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Annotation

This study investigates the impact of gamifying English grammar instruction through
quizzes and games on the proficiency and motivation of intermediate ESL learners. Using a
mixed-method approach, learners who engaged with gamified activities showed significantly
greater improvements in grammatical accuracy compared to those receiving traditional
instruction. Additionally, gamification enhanced learner engagement and reduced anxiety
associated with grammar learning. The findings suggest that integrating game elements into
grammar teaching can create a more interactive, motivating, and effective learning
environment. Implications for future research and practice in language education are
discussed.

Keywords: Gamification, English grammar, language learning, ESL, quizzes, educational
games, learner motivation, grammar instruction, gamified learning, interactive learning,
language acquisition.

Annotatsiya

Ushbu tadqiqot ingliz tili grammatikasini o‘qitishda viktorinalar va o‘yinlar orqali
gamifikatsiya qo‘llanilishini o‘rganadi. O‘rta darajadagi ESL (ingliz tili ikkinchi til sifatida)
o‘quvchilarining grammatika ko‘nikmalari va motivatsiyasi o‘lchangan. Gamifikatsiyalangan
faoliyatlarda qatnashgan o‘quvchilar an’anaviy o‘qgitish usuliga qaraganda grammatik aniqlik
bo‘yicha sezilarli yaxshilanishlarni ko‘rsatdilar. Shuningdek, gamifikatsiya o‘quvchilarning
ishtiyoqini oshirib, grammatikani o‘rganish bilan bog‘liq tashvishni kamaytirdi. Tadqiqot
natijalari grammatikani o‘gitishda o‘yin elementlarini integratsiya qilish o‘rganishni yanada
interaktiv, motivatsion va samarali qilishini ko‘rsatadi. Kelajakdagi tadqgiqotlar va amaliyotlar
uchun tavsiyalar berilgan.

Kalit so‘zlar: Gamifikatsiya, ingliz tili grammatikasi, til o‘rganish, ESL, viktorinalar,
ta’limiy o‘yinlar, o‘quvchi motivatsiyasi, grammatika ta’limi, gamifikatsiyalangan o‘rganish,
interaktiv o‘rganish, til egallash.

AHHOTaUA

B JaHHOM Hccae0BaHMU U3y4yaeTcsl BJUsHUe TedMUPUKALUM MpenojaBaHus
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aHIJINMCKOW TPaMMaTHKU C IOMOILIbI0 BUKTOPUH U UTP HA yPOBEHbD BJIaZleHUA TPaMMaTHUKOMN
M MOTHBALMIO yYallluXCs CO CPeJHUM YPOBHEM BJIQ/IEHUS aHIJIMHCKHUM fI3bIKOM KaK BTOPBIM
a3b1koM (ESL). Yyamuecs, yyacTBoBaBuive B reiMUPUIIMPOBAHHBIX aKTUBHOCTSX, [10Ka3aIu

N\

3HA4YUTEJIbHOE YyJIydlIEeHue FpaMMaTquCKOﬁ TOYHOCTHU II0 CpPaBHEHHKO C r‘pynnofx’l,

o6yanLue171c;1 TpagUIUOHHBIMHUA MeETOJaMHU. KpOMe Toro, FEﬁMH¢HKauHH IOBBICHJIA
MOTHUBAllUI0O U CHU3WJIA TPEBOXKHOCTb, CBA3dHHYIO C U3Yy4YEHUEM TI'PAMMATHKMU. Pe3y.]IbTaTbI
HhccjaeagoBaHuda CBUAECTEJNbCTBYIOT O TOM, YTO_HMHTErpalfud UIrPOBbIX 3JIEMEHTOB B 06yquI/1e
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rpaMMaTHKe CIOCOGCTBYeT CO3JaHHI0 6ojiee WHTEPAKTHBHOM, MOTHUBHUpPYIOILEN U
3¢pdekTUBHOU 006pas3oBaTe/bHOU cpeabl. B paboTe Takke OOCYXKJAIOTCS MePCHeKTHUBDI
Jla/IbHEeNIINX UCCIeJOBAHUM U IPAaKTUYeCKHe peKOMEeH/JaL U H.

KimoyeBble cioBa: 'eliMudurkalus, aHIJIMKUCKasg rpaMMaTUKa, U3ydyeHue s3bika, ESL,
BUKTOpPHUHBI, 0Opa3oBaTes/ibHble WIPbl, MOTHUBALMA Yy4yallUxcd, OOydyeHHe TrpaMMaTHKe,
reiMupuLMpPOBaHHOE 06y4YeHle, UHTepaKTHUBHOE 00y4yeHHue, OCBOeHHe A3bIKa.

Introduction

Mastering English grammar remains a fundamental challenge for many language
learners, especially in non-native contexts. Traditional grammar instruction, often focused on
rote memorization and repetitive exercises, can lead to disengagement and limited retention.
In recent years, educators have sought innovative strategies to enhance motivation and
learning outcomes, one of which is gamification—the integration of game elements into
educational activities. This article explores how gamifying grammar through quizzes and
games can improve learners’ grasp of English grammar, fostering a more interactive and
enjoyable learning environment.

Literature Review

The concept of gamification in education has gained substantial traction over the last
decade. Deterding et al. (2011)! define gamification as the use of game design elements in
non-game contexts to increase engagement and motivation. Several studies have
demonstrated that gamified learning can lead to higher learner motivation, better knowledge
retention, and improved problem-solving skills (Hamari et al., 2016; Sailer et al., 2017)2.

In the domain of language learning, gamification has been linked with enhanced
vocabulary acquisition and pronunciation practice (Reinders & Wattana, 2014)3. However, its
application specifically to grammar instruction has been less extensively studied. A study by
Chen and Lin (2019)* showed that gamified grammar quizzes improved student accuracy and
speed in identifying correct grammatical structures. Similarly, Li and Hegelheimer (2013)5
found that game-based grammar activities helped students apply grammatical rules in
context, reducing anxiety associated with traditional grammar drills.

Quiz-based platforms like Kahoot! and Quizlet, which incorporate competitive and
reward systems, have been widely adopted to teach grammar concepts. These tools provide
immediate feedback, fostering a learning cycle of trial and error, which is essential for
grammar acquisition (Plass et al,, 2015)¢. Furthermore, collaborative games encourage peer

! Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: Defining
gamification. In Proceedings of the 15th International Academic MindTrek Conference (pp. 9-15).

2 Hamari, J., Koivisto, J., & Sarsa, H. (2016). Does gamification work? — A literature review of empirical studies on
gamification. Computers in Human Behavior, 54, 94-101.

3 Reinders, H., & Wattana, S. (2014). Can | say something? The effects of digital game play on willingness to
communicate. Language Learning & Technology, 18(2), 101-123.

4 Chen, C. M., & Lin, Y. L. (2019). The effects of gamified quizzes on grammar learning: An experimental study.
Journal of Educational Technology & Society, 22(4), 56—68.

S Li, Z., & Hegelheimer, V. (2013). Mobile-assisted grammar exercises: Effects on self-editing in L2 writing. Language
Learning & Technology, 17(3), 135-156.

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based learning. Educational Psychologist,
50(4), 258-283.

6 Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based learning. Educational Psychologist,

50(4), 258-283. ’
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interaction, enabling learners to negotiate meaning and correct errors collaboratively
(Kern, 2015)7.

Despite promising findings, challenges remain in designing grammar games that balance
educational rigor with engaging gameplay. Overemphasis on entertainment can dilute
learning objectives, while overly complex games may overwhelm learners (Vogel et al,
2006)8. Thus, carefully structured quizzes and games aligned with clear pedagogical goals are
crucial for effective grammar instruction.

Methodology

The study adopted a mixed-method approach to investigate the impact of gamified
grammar activities on English grammar proficiency among intermediate ESL learners.
Participants were selected from a language institute and consisted of 60 learners, aged
between 18 and 25, who had comparable English proficiency levels based on standardized
placement tests. They were randomly assigned into two groups: a control group that received
traditional grammar instruction and an experimental group that engaged in gamified
grammar learning activities.

The experimental group participated in a series of gamified grammar sessions over a
period of eight weeks. These sessions incorporated a variety of interactive tools and activities
designed to teach grammar concepts through engagement and competition. Weekly online
quizzes were administered using popular gamified platforms such as Kahoot! and Quizlet,
which included multiple-choice questions, fill-in-the-blanks, and sentence correction tasks.
These platforms provided immediate feedback and scoring, fostering motivation and allowing
learners to track their progress.

In addition to online quizzes, the experimental group took part in classroom-based
grammar games designed to reinforce specific grammatical structures. These games included
sentence-building competitions, where learners formed grammatically correct sentences
under time constraints, and role-playing activities that required the use of targeted grammar
points in conversational contexts. The interactive nature of these games encouraged
collaboration and peer learning, which are known to support language acquisition.

The control group followed a more conventional approach, with teacher-led
explanations, textbook exercises, and written homework focusing on the same grammar
topics covered in the experimental group.

To evaluate the effectiveness of the gamified approach, both groups completed a pre-test
and post-test measuring their understanding and application of key grammar structures. The
tests consisted of a variety of question types such as error identification, sentence correction,
and short composition tasks. Quantitative data from these assessments were statistically
analyzed to compare progress between the two groups.

In addition, qualitative data were collected through learner surveys and focus group
interviews. The surveys measured participants’ attitudes towards grammar learning, their
motivation levels, and their perceptions of the learning methods used. Focus group
discussions provided deeper insights into learners’ experiences, highlighting the perceived
benefits and challenges of gamified grammar instruction.
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8 Vogel, J. J., Vogel, D. S., Cannon-Bowers, J., Bowers, C. A., Muse, K., & Wright, M. (2006). Computer gaming and
interactive simulations for learning: A meta-analysis. JoWEducational Computing Research, 34(3), 229-243.
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The combined use of quantitative and qualitative methods allowed for a
comprehensive evaluation of how gamified quizzes and games affect both grammar
performance and learner engagement.

Results

The results of the study demonstrated a clear advantage for the experimental group
exposed to gamified grammar activities compared to the control group that followed
traditional instruction. Analysis of the pre-test scores showed that both groups began with
comparable levels of grammar proficiency, confirming that initial abilities were evenly
matched. However, significant differences emerged in the post-test results.

The experimental group exhibited a substantial improvement in grammatical accuracy,
with an average increase of 18% in their post-test scores compared to their pre-test
performance. In contrast, the control group showed a more modest improvement of 7%.
Statistical analysis using a paired t-test confirmed that the gain in the experimental group was
significant at the 0.05 level, indicating that the gamified approach had a meaningful positive
effect on learners’ grammar skills.

Breaking down the results further, the experimental group showed particular strength
in error identification and sentence correction tasks, which were directly practiced in the
gamified quizzes and classroom games. Their ability to apply grammatical rules in short
composition tasks also improved, suggesting that the interactive and competitive elements of
the activities enhanced not only recognition but also practical use of grammar structures.

Survey responses revealed high levels of learner satisfaction within the experimental
group. Approximately 85% of participants reported finding grammar learning more enjoyable
and engaging when games and quizzes were incorporated. Many noted that the immediate
feedback and the competitive, yet supportive, environment motivated them to participate
actively and practice more frequently.

Focus group interviews reinforced these findings, with learners expressing that gamified
activities reduced the anxiety often associated with grammar learning. Participants
appreciated the chance to learn collaboratively and described the games as “fun” and
“challenging in a positive way.” Some learners also mentioned that the variety of game
formats kept them interested and helped maintain their focus during lessons.

Overall, the data indicated that gamified grammar instruction not only led to improved
test performance but also enhanced learner motivation and engagement, which are critical
factors in successful language acquisition.

Discussion

The findings of this study underscore the effectiveness of gamifying grammar
instruction in enhancing both learners’ grammatical accuracy and their motivation. The
significantly greater improvement in post-test scores for the experimental group compared to
the control group suggests that integrating quizzes and games into grammar lessons can lead
to measurable learning gains. This aligns well with existing research that highlights the
positive impact of gamified learning environments on language acquisition, particularly in
terms of engagement and knowledge retention.

One key factor contributing to the success of the gamified approach appears to be the
immediate feedback provided by platforms like Kahoot! and Quizlet. This instant response
mechanism helps learners quickly identify and correct errors, reinforcing correct grammatical
forms and preventing the consolidation oi m;stakes. Additionally, the competitive yet
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supportive nature of quizzes and classroom games seems to foster a motivational
climate where learners are encouraged to take risks and learn from errors without the fear of
negative judgment. This likely reduces the anxiety that often accompanies traditional
grammar learning, which was corroborated by learners’ self-reports during focus group
interviews.

Furthermore, the variety of interactive game formats helped maintain learner interest
and engagement over time. By moving beyond repetitive drills and incorporating sentence-
building competitions and role-playing activities, the gamified instruction provided
opportunities for contextualized grammar practice, which is crucial for the transfer of
knowledge to real-world communication. The collaborative aspect of many games also
promoted peer learning, allowing learners to negotiate meaning and support each other’s
understanding, consistent with sociocultural theories of language development.

However, while the results are promising, the study has limitations that must be
considered. The intervention spanned only eight weeks, and it remains to be seen whether the
observed gains are sustainable over the long term. Additionally, the study focused on
intermediate learners, so the effectiveness of gamified grammar instruction for beginners or
advanced learners requires further exploration. The balance between fun and educational
rigor also needs careful attention; overly game-like activities risk overshadowing learning
goals, while overly challenging games may discourage participation.

Future research should investigate how different game designs and difficulty levels
impact diverse learner populations, as well as explore the integration of gamification with
other instructional approaches. Overall, this study contributes to a growing body of evidence
supporting gamification as a valuable tool for making grammar learning both effective and
enjoyable.

Conclusion

Gamification offers a promising approach to improving English grammar learning by
making the process more engaging and interactive. Quizzes and games not only enhance
motivation but also lead to measurable improvements in grammatical accuracy. Educators
should consider integrating gamified elements thoughtfully to maximize both learner
enjoyment and educational outcomes.
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