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Abstract

This article aimed to study gamification’s concept, components, types and application in language
classroom. The key of language learning management includes teacher, learners and activities due to
language is skill which learners have to act and practice through various activities and situations to activate
expected behavior. Using gamification is a concept applying in language classroom in which gamification’s
basic concept is consistent to learning management: Identify expected learning outcomes, indicators and
objectives before class, and learners and context analysis is a main factor to set goal and learning outcome.
Furthermore, using gamification has framework in setting structure and learning experience for learners’
participation correspond with language teaching achievement that learners should practice and experience
through various situations. According to the study above, applying gamification in language management
including 1) Analise Learners 2) Identify Learning Outcomes 3) Set Content and Language Level 4) Design

Gamification Activities and 5) Assess and Evaluate, Give Feedback
Keywords: Gamification Language Classroom Teaching and Learning
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2) BenuuadafianusaligBowinauiime uarannsaduiunisdeunsaouiuluauduge
ispuaseninanisseusluliusslonild

o

3) Avualassaiuagyszaunsaimaieui dnlusunsunmsdeusidutuneunseSesdduauddgy
wazdnddiuneundsvessraunisalndeanisiigiseus
4) ivualizessveuny WdnsandusessInuAgasuduresny SAanssumsseuinaenndesiune

NSSEUINAIANT waziilom
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5) a¥eitu inuansaduluneyaravseduluiiuld maduluiinavdielifedauvenissousla
wnninauduseyana

6) mafmuanineIns Aensszyninernsisndulunsliinudfiedudanysaunnsindeslsths sey
fupoufanssunmsGeumsasuinddunelaanunsoldinuifiaduld ssynguasifidanuiiannsou fRlese uas
seylinanaundurasianssunsiseunsaouseis e uLAzEaaY

7) fvuang afnn FBnsiau Bnslrazuuu viefouldlvdaau weliaul foaam

8) AMUUAUTUNAMNTAUTS N15UYITU WIAILsUdle (Conflict, Competition, or Cooperation) il
nseaulvdiawiausdlalunisifiangingsy

9) ivuAnAar I TaluNSIELNY

10) 1938 Fuvesiuiifidudonhmsfufeliiuludesdudely weliAadmnglmlunadun

fuvsziiunanaslfinaazioundu (Assess and Evaluate, Give Feedback) fiapuuszifiungfnssunes
fiFeuinussquanisiioudiiaanimiels wazlinaazounduimgAnssulunisithsaufanssy Jmginssud
wansoonivielsl dof deidy Ty uazquasse MArduluszriansdhssRanTsy

Tutudsunwniu lddasdunisBounsaounwilne vieawdingy udnddglunisdnnisdeus
Uszneuldsiedasuy §i3ou uazAanssu esmsnwndudinue JefiSousiesasiioufi wasiindu Tasnnsly
AanssuuazanmunsalifusanszduliAomgAnssuiifieUszasd msldinadfadu WudnuuAavilsiianusaiian
Uszndldluduounmld Taendnunfsfiugruvennuifieduty Sarwaenadosiunisdnnisdeud Ae dos
fvuanansiSeufiaams ii¥a wanguszasdnoufiazaey uaﬂmﬂﬁmﬁmeﬁ;jﬁaul,l,aw‘%uwmq Adu
Hafenilsitdrfyigdmundmenaznaninieusld Uszneunismisldinuifaduiisuuuulunisiiua
TnssaiuasUsraunsoifeudiioliiidouldtidutm faaenadasiuniadounsasunivfierdugvisnaiiugsou
mslaflndudszaunisalmsldnuriuaaiunisalneg sadunsldinafifedusadusnisnmsuiliidaasunis

Seuiniw af1ausegdla uasnisidiusuvesiseula
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