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Abstract

This study explores an English teacher's beliefs and practices in integrating Digital
Game-Based Learning (DGBL) within an EFL classroom in a technology-integrated
school in Medan, Indonesia. Using a qualitative case study approach, data were
collected through in-depth interviews with one teacher and teaching materials analysis,
providing comprehensive insights into the teacher's perspectives and classroom
practices. The data analysis technique employed in this research was thematic analysis.
The findings revealed that the teacher believed DGBL was a flexible and engaging
pedagogical tool that aligns 21st-century learning principles and fosters student-
centered instruction. The teacher frequently utilized tools such as Kahoot, Quizziz, and
Wordwall to enhance student engagement and interactivity. Despite its benefits,
challenges were identified, including limited suitability of DGBL for all materials,
difficulty in assessing comprehension, and occasional technical barriers such as poor
internet connectivity. The teacher emphasized the importance of balancing DGBL with
traditional teaching methods to address diverse learning preferences and objectives.
Additionally, the lack of formal training in DGBL integration highlighted a gap in
professional development, suggesting a need for targeted training and administrative
support. The study underscores the potential of DGBL to enhance student engagement
and teacher innovation while identifying areas for improvement. It recommends future
research on game design, feedback mechanisms, and collaboration to optimize learning
outcomes alongside structured professional development for educators integrating
DGBL into their practices.

Keywords: Digital Game-Based Learning (DGBL), Teacher's beliefs and
practices, Technology-integrated school.

INTRODUCTION

The rapid development of new digital technologies has resulted in rising interest
in studying English as a foreign language (Liu, 2017), necessitating a move from
traditional to more modern learning methods (Dehghanzadeh et al., 2016; Renandya et
al.,2016). For more modern learning innovation, The Indonesian Ministry of Education
encourages teachers to integrate information and communication technology (ICT) into
their classes. The Ministry Decree Number 22 Year 2016 states that one of the main
principles in education is the use of technology to improve the effectiveness and
efficiency of learning (Ministry of Education and Culture, 2016). This means that using
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technological advancements is essential for English teachers, who play a crucial part in
the success of the English language teaching and learning process.

Regulation 22/2016 from the Ministry of Education and Culture also says that
learning should be fun, engaging, inspiring, challenging, efficient, and motivating to
encourage more student participation (Ministry of Education and Culture, 2016). The
most important aspect of achieving success in learning is making the learning process
enjoyable, ensuring that students remain engaged and entertained while acquiring
knowledge. Thus, one effective way to get kids excited and promote active learning in
the classroom is through Digital Game-Based Learning (DGBL) (Nadeem et al., 2023).
With its capacity to improve learning a language, which is immersive, multimodal,
interactive, and hugely popular, digital game-based learning, has drawn the attention
of educators in recent years (Reinders, 2016; Reinhardt, 2019). Digital game-based
learning has shown its potential in enhancing language learning, as it provides an
interactive and engaging environment for students and makes it easier to apply the
material (Chen, 2017; Hilmun, 2020). Some examples of digital game-based learning
that can be applied in the classroom include bamboozle, duolingo, wordwall, ESL kids
games, kahoot, quizizz, and educandy. These student-centered digital games can
enforce engagement in a classroom since students' burden decreases in a relaxed setting
and they can become active learners (Deng et al., 2020).

Numerous studies have been carried out by academics who are aware of the
potential that digital game-based learning may offer. Jia et al. (2024) found that digital
game-based learning has the potential as an effective and long-lasting teaching tool in
EFL classrooms. It improves students' thinking and lifelong learning skills (Eyal et al.,
2023). Dixon and Jordan (2020) also claimed that digital games can be effective tools
for L2 acquisition. Additionally, Acquah and Katz (2020) emphasized that digital
games may bring playfulness to the classroom, as kids in the digital era value
immersive activities, technology integration, and entertaining learning. Hence, the
integration of digital game-based learning in the English classroom is highly suggested
to enhance students' English proficiency.

Despite the increasing interest in integrating DGBL into EFL education due to
its potential to enhance student engagement, motivation, and learning outcomes,
integrating DGBL in EFL classrooms is not without challenges. Based on interviews
with the teacher, some challenges appeared during the implementation of DGBL
Research indicate that teachers have challenges while implementing ICT in their
classrooms (Alimyar & Lakshmi G, 2021; Farjon et al., 2019; Nugroho &
Mutiaraningrum, 2020). Some teachers still struggle with confidence, which prevents
them from utilizing the technology (Winter et al., 2021). Therefore, understanding the
beliefs and challenges of EFL teachers is significant for successful integration.

The greatest challenge to the actual usage and implementation of technology in
education is the educators’ attitudes toward it. Whether they are unprepared and lack
confidence in their ability to use technology (Nugroho & Mutiaraningrum, 2020) or
disagree with adopting technology in the classroom (Lovett, 2017). Zheng (2015)
asserts that teachers' beliefs are a personal system that influences their behaviour,
thought processes, and actions related to the teaching and learning process. Their
beliefs influence the way that teachers utilize technology in the classroom, and these
beliefs have a big impact on how well teachers use ICT in the classroom (Tondeur et
al., 2017). Teachers who believe that technology can be used to support education often
use the technology themselves. In contrast, teachers who disagree with the benefits of
technology use generally disregard integrating technology. According to this, teachers
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with similar knowledge and capabilities may have different approaches to teaching
depending on their beliefs.

In Indonesia, there is a growing focus on integrating technology into education
(Farjon et al., 2019), with many efforts aimed at incorporating digital tools into various
teaching and learning processes. However, the use of Digital Game-Based Learning
(DGBL) in the classroom is still relatively under-explored, especially regarding its
practical application and teacher perspective. Although global studies consistently
emphasize the potential of DGBL to improve student engagement and language skills,
Indonesia's unique educational landscape, with its specific challenges and
opportunities, requires more in-depth research. Unfortunately, the research on teacher’s
beliefs and challenges in integrating DGBL in a classroom is still limited, especially in
Indonesian context.

Based on the current situation and prior investigations, this research aims to
address the existing research gap on integrating Digital Game-Based Learning
(DGBL). We decided to conduct the study in school that have integrated technology
into their classrooms. The objective of the study is to explore the English as a Foreign
Language (EFL) teacher’s belief, challenges, and practices in integrating digital game-
based learning in a classroom. Thus, this study aims to address the subsequent research
questions: (1) What are the beliefs of an EFL teacher regarding the integration of
Digital Game-Based Learning (DGBL) and the challenges in a technology-integrated
school? and (2) How does the EFL teacher implement DGBL in their classroom
practices?

The research is expected to provide valuable insights into the integration of
Digital Game-Based Learning (DGBL) in EFL classrooms in Indonesia. It will
contribute to the understanding of how teachers’ beliefs influence their teaching
practices, particularly in the context of technology integration. Moreover, it will
highlight best practices and common obstacles, offering a road map for the successful
implementation of DGBL in diverse classroom environments.

Literature Review
Teacher Beliefs

Various definitions of belief have been proposed by experts. Beliefs are defined
as cognitive constructs and psychological perceptions that are acknowledged as
accurate (Tondeur et al., 2017). Kagan says that teachers' beliefs refer to their
underlying assumptions on students, classrooms, and the academic content they are
responsible for teaching (Kagan, 1992). Furthermore, Hughes et al. (2019) states that
teachers' beliefs are a personal system that shapes their behavior, mental processes, and
actions connected to the teaching and learning process. This implies that teachers'
underlying beliefs about education, students, and the learning process greatly impact
their instructional methods, classroom interactions, and decision-making processes.

Based on the experts' definitions above, it suggests that teachers' beliefs play a
crucial role in shaping their interactions with students and their approach to education,
underscoring the importance of understanding and addressing these underlying beliefs
in educational contexts.

The Importance of Teacher’s Beliefs in the Use of Technology in the Teaching and
Learning Process

The beliefs of the teacher are crucial in how technology is implemented in the
teaching process. Cheng et al. (2024) emphasize that educators' beliefs influence the
integration of technology in the classroom. Tlili et al., (2023) asserted that teachers’
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pedagogical ideas might influence their level of acceptance and implementation of a
specific strategy, instrument, or resource in classroom teaching. Gaining insight into
the teacher's beliefs might enhance comprehension of the teacher's teaching practices
and, ultimately, an understanding of her students' performance (Arifin, 2023). Borg
stated that beliefs are considered a crucial component of teacher learning and have
gained significant attention in the field of language teacher education (Borg, 2011). It
may determine a teacher's perspective on the language, the methods they choose to use,
how they handle difficulties in their day-to-day work, and how they influence students'
learning, motivation, and success (Shinta Sari et al., 2020). The explanations
demonstrated that educators' beliefs significantly correlate with technological
integration, hence impacting the teaching process.

In addition, Breen et al. (2001) emphasizes the significance of studying
teachers' beliefs for three main reasons: (1) to determine the fundamental principles
that teachers exclusively apply in their classroom practice, (2) to help teachers gain
insight into their own understanding of pedagogical knowledge, and (3) to illustrate
teachers' perspectives and how these beliefs are manifested in their teaching practices.
(add more explanation)

Teacher’s Practice in DGBL

In today's digitalization era, where most students are called digital natives, the
integration of technology in a classroom is a must since teachers can be more creative
in engaging students in the learning process. According to Regulation 22/2016 issued
by the Ministry of Education and Culture (Permendikbud), the learning process should
be conducted in an interactive, inspirational, enjoyable, challenging, efficient, and
motivating manner, with the aim of encouraging students to actively participate. One
example of an innovative technology currently claimed to be more exciting and
student-centered and integrated into language education environments is digital game-
based learning (DGBL).

Digital game-based learning refers to the acquisition of knowledge and skills
through the utilization of electronic devices in educational settings (Leong, 2017). C.
C. Chen & Tu (2021) define digital game-based learning as the process of acquiring
knowledge by engaging in problem-solving activities or completing tasks using
computers, mobile phones, or tablets. According to Kapp (2012), game-based learning
or gamification is considered to be an optimal learning environment because of its
inherent allowance for failure, promotion of innovative thinking, and providing a sense
of control to the player. Game-based learning encompasses more than just teaching
through games; it also involves learning from games, applying the concepts of gaming
to teaching, and comprehending the unconscious learning that occurs during game play
(Chee, 2016).

Thus, Digital game-based learning provides students with the opportunity to try
new things, gain knowledge from the failures, and be in control of what they do, which
creates an environment that is ideal for learning.

Benefits of Digital Game-Based Learning

The rapid growth of technology has had a huge impact on the teaching-learning
process. Liu (2017) says that the rapid development of new digital technologies has led
to an increased demand for studying English as a foreign language, which requires a
transition from conventional to advanced learning approaches. One example of the
application of technology in the educational context is Digital Game-Based Learning
(DGBL).
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Integrating digital game-based learning in a classroom has many benefits.
Hilmun (2020) States that digital learning provides learners with engaging learning
experiences and facilitates the integration of learning content into their daily lives. In
their study, Cagiltay et al. (2015) also showed that incorporating competition into
digital game-based learning leads to an improvement in students' learning performance.
Hung et al. (2014) also found that implementing digital game-based learning would
enhance students' self-efficacy, enthusiasm for learning, and academic achievement.

METHODS
Research Design

This research explores teacher's beliefs and practices about integrating digital
game-based learning in EFL classroom. Through a case study design, this research
aligned with (Creswell and Creswell, (2018) and; Yin, (2014) theory of case study,
which involves an in-depth investigation of a specific individual or group within a real-
world context. Furthermore, this is a case study as the research focuses on just one
teacher (Gay et al., 2009; Merriam & Tisdell, 2015). This research aims to provide a
rich, detailed understanding of teachers' beliefs and practices in integrating digital
game-based learning in EFL classrooms by focusing on a single case.

Participants

The participant of this research is an English teacher at an Islamic Boarding
School in Medan. She has been teaching English at the school for four years. Participant
selection was carried out using purposive sampling (Merriam & Tisdell, 2015;
Nyimbili & Nyimbili, 2024), as the teacher has been utilizing digital tools in the
classroom due to the technology-integrated nature of the school, where both teachers
and students use iPads during the teaching and learning process. Her experience in ELT
professional development includes active participation and contribution as both a
participant and speaker. The rationale for choosing this design is to focus on a
participant with direct experience with technology-integrated schools, specifically
through integrating Digital Game-Based Learning (DGBL). It makes the teacher an
ideal subject for exploring the practical application of DGBL in an EFL Classroom. A
pseudonym is used for the participant’s name to maintain confidentiality, following
ethical research guidelines (Hennink et al., 2019; Wiles, 2013).

Instruments

The present study employed in-depth interviews and document as the
instrument, a key method in the case study (Creswell & Poth, 2018). An in-depth
interview enabled an in depth-investigation of the beliefs and practices of the
participants (Polkinghorne, 2006). Interviews were carried out online using WhatsApp
call in June 2024, specifically designed to provide ease for participants (Kaufmann &
Peil, 2020). WhatsApp calls facilitated a more relaxing environment, encouraging
participants to express their views more openly since it allows them to choose a
convenient time. Open-ended questions allowed the participant to express their
thoughts, which encouraged more detailed responses freely.

The documents analyzed are teaching materials in the form of lesson plans,
websites and digital tools to answer the second research questions. These documents
provided additional data, served as additional sources of knowledge for the research
(Bowen, 2009), and were examined to assess Digital Game-Based Learning (DGBL)
practices in the classroom.
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Data Analysis Procedures

This study analyzed the data using a thematic analysis approach (Braun &
Clarke, 2012). There are six phases in thematic analysis. First, data familiarization.
This phase requires interacting with the data through extensive reading and re-reading
textual materials such as interview transcripts, listening to audio recordings, or viewing
video content. This phase aims to comprehensively understand the data collection
material and identify elements that may be related to the research issue. Second, we
make preliminary code related to the research question. The third step is searching for
a theme. During this step, your analysis begins as you convert from codes to themes.
The fourth step involved the researchers collaboratively assessing and refining the
themes. Phase five involves the identification and naming of themes. The last phase is
to present the report.

RESULTS AND DISCUSSION

This research aimed to know the teacher’s beliefs and practices in Integrating
Digital Game-Based Learning in a Technology-Integrated School. The findings are
thus divided into two sub-sections.

Teacher’s Beliefs in Integrating Digital Game-Based Learning in a Technology-
Integrated School

Based on the data analysis, we identified six main themes regarding teachers’
beliefs in integrating DGBL, including 1) beliefs about the effectiveness of DGBL, 2)
beliefs of DGBL powerful teaching tool than traditional, 3) benefits of DGBL, 4).
challenges of DGBL, 5) the weaknesses in integrating DGBL, 6) teacher awareness
and proficiency in DGBL usage.

Belief on the Effectiveness of DGBL

This study reveals that the teacher believes positively about integrating DGBL in
the classroom. In the first response, the teacher expressed strong beliefs in the potential
of DGBL to enhance the quality of teaching and learning significantly, confirming
studies by (Alyaz & Sinem, 2016; N. W. S. Mahayanti et al., 2024) who reported
similar findings.

“I believe that technology especially DGBL will improve the quality of teaching
and learning process”

This belief 1s in line with the principles of 21st-century learning, which
emphasizes the integration of digital devices to make learning more interactive,
dynamic, and student-centered (Ramaila & Molwele, 2022). Furthermore, a second
response indicates that teacher perceives as a versatile resource capable of addressing
a variety of student needs and enhancing differentiated instruction.

“To my knowledge, Digital Game-Based Learning (DGBL) can assist in

scaffolding students or facilitating differentiated learning to enhance their

understanding.”

The idea of scaffolding is rooted in socio-cultural theory by (Vygotsky, 1978)
emphasizing the importance of providing support to students to help them reach deeper
levels of understanding.

Furthermore, the teacher emphasized that students acquire active skills through
DGBL, including critical thinking, problem solving, teamwork, and adaptability to new
challenges. Digital game-based learning enables students to explore knowledge while
acquiring skills for the classroom, as students collaborate to solve problems and engage
in innovative thinking beyond the conventional methods.

E-ISSN 2541-0075 231



Lingua Didaktika | Volume 19 No 2, 2025

Beliefs of DGBL as Powerful Teaching Tool than Traditional

The participant shared various viewpoints on the use of Digital Game-Based Learning
(DGBL) as a teaching method in contrast to traditional approaches. She pointed out
that DGBL can serve as a powerful educational tool, especially in enhancing
engagement and interactivity within the classroom.

“...Yes, it is more powerful because DGBL can make students more engaged and
attached to the learning process...”"

This aligns with existing literature (Aeni et al., 2024a; Anastasiadis et al., 2018),
which emphasizes how digital games can effectively capture learners' attention and
maintain motivation through engaging and immersive experiences.

However, the participant also noted that the success of DGBL isn't consistent
across all contexts.

“.1f teaching without game based, hmm.. it also depends on the material,
sometimes, project-based learning without technology can also engage students.

So actually both DGBL and traditional game based teaching have their strengths.

DGBL is great for making learning fun, engaging, and interactive. Sometimes, a

mix of both works best, giving students a well-rounded learning experience.”

The reliance on the appropriateness of the material indicates that some subjects
or skills might be more effectively taught through traditional methods. For example,
project-based learning could provide greater engagement for tasks that necessitate
critical thinking or practical application without a heavy dependence on technology.
Furthermore, the viewpoint advocating for a balanced approach highlights the
significance of pedagogical adaptability. Merging DGBL with traditional techniques
can create a flexible framework that accommodates diverse learning preferences and
goals.

The Benefits of DGBL in Teaching and Learning Activities

Regarding the benefits of DGBL, the teacher highlighted its potential benefits.
The findings support earlier studies that suggest DGBL can significantly boost student
engagement (Aeni et al., 2024a; Ghani et al., 2022; S. Mahayanti, 2020). Engagement
plays a vital role in learning, as it promotes active participation and motivation, which
are often associated with improved learning results.

“I believe DGBL would tremendously enhance student engagement ..”

However, participants pointed out that high engagement doesn't always lead to
better learning outcomes, emphasizing the need to align game content with educational
objectives and to integrate DGBL effectively into the curriculum.

“.high student engagement often leads to better learning outcomes, but
sometimes even the engagement is high, this high engagement in DGBL does not
always guarantee high learning outcomes. It’s kinda weird, right?. Maybe it can
enhance teacher innovation and help create more engaging classes with this
digital game-based learning.”

Additionally, DGBL fosters teacher innovation and enhances classroom
interactivity, allowing for dynamic and creative learning experiences that cater to
various learning styles. While its effectiveness as a tool for engagement and
pedagogical innovation is evident, the mixed results in learning outcomes indicate a
need for further investigation. Future studies could examine how factors like game
complexity, feedback, and collaboration influence learning, and professional
development programs could assist teachers in aligning DGBL with educational aims.
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The Challenges of DGBL

The teacher reported no significant barriers to integrating Digital Game-Based
Learning (DGBL) due to access to iPads and positive attitudes toward technology.

“I think there are no significant challenges in integrating DGBL because

teachers are provided with iPads, and I personally enjoy integrating technology

in the classroom”

This contrasts with the findings of (Chowdhury et al., 2024; Wandana et al.,
2024), which highlighted limitations in technological infrastructure. However, some
fundamental challenges are also highlighted. One notable concern was the perceived
limitation of DGBL in accurately assessing student performance.

“I don't think DGBL will accurately reveal students' performance but will focus

more on engagement.”’

Additionally, the suitability of DGBL methods for all types of learning
materials was questioned, emphasizing the need for careful alignment between games
and instructional content.

“Another challenge is the teacher's knowledge of DGBL and also because not

all DGBL methods are suitable for every material”

Lastly, technical issues such as low internet connectivity were identified as
barriers, potentially hindering smooth DGBL implementation. This finding aligns with
studies from (Aeni et al., 2024b; Blume, 2020; S. Mahayanti, 2020; Nadeem et al.,
2023), where unreliable internet access poses significant challenges. These insights
highlight the need to address technical and pedagogical challenges to fully realize the
potential of DGBL in the classroom.

The Weaknesses in Integrating DGBL

Despite its potential benefits, Digital Game-Based Learning (DGBL) has some
inherent weaknesses that could limit its effectiveness in promoting comprehensive
learning outcomes (Nadeem et al., 2023).

“The weakness is that we cannot know if the students really understand the

lesson. Students can sometimes cheat in DGBL. For instance, when playing

Kahoot, they might focus on the game for fun on like how they can win rather

than on the comprehension of the content. So sometimes for material wise it’s

not really helpful but for engaging students, I guess it will help”

Three main concerns emerged regarding te implementation of DGBL in
educational settings. Firstly, there is a lack of assurance about students' understanding
of the lesson content. Although DGBL often focuses on interactive and engaging
delivery methods, there is no clear way to confirm that students truly grasp the material
being taught. Secondly, the issue of student dishonesty or superficial engagement was
noted. In games like Kahoot! students may prioritize the competitive aspect of the
activity over the actual content. While these tools can effectively boost student
engagement, their influence on deep learning and comprehension may not always align
with educational objetives. These findings underscore the need to balance
entertainment and educational objectives in DGBL (Kucher, 2021). Educators need to
integrate DGBL thoughtfully, ensuring that engagement does not come at the expense
of learning outcomes.

Teacher Awareness and Proficiency in DGBL Usage

The results emphasize the importance of teachers being aware and skilled in
using DGBL. This approach has been acknowledged as an effective way to enhance
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learning engagement, particularly in language skills, by incorporating interactivity,
collaboration, and immediate feedback.

“...teachers should know how to actually use DGBL because it makes learning
more engaging, encourages teamwork among students, but they should also be
familiar with other methods too”

These insights are consistent with previous research that highlights DGBL's
potential to boost student engagement and promote teamwork (Blume, 2020). To fully
leverage its advantages, teachers need to be knowledgeable and practically equipped to
implement DGBL successfully. Training should focus on selecting appropriate games,
customizing them, and integrating them into the curriculum. For instance, picking
games that align with specific learning objectives ensures that DGBL activities are
meaningful and connected to educational aims. However, relying solely on DGBL may
not be appropriate in every situation. Teachers should find a balance between DGBL
and traditional teaching methods, like lectures or discussions, to accommodate various
learning styles and preferences. This balance is essential, as focusing too much on one
approach could diminish the overall effectiveness of teaching.

Teacher’s Practices in Integrating Digital Game-Based Learning in a Technology-
Integrated School
The integration of DGBL into English teaching supports the student-centered
learning, by emphasizing active participation, engagement, and motivation (Nadeem
et al., 2023). Tools such as Kahoot and Quizziz create a competitive yet collaborative
atmosphere that appeals to the learning styles of digital-native students.
“DGBL tools I usually use are Kahoot, Quizziz, Bamboozle, Mentimeter,
Wordwall and games created with PowerPoint. I use DGBL in almost every
meeting”’
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Figure 3. Teacher’s Kahoot Game

Teacher noted that the choice of application is determined by the content and objectives
of the lesson. The teacher begins each session by explaining how to use the tools and
ensuring that students remain actively engaged throughout the activity.

“I use these apps in my lessons based on what I want to teach and the goals |

have. I start by explaining how to use them and make sure students stay

engaged”

The effective integration of DGBL depends on several key factors. First,
teachers need to possess sufficient digital literacy to effectively navigate and customize
these tools. Second, careful preparation is essential to ensure that the games align with
curriculum standards and learning objectives. Moreover, starting lessons with clear
instructions on how to use the games is vital. As the findings suggest, explaining how
these tools work helps students grasp the purpose of the activity and reduces confusion
during gameplay. Keeping students engaged throughout the session is also crucial for
achieving the instructional goals.

The lack of formal training and professional development in DGBL indicates a
significant gap in how teachers are prepared to incorporate innovative tools into EFL
instruction.

“I have never participated in training or professional development regarding

the use of DGBL in EFL teaching .I learn how to use it autodidacally by

watching tutorial from youtube or from another teacher.l think a DGBL Short

Course or training that introducing some of DGBL that can be used in EFL

Classroom and ready-made lesson plans would be immensely helpful.

Collaborating with colleagues who have experience with DGBL would also be

beneficial”

This finding aligns with prior research (Alimyar & Lakshmi G, 2021; Ardic &
Ciftci, 2019; Hol & Aydin, 2020; Nugroho & Mutiaraningrum, 2020) that highlights
how teachers often do not receive adequate training and support from school
administration. This underscores the necessity for professional development to
facilitate the effective integration of technology in the classroom. Without structured
professional development, the effective use of DGBL may be compromised, which
could limit its potential to enhance student engagement and achieve desired learning
outcomes.

CONCLUSION

This study concludes that incorporating Digital Game-Based Learning (DGBL)
into English language teaching has great potential to increase student engagement,
motivation and interactivity, in line with 21st-century learning principles. Teachers
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generally have a positive view of DGBL, seeing it as a versatile tool that aids
differentiated instruction, scaffolding, and student-centered learning. These findings
highlight DGBL's capacity to encourage active participation and create dynamic
classroom experiences, thereby reinforcing its status as a pedagogical innovation.

However, this research also points to several challenges. The success of DGBL
depends on how aligned the game content is with curriculum objectives and learning
outcomes. Teachers mentioned difficulties in assessing student understanding, possible
interference from competitive aspects, and technical problems such as unreliable
internet access. Additionally, the absence of formal training in DGBL integration
indicates a significant gap in teacher preparation, highlighting the need for professional
development programs that focus on game selection, adaptation, and effective
implementation strategies.

To fully utilize the advantages of DGBL, it is important to implement a
balanced strategy that combines traditional teaching methods with digital tools so as to
cater to a variety of learning styles. Educators must have sufficient digital skills and
receive support from the administration to successfully implement DGBL. Providing
clear instructions and thorough preparation is critical to ensuring that DGBL activities
are aligned with educational goals while keeping students engaged and minimizing
confusion.

Future research should explore how game design, feedback systems, and
collaborative efforts influence learning outcomes. By addressing technical and
educational challenges, DGBL can develop into a more effective resource for
enhancing comprehensive learning in English education.
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