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Abstract  
A literature review was conducted to evaluate the utilization of flipped classroom with social 
network and educational games. The first depends on the subjectivity of the researcher to 
select relevant articles, while the second applies objective criteria. This article offers an 
approach to conducting a critical review by following the five steps of quantitative research. 
First, the research objective and research question were defined. Second, a meaningful 
sample of literature sources was found. Third, data were collected after applying exclusion 
filters from these sources. Fourth, descriptive statistics were used to analyse and report the 
results. Fifth, the implications of these results were discussed. The results of the critical review 
allowed the authors to identify several themes that were present in articulated conceptual 
frameworks. In addition, the review of the literature revealed information gaps. These 
shortcomings require further research in this area of the utilization of flipped classroom with 
social network and educational games.  
Keywords: English, Online Games, Flipped Classroom, Educational Games, Proficiency, Social 
Network  
 
Introduction  
English language is the main language of the world. English is divided into English as first 
language and English as second language. According to a survey conducted by Ang (2021), 
Asian countries like Singapore, the Philippines, Malaysia, South Korea, and Hong Kong, China 
have higher proficiency level compared to other Asian countries which have rather lower 
proficiency of English. Recently, the whole world has been impacted with the Covid-19 
pandemic that turned the education system into virtual learning. The virtual learning has 
incorporated flipped classroom, social network and educational games to work on improving 
English proficiency.  
Our century's quick evolving technologies have an impact on all disciplines, including 
education and training. With the pace of technological development, educational conditions 
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also develop and various learning requirements appear. Compensating for the demands 
resulting from these changes is one of the main tasks of educational systems. Therefore, a 
competent education system must not limit learning and transform the traditional structure 
into a modern structure with technical skills (Bas, 2010). Since the changes in information and 
technology are so fast, education also keeps pace with it and develops further through 
innovative teaching methods (Akdemir, Bicer and Parmaksız, 2015). This change and change 
in the field of education eliminates the presence of a new strategy, which is the flipped 
classroom system in education (Toto and Nguyen, 2009). The flipped classroom approach, 
considered the most popular and active approach (Tucker, 2012), is a special type of blended 
learning (Strayer, 2012). According to Shujun (2022), flipped classroom’s teaching and 
learning was the best way out to continue education without any pause.  
Social networks are virtual learning environments that enable the highest level of 
communication between participants. Additionally, they are platforms for sharing online 
communication tools and can be great tools to improve the Flipped Classroom methodology 
(Duncan & Barczyk, 2016). Social networks are environments where social networking and 
social learning can flourish. The widespread use of social networking sites can become an 
optimal new educational media to engage learners (Betihavas et al., 2016) in improving 
English proficiency.  
Educational games are online related educational games that are used to improve English 
proficiency. Educational games are usually used in post-test of a lesson to do a revision to 
check the understanding of learners on a particular topic. The increase in gaming in online 
learning environments is explained by the fact that digital educational games help develop 
the ability to solve problems, reading skills plus active and reflective thinking (Gee, 2003). 
Research has shown that the use of game components in online learning environments 
increases productivity, efficiency, motivation and participation by providing students with a 
flexible environment that requires collaborative problem-based learning; encourages active 
participation; and is student-centred (Boyle et al., 2011; Dicheva et al., 2015; Jo et al., 2018; 
Tsay et al., 2018). Gamification has become a favourite technique to increase student 
motivation by adding the fun of games as leader boards to the learning process (Jo et al., 
2018). In addition, different design principles (e.g. purpose, freedom to fail, competition, 
collaboration) and game mechanics (e.g. avatars, badges, unlocking) encourage users to 
engage in learning activities (Landers and Callan, 2011; Losup and Epema, 2014). 
The purpose of this critical review is to improve English proficiency through flipped classroom 
with social network and educational games. The review will analyse the methodology, 
findings and limitations of these studies and provide recommendations for future research 
and practice. The gap of the study will be reported and conceptual framework will be 
developed from the theoretical framework found from the critical review. 
 
Critical Review  
The use of the existing literature reviews as a foundation to advance knowledge in the chosen 
topic area is why literature reviews are regarded as an unquestionably crucial part of 
research. Reviews can also provide a forum for researchers to compile and recap prior work, 
describe current developments, assess, and synthesise various related studies in a field. This 
might make it possible to spot the literature's advantages and disadvantages, consistency and 
inconsistency patterns, as well as obvious conflicts (Mpofu, 2021). All this prompted the 
authors to organize literature reviews by making a critical review of articles related to the 
utilization of flipped classroom with social network and educational games. 
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Formulation of the Problem to be Addressed 
The fundamental reason for conducting the current critical review is to analyse the knowledge 
of improving English proficiency level in flipped classroom through online educational games 
and social network. This aim is divided into three themes: 1) improving English proficiency in 
flipped classroom, 2) improving English proficiency in flipped classroom with social network 
and 3) improving English proficiency in flipped classroom with educational games.  
 
Data Collection and Analysis  
According to Popenoe et al (2021), every study of the literature should be thorough and focus 
on a narrow field of research. As a result, all relevant articles were thoroughly searched before 
being chosen based on significance. Keywords associated with the subject of English, 
proficiency, flipped classroom, social network and educational online games were used to 
search articles through the Scopus and ERIC databases and Google Scholar website.  
First, all journals were limited within the time frame of 2019 to 2023 to allow more stable and 
newer researches that suit the current investigation. The current investigation mainly focuses 
on flipped classroom. Researches that are conducted before 2019 may not be reliable as 
technologies were not fully developed compared to this time frame.  
Second, all fourteen articles that did not explicitly describe the peer review process were 
removed from the selection. However, one article that was not peer-reviewed is selected due 
to the content discussed in it. This decision was based on the opinion of Jefferson et al. that 
scientific information is considered appropriate only after peer review. Therefore, this second 
filter excluded all conference papers and book chapters. It is also noted that conference 
proceedings often present recent discoveries and can therefore be considered precursors to 
journal articles.  
Third, articles that are not related to education were excluded. This critical review focuses in 
education element where it discusses on improving English proficiency. Non-educational 
articles may not be suitable to relate English to the technologies utilized.  
Fourth, articles that are not related to English language were excluded as the discussion 
mainly focuses on improving English proficiency which talks only about English language. 
There are articles discussing about other languages.  However, it is not suitable for this critical 
review.  
 
Reporting of Results  
A total of 15 journals were selected with all applied filters that directly focuses on the purpose 
of the study. The articles are categorized into their respective themes. However, it was 
identified that some articles are co-related with other themes in their discussions. Table 1 
displays the frequency of articles related to the themes of improving English proficiency 
through flipped classroom with social network and educational games.  
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Table 1 
Frequency of articles on the themes of improving English proficiency through flipped 
classroom with social network and educational games. 

FLIPPED CLASSROOM N SOCIAL 
NETWORK 

N EDUCATIONAL GAMES N 

Reading 
Comprehension Skills 

3 Effects of video 
length 

1 Viability of AR game in 
WhatsApp 

1 

Self-regulation learning 3   Effects of Task-Based 
Instruction 

1 

Perceptions and 
Motivation 

1   Impact of Online Games 1 

Trends and effects of FC 4     

Total 11  1  3 

 
Table 2 
Gap Table of improving English proficiency through flipped classroom with social network and 
educational games 

  
The first finding in this reported critical review is related to lack of articles that deal with all 
three criterions of the current research; flipped classroom, social network and educational 
games. Relatively, articles reported in the findings that based on two criterions are 60% of all 
articles, 13% that are based on one criterion and remaining of 27% are based on three 
criterions. This clearly shows a gap in the current knowledge of improving English proficiency 
in flipped classroom with two different themes.  
Articles were almost equally divided between the two technologies with research on social 
network (SN) for 67% and educational games (EG) for 40%. Surprisingly, the vast bulk of 
articles reports on improving English proficiency through flipped classroom.  
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From the three themes, educational games were the least investigated theme that combines 
with flipped classroom. This shows that a gap of study in this research. Another gap that is 
found in this research is, there is no peer-reviewed research that combines all three themes 
together in the recent years. Based on the review of articles collected, a conceptual 
framework around the was developed as in Figure 1 around the three main variables of the 
study with the dependent variable being improving English Proficiency. 
 

 
Figure 1. Conceptual Framework of the Study on Factors Contributing to English Proficiency 
 
Way Forward  
Based on the gaps found in this critical review, we proceed to developing an instrument as 
provided in Appendix 1 to measure the enhancement of English proficiency: 1) in flipped 
classroom, 2) proficiency in flipped classroom with social network and 3) in flipped classroom 
with educational games. The instrument consists of questionnaire related to this critical 
review and was content validated by education expert. A pilot test and reliability test will be 
conducted to ensure that this instrument is valid and reliable.  
 
Conclusion  
The main result of the critical review was the discovery of two gaps in the literature. These 
were (i) the absence of flipped classroom with both social network and educational games 
combined in an article, (ii) the absence of peer-reviewed articles on flipped classroom with 
both social network and educational games and (iii) to improve the questionnaire instrument 
to look more professionalised.  Even if one information gap would be a sufficient basis for 
conducting a study, the accumulation of two increases the need for additional studies. The 
identification of these gaps paved the way for further research on this topic, particularly 
where further research is needed on improving English proficiency by using flipped classroom 
with social network and educational games that will provide proven results.  
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