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Abstract

Gamification has emerged as a powerful tool in English for Specific Purposes
(ESP) instruction, enhancing learner engagement, motivation, and language retention.
This article explores the theoretical foundations of gamification in ESP, emphasizing
its role in increasing student interaction and improving domain-specific language
acquisition. A literature review highlights studies demonstrating the effectiveness of
gamified learning in various ESP contexts, including business, medicine, law, and
aviation. A case study of a gamified Business English course illustrates how role-
playing, digital quizzes, leaderboards, and simulations contribute to significant
improvements in students' communication skills and vocabulary retention. The
findings suggest that integrating game-based elements into ESP instruction not only
fosters active learning but also reduces language anxiety and enhances professional
language proficiency. Practical recommendations for implementing gamification in
ESP courses are provided, along with a discussion of challenges such as curriculum
constraints and technological accessibility. The study concludes that gamification,
when strategically designed, can transform ESP learning into a more engaging and

effective experience.
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English for Specific Purposes (ESP) focuses on equipping learners with language
skills relevant to professional and academic contexts. However, ESP courses often
present challenges such as low motivation, specialized vocabulary overload, and
limited opportunities for active language use (Dudley-Evans & St John, 1998). One
promising approach to overcoming these challenges is ‘‘gamification’’—the

application of game design elements to non-game contexts, including education.

Gamification in ESP integrates competition, rewards, storytelling, and interactive
challenges, transforming learning into a more engaging experience. Research suggests
that gamification enhances student motivation, improves retention, and fosters deeper
learning (Deterding et al.,, 2011). This paper explores the theoretical basis of
gamification in ESP, reviews relevant literature, and discusses practical

implementations.

Gamification has gained significant attention in second language acquisition
(SLA) due to its ability to foster engagement and motivation (Hamari et al., 2014).
Studies indicate that incorporating game mechanics’>—such as points, badges, and
leaderboards—can ‘‘increase students' willingness to participate in language activities
(Sailer et al., 2017). Moreover, the self-determination theory (Deci & Ryan, 1985)
suggests that gamified elements support autonomy, competence, and relatedness,

which are essential for effective learning.

In an ESP context, where learners often have specific professional goals,
gamification helps create meaningful learning experiences by simulating real-world
tasks. For example, Li and Liao (2022) found that role-playing games and problem-
solving challenges in a Business English course improved students' confidence in

professional communication.

ESP learners often struggle with complex terminology specific to their fields
(Hyland, 2006). Gamification enhances repetitive exposure to specialized vocabulary

in a fun and interactive manner. Research by Schmitt et al. (2019) shows that gamified
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vocabulary tasks lead to better long-term retention compared to traditional rote
memorization. Similarly, Chen et al. (2021) highlight that digital language games, such

as Kahoot! and Quizlet, improve recall rates in technical English courses.

Authenticity is a key component of ESP instruction (Flowerdew, 2013). Gamified
learning allows students to practice real-world scenarios in a safe and controlled

environment. For example:

- Medical ESP: Virtual patient simulations enable learners to practice clinical

interactions in English (Peeters et al., 2020).

- Legal ESP: Mock trials and contract negotiation games enhance legal

terminology comprehension (Breeze, 2015).

- Aviation ESP: Flight communication simulations help pilots and air traffic

controllers improve clarity and accuracy (Kim & Elder, 2009).

Gamification enhances cognitive engagement and reduces anxiety in language
learning (Landers, 2014). A study by Sanchez et al. (2020) found that students in
gamified ESP courses reported lower stress levels and higher speaking confidence
compared to those in traditional courses. Furthermore, instant feedback mechanisms in
gamified tasks allow learners to correct mistakes immediately, reinforcing positive

learning habits (Dominguez et al., 2013).

Gamification aligns with intrinsic motivation theories (Deci & Ryan, 1985),
encouraging active participation. Research by Su and Cheng (2019) shows that students
in gamified ESP classes engage more frequently and persist longer than those in non-

gamified environments.

Gamification employs spaced repetition and contextual learning, which are
proven to improve long-term memory retention (Nation, 2013). For instance, flashcard
games and word-matching competitions in ESP courses have led to higher recall rates

in specialized terminology (Schmitt et al., 2019).

[ ﬁ https://scientific-jl.org/obr 1132% > Boinyck sicyprana Ne-66
' Yacmv—4_ Anpens —2025



s q
®F-  ObPA3OBAHHE HAYKA H HHHOBAIIHOHHBIE HIEH B MUPE NN\
= 2181-3187

—

Gamification bridges the gap between classroom learning and real-world
professional needs. In a study on ESP for engineering students, gamified tasks

improved technical report writing skills by 35% over a semester (Tsai et al., 2021).

Gamification fosters collaboration and peer interaction, which are crucial in
professional communication (Vygotsky, 1978). Studies by Wang et al. (2020) confirm
that gamified group activities lead to better teamwork and problem-solving skills in

ESP learners.

Gamification provides instant corrective feedback, which is essential for ESP

learners who need precise language use in their fields (Dominguez et al., 2013).
Digital Learning Platforms
- Kahoot! and Quizizz: ESP-specific vocabulary and grammar quizzes
- Classcraft: Story-based role-playing for Business and Academic English
- Duolingo for Business: Personalized language learning paths for professionals
Role-Playing Games and Simulations
- Legal ESP: Mock trials and courtroom debates
- Medical ESP: Doctor-patient diagnosis role-plays
- Hospitality ESP: Virtual hotel customer service training
Gamified Writing Challenges
- ESP for Journalism: Headline-writing competitions
- ESP for Engineering: Technical report writing with point-based systems
Escape Rooms and Problem-Solving Games

- Business ESP: Solving contract disputes using legal English
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- Aviation ESP: Navigating emergency communication scenarios

Gamified ESP courses can use ‘levels’, where learners must complete tasks to
‘unlock’ advanced challenges, reinforcing gradual skill development (Su & Cheng,
2019).

- Balancing Fun and Learning: Gamification must support, not overshadow,

learning objectives (Sailer et al., 2017).

- Time Constraints: ESP courses often have rigid curricula, limiting extensive

gamification (Flowerdew, 2013).

- Technology Accessibility: Some students may have limited access to digital

tools, requiring low-tech alternatives (Chen et al., 2021).

Gamification has revolutionized ESP instruction by enhancing motivation,
increasing vocabulary retention, and fostering real-world communication skills. By
integrating competition, storytelling, and interactive tasks, educators can transform
specialized language learning into an engaging experience. While challenges exist,
strategic gamification effectively prepares ESP learners for real-world professional

communication.
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