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ABSTRACT  
Aim/Purpose The purpose of this systematic literature review is to explore the use of gamifi-

cation in reading instruction between 2020 and 2024, focusing on the main the-
ories and models, implementation strategies in various educational settings, 
measurable effects on student engagement and comprehension, and future di-
rections for research. 

Background Reading instruction faces persistent challenges, including declining student en-
gagement, varied reading comprehension levels, and a lack of motivation among 
learners. Traditional methods often fail to captivate students, resulting in subop-
timal literacy outcomes. In response to these challenges, educators and re-
searchers are increasingly turning to gamification as a promising approach to re-
invigorate reading instruction. Gamification, which incorporates game design el-
ements into non-game contexts, has the potential to enhance student motiva-
tion, engagement, and comprehension. 

Methodology In order to guarantee precision and reliability, this systematic literature review 
follows the Preferred Reporting Items for Systematic Reviews and Meta-Ana-
lyzes (PRISMA) 2020 guidelines. This review focuses on studies published in 
the Web of Science, Scopus, and ScienceDirect databases from 2020 to 2024 
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and applied inclusion criteria to select 15 peer-reviewed studies from 421 re-
trieved, focusing on gamification in reading instruction. 

Contribution This paper addresses a gap in the existing literature on gamified reading instruc-
tion by examining the theoretical foundation, different implementation strate-
gies, and measurable effects of gamification in reading instruction across various 
educational settings and age groups. Additionally, it offers recommendations 
and guidance for future research in the field of gamified reading instruction. 
This study also offers a systematic approach for educators to implement gami-
fied reading instruction. 

Findings This review examined a total of 15 papers, encompassing various educational 
settings and age ranges. The investigations were conducted in multiple coun-
tries, including China, Indonesia, and Spain, demonstrating a worldwide interest 
in gamified reading education. Self-determination theory (SDT) is significant in 
the domain of gamified reading teaching. Primary school extensively incorpo-
rates gamified reading instruction, emphasizing the use of badges, leaderboards, 
narrative contexts, and avatars to foster captivating and individualized learning 
experiences. Multiple studies consistently demonstrate that the integration of 
game aspects into reading teaching leads to improvements in reading speed, 
reading accuracy, reading immersion, interactivity, and frequency. 

Recommendations  
for Practitioners 

Educators are encouraged to integrate gamification elements tailored to differ-
ent educational stages, such as badges and narrative contexts in primary educa-
tion and collaborative challenges in higher education, to enhance student en-
gagement and comprehension. 

Recommendations  
for Researchers  

Researchers should focus on conducting longitudinal studies to assess the long-
term effects of gamification and work on integrating varied theoretical frame-
works to provide a more consistent foundation for future research. 

Impact on Society This paper proposes that implementing gamification in reading instruction has 
the potential to positively influence reading comprehension and student motiva-
tion, ultimately leading to improved educational results on a larger scale. 

Future Research Future research should explore the long-term effects of gamification on reading 
instruction, address the identified limitations of current studies, and investigate 
its effectiveness across different cultural and educational contexts. 

Keywords gamification, gamified learning, reading instruction, reading comprehension, 
reading engagement  

 

INTRODUCTION 
Gamification is a concept that has gained a lot of attention in the field of education and refers to the 
integration of game design elements into non-game scenarios to enhance user engagement and moti-
vation (Landers, 2014). Gamification is often confused with serious games and game-based learning. 
Serious games are games that are not purely for entertainment but are designed to achieve a primary 
purpose, such as education, training, health, or social change and are intended to convey learning ma-
terial or achieve specific results while also maintaining the appeal of a game. Game-based learning is 
an educational method that uses games to aid learning. It involves the use of specific games designed 
to teach specific skills or knowledge, often with explicit educational outcomes in mind. Game-based 
learning can be seen as a sub-category of serious games, focusing on education (Becker, 2021; De-
terding et al., 2011; Krath et al., 2021). In education, gamification can be translated into “gamified 
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learning,” where game mechanics such as points, badges, leaderboards, and challenges are embedded 
in learning activities to create a more interactive and motivating experience for students (Landers et 
al., 2017; Nair & Mathew, 2022). 

Gamified learning utilizes intrinsic and extrinsic motivation in games to create a more engaging and 
effective educational environment. Its main goal is to transform traditional learning activities into 
more engaging activities that increase student engagement and interest (Zainuddin et al., 2020). Ac-
cording to Jaramillo-Mediavilla et al. (2024), the use of gamification in education can increase motiva-
tion, enhance learning enjoyment, and improve learning outcomes. 

Research has shown that gamified learning is particularly beneficial for improving students’ motiva-
tion and performance in various subjects (Bai et al., 2020). For example, in mathematics education, 
gamification elements such as interactive quizzes and leaderboards have been shown to significantly 
increase student engagement and performance. A study by Luo et al. (2023) found that gamified 
math exercises increased student motivation and learning outcomes compared to traditional teaching 
methods. By incorporating game elements, educators aim to create a more immersive and enjoyable 
learning experience that encourages students to develop a more positive attitude toward learning. 

However, the potential benefits of gamification are not limited to mathematics or other subjects; they 
extend to reading instruction, an area that presents unique and critical challenges. Despite the critical 
importance of reading as a foundational skill, educators across the globe continue to face significant 
challenges in effectively teaching reading. Many students struggle with reading comprehension and 
lack interest and motivation in reading (Efriza et al., 2023). These challenges are exacerbated by dif-
fering learning needs, varying literacy levels, and the increasing prevalence of digital distractions. Tra-
ditional methods of teaching reading often fail to engage students, leading to inattention and aca-
demic underachievement (OECD, 2019). 

The use of gamification in reading instruction shows great potential in addressing these challenges. 
Recent studies have shown that gamified reading programs can increase student engagement and mo-
tivation by making reading activities more fun and interactive (García-López et al., 2023). For exam-
ple, a study by Tsai et al. (2020) found that gamification elements such as rewards and progress track-
ing significantly increased students’ reading time and comprehension. Gamification strategies can ad-
dress long-standing issues such as student inattention and lack of motivation, making reading activi-
ties more engaging and interactive (García-López et al., 2023). 

However, the use of gamification in reading instruction is still in its infancy. While there have been 
successful case studies and pilot programs, they have not yet been widely implemented and rigorously 
evaluated (Siregar et al., 2023). Many educational institutions are on the fence about gamification be-
cause of concerns about its long-term effects and the resources required for implementation (Polat, 
2023). 

Current research on gamification in reading instruction has some limitations. Many studies focus on 
short-term outcomes and lack longitudinal data assessing the ongoing effects of gamification on 
reading skills (Sailer & Homner, 2020). In addition, few studies have explored the differential impact 
of various gamification elements (e.g., points, badges, leaderboards) on different student populations 
and learning contexts (Alomari et al., 2019; Huang et al., 2020). Furthermore, most of the existing 
studies are limited to small samples and specific educational settings, reducing the generalizability of 
the findings (Luo et al., 2023; Sanabria Huertas, 2021; Waluyo et al., 2023). Additionally, the existing 
systematic reviews on gamification are mainly focused on the application of gamification in different 
educational contexts, and there is no systematic review on gamification in the field of reading (Behl 
et al., 2022; Cavus et al., 2023; Dehghanzadeh et al., 2024). 
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RESEARCH QUESTIONS 
This systematic literature review aims to fill the aforementioned gaps by comprehensively analyzing 
existing research on gamification in reading instruction. By synthesizing the results of previous stud-
ies, it aims to identify effective gamification strategies, understand their impact on students’ reading 
motivation and reading comprehension, and emphasize the implementation of best practices. In ad-
dition, this paper aims to reveal the theoretical underpinnings of gamified learning in reading instruc-
tion and provide practical recommendations for educators and policymakers. Therefore, the research 
questions for this systematic review are: 

RQ1: What are the main theories/models/frameworks for applying gamification in reading in-
struction? 

RQ2: How is gamification implemented in reading instruction in different educational back-
grounds? 

RQ3: What are the measurable effects of gamification on student reading engagement and com-
prehension? 

RQ4: What future directions and recommendations do researchers offer for effectively integrat-
ing gamification into reading instruction? 

Research Question 1 aimed to uncover the theories, models, or frameworks that support gamifica-
tion in reading education. By identifying these theories, models, or frameworks, this review can pro-
vide a solid foundation for understanding why and how gamification works in this context. Research 
Question 2 focuses on the practical application of gamification. It seeks to explore a variety of ap-
proaches and strategies for incorporating gamification elements into reading programs, taking into 
account factors such as age groups (e.g., elementary, middle, and high school) and educational set-
tings (e.g., classrooms, online learning platforms). Research Question 3 investigated the outcomes of 
gamified reading instruction. It aims to gather evidence on how gamification affects students’ reading 
engagement and comprehension of reading materials and critically assess its effectiveness. Research 
Question 4 looks to the future and aims to synthesize suggestions from the literature on improving 
and optimizing gamified reading instruction. It also attempts to identify gaps in current research for 
future research to address. 

METHODOLOGY 
This study used a systematic literature review method. Systematic reviews synthesize the state of 
knowledge in a field and thereby identify future research priorities; they address questions that can-
not be answered by individual studies; they identify problems in primary research that should be cor-
rected in future studies; and they generate or assess theories about how or why a phenomenon oc-
curs. Systematic reviews can, therefore, provide different types of knowledge for different review us-
ers (e.g., patients, healthcare providers, researchers, and policymakers). 

This systematic literature review follows the Preferred Reporting Items for Systematic Reviews and 
Meta-Analyzes (PRISMA) 2020 guidelines. PRISMA 2020 is based on and updated from PRISMA 
2009, which was developed to help systematic review authors transparently report the reasons for the 
review, the work done by the authors, and their findings. Due to advances in systematic review meth-
ods and terminology, the PRISMA 2020 statement replaces the 2009 statement. It includes new re-
porting guidelines that reflect advances in the methods for identifying, selecting, assessing, and syn-
thesizing studies. This approach ensures the reliability and validity of the research results through a 
rigorous and transparent process of identifying, selecting, and analyzing relevant studies (Page, 
McKenzie, et al., 2021; Page, Moher, et al., 2021). 
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IDENTIFICATION OF STUDIES 
Table 1 lists the inclusion and exclusion criteria for articles to be screened in the systematic literature 
review on gamification in reading instruction. 

Table 1. Inclusion and exclusion criteria for screening articles 

Criteria Inclusion Exclusion 
Publication year Studies published after 2020 Studies published before 2020 

Study design Empirical studies, meta-analyses, and 
case studies 

Editorials, commentaries, and opinion 
pieces 

Focus Studies focusing on gamification in 
reading instruction 

Studies not specifically addressing 
gamification in reading instruction 

Population Studies involving participants of all age 
groups 

Studies not involving human partici-
pants 

Outcome 
measures 

Studies with clear outcome measures 
related to reading engagement and 
comprehension 

Studies without clear or relevant out-
come measures 

Language Studies published in English Studies not published in English 

Accessibility Studies that are peer-reviewed and 
accessible 

Studies that are not peer-reviewed or 
inaccessible 

These criteria are designed to ensure that the systematic literature review includes the most relevant 
and high-quality studies that contribute to answering the research questions. The focus on empirical 
studies and exclusion of non-research articles aligns with scientific standards and helps maintain the 
rigor of the review process. The inclusion of studies across all age groups allows for a comprehensive 
understanding of gamification’s impact on reading instruction. The requirement for clear outcome 
measures ensures that the review can assess the effectiveness of gamification strategies. 

INFORMATION SOURCES 
For this systematic literature review, the following databases will be utilized to search for relevant lit-
erature: 

1. Web of Science (WoS): Another comprehensive bibliographic database that provides access to a 
wide range of academic research, including studies on gamification and reading instruction. 

2. Scopus: Known for its extensive coverage of scholarly literature across various disciplines, in-
cluding education and educational technology. 

3. ScienceDirect: Offers a vast collection of scientific and technical research, including articles on 
gamification in education. 

These databases were selected for their relevance to the research topic, specialization in educational 
and psychological literature, and popularity among researchers in the field. They provide a compre-
hensive and multidisciplinary pool of resources that are likely to yield high-quality studies pertinent to 
the research questions. The search will be conducted in accordance with the latest standards and 
practices in the field, as reflected in recent journal literature published in the Web of Science (WoS). 
The databases will be accessed through institutional subscriptions where available, ensuring access to 
the full range of necessary resources for a thorough literature review. 

SEARCH STRATEGY 
The search strategy was carefully designed to ensure that all relevant studies were identified. The spe-
cific search strategy was as follows: 
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1. Keywords: Identify keywords related to various aspects of the research question, such as 
“gamification,” “gamified,” “reading,” “read,” and “literacy.” 

2. Boolean operators: 
• OR: used to include synonyms or related terms (e.g., gamification OR gamified learn-

ing). 
• AND: used to combine different key concepts (e.g., gamification AND reading) 
• OR: used to include synonyms or related terms (e.g., gamification OR gamified learn-

ing). 
• NOT: used to exclude irrelevant terms (e.g., gamification AND reading instruction 

NOT video games). 
• “ ” (quotation marks): used to search for exact phrases (e.g., “gamified learning”). 

3. The search string used was: (“gamification” OR “gamified” OR “game”) AND (“reading” 
OR “read” OR “literacy”). 

Table 2. Search strategy and results 

Search string 
Documents obtained 

WoS Scopus Science direct 
(“gamification” OR “gamified” OR “game”) 
AND (“reading” OR “read” OR “literacy”) 126 275 22 

SEARCH RESULTS 
A total of 421 documents were retrieved from the three academic databases, Web of Science, Scopus, 
and ScienceDirect, after applying specific inclusion and exclusion criteria. Specifically, 126 documents 
were retrieved from Web of Science, 275 from Scopus, and 20 from ScienceDirect. The search 
strategy effectively excluded non-English publications, articles published before 2020, and non-peer-
reviewed content such as editorials, commentaries, and opinion pieces. The search results above are 
to be completed by July 14, 2024. This rigorous screening process ensured that the final data set 
contained only high-quality, relevant empirical studies focusing on the gamification of reading 
instruction. These studies were further screened and selected for their suitability for a systematic 
literature review, ensuring a comprehensive and robust analysis of the current state of research in this 
field. 

SCREENING AND SELECTION 
The screening process was conducted in strict accordance with the PRISMA guidelines. Initially, 421 
records were identified in the three databases. To simplify the screening process, we used Covidence 
(https://www.covidence.org/), a web-based software specifically designed for managing systematic 
reviews. Covidence is known for its efficiency in automating the screening and data extraction 
phases, thereby ensuring a rigorous and unbiased screening process. It helped to remove duplicates, 
reducing the number to 265 unique documents. Then, the titles and abstracts were carefully reviewed 
according to the inclusion criteria, and 240 articles that did not meet the research objectives were ex-
cluded, such as publications that did not focus on gamification learning but on game-based learning, 
serious games, etc., and publications that did not focus on gamification reading learning, but on gam-
ification math learning, gamification computer learning, etc. This screening also showed that the cur-
rent research in the field of gamified reading learning is not very complete, so this systematic litera-
ture review summarizes the literature on gamified reading learning in recent years to provide a refer-
ence for subsequent research. 

The remaining 25 articles were then reviewed in full by two independent reviewers to ensure the 
comprehensiveness and impartiality of the assessment. In the event of disagreement, this was re-
solved through discussion or consultation with a third reviewer. This meticulous process resulted in 

https://www.covidence.org/
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10 articles being excluded for various reasons, such as unavailability, language barriers, and relevance 
to human experiments, and 15 papers were selected as suitable for the study. The PRISMA flow dia-
gram for this study is shown in Figure 1.   

 
Figure 1. Gamified reading learning PRISMA flowchart 

DATA EXTRACTION 
The data extraction process was systematic to ensure that all relevant information from each selected 
study was captured accurately and comprehensively. The data extraction focused on addressing the 
four research questions above. First, a standardized data extraction form was developed to 
standardize the information collected from each study. The form included fields corresponding to 
the four research questions. The data extraction form was then pilot-tested in several studies to 
ensure that all relevant data could be effectively collected. Adjustments were made based on feedback 
from the pilot testing. Finally, the reviewers extracted data from each selected study using the 
standardized form. Any inconsistencies were resolved by discussing them with another reviewer or 
consulting a third reviewer. 
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DATA SYNTHESIS 
The extracted data were synthesized using a thematic analysis approach (Braun & Clarke, 2019). This 
involved identifying, analyzing, and reporting patterns (themes) within the data. The synthesis was 
organized according to the research questions, allowing for a structured presentation of findings. 

RESULT 
The main purpose of this systematic literature review is to explore the use of gamification in reading 
instruction, specifically for the period 2020 to 2024. Given the growing interest in using gamification 
to increase student engagement and learning outcomes, it is critical to systematically analyze the latest 
research to understand its effectiveness and areas for improvement. By examining empirical studies 
published between 2020 and 2024, this review aims to identify emerging trends, assess the robustness 
of current findings, and provide evidence-based recommendations for educators and policymakers. 

OVERVIEW OF REVIEWED PUBLICATIONS 
Figure 2 shows the trend in the publication of empirical papers on gamification in reading instruction 
from 2020 to 2024.  

 
Figure 2. Year of publication of the reviewed articles 

From the analysis of Figure 2, we can see the following patterns: from 2020 to 2023, the number of 
published papers gradually increased, indicating a growing interest in this topic. A peak in 2022 and 
2023, with four papers published each year, may indicate a major development or breakthrough in 
the field, attracting more research attention. In 2024 (as of July), there were only three papers. This 
may indicate that the research trend is stabilizing, or it may simply reflect incomplete data for that 
year. This pattern suggests that the gamification of reading instruction is an evolving research area, 
with continued interest from the academic community and a growing body of empirical research over 
the past five years. 

To understand the research interest of international researchers in the gamification of reading in-
struction and the research situation in this field in various countries, Figure 3 details the empirical pa-
pers published in various countries from 2020 to 2024 on the theme of gamification of reading in-
struction. 
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Figure 3. Countries of study participants in the reviewed articles 

Figure 3 shows that China published the most papers in this field (n=5, 33%), followed by Indonesia 
(n=2, 13%) and Spain (n=2, 13%), and finally Germany (n=1, 7%), Italy (n=1, 7%), Japan (n=1, 
7%), Kenya (n=1, 7%), Thailand (n=1, 7%) and Turkey (n=1, 7%). 

We can, therefore, see that: 

1. China has made the greatest contribution, with five papers published indicating a strong in-
terest or initiative in this area. 

2. Indonesia and Spain have made a moderate contribution, with two published papers indicat-
ing that compared with China, these two countries are actively involved in research but on a 
smaller scale. 

3. Germany, Italy, Japan, Kenya, Thailand, and Turkey have each published one paper, reflect-
ing their presence in this field but relatively few research results. 

This distribution shows that gamification in reading instruction is a topic of interest worldwide. Still, 
the research results vary from country to country, with some countries paying more attention to this 
educational innovation. 

To illustrate the distribution of empirical studies on gamified reading instruction in various educa-
tional contexts, Figure 4 summarizes the different educational contexts in which people are in the 
published journals on the topic of gamified reading. 

 
Figure 4. Educational background of the reviewed literature 
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According to Figure 4, the largest number of empirical studies on gamified reading instruction in 
primary school (n=7, 47%), followed by higher education and secondary education (n=3, 20%), and 
pre-primary education (n=2, 13%). 

From this data, we can see that primary education is the environment in which gamified reading in-
struction is most researched. This suggests that gamification techniques are particularly valued at this 
educational stage, which may also be due to the age-appropriate appeal of game elements to younger 
students. Of course, gamification is also an important area of interest in secondary and higher educa-
tion, although to a lesser extent than in primary education. The lower proportion in preschool educa-
tion may indicate that, while there is interest in applying gamification in early education, it may be 
less common or more challenging to apply gamification in early childhood education. 

RQ1. WHAT ARE THE MAIN THEORIES/MODELS/FRAMEWORKS FOR 
APPLYING GAMIFICATION IN READING INSTRUCTION? 
To provide a comprehensive overview of the theories, models, and frameworks used when applying 
gamification in reading instruction, detailed tables have been compiled that illustrate key data points. 
These tables highlight the various theoretical underpinnings and frameworks that form the basis of 
the study, offering insights into their application and relevance. 

Table 3 summarizes the theories, models, and frameworks referenced in various studies. This table 
helps to identify the foundational concepts that guide the research, offering a quick reference to the 
theoretical background used by different authors. 

Table 3. Theories/models/frameworks used in research 

No. Reference Theories/models/frameworks 

1 (Cattoni et al., 2024) Dual-Route Cascaded model, Uta Frith’s developmental 
framework, Self-Determination Theory (SDT) 

2 (Chen et al., 2020) Social constructivist theory, PIRLS (Progress in Interna-
tional Reading Literacy Study) comprehension processes 

3 (Kuswandi & Fadhli, 2022) Learning Mechanic (LM) and Games Mechanic (GM) as 
the basis for LM-GM implementation in learning 

4 (Li & Chu, 2021) Self-Determination Theory (SDT) 
5 (Murray et al., 2024) Self-Determination Theory (SDT） 

6 (Prados Sánchez et al., 2023) MDA (mechanics, dynamics, aesthetics) framework, 
PIRLS guidelines 

7 (Qiao et al., 2023) Sociocultural theory 

Table 4 provides a more detailed view of the insights derived from the theories, models, and frame-
works listed in Table 3. This table explains the specific contributions of each theory or model to the 
research. 

Table 4. Detailed insights on theories/models/frameworks 

No. Items Category Insight Reference 

1 Self-determination 
theory (SDT) Theory 

Explains the differences between 
intrinsic and extrinsic motivation, 
contributing to understanding 
human motivation in various 
contexts. 

(Cattoni et al., 
2024; Li & Chu, 
2021; Murray et 
al., 2024)  

2 
Social 
constructivist 
theory 

Theory 
Emphasizes learning through social 
interaction and is influenced by 
cultural contexts. 

(Chen et al., 
2020) 
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No. Items Category Insight Reference 

3 Sociocultural 
theory Theory 

Highlights the impact of societal and 
cultural factors on individual 
development and learning. 

(Qiao et al., 
2023) 

4 Dual-Route 
Cascaded model Model 

Describes two routes for processing 
words during reading aloud, 
emphasizing different cognitive 
pathways. 

(Cattoni et al., 
2024) 

5 

Learning 
Mechanic (LM) 
and Games 
Mechanic (GM) 
model 

Model 

Illustrates how game mechanics can 
be applied to learning processes to 
enhance engagement and 
effectiveness. 

(Kuswandi & 
Fadhli, 2022) 

6 

MDA (mechanics, 
dynamics, 
aesthetics) 
framework 

Frame-
work 

A framework for game design that 
breaks down the elements of games 
into mechanics, dynamics, and 
aesthetics. 

(Prados Sánchez 
et al., 2023) 

7 
Uta Frith’s 
developmental 
framework 

Frame-
work 

Provides a stage-based approach to 
understanding how children develop 
reading skills. 

(Cattoni et al., 
2024) 

8 PIRLS guidelines Frame-
work 

Outlines the methodology and 
framework used to assess reading 
literacy internationally. 

(Prados Sánchez 
et al., 2023) 

 

Table 3 and Table 4 summarize the main theories, models, and frameworks applied in gamification 
for reading instruction as identified from a review of journal articles. It indicates that out of 15 jour-
nal articles reviewed, seven have utilized specific theories, models, or frameworks to guide their re-
search. These include the Self-Determination Theory (SDT), Social Constructivist Theory, Sociocul-
tural Theory Dual-Route Cascaded Model, Learning Mechanic (LM) and Games Mechanic (GM) 
Models, MDA (Mechanics, Dynamics, Aesthetics) Framework, Uta Frith’s Developmental Frame-
work, and PIRLS Guidelines. Among these, the Self-Determination Theory (SDT) was the most 
cited, with three out of the seven articles referencing this theory. As a result, we can draw the follow-
ing conclusions: 

• There is currently a diversity of theories/models/frameworks being applied in the field of 
gamified reading learning. Research on gamified reading instruction incorporates a variety of 
theories, models, and frameworks, highlighting the interdisciplinary nature of the field. 

• Self-determination theory (SDT) has a relatively prominent place in the field of gamified 
reading learning: Self-determination theory is the most frequently cited theory, indicating a 
strong interest in understanding the motivational aspects of gamified learning environments. 

• In the field of gamified reading learning, researchers have focused on incorporating 
sociocultural contexts. Theories such as Social Constructivist Theory and Sociocultural 
Theory emphasize the importance of social and cultural factors in learning, reflecting the 
holistic nature of educational research. 

On the other hand, the current research in gamified reading learning is still in the developmental 
stage, and the relevant theories, models, and frameworks are not yet well developed, as nearly 53% of 
the gamified reading learning literature has not adopted theories, models, and frameworks. Of the 
seven articles that have been adopted, 57% use different theories. 
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RQ2. HOW IS GAMIFICATION IMPLEMENTED IN READING INSTRUCTION 
IN DIFFERENT EDUCATIONAL BACKGROUNDS? 
Elaborated tables have been developed to demonstrate how gamification is implemented in reading 
instruction in different educational contexts. Table 5 summarizes the gamification elements and gam-
ification software or applications used in the reviewed articles. The table is based on 15 studies, cate-
gorized in the following categories: 

1. Reference: studies and their authors. 
2. Educational context: the level of education at which gamification was applied (primary, second-

ary, higher education, etc.). 
3. Gamification elements: specific elements of gamification used in the study, e.g., points, badges, 

leaderboards, etc. 
4. Software or application: the software or application used to implement gamification in these 

studies. 

Table 5. Overview of the application of gamification in 
different educational contexts in the reviewed articles 

Reference Educational 
background Gamification elements Software or application 

(Cattoni et 
al., 2024) 

Primary 
schools 

Avatar, Guiding Character, 
Narrative Context, Chal-
lenges, Trophies, Feedback, 
Progress Bar, Competition 

The study used gamified appli-
cations like Developmental 
Dyslexia and Orthography 
Training 

(Chen et al., 
2020) 

Primary 
schools 

Levels (Soldier; Knight; 
Bishop; Castellan; King), 
Leaderboards 

Web-based collaborative read-
ing annotation system 
(WCRAS) 

(Dovhaniuk 
& Thelen, 
2022) 

Higher 
education Levels, Feedback Open-source application in 

development 

(Freiermuth 
& Ito, 2022) 

Higher 
education 

Cooperation, Book-Battles, 
Timed Presentations, Voting 
Mechanism, Rewards 

Bibliobattle reading game 

(Kaban, 
2021) 

Secondary 
school 

Points, Badges, Leader-
boards Gamified e-books 

(Kuswandi & 
Fadhli, 2022) 

Pre-primary 
education 

Feedback, Challenges, Coop-
eration, Rewards  

(Li & Chu, 
2021) 

Primary 
schools 

Book-Battles, Leaderboards, 
E-Portfolio, Badges 

Reading Battle (RB): A gami-
fied reading platform  

(Manzano-
León et al., 
2022) 

Secondary 
school 

Narrative Context, Avatar, 
Cooperation, Challenges, 
Virtual Map Exploration, 
Board Games 

The Legends of Elendor (a 
gamification and GBL pro-
gram) 

(Matyakhan 
et al., 2024) 

Higher 
education Points, Challenges Quizzes and Kahoot! 

(Murray et al., 
2024) 

Pre-primary 
education 

Points, Rewards, Competi-
tion, Leaderboards, Level 

Pokémon trading card battling 
game 

(Ndegwa et 
al., 2023) 

Primary 
schools 

Points, Badges, Narrative 
Context An adaptation of the StratApp 

(Prados 
Sánchez et 
al., 2023) 

Primary 
schools 

Points, Badges, Leader-
boards Ta-tum 



Wang, Harun, & Yuan  

13 

Reference Educational 
background Gamification elements Software or application 

(Qiao et al., 
2023) 

Secondary 
school 

Points, Badges, Levels, Pro-
gress Bar, Leaderboards 

Moodle platform with gamifi-
cation plug-ins 

(Rukayah et 
al., 2023) 

Primary 
schools Quiz Games Construct2 

(Tsai et al., 
2020) 

Primary 
schools 

Badges, Challenges, Leader-
boards 

Web-based collaborative read-
ing annotation system 
(WCRAS) 

In order to further draw a summary of the gamification elements and gamification software or appli-
cations used in different educational contexts, Table 6 provides a detailed summary of this data based 
on Table 5, presenting the use of gamification for reading instruction in different educational settings 
(higher education, preschool, primary education). 

Table 6. Gamification elements and 
software/applications used in different educational contexts 

Educational background Gamification element Software or application 

Higher education 

Points, Challenges, Levels, 
Feedback, Cooperation, Book-
Battles, Timed Presentations, 
Voting Mechanism, Rewards 

Bibliobattle reading game, 
Open-source application in 
development, Quizzes, and 
Kahoot! 

Pre-primary education 

Feedback, Challenges, Coop-
eration, Rewards, Points, Re-
wards, Competition, Leader-
boards, Level 

Pokémon trading card battling 
game 

Primary schools 

Badges, Leaderboards, Chal-
lenges, Narrative Context, 
Points, Avatar, Guiding Char-
acter, Trophies, Feedback, 
Progress Bar, Competition, 
Levels, Book-Battles, E-Port-
folio, Quiz Games 

An adaptation of the 
StratApp, Construct2, X5, 
Reading Battle (RB): A gami-
fied reading platform, Ta-tum, 
Developmental Dyslexia, and 
Orthography Training, Web-
based collaborative reading 
annotation system (WCRAS) 

Secondary school 

Badges, Leaderboards, Points, 
Levels, Progress Bar, Narra-
tive Context, Avatar, Coopera-
tion, Challenges, Virtual Map 
Exploration, Board Games 

Gamified e-books, Moodle 
platform with gamification 
plug-ins, The Legends of 
Elendor 

Based on Table 5 and summarized in Table 6, it can be seen that among the gamification elements 
used in higher education were the main points of challenges, levels, feedback, cooperation, reading 
competitions, time-limited presentations, voting mechanisms, and rewards. The main software or 
apps used were Bibliobattle reading game, open-source apps in development, quizzes, Kahoot! The 
gamification elements used at the pre-primary level were mainly feedback, challenges, cooperation, 
rewards, points, competition, leaderboards, and levels. The software or apps used were mainly Poké-
mon Trading Card Battle Game.  

The gamification elements used at the primary level were badges, leaderboards, challenges, narrative 
contexts, points, avatars, guiding characters, trophies, feedback, progress bars, competition, levels, 
reading competitions, electronic portfolios, and quiz games. The main gamification-related software 



Enhancing Reading Instruction Through Gamification  

14 

or applications used at the primary level were adaptations of StratApp, Construct2, Reading Battle 
(RB), Ta-tum, Developmental Dyslexia and Orthography Training, and Web-based Collaborative 
Reading Annotation System (WCRAS). The main gamification elements used at the secondary level 
were badges, leaderboards, points, levels, progress bars, narrative contexts, avatars, cooperation, chal-
lenges, virtual map exploration, and board games. The main gamification software or apps used at 
the secondary level were gamified e-books, the Moodle platform with gamification plug-ins, and Leg-
ends of Elendor. 

When making Table 6 based on the data in Table 5, we found that there was a high repetition rate of 
gamification elements used in the articles in primary and secondary education stages, so we counted 
the number of times the gamification elements were used in the primary and secondary stages and 
came up with the commonly used gamification elements in the primary and secondary stages. Figure 
5 shows the commonly used gamification elements at the primary level, and Figure 6 shows the com-
monly used gamification elements at the secondary level. 

 
Figure 5. Commonly used gamification elements in primary school 

According to Figure 5, the distribution of gamification elements at the primary level, badges, and 
leaderboards appeared four times each. Challenges, narrative contexts, and points each appeared 
twice. Other elements, including avatars, guiding characters, trophies, feedback, progress bars, com-
petitions, levels, book battles, e-portfolios, and quiz games, each appeared once. 

According to Figure 6, the distribution of gamification elements at the secondary level, the most fre-
quent gamification elements at the secondary level were badges, leaderboards, and points, which ap-
peared twice each. Other elements, including levels, progress, narrative context, avatars, cooperation, 
challenges, virtual map exploration, and board games, were mentioned only once.  
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Figure 6. Commonly used gamification elements in Secondary school 

Based on the contents of the table and figure, several conclusions can be drawn to understand how 
gamification is implemented in reading instruction in different educational contexts. First, in terms of 
gamification elements, the higher education level mainly uses a variety of elements such as points, 
challenges, and voting mechanisms, suggesting increased engagement through competition and coop-
eration. At the secondary level, researchers typically use elements such as virtual map exploration and 
board games to increase engagement through exploration and strategic thinking. At the primary level, 
combining various elements such as badges, narrative environments, and avatars are frequently used 
to create personalized and engaging learning experiences that are adapted to the learning styles of dif-
ferent students. At the pre-primary level, simpler elements such as feedback and leaderboards are of-
ten used to meet young children’s need for instant gratification and simplicity. 

Second, in terms of the use of gamified software or applications, interactive tools such as Kahoot! 
and the Bibliobattle reading game are often employed at the higher education level, utilizing feedback 
mechanisms and competitive elements in a more academic environment, sometimes integrating 
open-source software, designed to promote active participation and collaborative learning. At the 
secondary level, platforms such as Moodle are combined with gamification plug-ins or utilize more 
structured and competition-oriented gamified reading platforms to enhance learning. At the primary 
level, researchers often employ a variety of educational technologies to create an engaging learning 
environment to engage learners, including customized gamified reading platforms and training sys-
tems tailored to specific learning needs. At the pre-primary level, the focus is on familiar and engag-
ing platforms, such as the Pokémon trading card game, that are highly aligned with young children’s 
interests while emphasizing interactions and incentives to foster interest in early reading. 

From the above findings, it can be seen that the higher education level focuses on collaborative and 
competitive activities to develop critical thinking and teamwork skills. At the secondary level, explo-
ration, and strategic thinking are emphasized to help prepare students for more complex problem-
solving tasks. At the primary education level, a balance is struck between competitive narrative-driven 
and personalized learning experiences to meet diverse learning needs. At the preschool level, the aim 
is to make learning fun and engaging through simple elements of competition and cooperation to de-
velop early literacy skills. Overall, the implementation of gamification in reading instruction is flexible 
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and adaptable to the needs and constraints of the educational environment. Primary schools and pre-
schools tend to use more interactive and visually appealing elements to capture the attention of 
younger students, while secondary and higher education focus on feedback and competition to moti-
vate older students. 

RQ3.WHAT ARE THE MEASURABLE EFFECTS OF GAMIFICATION ON 
STUDENT READING ENGAGEMENT AND COMPREHENSION? 
In order to provide a comprehensive overview of what the measurable impacts of gamification on 
student reading engagement and comprehension have been in historical research, this review tabu-
lated and analyzed the measurable impacts of reading comprehension and the measurable impacts of 
reading engagement for each of the 15 reviewed articles (Table 7). The analysis of the tables allows us 
to know how the impacts are measured in the field of gamified reading instruction and inform subse-
quent research in this area. 

Table 7. Measurable effects in the reviewed literature 

No. Study Measurable effects on reading 
comprehension 

Measurable effects on 
reading engagement 

1 (Cattoni et al., 
2024) 

Reading speed and accuracy Motivation to read 

2 (Chen et al., 2020) Reading comprehension 
performance  

Immersion experience and 
social interaction 

3 (Dovhaniuk & 
Thelen, 2022) 

Reading comprehension 
performance 

User engagement through 
levels and ranks 

4 (Freiermuth & Ito, 
2022) 

Reading comprehension 
performance 

Motivation to read 

5 (Kaban, 2021) Reading comprehension 
performance 

Autonomous and engaged 

6 (Kuswandi & 
Fadhli, 2022) 

Reading ability using the Early 
Reading Screening Inventory 

Cognitive style using the 
Children Embedded Figure 
Test (CEFT) 

7 (Li & Chu, 2021) Reading comprehension 
performance 

Reading interest, motivation, 
habits, and abilities 

8 (Manzano-León et 
al., 2022) 

Reading comprehension 
performance 

Reading interest, frequency, 
and abilities 

9 (Matyakhan et al., 
2024) 

Reading comprehension 
performance 

Reading engagement 

10 (Murray et al., 
2024) 

Reading fluency assessments Number of instances of 
reading exercises 

11 (Ndegwa et al., 
2023) 

Reading comprehension 
performance 

Students’ perceptions and at-
titudes 

12 (Prados Sánchez et 
al., 2023) 

PIRLS studies (locate 
information, make inferences, 
integrate ideas, and analyze 
content) 

The Elementary Reading At-
titude Survey (ERAS) (aca-
demic and recreational read-
ing attitudes) 

13 (Qiao et al., 2023) Reading comprehension 
performance 

Reading engagement (behav-
ioral, cognitive, and emo-
tional dimensions) 
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No. Study Measurable effects on reading 
comprehension 

Measurable effects on 
reading engagement 

14 (Rukayah et al., 
2023) 

Feedback from material experts, 
media experts, and expert 
practitioners on the quiz game 
learning media 

Feedback on the quiz game 
learning media 

15 (Tsai et al., 2020) Students’ reading comprehension 
competency indicators 
(vocabulary recognition, 
association, and generalization, 
and understanding and 
exploration) 

Motivation to read 

Table 7 shows the measurable effects in terms of reading comprehension and engagement to read. 
Nine of the 15 papers did not specifically list what factors were measured in reading comprehension. 
One measured reading speed and reading accuracy, and one measured reading ability on the Early 
Reading Screening Inventory. One measured reading fluency and one used the PIRLS study (Finding 
Information, Making Inferences, Integrating Ideas, and Analyzing Content) to assess reading com-
prehension. One assessed reading comprehension through vocabulary identification, association and 
generalization, and comprehension and exploration. One measured reading comprehension by using 
the PIRLS study (Finding Information, Making Inferences, Integrating Ideas, and Analyzing Con-
tent). One more uses feedback from materials specialists, media specialists, and expert practitioners 
on quiz game learning media. 

In terms of measurable factors of reading engagement, three articles did not specifically list which 
factors were measured in terms of reading engagement (Cattoni et al., 2024; Freiermuth & Ito, 2022). 
One article measured immersive experiences and social interactions (Chen et al., 2020). One article 
measured increasing user Engagement (Dovhaniuk & Thelen, 2022). One measured autonomy and 
engagement (Kaban, 2021). One measured cognitive style using the Children’s Embedded Figures 
Test (CEFT) (Kuswandi & Fadhli, 2022). One measured reading interest, motivation, habits, and 
ability (Li & Chu, 2021). One measured reading interest, frequency, and ability (Manzano-León et al., 
2022). Two measured reading engagement (Matyakhan et al., 2024; Qiao et al., 2023). One measured 
the number of reading exercises (Murray et al., 2024). One measured students’ perceptions and atti-
tudes (Ndegwa et al., 2023). One measured academic and leisure reading attitudes (Prados Sánchez et 
al., 2023). One measured feedback on quiz game learning media (Rukayah et al., 2023). 

According to the table content, the indicator of gamification in reading comprehension measurables 
is usually collated reading comprehension scores or performance, followed by improvements in 
speed and accuracy of reading comprehension. This suggests that the gamification approach is rela-
tively clear in terms of measurable factors in reading comprehension ability. The effects of reading 
engagement varied and included increases in motivation, engagement, and interest in reading. Studies 
such as (Li & Chu, 2021) and (Manzano-León et al., 2022) highlighted the positive impact of gamifi-
cation on students’ reading habits and abilities, suggesting that gamification makes reading more fun 
and engaging. Furthermore, measuring immersive experiences, social interaction, and user engage-
ment through levels and rankings (Chen et al., 2020; Dovhaniuk & Thelen, 2022) suggests that gami-
fied environments can make reading more interactive and socially engaging, which in turn can further 
motivate reading. This also suggests that gamification methods are relatively diverse in terms of 
measurable factors in terms of reading engagement. 
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RQ4.WHAT FUTURE DIRECTIONS AND RECOMMENDATIONS DO 
RESEARCHERS OFFER FOR EFFECTIVELY INTEGRATING GAMIFICATION 
INTO READING INSTRUCTION? 
In order to consolidate ideas from existing literature on enhancing and optimizing the teaching of 
gamified reading while also identifying areas of research that need to be explored in the future, this 
evaluation was conducted by analyzing and extracting from a total of 15 literature reviews on recom-
mendations and future directions. Following the process of de-emphasis, a total of 14 recommenda-
tions were developed for gamified reading learning. 

1. Emphasize comprehensive training and the integration of gamified tools into school pro-
grams. Further research is needed to understand the limitations and benefits of gamifica-
tion for effective implementation (Cattoni et al., 2024). 

2. Design gamification mechanisms to encourage high-quality annotations that can effectively 
enhance students’ reading comprehension. Promote both annotation quality and connec-
tion between reading achievement and gamification mechanisms. The study suggests future 
research to better associate gamification features with learning performance (Chen et al., 
2020). 

3. The study suggests further development of engaging tasks, balancing parameters for skill 
repetition, and maintaining user interest. It also recommends expanding the scope to other 
languages and non-linguistic aspects of reading academic texts (Dovhaniuk & Thelen, 
2022). 

4. Implement Bibliobattles as specialized events and stimulate a love for reading in a second 
language (Freiermuth & Ito, 2022). 

5. Suggests increasing the use of gamification in education to motivate students and improve 
learning outcomes. Further research on the influence of gamification on educational per-
formance, particularly in reading skills (Kaban, 2021). 

6. The use of a design science approach to evaluate the impact of gamification in education 
and suggest further development of the gamification method content and design. Also, the 
need for testing in a wider area is highlighted (Kuswandi & Fadhli, 2022). 

7. Further research on collaborative and narrative gaming elements to engage children who 
dislike competition (Li & Chu, 2021). 

8. The article suggests that for gamification to help improve reading processes, it is advisable 
to apply the largest number of sessions possible over the course of the school year. Ad-
dress the needs of immigrant students and students with dyslexia through gamification and 
game-based learning (Manzano-León et al., 2022). 

9. Further research and refinement of gamification strategies in reading instruction could be 
beneficial (Matyakhan et al., 2024). 

10. It recommends incorporating longitudinal, multi-stakeholder data and adapting methodolo-
gies to the unique cognitive and developmental needs of preschoolers (Murray et al., 2024). 

11. The study suggests further research with one tablet per child and replication with other lin-
guistic groups to improve the gamification strategy (Ndegwa et al., 2023). 

12. The study highlights the need for further research on the effects of gamification on reading 
comprehension and attitudes. It suggests evaluating variables in superficial gamification to 
understand their impact on engagement and learning (Prados Sánchez et al., 2023). 

13. The authors suggest expanding the understanding of game design elements and creating 
collaborative gamification in blended learning settings. They recommend considering stu-
dents’ prior skill levels in gamification design to protect low-achieving students (Qiao et al., 
2023). 
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14. Suggestions include providing more detailed feedback and discussing how teachers can 
support students with lower language abilities. Future studies could explore different be-
havior patterns using gamified WCRAS and their impact on reading comprehension per-
formance (Tsai et al., 2020). 

To gain a more distinct understanding of the recommendations and future goals, the researcher 
employed the theme analysis method to conduct a more in-depth examination of these items. As 
shown in Table 8, the recommendations and future directions for the field of gamified reading 
instruction were grouped into six broad categories (Integration and Training, Research and 
Evaluation, Gamification Design, Targeted Approaches, Methodology, and Educational Outcomes) 
and 19 sub-categories. 

Table 8. Thematic analysis of recommendations from the reviewed literature 

Category Sub-category Reference 

Integration and 
Training 

Comprehensive Training (Cattoni et al., 2024) 
Integration into School Programs (Cattoni et al., 2024) 
Use of Design Science Approach (Kuswandi & Fadhli, 2022) 

Research and 
Evaluation 

Further Research on Benefits and 
Limitations 

(Cattoni et al., 2024; Kaban, 
2021; Matyakhan et al., 2024; 
Prados Sánchez et al., 2023) 

Longitudinal and Multi-stakeholder Data (Murray et al., 2024). 

Replication and Testing in Wider Areas (Kuswandi & Fadhli, 2022; 
Ndegwa et al., 2023) 

Gamification 
Design 

High-quality Annotations (Chen et al., 2020) 
Engaging Tasks and Skill Repetition (Dovhaniuk & Thelen, 2022) 
Game Design Elements (Qiao et al., 2023) 
Collaborative and Narrative Gaming 
Elements (Li & Chu, 2021) 

Detailed Feedback and Support for Lower 
Language Abilities (Tsai et al., 2020) 

Targeted Ap-
proaches 

Addressing Needs of Immigrant Students 
and Students with Dyslexia (Manzano-León et al., 2022) 

Cognitive and Developmental Needs of 
Preschoolers (Murray et al., 2024) 

Considering Students’ Prior Skill Levels (Qiao et al., 2023) 

Methodologies Gamified Tools and Mechanisms (Chen et al., 2020) 
Bibliobattles (Freiermuth & Ito, 2022) 

Educational 
Outcomes 

Motivation and Learning Outcomes (Kaban, 2021) 
Reading Comprehension and Attitudes (Prados Sánchez et al., 2023) 
Behavior Patterns and Reading 
Comprehension Performance (Tsai et al., 2020) 

The thematic analysis of these elements reveals the following future directions and recommendations 
made by researchers in the field of gamified reading learning from 2020-2024: 

1. Integration and Training: Emphasizes the importance of comprehensive training and the inte-
gration of gamified tools into school programs. This includes using a design science ap-
proach and ensuring these tools are effectively tested and implemented in various educa-
tional settings (Cattoni et al., 2024; Kuswandi & Fadhli, 2022). 

2. Research and Evaluation: Highlights the need for ongoing research to understand the benefits 
and limitations of gamification. This includes conducting longitudinal studies and involving 
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multiple stakeholders to gather comprehensive data. Further research is also needed to rep-
licate studies in different linguistic and cultural contexts (Cattoni et al., 2024; Chen et al., 
2020; Kaban, 2021; Kuswandi & Fadhli, 2022; Matyakhan et al., 2024; Murray et al., 2024; 
Ndegwa et al., 2023; Prados Sánchez et al., 2023). 

3. Gamification Design: Focuses on the design aspects of gamification, including creating high-
quality annotations, engaging tasks, and considering the narrative and collaborative ele-
ments of games. It also stresses the importance of providing detailed feedback and sup-
porting students with varying language abilities (Chen et al., 2020; Dovhaniuk & Thelen, 
2022; Li & Chu, 2021; Qiao et al., 2023; Tsai et al., 2020). 

4. Targeted Approaches: Suggests that gamification strategies should be tailored to address the 
specific needs of different student groups, such as immigrant students, students with dys-
lexia, and preschoolers. This involves adapting methodologies to cater to the cognitive and 
developmental needs of these students (Manzano-León et al., 2022; Murray et al., 2024; 
Qiao et al., 2023). 

5. Methodologies: Recommends incorporating various gamified tools and mechanisms, such as 
Bibliobattles, to stimulate interest and improve reading outcomes. It also suggests further 
development and refinement of these methodologies (Chen et al., 2020; Freiermuth & Ito, 
2022). 

6. Educational Outcomes: Emphasizes the importance of measuring the impact of gamification 
on motivation, learning outcomes, reading comprehension, and attitudes. Future studies 
should explore how different gamification variables affect student engagement and perfor-
mance (Kaban, 2021; Prados Sánchez et al., 2023; Tsai et al., 2020). 

DISCUSSION 
This systematic review addresses critical gaps in the research on the use of gamification in reading 
instruction, specifically focusing on the period from 2020 to 2024. The introduction highlighted that 
existing studies have primarily concentrated on short-term outcomes in limited educational contexts 
and have not extensively explored the theoretical underpinnings of gamification in reading. By syn-
thesizing the findings of 15 empirical studies, this review has provided a comprehensive analysis that 
not only identifies the prevalent theories, models, and frameworks but also delves into the diverse 
implementation strategies and measurable outcomes across different educational settings. 

The synthesis review shows a significant increase in the number of relevant publications between 
2020 and 2024, reflecting the growing interest in gamified reading and learning in education. The 
dominance of Chinese research suggests that China is purposefully integrating innovative teaching 
strategies to enhance reading instruction. Countries such as Indonesia and Spain also made signifi-
cant contributions, reflecting the global interest in gamification. This trend is consistent with recent 
research findings that gamification plays an important role in enhancing student engagement and 
learning outcomes (Jaramillo-Mediavilla et al., 2024). 

In terms of the educational contexts in which gamification is applied, gamified reading instruction is 
most prevalent in primary education, as students are likely to be at the developmental stage where 
they are most receptive to gamified approaches. Interest in gamification remains constant at the sec-
ondary and tertiary levels, suggesting that gamification makes sense for older groups of students. The 
smallest number of studies in the preschool sector may reflect the fact that the exploration of gamifi-
cation for this age group is still in its infancy or that a more targeted approach is needed. This discov-
ery offers more proof of the suitability and attractiveness of gamification in many educational set-
tings. Several reviews examining the use of gamification in education have consistently demonstrated 
that gamification has positive outcomes in terms of enhancing student engagement and improving 
academic achievement across various educational settings. These findings align with the outcomes of 
this investigation. Previous research has indicated that gamification is more commonly used in uni-
versities than at other educational levels. However, this study’s findings contradict that, likely because 
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previous studies have made generalizations about gamification in education as a whole, whereas this 
study specifically focuses on gamification in the context of reading learning (Cavus et al., 2023; Jaftha 
et al., 2021; Manzano-León et al., 2021). 

The diversity of theories, models, and frameworks identified in the literature emphasizes the interdis-
ciplinary nature of game-based reading instruction. Self-determination theory (SDT) played a signifi-
cant role in three of the seven studies, indicating a strong focus on understanding the motivational 
aspects of gamified environments. SDT’s emphasis on autonomy, competence, and relevance is very 
much in line with the goals of gamified learning, which are to enhance intrinsic motivation and en-
gagement (Ertan & Kocadere, 2022; Ryan & Deci, 2000, 2022). Incorporating social constructivist 
and sociocultural theories highlights the importance of social interaction and cultural context in 
learning, suggesting that gamification can promote collaborative and culturally responsive learning 
environments (Alavinia et al., 2014; Bruner, 1996; Vygotsky, 1968). However, the field still lacks a co-
herent theoretical framework, which is reflected in the variety of models and the large number of 
studies that do not explicitly use any theory. This fragmentation suggests the need for further theo-
retical development and integration to provide a more consistent basis for future research. 

The implementation of gamification in the teaching of reading varies significantly between educa-
tional stages, suggesting that strategies need to be tailored to specific age groups and learning envi-
ronments. The highest levels of gamification implementation were found in primary education, with 
a focus on badges, leaderboards, narrative environments, and avatars to create engaging and person-
alized learning experiences. In contrast, higher education tends to use elements such as points, chal-
lenges, and collaboration to foster critical thinking and teamwork. The use of familiar and engaging 
platforms such as the Pokémon Trading Card Game in preschool highlights the importance of align-
ing gamification strategies with the interests and developmental needs of younger students. This di-
versity suggests that while gamification is a versatile tool, its effectiveness depends on careful adapta-
tion to specific educational settings and learner needs (Dicheva et al., 2015). This study offers a com-
prehensive analysis of the most efficient gamification components for enhancing reading learning in 
various educational settings, surpassing other studies that merely mention the commonly employed 
gamification elements such as points, badges, feedback, grades, and leaderboards (Alomari et al., 
2019; Bai et al., 2020; Majid et al., 2024; Subhash & Cudney, 2018). 

In terms of measurable impact on engagement and comprehension, the review shows that gamifica-
tion has a positive and measurable impact on both students’ reading engagement and comprehen-
sion. Studies consistently show that when game elements are integrated into reading instruction, en-
gagement increases, as do reading time, enjoyment, and participation. For example, Huang et al. 
(2020) found that secondary school students who used a gamified program increased their reading 
time by 30%. Similarly, reading comprehension significantly improved, as confirmed by Sanabria 
Huertas’ (2021) study, which found that gamification promoted active student participation, in-
creased motivation, and made learning more enjoyable. Students felt more confident and aware of 
their reading comprehension needs, leading to improved performance. These findings support the 
hypothesis that gamification can increase the interactivity and fun of reading, thereby improving mo-
tivation and learning outcomes. However, the effects vary across populations and educational set-
tings, suggesting that further research is needed to understand the long-term effects and optimize 
gamification strategies for different learners (Hamari et al., 2014). 

In terms of future directions and recommendations, the analysis of the literature reviewed provides a 
number of key recommendations for future research and practice. Comprehensive training and inte-
gration of gamification tools into school curricula is essential for effective implementation. The re-
searchers emphasized the need for ongoing evaluation to understand the strengths and limitations of 
gamification, calling for longitudinal studies and multi-stakeholder engagement. They also highlighted 
design aspects of gamification, including the creation of high-quality annotations, engaging tasks, and 
narrative and collaborative elements. Targeted approaches that address the specific needs of different 
student populations, such as immigrant students and dyslexic students, are critical. In addition, the 



Enhancing Reading Instruction Through Gamification  

22 

researchers recommend expanding the scope of gamification to include a variety of educational tech-
niques and approaches, such as book wars and quiz games, to stimulate interest and improve reading 
outcomes. These insights point the way to improving and optimizing gamified reading instruction to 
better meet the diverse needs of students (Ryan & Deci, 2020; Sailer & Homner, 2020). 

The key findings of this study directly address the research questions posed. The identification of 
theories and models not only supports the conceptual understanding of gamification in education but 
also provides practical guidance for educators seeking to implement these strategies effectively. The 
diversity in gamification elements across educational contexts underscores the importance of tailor-
ing approaches to meet the specific needs of different age groups and learning environments. Com-
pared to other studies, this review provides a more nuanced understanding of how gamification can 
be leveraged to enhance reading instruction, particularly by integrating elements that cater to both 
engagement and comprehension. The innovations in this study lie in the comprehensive synthesis of 
recent empirical data, offering a more detailed and actionable framework for educators and policy-
makers. 

However, this study has several limitations. The focus on studies published only from 2020 to 2024 
may have excluded earlier influential research that could provide additional context or alternative per-
spectives. Additionally, the review was limited to English-language, peer-reviewed articles, potentially 
overlooking valuable insights from non-English publications or grey literature. These limitations sug-
gest that the results, while robust, may not fully capture the global scope of research on gamification 
in reading instruction. Future research should address these limitations by including a broader range 
of studies, both temporally and linguistically, to ensure a more comprehensive understanding. 

Future research should continue to explore the evolving nature of gamification in reading instruction, 
particularly by investigating its long-term effects on learners across different age groups and cultural 
contexts. There is also a need for more experimental studies that can establish causal relationships 
between specific gamification elements and learning outcomes, thereby providing clearer guidance 
for educators. Additionally, research should examine the role of technology advancements, such as 
AI and machine learning, in creating more adaptive and effective gamified learning experiences. 

In conclusion, this systematic review has significantly advanced the understanding of gamification in 
reading instruction by synthesizing recent research findings and providing practical recommendations 
for future study. The findings underscore the potential of gamification to enhance reading engage-
ment and comprehension, offering a solid foundation for continued exploration in this evolving 
field. The review not only fills existing research gaps but also sets the stage for future studies that 
could further refine and expand the use of gamification in educational settings. 

CONCLUSION 
This systematic literature review has provided a comprehensive analysis of the application of gamifi-
cation in reading instruction from 2020 to 2024. The review has identified key theoretical models, di-
verse implementation strategies across educational stages, and measurable outcomes on student en-
gagement and comprehension. The findings underscore the potential of gamification to enhance 
reading instruction by making it more interactive and engaging. However, the review also highlights 
several limitations in the current research, including the short-term focus of many studies, the lack of 
a unified theoretical framework, and the need for more longitudinal research to understand the long-
term effects of gamification. The study emphasizes the importance of tailoring gamification strategies 
to the specific needs of different educational levels, with primary education showing the highest level 
of implementation. The positive impact on reading engagement and comprehension suggests that 
gamification could be a valuable tool in addressing the persistent challenges in reading instruction. 
However, to fully realize its potential, there is a need for further theoretical integration, more robust 
empirical research, and a focus on the long-term sustainability of gamification strategies. This review 
has filled critical gaps in the literature by synthesizing recent empirical studies and providing practical 
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recommendations for educators and researchers. The insights gained from this review offer a solid 
foundation for future research and practice, paving the way for more effective and engaging reading 
instruction through the use of gamification. 
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