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GAMIFYING CITATION: CREATIVE USE OF REFERENCE TOOLS IN EFL CLASSROOMS
Introduction. In the evolving landscape of EFL pedagogy, academic writing has gained prominence not only as a linguistic skill but also as a gateway to research literacy. Among its core components, citation and reference management pose significant challenges for learners, often resulting in mechanical engagement or plagiarism anxiety [4]. Traditional instruction methods tend to emphasise rules over reasoning, leaving students disengaged from the ethical and intellectual dimensions of referencing.
This paper proposes an alternative: gamifying citation practices through the use of digital reference management tools. By embedding game elements into citation workflows, educators can transform referencing from a rigid requirement into a dynamic learning experience. 
Theoretical Framework. Gamification refers to the application of game design elements, such as points, levels, badges, and leaderboards, in non-game contexts to enhance motivation and engagement. In EFL settings, gamification has been shown to improve learner satisfaction, retention, and autonomy [3; 5; 6].
Simultaneously, reference management tools (RMTs) offer structured environments for organising sources, generating citations, and building bibliographies. Tools like Zotero and Mendeley have been positively received by EFL students and teachers for their usability and pedagogical value [2].
Combining these two domains – gamification and RMTs – creates a fertile ground for developing citation literacy in a way that is both cognitively accessible and emotionally engaging.
Classroom Applications: Gamified Citation Tasks. The following activities illustrate how gamification can be applied to citation instruction using RMTs:
1) Reference Treasure Hunt: students locate, import, and tag sources in Zotero or Mendeley to earn points.  
2) Citation Challenge Leaderboard: teams compete to correctly format and insert citations into sample texts.  
3) Bibliography Questline: a progressive task sequence (gathering sources – inserting citations – generating bibliography – peer review referencing) structured as game levels.  
4) Source Tagging Competition: Learners categorise sources by theme, reliability, or relevance, earning badges for accuracy and insight.
These activities promote not only technical competence but also critical thinking, collaboration, and ethical awareness.
Gamified citation tasks support key pedagogical goals, including scaffolding academic writing conventions, fostering metacognitive awareness, encouraging peer interaction, and promoting positive attitudes toward scholarly practices. 
These outcomes align with EU educational priorities on digital competence, autonomous learning, and academic integrity.
Despite its benefits, gamification requires thoughtful implementation. Key challenges include digital access equity, balancing extrinsic and intrinsic motivation, teacher preparedness, and pedagogical alignment.
Systematic reviews emphasize that the success of gamification depends on its alignment with learning outcomes and instructional design [1].
Further research is needed to evaluate the impact of gamified citation instruction on multiple dimensions of EFL learners’ academic development. Key areas of inquiry include the accuracy of citation and referencing behaviours, shifts in student attitudes toward academic writing and the use of reference management tools (RMTs), and the long-term retention of referencing skills beyond the classroom context. Additionally, gathering qualitative feedback on learner motivation and classroom interaction will offer deeper insight into how gamified approaches influence engagement, collaboration, and the internalisation of scholarly practices. 
Conclusion. Gamifying citation through reference management tools offers a promising strategy for enhancing academic writing in EFL classrooms. By merging motivational design with scholarly literacy, educators can foster deeper engagement, ethical awareness, and digital competence. This approach bridges literature, psychology, and pedagogy – making it especially relevant to the interdisciplinary focus of the conference – and preparing learners for academic and professional communication in multilingual contexts.
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