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From The Editor

Elysa Hartati
Universitas Mercu Buana Yogyakarta
elysa@mercubuana-yogya.ac.id

The rapid transformation of education in the digital era has
encouraged English Language Teaching (ELT) practitioners to
rethink how learning experiences are designed, delivered, and
evaluated. Among the many pedagogical innovations that
continue to shape contemporary ELT, game-based learning has
emerged as one of the most engaging, adaptive, and learner-
centered approaches. Games are no longer perceived merely as
entertaining classroom activities; rather, they are increasingly
recognized as powerful pedagogical tools capable of fostering
communication, collaboration, creativity, critical thinking, and
meaningful language use. This book, Games in English Language
Teaching, presents a collection of scholarly and practical
perspectives on how games can transform English language
learning across various educational contexts.

The chapters in this book collectively demonstrate that
games can support language learning in diverse and dynamic
ways. Several chapters focus on the integration of games into
speaking instruction and oral communication development.
Chapters 2,7, 8,9, 14, 20, and 29 explore how games can stimulate
speaking fluency, classroom participation, vocabulary acquisition,
and communicative confidence. These chapters present various
interactive strategies that transform English classrooms into
collaborative and enjoyable speaking environments where
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students are encouraged to actively use language rather than
passively receive information.

This book also highlights the growing role of digital
technologies and gamification in ELT. Chapters 3, 4, 15, 19, 25, 26,
27, and 28 discuss how digital platforms, artificial intelligence,
smartphone-based learning, escape room activities, and online
game-based tools can enrich language instruction and
assessment. These chapters demonstrate that technological
innovation in language learning is not simply about incorporating
digital tools into classrooms, but about creating immersive and
meaningful learning experiences that increase learner
engagement and autonomy. The discussions further emphasize
that digital game-based learning can bridge formal and informal
learning spaces while responding to the learning preferences of
contemporary students.

Another significant contribution of this book lies in its
attention to cultural, intercultural, and contextual dimensions of
language teaching. Chapters 5, 6, 12, and 17 illustrate how games
can facilitate intercultural understanding, multicultural
communication, and contextual language learning. These chapters
position games not only as instructional techniques but also as
social and cultural mediators that encourage learners to
appreciate diversity and develop intercultural communicative
competence in the era of Global Englishes.

The book further presents practical classroom applications
for teaching specific language components and skills. Chapters 10,
16,18, 21, 24, 30, and 31 provide concrete examples of how games
may support the teaching of linguistics, grammar, vocabulary,
literacy, syntactic awareness, and creative writing. Through
puzzles, guessing games, snakes and ladders activities, Minecraft-
inspired storytelling, and other innovative approaches, these
chapters demonstrate that language learning can become more
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memorable, interactive, and meaningful when learners are
actively involved in the learning process.

Importantly, this book also recognizes that successful game-
based learning requires thoughtful pedagogical reflection.
Chapters 1, 11, 13, 22, and 23, for instance, remind readers that
games in education should go beyond entertainment and must be
aligned with educational objectives, learner needs, and
developmental considerations. Across the book, contributors
consistently emphasize that games are most effective when
educators use them purposefully, critically, and reflectively.

One of the strengths of this book is the diversity of
perspectives represented by contributors from various
educational institutions and teaching contexts. The chapters
combine theoretical discussions, classroom experiences, practical
teaching strategies, and technological innovation, making this
book relevant for researchers, teachers, pre-service educators,
curriculum developers, and educational practitioners. The book
reflects the growing recognition that meaningful language
learning often occurs when learners are emotionally engaged,
socially connected, and actively involved in the construction of
knowledge.

Ultimately, Games in English Language Teaching serves not
only as an academic resource but also as a practical guide for
educators seeking to create more engaging and inclusive English
learning environments. This book invites readers to reconsider
the role of games in education, not as distractions from learning,
but as pedagogically valuable tools capable of supporting
communication, creativity, collaboration, and learner
empowerment. It is hoped that the ideas presented in this book
will inspire educators to continue exploring innovative pathways
for English language teaching in increasingly dynamic educational
landscapes.

Games In English Language Teaching | vii



Editor Bio

Elysa Hartati, S.Pd., M.Pd. currently works
as a lecturer of English Language Education
Study Program at Universitas Mercu Buana
Yogyakarta. Her research interests focus on
Systemic Functional Linguistics, Translation
Studies for Children Literature, and English
Language Teaching. Further discussion on
relevant topics could be reached by her email:
elysa@mercubuana-yogya.ac.id.

viii | Games In English Language Teaching



Table of Contents

From The Editor \

Table of Contents ix

Chapter 1

Transforming ELT Through Game-Based Learning 1
Hidayah Nor

Chapter 2

Teaching Speaking with Games 13

Neneng Islamiah

Chapter 3
Games for English Teaching-Learning and Assessment with
Artificial Intelligence 25

Lu’luil Maknun

Chapter 4

Harry Potter and the Last Spell Standing: A Gamified Pre-

Exam Review Activity in the EFL Classroom 37
Muhamad Hasbi

Chapter 5

Playing with Culture: Culture-Inspired Games for Meaningful

EFL Learning 53
Eka Rizki Amalia

Games In English Language Teaching | ix



Chapter 6
Lost in Translation? Not Anymore: Three Hybrid Games for

Intercultural Communication in the EFL Classroom 63
Arida Susyetina

Chapter 7

Play to Speak: Six Joyful Games that Spark English Learning

in Indonesian Classrooms 75

Rahayu Kuswardani

Chapter 8

Cooperative Learning in Action: Three Techniques for

Promoting Speaking Skills 85
Devian Try Gustary

Chapter 9

Speak, Play, Repeat: Turning EFL Classrooms into Game-

Based Speaking Arenas 97
Lasim Muzammil

Chapter 10

Playing with Language: Using a Crossword Puzzle Game to

Teach Core Concepts in Linguistics 107
Adinda Afifah Anwar

Chapter 11

From Warm-Ups to Wrap-Ups: Integrating Games into EFL

Lessons 117

Weningtyas Parama Iswari

X | Games In English Language Teaching



Chapter 12

MAGIC (Multicultural Approach in Guessing Identity for

Communication) Game in English Language Teaching 127
Mohammad Rafi'i Mohammad Sata

Chapter 13

The Power of Whispering: A Fun Approach for Young EFL

Learners 139
Ni Luh Putu Ning Septyarini Putri Astawa

Chapter 14

Speak or Sit Still: Hot Seat Game for Developing EFL Oral

Communication 151
Maulida Rahmah

Chapter 15

Game-Based Learning and Informal Digital Learning of

English (IDLE) in Higher Education 163
Siti Mariam

Chapter 16

From Pictures to Sentences: Game-Based Grammar Learning

in EFL Classrooms 177
Hafizhatu Nadia

Chapter 17

Teaching English through Games in the Era of Global

Englishes: Effects on Intercultural Communicative

Competence 189
Catur Kepirianto

Games In English Language Teaching | xi



Chapter 18

Pixels, Pictures, and Puzzles: The Power of Rebus Puzzles in

ELT 203
Reza Mandera Saputra

Chapter 19
Digital and Online Game-Based Tools in English Language
Teaching 211

Rafael H. Y. Sengkey

Chapter 20

Hot Seat: Enhancing Speaking Fluency and Vocabulary

Mastery through the Word-Guessing Games 225
Thaibatun Nisa

Chapter 21

Word Chain Game in EFL Classroom: Revisiting English

Teaching Vocabulary 233
Ida Royani

Chapter 22

Beyond Fun: Delivering and Reflecting on English Games in

Early Childhood 241
Tryanti R. Abdulrahman

Chapter 23
Bringing English Lessons to Life Through Games 251
Noor Rachmawaty

Chapter 24
Fun Ways with Learning English: The Power of Games 265
Zuraini

xii | Games In English Language Teaching



Chapter 25

Boosting University Students’ EFL Academic Literacy

through Digital and Non-Digital Games 275
Noor Maulidiyah

Chapter 26

“Grammar Detective”: Google-Forms-based Digital Escape

Room Activities 287
Thesa Izfadllillah

Chapter 27

DACDUA Gamified-Smartphone in English Learning-

Teaching: A Philosophical Construction 297
Juhansar Juhansar

Chapter 28
Escape Room Writing Game for Teaching Expository Essays
309
Ani Fiani

Chapter 29

Breaking Students’ Silence through Games in Speaking

Classroom 319
Sri Erma Purwanti

Chapter 30

JOSJIS Technique: Enhancing EFL Students’ Syntactic Skills

through an Interactive Snake and Ladder Game 327
Nurohman

Games In English Language Teaching | Xiii



Chapter 31
Minecraft-Inspired Story Writing Activities in EFL
Classrooms

Nurlaila Tuanany

About Main Author

About CO-WRITERS
CO-WRITERS Book Collection

xiv | Games In English Language Teaching

337

349
351
353



