result of the intervention. This result is significant (P < 0.01) and shows the effectiveness
of gamified language learning.

Table 3: Correlation Table (Engagement and Proficiency Gains)

Variable Time Spent (hours) | Proficiency Gains (points) | Initial Proficiency Level
Time Spent (hours) 1.0 0.8 0.6
Proficiency Gains (points) | 0.8 1.0 0.7
Initial Proficiency Level 0.6 0.7 1.0

Table 3: Correlation Table (Engagement and Proficiency Gains): Table 3 displays a significant
relationship between time spent on the gamified platform and proficiency gains. Outcomes also indicate a
positive relationship concerning initial proficiency levels and proficiency gains. Statistically significant
correlations emerged among time spent on the platform and proficiency gains (0.8; p <.01), as well as initial
proficiency level and proficiency gains (0.7; p < .01). There was also a significant relationship observed
between time spent on the platform and initial proficiency level (0.6; p < .01). From this data, it can be
inferred that more time spent on the platform was associated with more significant proficiency gains. Initial
proficiency levels contributed to the efficiency of learning outcomes, thus providing evidence that time
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engaged with the platform, as well as initial learner starting point, significantly contributed to language
acquisition progress.

Table 4: Regression Analysis on Language Learning Qutcomes

Predictor Coefficient | Standard Error | P-value
Intercept 10.0 2.00 N/A
Time Spent on Platform 0.5 0.05 <0.01
Initial Proficiency 0.2 0.04 0.05
Engagement Level 0.3 0.05 <0.01
Age -0.1 0.02 0.2
Gender (Male=1, Female=0) | 0.4 0.10 0.05

Table 4: Regression Analysis on Language Learning Outcomes: The regression analysis Table 1 below
delves into the predictors of language learning success among participants using the gamified platform. The
coefficients provided in the table indicate the degree to which each predictor influences the language
learning outcome. The larger the weight for each predictor, the more influence it has on the participant’s
language learning outcome. The P-values for each weight are found in the last column of the table, and
indicate the significance of each predictor. Time spent on the platform, initial proficiency and engagement
level are all positively correlated with the outcome and are highly significant (P-value <0.01 for time spent
and engagement level, and 0.05 for initial proficiency). The age coefficient of .1 is negatively correlated with
the outcome and is not significant (P-value of .2); however, it is important to note that its impact is minimal.
Gender also proves to be a significant factor, with males (coded as 1) showing a slightly higher improvement
rate than females (coded as 0) as shown by a coefficient of .4 and a P-value of .05. As such, the regression
analysis managed to add to my understanding of the simple statistics and revealed further the nuances that
are at play that contribute to effective language learning in the context of gamified platforms.

Quantitative Results
Objective 1: To investigate the effects of gamification on motivation, engagement and language proficiency

Hypothesis 1: Gamification language learning platforms positively influence the motivation and continued
engagement of adults in the acquisition of second languages. Quantitative analysis of survey data and
platform analysis revealed a statistically significant increase in motivation and engagement among
participants in the experimental group compared to the control group. The responses to the survey show a
higher level of enjoyment, interest and perceived relevance of learning content in the gamified environment.
Furthermore, platform analysis shows that time spent on the gamified platform increases, modules are
completed faster and interactions with gamified elements are more frequent.

Hypothesis 3: Participants exposed to gamified language learning interventions demonstrate statistically
significant improvements in language competence compared to control groups measured by pre- and post-
analysis results. Analysis of pre- and post-evaluation scores indicated a statistically significant improvement
in language competence among participants in the experimental group. The average post-evaluation scores
for the experimental group are significantly higher than for the control group, providing empirical evidence
of the positive impact of gamified language learning on language proficiency.

Objective 2: Analyze the roles of intrinsic and extrinsic motivation

Hypothesis 2: Internal motivation plays a more important role than external motivation in influencing the
involvement and learning outcomes of adult learners in gamified language learning platforms. The survey's
results show that participants in the experimental group attribute their engagement and persistence to
gamified platforms more to intrinsic factors such as satisfaction, curiosity and learning enjoyment, than
external rewards. The qualitative data from the interviews further describe the intrinsic motivations and
emphasize the real interest in learning content and the desire for personal growth.

Qualitative Results

Objective 1: To explore how gaming influences motivation, engagement and language competence:
Qualitative data obtained from interviews and group discussions enrich the understanding of how gaming
influences motivation and engagement.
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Participants consistently expressed increased motivation to learn Spanish in a gamified environment. Topics
such as enjoyment, competition and a sense of achievement emerge from qualitative analysis. Participants
appreciated the immediate feedback provided by gamified elements, such as badges and points, which were
tangible indicators of progress and achievements.

Qualitative data also reveal the experiential aspects of language proficiency development within the gamified
platform. Participants emphasized the immersive nature of the platform and highlighted contextual learning
experiences and application of language skills in the real world. The integration of storytelling and narrative
structures into the platform has contributed to more engaging and memorable learning experience.

Objective 2: Analyze the roles of intrinsic and extrinsic motivation

The qualitative conclusions further strengthen the importance of intrinsic motivation. Participants often
stated that genuine interest in Spanish, cultural aspects, and the desire for personal growth were the main
drivers of sustainable commitment. While external motivators, such as points and badges, were recognized,
they were often considered complementary, rather than central to the motivation of participants.

Objective 3: Quantify improvements in language proficiency through pre- and post-assessment

Hypothesis 4: The incorporation of social interaction and community-building capabilities into game
platforms has a positive impact on overall learning experiences and gains in language competence among
adult learners.

Quantitative data and qualitative insights provide a nuanced understanding of the influence of social
interaction characteristics on language proficiency and overall learning experiences.

The surveys show a positive correlation between engagement in social characteristics, such as discussion
forums and collaborative challenges, and improvements in linguistic proficiency. Participants who
participated actively in these features reported a sense of community and shared learning experiences that
contributed to a more holistic and effective language learning journey.

Qualitative data provide a deeper understanding of the role of social interaction. Participants emphasized the
importance of collaborative learning, peer support and the opportunity to practice language skills in a social
context. The feeling of belonging to a learning community is an important factor contributing to motivation
and development of language skills.

Objective 5: Document challenges encountered by adult learners

Analysis of qualitative data revealed several challenges faced by adult learners in the gamified language
learning platform.

Technical challenges: Some participants reported technical problems such as difficulty in navigating the
platform, occasional misunderstandings and connectivity problems. Although these challenges were not
universal, they influenced the overall user experience for a subset of participants.

Time constraints: A common challenge was the time commitment required to fully engage in the gamified
platform. Adult learners with busy schedules and multiple responsibilities expressed difficulties in
committing consistent and sufficient time to the platform.

Adaptation to gamified elements: While most participants accepted gamified features, some found it difficult
to transition from traditional learning methods. The initial unfamiliarity with game-based elements required
some participants to adjust during the adjustment period.

Hypothesis 5: Despite the potential benefits, adult learners will face challenges within the platform of
learning gamified languages. The identification and application of these challenges is essential to optimize
the design and implementation of such platforms. The identification of challenges through quantitative and
qualitative data matches H5. The recommendations for addressing these challenges are discussed in the
following sections.

Discussion of Results

The synthesis of quantitative and qualitative results provides a comprehensive understanding of the impact of
the gamified language learning platform on the acquisition of adult second languages. The positive influence
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of game play on motivation, engagement and linguistic competence is evident, supported by statistically
significant improvement in assessment scores and improved participation experiences.

The dominance of intrinsic motivation aligns with the theoretical framework that emphasizes the importance
of autonomy, competence, and relationship. The gamified environment successfully exploits the intrinsic
motivation of learners and promotes a sense of autonomy in learning choices, competence through skill
development and connectivity through social interaction.

The incorporation of social interaction characteristics becomes a valuable component that contributes to both
motivation and learning language skills. The feeling of community and collaborative learning experiences
within the platform combines with socio-cultural theories, emphasizing the role of social interaction in
cognitive development.

Despite the positive results, challenges such as technical problems, time constraints and adaptation to game
elements emphasize the need for a personalized support mechanism. In order to optimize the design and
implementation of games-based language learning platforms and ensure the inclusion and accessibility of
diverse adult learners, it is crucial to address these challenges.

Theoretical and Practical Implications

The study's findings have significant implications for educators, developers, and practitioners in the field of
language education.

e Theoretical standpoint, the results provide valuable insights into the complex interplay of
motivational factors in gamified language learning contexts, contributing to our understanding of
how intrinsic motivation can be leveraged to enhance language proficiency. This aligns with broader
psychological theories, offering a deeper understanding of the nuances of motivation in educational
settings.

e Practical perspective, the study's findings have important implications for language education.
Educators can use the positive outcomes of gamified language learning platforms to inform their
instructional strategies, incorporating elements such as social interaction and collaboration into their
teaching practices. This can help to create a more engaging and effective learning environment,
enhancing the overall learning experience for students.

Limitations of the Study

Despite the valuable insights obtained, the study has certain limitations that must be recognized. First, a
quasi-experimental design, although robust, cannot completely eliminate potential confusing variables.
Randomized controlled experiments with larger sample sizes could further improve the validity of the
findings. Secondly, the emphasis of the study on Spanish education in a specific gaming platform can limit
the generalization of the results to other languages or platforms. Future research should explore the
transferability of results in different linguistic and gamified contexts. Thirdly, the short duration of the
intervention phase cannot capture the long-term effects on linguistic competence. Long-term surveys of
participants over a longer period could provide a more comprehensive understanding of the results.

Though the research may provide critical insights for using a gamified language learning platform to support
adult second language acquisition, such as in the context of Spanish education, it's important to recognize its
limitations and implications for future research. To begin, while the quasi-experimental design was selected
for its strengths, it fails to fully eliminate confounding factors capable of influencing the outcomes observed.
The reliance on a particular gamified platform for Spanish education also begs the question of the findings’
generalizability to different languages and learning environments, limiting how widely applicable the results
may be and suggesting a need for further research across other linguistic settings and with different
approaches to gamification.

Furthermore, the relatively brief intervention phase limits our understanding of the longer-term impacts of
gamified learning on language proficiency. Although immediate benefits were noted, it remains to be seen if
these are maintained over time. The need for longitudinal studies tracking the sustained impacts of
implementing gamification when learning a language is therefore evident in light of this shortcoming. It
should also be noted that while intrinsic motivation and engagement are pivotal, it is possible that other
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factors could also play a role in language learning outcomes, such as individual learner differences, the role
of extrinsic motivators — particularly within different camp settings — and varying levels of prior language
exposure.

Lastly, the sample size and its representation, although this study represents various groups of adult learners,
the small sample size may not fully be representative of the wide range of learner backgrounds, learning
styles, and motivational levels in broader populations. Future research should strive to include a larger, more
diverse sample to enhance the generalizability of these findings. Additionally, the study barely skims the
surface on cultural factors that might influence how gamified learning platforms are appreciated for language
learning. Given how intrinsic cultural relevance has been in language education initiatives, perhaps
examining how learners' cultural interests and backgrounds influence their engagement with gamified
platforms would offer a kaleidoscopic view of how to tailor learning experiences that are more responsive to
individual learners. By addressing these limitations in future efforts, we can not only strengthen the evidence
base supporting the use of gamified platforms for language learning, but also further contribute to the
realizing of more effective, inclusive, and culturally responsive language education technologies. As we
continue to broaden our horizons in terms of the languages, platforms, and learner demographics in our
scopes of investigation, we can continue to refine and optimize gamified learning environments to enhance
the contemporary, globalized adult language learners' educational prospects.

Recommendations for Future Research

On the basis of the insights obtained from this study, future research directions are proposed to further
advance the field of gamified language learning.

Longitudinal studies: Conducting long-term longitudinal studies that track participants over a longer period
of time will enable a more nuanced exploration of the lasting impact of gamified language learning on the
development of proficiency.

Comparative Analysis: Comparative studies in different languages and gamified platforms can offer insights
into the generality of the results. Understanding how gamification influences language acquisition in various
language contexts improves the applicability of research results.

Discussion

The discussion section of the study delves into a comprehensive analysis of the results, including their
theoretical and practical implications, comparison with existing literature, and limitations of the study.

Interpretation of Results

The interpretation of the results provides a nuanced understanding of the study's findings, highlighting the
efficacy of gamified language learning platforms for adult second language acquisition.

The study's positive outcomes align with theoretical underpinnings and hypotheses, as the statistically
significant improvement in language proficiency among participants in the experimental group underscores
the impact of gamification on learning outcomes. The predominance of intrinsic motivation in the gamified
environment, as reflected in the study's findings, emphasizes the importance of autonomy, competence, and
relatedness in fostering sustained engagement.

The study's findings also highlight the role of social interaction in language learning, as the gamified
platform's social features contribute to a sense of community and collaborative learning experiences. This
aligns with socio-cultural theories, which emphasize the role of social interaction in cognitive development.
The positive correlation between engagement in social features and perceived language proficiency gains
suggests the potential of incorporating community-building elements in language learning platforms.

However, the study also identifies challenges associated with the practical implementation of gamified
language learning platforms, such as technical issues and time constraints. Addressing these challenges is
crucial for optimizing the user experience and ensuring accessibility for diverse adult learners.

Overall, the study's findings provide valuable insights into the potential of gamification for adult second
language acquisition, highlighting both the benefits and limitations of this approach. By addressing the
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challenges identified in the study, language learning platforms can be optimized to provide a more engaging
and accessible learning experience for adult learners.

Theoretical Implications

The study sheds light on the intricacies of motivation, engagement, and language proficiency within the
context of gamified language learning. By aligning with broader psychological theories, the research
provides valuable insights into the complex interplay of motivational factors in educational settings.

The findings corroborate Self-Determination Theory, highlighting the platform's ability to meet individuals'
innate psychological needs for autonomy, competence, and relatedness. The immersive and interactive nature
of the gamified environment fosters a sense of ownership and competency, leading to increased motivation
and engagement.

Furthermore, the study supports the integration of social constructivism theories, emphasizing the
significance of social interaction in knowledge construction. The collaborative learning experiences
facilitated by the platform's social features contribute not only to motivation but also to language proficiency
development.

Practical Implications

Practical implications of the study suggest that language learning platforms should prioritize designing
experiences that cater to learners' innate interests and curiosity. This can be achieved by incorporating
choices and achievable challenges that foster a sense of autonomy and competence. Additionally, social
features such as discussion forums, collaborative activities, and multiplayer elements can contribute to the
development of language proficiency by promoting community and collaboration.

However, the study also highlights the need for practical solutions to address challenges such as technical
issues and time constraints. Educators and developers should prioritize user-friendly designs and provide
adequate technical support to ensure a smooth learning experience. Furthermore, flexible learning schedules
can be implemented to accommodate diverse learner needs.

In conclusion, the study provides valuable insights into the factors that contribute to successful language
learning in a gamified context. By incorporating these findings into language learning platforms, educators
and developers can create more engaging and effective learning experiences that promote intrinsic
motivation and language proficiency.

Comparison with Existing Literature

The study under investigation supports and expands upon existing research on gamified language learning
platforms. Similar studies have demonstrated the positive impact of gamification on motivation, engagement,
and language proficiency (Hamari et al., 2014; Kiili et al., 2012). The emphasis on intrinsic motivation and
the importance of social interaction features aligns with previous research in the broader gamification and
educational psychology domains.

This study contributes by specifically examining adult learners in the context of Spanish education. While
existing literature often focuses on gamification in general education settings, this study provides insights
tailored to the unique challenges and motivations of adult language learners. The integration of social
interaction features and their correlation with language proficiency gains adds a novel perspective to the
discussion on gamified language learning.

Limitations

However, the study has some limitations that should be considered. The quasi-experimental design, while
robust, may not completely eliminate potential confounding variables. Future research could benefit from
randomized controlled trials with larger sample sizes to enhance the validity of the findings.

The study's focus on Spanish education within a specific gamified platform may limit the generalizability of
results to other languages or platforms. Future research should explore the transferability of findings across
diverse linguistic and gamified contexts.
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Furthermore, the short duration of the intervention phase may not capture long-term effects on language
proficiency. Longitudinal studies tracking participants over an extended period could provide a more
comprehensive understanding of sustained outcomes.

The study provides valuable insights into the effectiveness of gamification in improving language
proficiency among adult learners. While the findings are promising, future research should address the
study's limitations to provide a more complete understanding of the potential of gamification in language
learning.

Recommendations for Future Research

Longitudinal Studies: Over a longer period of time, conducting longitudinal studies on participants will
provide a more in-depth understanding of how gamified language learning affects proficiency development
over time. By tracking participants' progress and changes in proficiency over an extended period, these
studies will allow for a more nuanced exploration of the long-term effects of gamification on language
learning.

Comparative Analysis: Investigating the effects of gamification on language learning through comparative
studies across various languages and platforms can provide valuable insights into the broader applicability of
these findings. By examining how gamification impacts language acquisition in different linguistic contexts,
researchers can enhance the practical relevance of their results.

Individual Differences: Investigating the unique characteristics of each learner, including their preferred
learning styles, past gaming experience, and age, can help create customized insights for enhancing gamified
language learning platforms to cater to the diverse needs of adult learners.

Accessibility and Inclusivity: Exploring methods to overcome technical hurdles, time constraints, and
adjustment challenges will help create more welcoming and user-friendly gamified language learning
environments.

Recommendations

e Based on the results and limitations uncovered in this investigation, a number of suggestions are put
forth to enhance gamified language learning platforms for adults learning a second language. These
recommendations are aimed at educators, developers, and practitioners seeking to optimize these
platforms for improved learning outcomes.

e Enhancing User Support: To address the technical difficulties faced by participants, it is crucial for
developers to prioritize user-friendly designs and provide extensive technical support. This can be
achieved by offering clear and concise tutorials, troubleshooting guides, and responsive help desks.
By doing so, developers can minimize the technical barriers that may hinder the learning experience
for participants, resulting in a smoother and more enjoyable journey for them.

e Flexible Learning Structures: In Acknowledging of the time constraints expressed by some
participants, educators and platform developers should consider implementing flexible learning
structures to cater to the diverse needs of adult learners. This may involve offering asynchronous
learning options, modular content that can be consumed at the learner's own pace, and adaptable
scheduling features to accommodate varied time commitments. By doing so, these stakeholders can
create a more inclusive and accessible learning environment for all adult learners.

e Tailored Feedback Mechanisms: Based on the positive correlation between engagement in gamified
elements and language proficiency gains, it is crucial to incorporate personalized and timely
feedback mechanisms into the platform. By doing so, adaptive learning pathways can be established,
where the content is tailored to the individual's progress, further enhancing their sense of competence
and motivation.

e Incorporating Cultural Relevance: To maximize the effectiveness of their gamified language learning
platform, developers should prioritize the inclusion of culturally relevant content. This may involve
incorporating language modules that highlight cultural nuances, using real-world dialogues that
reflect the target language's cultural context, and incorporating multimedia content that immerses
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learners in the language's cultural richness. By doing so, developers can create a more engaging and
authentic language learning experience that takes into account the importance of cultural context in
language acquisition.

e Promoting Collaborative Learning: To maximize the benefits of social interaction in educational
settings, educators and developers should prioritize the creation of collaborative learning
experiences. By incorporating interactive elements, such as group challenges, peer feedback
mechanisms, and virtual language exchange opportunities, they can foster a strong sense of
community and shared learning experiences among students. This approach can lead to a more
engaging and effective learning environment, as students are able to learn from and support one
another in a collaborative and interactive manner.

e Customization and Personalization: To cater to the diverse needs and preferences of adult learners,
gamified platforms should incorporate customization and personalization features. By providing
learners with choices in the types of gamified elements, difficulty levels of challenges, and content
they focus on, the platform can enhance autonomy and better accommodate individual learning
styles. This tailored approach ensures that each learner's experience is tailored to their unique needs,
leading to a more engaging and effective learning experience.

Conclusion

In conclusion, this research has provided a comprehensive examination of the impact of gamified language
learning platforms on adult second language acquisition in the context of Spanish education. The findings
demonstrate the potential of gamification to enhance motivation, engagement, and language proficiency
among adult learners. The study's alignment with theoretical frameworks, such as Self-Determination Theory
and socio-cultural theories, highlights the importance of intrinsic motivation and social interaction in the
learning process. The gamified environment successfully addresses learners' psychological needs for
autonomy, competence, and relatedness, creating a dynamic and engaging language learning experience.

While the study celebrates the positive outcomes, it also acknowledges the challenges identified, such as
technical issues and time constraints. These challenges underscore the need for ongoing refinement and
adaptation in the design and implementation of gamified language learning platforms to ensure their
inclusivity and accessibility for diverse adult learners.

The practical recommendations presented in the study offer valuable insights for educators, developers, and
practitioners seeking to optimize gamified language learning platforms. These recommendations include
enhancing user support, incorporating flexible learning structures, promoting collaborative learning
experiences, and incorporating cultural relevance.

Furthermore, the emphasis on continuous professional development for educators and the integration of user
feedback highlight the dynamic and evolving nature of gamified language learning. Ongoing research,
longitudinal studies, and cross-cultural validation initiatives are essential for furthering our understanding of
the sustained impact of gamification on language proficiency and its applicability across diverse linguistic
and cultural contexts.

In summary, the study provides a comprehensive and nuanced understanding of the impact of gamified
language learning platforms on adult second language acquisition in the context of Spanish education. The
findings have important implications for the design and implementation of gamified language learning
platforms, and the practical recommendations offered in the study provide a roadmap for creating effective
and learner-centric language education environments.

As technology continues to play a crucial role in education, the intersection of gamification and language
learning is poised to revolutionize the way we learn languages. The potential of gamified platforms to not
only teach language but also create engaging and enjoyable learning experiences makes them an invaluable
tool in the modern language education landscape.

In this evolving field, various stakeholders, including educators, developers, and researchers, are working
together to shape the future of language education. By embracing the recommendations outlined in this study
and staying attuned to the changing needs of adult learners, we can continue to refine and optimize gamified
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language learning platforms, ultimately enhancing the language learning experience for diverse and
motivated adult learners.
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