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                                          Abstract 
The use of Information and Communication Technology (ICT) 
in English language learning at the primary school level is 
becoming increasingly important in line with digital 
developments and the demands of the Merdeka Curriculum. 
This study aims to analyze the effectiveness of Information and 
Communication Technology (ICT) in improving English 
proficiency among primary school students through a directed 
literature review of three experimental studies. These studies 
examine the use of visual media, interactive multimedia, and 
game-based learning as Information and Communication 
Technology (ICT) based learning approaches. Data were 
analyzed using thematic-comparative techniques to identify 
patterns across findings. The analysis shows that Information 
and Communication Technology (ICT)consistently has a 
positive impact on improving vocabulary, listening skills, 
speaking skills, and student motivation. Visual media proves 
effective in supporting basic vocabulary acquisition, interactive 
multimedia enhances listening and speaking performance, while 
game-based learning significantly boosts motivation and student 
interaction. This study concludes that systematic Information 
and Communication Technology (ICT) integration has strong 
potential to improve the quality of English learning at the 
primary level. The study recommends selecting Information and 
Communication Technology (ICT) media appropriate to 
learning objectives and providing teacher training to optimize 
Information and Communication Technology (ICT) use in 
classroom settings. 

 
INTRODUCTION 

English learning at the primary school level plays an increasingly significant 
role in responding to global developments. Mastery of English at an early age 
provides a strong foundation for students to develop language skills at higher levels. 
According to Williams, (2002), primary school children learn new languages rapidly 
due to their flexible cognitive development. Therefore, learning strategies must be 
adapted to children's developmental needs and emphasize engaging, meaningful, and 
communicative activities. 
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In the Indonesian context, English learning in primary schools faces various 
challenges, including limited learning media, teacher readiness, and the lack of 
innovative pedagogical approaches. Meanwhile, the Merdeka Curriculum emphasizes 
active, student-centered learning, including in foreign language instruction (Alfiah et 
al., 2025; Hamda & Fernandes, 2024; Mansur et al., 2022; Pratiwi et al., 2025; Sari et 
al., 2023; Utia et al., 2024). Thus, learning methods that can increase students’ 
interest and significantly impact their language proficiency are required. 

One effective approach for children is the use of visual media and interactive 
multimedia. Mukhlisah et al., (2025) emphasizes that well-designed multimedia 
enhances cognitive processes through verbal and visual dual coding. Recent research 
also shows that interactive media such as animated videos, educational applications, 
or visual images can improve vocabulary comprehension and motivation among 
primary school students (Al Fahmi et al., 2025; Nasution et al., 2025; Septiani & 
Fatonah, 2024). 

Additionally, game-based learning is widely used as an appealing strategy for 
students. Aulia & Indrapangastuti, (2025); Saptiani et al., (2024) notes that 
educational games increase focus, motivation, and student engagement. A study by 
Sunardi et al., (2025) shows that simple language games significantly improve 
vocabulary and students’ confidence in speaking English. Effective learning for 
primary students also requires active teacher involvement in designing activities 
aligned with children’s cognitive and social development. Walan, (2019) state that 
teachers need to integrate activities such as storytelling, singing, and hands-on tasks 
to create enjoyable learning experiences. Teachers must ensure that learning does not 
rely solely on vocabulary memorization but encourages contextual understanding. 

Educational experiments are frequently used to evaluate the effectiveness of 
learning methods or media in improving English proficiency. Arib et al., (2024) 
explains that experimental designs allow researchers to test cause-effect relationships 
by comparing treatment and control groups. Through this design, the effectiveness 
of a media or strategy can be measured more objectively. The three experimental 
studies reviewed in this research show that visual media, educational games, and 
interactive multimedia significantly improve English learning for primary students. 
These findings provide a strong basis for deeper analysis of how these approaches 
can be adapted, improved, and applied widely in Indonesian primary schools to 
enhance the quality of English learning. 

English Learning for Primary School Children. English learning at the primary 
level requires approaches that match children’s developmental characteristics. 
Williams, (2002) states that children naturally learn languages through concrete, 
engaging, and meaningful activities. Therefore, learning must integrate visual, 
movement, and contextual elements relevant to children's experiences. Slattery & 
Willis, (2002) add that primary students have short attention spans, requiring varied 
media and interactive activities. 

Visual Media in English Learning. Visual media have been proven to positively 
influence vocabulary and language comprehension. Mayer, (2002) through the 
Cognitive Theory of Multimedia Learning, explains that combining text and images 
helps students organize new information in long-term memory. (Danial et al., 2025) 
also show that images and animations significantly enhance vocabulary acquisition. 
The first article reviewed supports this by showing that visual media outperforms 
conventional methods. 

Interactive Multimedia for Language Mastery. Interactive multimedia such as 
educational videos, learning apps, and animated presentations provides dynamic 
learning experiences. Mayer, (2014) states that interactivity facilitates active 
processing, where students deeply process information. The second article 
demonstrates that interactive multimedia boosts motivation and English 
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performance, especially listening and speaking. Arsyad, (2017) also states that 
multimedia assists teachers in explaining concepts and providing realistic learning 
simulations. 

Game-Based Learning in English Learning. Game-based learning is 
increasingly popular as an enjoyable strategy for primary students. Prensky, (2001) 
notes that games not only increase motivation but also encourage critical thinking 
and linguistic risk-taking. Chen & Hsu, (2020); Mufid & Anwar, (2024) found that 
simple educational games significantly enhance vocabulary acquisition. The third 
article confirms this by showing improvements in speaking and vocabulary among 
students who used language games. 

Teachers’ Role as Facilitators in English Learning. Teachers play an essential 
role in choosing appropriate media, methods, and strategies. Brown & Lee, (2025) 
argues that teachers are facilitators who create supportive learning environments. 
Sáenz García, (2015) states that teachers should integrate visual, auditory, and 
kinesthetic approaches for effective English learning. Without proper planning, ICT 
integration in class is unlikely to succeed. 

Experimental Design in Education Research. Experimental design is 
commonly used to test learning strategies' effectiveness. Creswell, (2014) states that 
experiments allow researchers to identify causal relationships. The three studies 
reviewed used systematic experimental approaches to evaluate the effects of visual 
media, multimedia, and educational games on primary students’ English learning. 
 
METHODS 

This study uses a Directed Literature Review approach, focusing on in-depth 
analysis of three experimental articles concerning the effectiveness of visual media, 
interactive multimedia, and game-based learning for English learning in primary 
students. This method provides comprehensive insights from empirical studies with 
validated experimental designs (Engkizar et al., 2022; 2023; 2025; Snyder, 2019; 
Akem et al., 2025; Baroud et al., 2025; Rahman et al., 2025; Mutiaramses et al., 2025; 
Htay et al., 2025). Data Sources, the primary data sources consist of three 
experimental articles selected based on topic relevance, methodological quality, and 
their applicability to ICT-based English language learning. The three articles are the 
Impact of Visual Media on Young Learners’ Vocabulary Acquisition: An 
Experimental Study. Effectiveness of Interactive Multimedia Applications in 
Improving Primary Students’ English Performsance: A Quasi-Experimental 
Research. Game-Based Learning for Enhancing English Language Skills in Primary 
Education: Evidence from an Experimental Design. These articles meet Creswell’s 
(2012) inclusion criteria: empirical research, experimental/quasi-experimental design, 
primary school participants, ICT-based English learning. 

Data Collection Technique. The data collection was conducted using the 
documentation method, which involved identifying the content of articles through a 
process of reading, recording, and coding. According to Bowen, (2009), 
documentation is an appropriate technique in literature analysis as it allows 
researchers to systematically assess the content. The extracted information included: 
Research objectives, Research subjects and context, experimental design, type of ICT 
media utilized, key research findings, implications for English language learning. 

Data Analysis Technique. The analysis was conducted using a thematic-
comparative approach (Braun & Clarke, 2006; Cai, 2021; Engkizar et al., 2018; 2023; 
Khasanah et al., 2024). Each article was examined to identify its themes, which were 
then compared to uncover patterns of similarity and difference. The stages of 
analysis included: data reduction for each article, categorization into themes such as 
the effectiveness of visual media, interactive multimedia, and game-based learning, 
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comparing results across articles, developing interpretations based on the consistency 
of findings. 
 
RESULT AND DISCUSSION 

 This section presents a comparative analysis of three experimental studies 
examining the effectiveness of Information and Communication Technology (ICT) 
in English language learning among primary school students. All three studies 
indicate that Information and Communication Technology (ICT) contributes 
significantly to improving English proficiency, albeit through different approaches: 
visual media, interactive multimedia, and game-based learning. 

The first, effectiveness of visual media in enhancing students’ vocabulary.  The 
first article, “The Impact of Visual Media on Young Learners” Vocabulary 
Acquisition: An Experimental Study” demonstrates that visual media such as 
illustrative images, flashcards, and storyboards significantly enhance vocabulary 
acquisition in the experimental group. Students who learned with visual media 
showed higher vocabulary retention compared to those in the control group. This 
finding aligns with Mayer, (2014), who emphasizes that combining text and images 
accelerates dual coding processes, thereby strengthening long-term memory. The 
study confirms that visualization is a crucial component in primary-level English 
instruction. 

The second, interactive multimedia promotes engagement and English 
performance. The second article, “Effectiveness of Interactive Multimedia 
Applications in Improving Primary Students’ English Performance: A Quasi-
Experimental Research” reveals that interactive multimedia applications integrating 
audio, video, animation, and interactive exercises can improve students’ English 
performance, particularly in listening and speaking skills. Students in the treatment 
group demonstrated higher engagement and increased learning motivation. These 
findings are supported by Arsyad, (2017), who argue that interactive multimedia 
enriches learning experiences by providing simultaneous visual and auditory 
stimulation. Therefore, interactive multimedia is an effective Information and 
Communication Technology (ICT) strategy for English learning. 

The Third, Game-based learning involves language skills and student 
motivation, “Game-Based Learning for Enhancing English Language Skills in 
Primary Education: Evidence from an Experimental Design” indicates that 
educational games significantly improve students’ speaking skills and vocabulary. 
Language games provide an enjoyable, competitive environment that encourages 
peer interaction. This finding aligns with Barokah et al., (2024); Ilham, (2025); 
Ummah et al., (2022), who suggest that educational games combine learning and 
entertainment, thereby enhancing students’ intrinsic motivation. The study 
demonstrates that game-based learning has strong potential for application in 
primary-level English education. 

The fourth, similarities across the studies. The three studies reveal several key 
similarities: All Information and Communication Technology (ICT) approaches yield 
higher learning outcomes compared to traditional teaching methods. Information 
and Communication Technology (ICT) increases students’ motivation and 
engagement in the learning process. All studies emphasize that Information and 
Communication Technology (ICT) fosters a more interactive and engaging learning 
environment. The effectiveness of Information and Communication Technology 
(ICT) is largely due to its alignment with children’s learning styles: visual, auditory, 
and kinesthetic. 

The Fifth, differences in Information and Communication Technology (ICT) 
Effectiveness. Although all approaches are effective, there are notable differences: 
Visual media is most effective for basic vocabulary acquisition. Interactive 



A Qualitative Literature Review on the Integration of ICT in Education: Challenges, 
Opportunities, and Future Directions 

Ahlussunnah: Journal of Islamic Education 

 Vol. 4, No. 3, pp. 451-458, 2025 

 

 

455 

 

  
  

multimedia has a significant impact on listening and speaking skills. Game-based 
learning is particularly effective in enhancing motivation, interaction, and speaking 
abilities. 

The sixth, implications for English language learning in primary schools. The 
findings from this analysis suggest several important implications: Teachers should 
integrate Information and Communication Technology (ICT) systematically, rather 
than using it merely as supplementary media. The choice of ICT tools should align 
with the specific language competencies to be developed. Schools should provide 
infrastructure support and teacher training to maximize Information and 
Communication Technology (ICT) usage. Information and Communication 
Technology (ICT) based learning has the potential to improve the quality of English 
instruction in primary schools. 
 
CONCLUSION 

Based on the analysis of three experimental studies, it can be concluded that 
the use of Information and Communication Technology (ICT) has a significant 
positive impact on English language learning among primary school students. The 
three types of Information and Communication Technology (ICT) media analyzed 
visual media, interactive multimedia, and game-based learning consistently enhance 
various aspects of English competence, including vocabulary acquisition, listening 
skills, speaking skills, and student motivation. Visual media is proven effective in 
improving basic vocabulary acquisition, particularly due to its alignment with 
children’s visual learning characteristics. Interactive multimedia enriches the learning 
experience through the integration of audio, visual, and animation elements, thereby 
supporting the development of listening and speaking skills. Meanwhile, game-based 
learning not only improves learning outcomes but also fosters higher intrinsic 
motivation by providing an enjoyable and interactive learning experience. Overall, 
the three studies indicate that Information and Communication Technology (ICT) is 
not merely a supplementary tool but can serve as a primary instructional approach 
that enhances engagement, interactivity, and the effectiveness of English language 
learning in primary schools. Proper use of Information and Communication 
Technology (ICT) can create a more engaging, relevant, and developmentally 
appropriate learning environment for children. 
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