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Abstract: In a globalized educational environment, student populations from different 

cultural backgrounds have diverse communication barriers, including psychological noise, 

which affects teaching effectiveness and learning experiences. As an innovative teaching 

method, gamification instruction attempts to increase student engagement and motivation by 

simulating game elements and mechanisms, thus reducing the impact of psychological noise. 

Through a comprehensive analysis of related literature and empirical research, this paper 

aims to reveal the correlation between gamified teaching and psychological noise and its 

potential impact on reducing psychological noise. It has been found that gamified teaching 

can significantly affect and alleviate the problem of psychological noise; meanwhile, by 

enhancing learning participation and motivation, gamified teaching helps significantly 

reduce the negative impact of psychological noise. These findings aim to help learners better 

adapt to different cultural environments, improving intercultural communicative competence, 

and help educators adjust their gamified teaching strategies to specific cultural contexts to 

further optimize the teaching effect and to create a more inclusive and efficient learning 

environment. 

Keywords: gamified instruction, psychological noise, intercultural communication, learning 

motivation. 

1. Introduction 

In the era of globalization, intercultural communication has become an integral part of today's world, 

especially in the field of education. With increasing international student mobility, educators are 

faced with the challenge of effectively imparting knowledge in a multicultural context. In this 

context, gamification teaching has emerged as an innovative approach. By introducing the 

principles of game design, it aims to enhance the fun and interactivity of learning, thus improving 

learning efficiency. However, psychological noise in cross-cultural communication, i.e., 

communication barriers due to cultural differences, poses a potential threat to the effectiveness of 

gamified teaching. Therefore, exploring the correlation between gamification teaching and 

psychological noise is of great significance for optimizing cross-cultural teaching strategies. 

Internationally, scholars have conducted in-depth studies on the application of gamified teaching 

in cross-cultural environments. For example, Kapp proposed the basic principles of gamified 
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teaching in his book The Gamification of Learning and Instruction, emphasizing its potential to 

enhance learning motivation [1]. Hamari et al.'s study further explored how gamification elements 

affect user engagement and satisfaction [2]. Although the research on gamification teaching started 

relatively late in China, some representative results have emerged, and scholars from all walks of 

life have studied the practice of gamification teaching in China's colleges and universities, revealing 

its positive effects in enhancing students' learning interest. However, most of the existing researches 

focus on the advantages and applications of gamification teaching, with limited systematic 

discussion on coping with the psychological noise in cross-cultural communication. 

This paper aims to systematically examine the related concepts of gamification teaching and 

psychological noise, and clarify the definition and connotation of each concept. The paper will first 

explore the connection between gamification teaching and psychological noise through literature 

combing and analysis. Next, it will analyze the actual effects of gamification teaching in reducing 

psychological noise and improving intercultural communication effects and its possible negative 

effects. Finally, based on the results of the study, this paper will put forward targeted suggestions 

and measures, pointing out the shortcomings of the current study to offer insights into the practice 

of intercultural education. This study seeks to equip educators with practical strategies to foster 

effective communication and learning in multicultural educational settings. 

2. Definitions 

Before exploring the correlation between gamification teaching and psychological noise in depth, it 

is essential to define the connotation of gamification teaching and psychological noise respectively. 

Establishing precise definitions lays a solid theoretical foundation for subsequent analysis and 

facilitates a more accurate understanding of the relationship between these concepts. This section 

clarifies the definitions and connotations of gamification teaching and psychological noise, 

highlighting their relevance in the context of intercultural communication. 

2.1. Definition of Gamification 

Gamification is a form of situational teaching method that integrates game elements into 

educational activities, aligning with learners' age and psychological characteristics. This approach 

transforms the content of the teaching into the way of the game show or incorporates games into 

classroom teaching to create an enjoyable learning environment, making education more engaging. 

Kevin Werbach, a professor at the University of Pennsylvania, gives a simple and detachable 

concept of gamification: “Gamification is the use of game elements and game design techniques in 

non-game domains”, and games help to establish a relaxing and pleasant teaching atmosphere  [3]. 

Gamified teaching is not a brand-new concept. American educator John Dewey has put forward the 

theory of “Learning by doing” [4]. Dewey emphasized that learning is fundamentally a by-product 

of action, advocating for teaching methods that prompt students to think and learn through active 

participation. This principle influenced various aspects of education, including curriculum design, 

teaching processes, and instructional methods. Similarly, domestic researchers, such as Shang 

Junjie et al., also proposed the Game-based Inquiry Learning (GEL) model, which uses games as 

the main learning environment for scientific inquiry learning [5]. These contributions underscore 

the significance of game-based teaching methods both domestically and internationally. In 

education, “gamification” utilizes “game-like mechanisms, aesthetics, and game thinking to engage 

people, stimulate action, facilitate learning, and solve problems” [1], which indicates that gamified 

education, by incorporating game elements and design principles, makes the learning process more 

attractive and interactive, making the learning process more engaging and interactive. Kappa further 

states that “gamification is the addition of game elements and games to regular activities that we do 
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not normally think of as games” [1]. Clarifying the difference between gamified education and mere 

playful entertainment helps students develop a sense of active participation and reflective rewards 

from the very beginning. Therefore, the study of gamified education is of general significance to the 

achievement of teaching and learning goals at this stage and deserves to be explored in depth. 

2.2. Definition of Psychological Noise 

Psychological noise, as an interference factor in communication, rages from physical noise to 

physiological noise, as well as the more complex psychological level of interference. According to 

Chen Guoming in Intercultural Communication [6], communicative behavior involves a cyclical 

process of code-making, transmission, and decoding. In this process, noises, including physical 

noises such as space and physiological noises originating from the physical condition of the 

communicator, may cause obstacles to communication. Among these, psychological noise is the 

most challenging to overcome, as it closely relates to knowledge structure and inner activities. 

Psychological noise not only involves the individual's values, cognitive system, thinking pattern, 

language expression, etc. but also has a more significant impact in the context of cross-cultural 

communication. Psychological noise in cross-cultural communication refers to communication 

barriers caused by cultural differences, cognitive biases, stereotypes, misunderstandings, or other 

psychological factors when people from different cultural backgrounds communicate. This kind of 

noise interferes with the accurate transmission and understanding of information, causing conflict or 

failure in communication. 

According to the existing literature, the concept of psychological noise is not limited to 

cross-cultural communication but refers to any form of psychological interference in any form of 

communication. However, in the specific context of intercultural communication, the meaning of 

psychological noise is more precise, which emphasizes the impact of cultural differences on the 

individual's psychological state and communication process. William B. Gudykunst and Young Yun 

Kim further stated that psychological noise in intercultural communication stems from the 

psychological barriers caused by the cultural differences between the communicating parties which 

affect their understanding of and reaction to each other's messages [7]. For example, differences in 

cultural values, beliefs, customs, and communication styles can lead to psychological noise. Edward 

T. Hall proposed the concept of “cultural filters” in his book The Silent Language, which suggests 

that people unconsciously use their cultural frameworks to interpret information during 

communication. This cultural framework is like a filter that may distort or misunderstand foreign 

information, thus increasing the complexity of psychological noise and the difficulty of overcoming 

it [8]. 

Psychological noise in the context of intercultural communication can be defined as the 

psychological barriers caused by cultural differences when communicating between individuals 

with different cultural backgrounds, which hinder the accurate reception and understanding of 

information and thus affect effective intercultural communication. 

3. The link between gamified teaching and psychological noise 

In the context of gamified teaching, the reduction of psychological noise is closely related to the 

optimization of emotional filtration and the state of mind flow. By integrating game elements into 

all aspects of the teaching process, gamified teaching promotes the organic connection between the 

main points of the teaching content and the details of the teaching activities. It fosters positive 

interactions between teachers and students, as well as among students, establishing a 

student-centered, interactive teaching model [9]. This mode effectively reduces the psychological 

noise in intercultural communication and improves the teaching effect. 
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3.1. Emotional filtering 

To understand how gamified teaching influences psychological noise, it is important to examine the 

core premise of the affective filtering hypothesis: the importance of emotional factors in the 

learning process. 

The theory of affective filtering hypothesis points out that in the teaching process of college 

English, students' affective factors play a key role in foreign language learning, and mobilizing 

students' affective factors can make full use of and play a unique role in the game [10]. Emotional 

factors in game-based teaching have a filtering effect and regulate students' learning experience. 

Different affective factors result in different levels of affective filters: high affective filters can be a 

source of psychological noise that hinders the learning of the target language, while low levels of 

affective filters can help to facilitate the process of language learning and its effects on students. 

When learners engage in game-based activities, their emotional states tend to become more positive, 

lowering affective filters and enhancing their ability to absorb knowledge [11]. 

This theory provides a theoretical basis for understanding how gamified instruction can reduce 

psychological noise through emotion regulation. Gamification teaching lowers the threshold of the 

affective filter, reduces psychological noise, and improves learning by creating a dynamic and 

interactive learning environment that stimulates positive emotions in students. The success of this 

teaching method lies in the fact that it does not only impart knowledge, but more importantly, 

through emotional guidance, students can build up self-confidence, overcome psychological barriers 

in the learning process, and realize the effective absorption of knowledge and the enhancement of 

cross-cultural communication skills. Therefore, gamification teaching plays a crucial role in shaping 

students' learning mentality and reducing psychological noise, and its value is becoming more and 

more obvious in modern educational practice. 

3.2. Mind Flow 

The theory of mind flow, proposed by Mihaly Csikszentmihalyi in his book Flow: The Psychology 

of Optimal Experience, describes an inner experience in which an individual is completely mentally 

invested in an activity accompanied by a high level of euphoria and fulfillment [12]. As a mental 

state in which an individual achieves consistent pleasure through total concentration and 

obliviousness to an activity, mind streaming is an excellent mental experience that is so pleasurable 

that one expects to be immersed in it for a long time [13]. When reach the most advanced state of 

mindstream, individuals experience a diminished perception of time, a strong sense of purpose, and 

a need for immediate feedback. 

Since human cognitive activities are easily affected by changes in a person's psychological state, 

the theory of mind flow has great potential for application and development in teaching, especially 

in gamified teaching, where learners can be guided to enter the state of mind flow by reasonably 

setting up the challenge and skill level of educational games, thus enhancing learning effects. 

Mindstream is not merely a pleasant mental experience but it also represents an efficient learning 

state, in which learners can better control their learning process and enjoy the sense of achievement 

brought by learning. 

In the framework of gamified teaching, the realization of the state of mind flow is closely linked 

to the reduction of psychological noise. Gamification teaching develops positive learning styles and 

intrinsic motivation by creating an engaging learning environment that permits students to have rich 

emotional experiences while engaging in concrete environmental and social interactions [14]. This 

approach reduces psychological noise, improves focus, and boosts learning efficiency. The 

combination of gamified teaching and the theory of mind flow provides a new perspective on 

education, which is to promote the absorption of knowledge and the development of skills by 
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optimizing the learning experience while reducing the psychological barriers that learners may 

encounter in cross-cultural communication. 

4. Practical Effect and Negative Impact of Gamification Teaching in Reducing 

Psychological Noise 

As mentioned above, gamification teaching, with its unique appeal and interactivity, not only 

stimulates students' interest in learning but also helps them maintain a positive mindset when facing 

the challenges of cross-cultural communication, thus effectively reducing the interference of 

psychological noise. However, no teaching method is infallible, and there are also potential negative 

effects of gamified teaching. Therefore, this section provides a detailed analysis of the positive and 

negative dimensions of gamified teaching in reducing psychological noise, aiming to 

comprehensively reveal the complexity of gamification teaching in intercultural communication 

education and to provide a deeper insight and a more thorough strategic consideration for 

educational practice. 

4.1. The actual effect of gamification teaching in reducing psychological noise 

By integrating game elements and mechanisms into the teaching process, gamification teaching can 

stimulate students' initiative and participation, improve the learning effect, and cultivate students' 

teamwork spirit. This teaching method creates an interesting and challenging learning environment 

so that students can realize the acquisition of knowledge and the improvement of skills through 

active participation. In the context of cross-cultural communication, gamified teaching can help 

students better understand and adapt to the communication rules and habits of different cultures by 

simulating real cross-cultural communication scenarios, thus reducing the generation of 

psychological noise. 

Challenge and Sense of Achievement: Gamification teaching enhances learning motivation and 

enthusiasm by setting appropriate learning tasks and goals and allowing students to face and 

overcome difficult problems gradually. This experience of challenge and sense of achievement can 

reduce students' psychological pressure and help them participate and engage more actively, thus 

reducing tension and psychological noise in unfamiliar environments and cultures. 

Emotional resonance: By creating rich contexts and emotional teaching resources, gamified 

teaching can enhance the emotional resonance between students and the learning contents, and 

strengthen the memory and understanding of knowledge points. Emotional resonance helps students 

better deal with learning difficulties and reduce psychological burdens. 

Feedback Mechanism: The immediate feedback mechanism in gamified teaching allows students 

to understand the results of their behavior in time and adjust their strategies accordingly. Timely 

feedback can help students discover their mistakes and correct them, promote deep learning, and 

reduce the psychological noise caused by uncertainty. 

Mind-flow state: Gamification helps students reach a mind-flow state, which is a state of deep 

enjoyment and engagement. In this state of mindstream, students' attention is highly concentrated 

and their sensitivity to external interference is reduced, thus reducing psychological noise. 

Reducing distractions: Gamification teaching can help students better focus on their learning 

tasks, reduce distractions, and lower psychological noise by designing a learning environment with 

no or fewer distractions. 

Encourage cooperation and sharing: Gamification teaching usually includes elements of 

cooperation and sharing, encouraging students to work with others to complete tasks and solve 

problems. In cross-cultural communication, such cooperation and sharing can help students learn to 
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respect and understand the views and ideas of different cultures, promote intercultural integration 

and understanding, and thus reduce the interference of psychological noise. 

Cultivating intercultural awareness: gamified teaching can help students cultivate intercultural 

awareness by simulating communicative scenes and tasks in different cultural contexts. This 

cross-cultural awareness can make students more open and tolerant of various cultures and reduce 

the psychological noise and prejudice caused by cultural differences. 

4.2. Negative impacts of gamified teaching 

Although gamified teaching has significant advantages in improving learning interest and 

effectiveness, there are some potential negative effects: 

Excessive competition: If gamified teaching overemphasizes competition, it may cause students 

to feel pressure and anxiety and increase psychological noise. 

Neglect of deep learning: If gamified teaching only focuses on the entertainment of the game and 

ignores the importance of deep learning, it may lead to students' lack of deep understanding of the 

learning content, which may lead to frustration and psychological burden in the long run. At the 

same time, although gamified teaching can increase students' interest in learning, it may also lead to 

students being addicted to the game, which affects the learning effect. If students are overly 

addicted to games, it may lead them to neglect their learning tasks and responsibilities, thus 

affecting their academic performance and future development. 

Technology dependence: Over-reliance on technology for gamified teaching may lead to 

students' rejection of traditional learning styles and affect their overall development. 

There is a complex connection between gamified teaching and psychological noise. Through 

rational design and implementation of gamified teaching, psychological noise can be effectively 

reduced and learning effects can be improved. At the same time, educators need to be alert to 

possible negative effects to ensure that gamified teaching can truly promote students' learning and 

development. 

5. Innovative Paths and Research Gaps 

In addition to gaining a deeper understanding of the mechanisms of interaction between gamified 

instruction and psychological noise, innovative pedagogical paths are explored to overcome 

possible challenges in this complex context. The next section focuses on these innovative paths of 

this study and the gaps in the current research field, providing new perspectives and ideas for future 

research. 

5.1. Innovative Paths 

Enhance cultural sensitivity: values, customs, and communication styles in different cultural 

contexts should be fully considered when designing gamified teaching activities. Through 

role-playing, scenario simulation, and other game-based activities, learners can experience and 

understand different cultures in a safe environment, thereby reducing the psychological noise 

caused by cultural differences. 

Promote language acquisition: Language is crucial to intercultural communication. Gamification 

teaching can help learners improve their language skills and reduce the psychological noise caused 

by language barriers through language learning games, multilingual interfaces, and subtitles. 

Enhance teamwork and communication: Many gamified teaching activities require teamwork to 

complete, which can promote communication and collaboration among learners of different cultural 

backgrounds and reduce misunderstanding and conflict by solving problems together. 
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Designing adaptive learning paths: designing personalized gamified instruction paths according 

to learners' cultural backgrounds and learning needs can improve the relevance and effectiveness of 

teaching and reduce the psychological noise caused by individual differences. 

5.2. Research Gaps 

Insufficient empirical studies: Most of the current studies on the relationship between gamification 

teaching and psychological noise remain at the theoretical level, and there is a lack of empirical 

studies to verify the actual effects of gamification teaching in cross-cultural education. 

Insufficient consideration of cultural diversity: Some studies may not have sufficiently taken into 

account the characteristics and needs of students in different cultures, resulting in a lack of 

relevance and universality of gamification teaching research. 

Lack of research on long-term effects: Existing studies pay little attention to the long-term 

effects of gamification teaching on students' intercultural communicative competence, making it 

difficult to assess its sustained role in students' lifelong learning and development. 

6. Conclusion 

This paper has examined the relationship between gamified teaching and psychological noise in 

intercultural communication, analyzing the dual effects of gamification on reducing psychological 

noise. It has also proposed targeted suggestions and measures to optimize the application of 

gamified teaching, aiming to offer valuable insights into the practice of intercultural education. The 

findings support the broader and deeper integration of gamified teaching in the field of intercultural 

communication, providing a solid foundation for future educational practices in diverse cultural 

contexts. 
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