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Abstract

This research paper focuses on creating new and innovative ways to gamify grammar
instruction to promote student engagement and learning outcomes in the age of digital
imperialism. However, traditional methods of teaching grammar often result in a lack of
student engagement and stress. Gamification is the integration of competition, rewards, or
immersive storytelling into grammar lessons, where the technique can be used to enhance
grammar lessons as a way to motivate and retain students. The purpose of this paper is to
review the existing literature on gamification in education, review different gamified tools
and platforms, and provide case studies that show successful implementation in different
educational contexts. Further, it discusses the issues and limitations of gamifying grammar
and the related issues and technological barriers to gamification. Overall, this study
recommends integrating gamified approaches to grammar instruction and theorising that
gamification can change the grammar instruction process into a more engaging and
entertaining business for students.

Keywords: Self-Determination Theory (SDT), artificial intelligence (Al), Virtual Reality (VR),
Augmented Reality (AR), Longitudinal Studies, etc.
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the related issues and the technological
barriers to the gamification. Overall, this
study recommends integrating gamified
approaches to grammar instruction and
theorising that gamification can change the
grammar instruction process into a more
engaging and entertaining affair for
students.

LITERATURE REVIEW

Description of Existing Research on the
Use of Gamification in Education:

Trends in gamification:

Over the past decade, there has been an
increased proliferation of research on
gamification in education, based on which
key findings have surfaced. According to
research, gamification can significantly
improve students’ engagement, motivation,
and learning outcomes. For example,
Deterding et al. (2011) defined gamification
as the application of game design elements
out of digital entertainment contexts, where
the result is an increased level of
participation and a more pleasant learning
experience. Based on a recent meta-analysis
(2016),

gamified learning environments tend to

performed by Hamari et al.
increase student satisfaction and academic
performance, as opposed to the traditional
method of instruction. Reviewing trends in
gamification research, such as intrinsic
motivation, is detected as the most
important, with its elements of autonomy,
mastery, and purpose acting as important
devices for creating a favourable learning
due to the

environment.  Moreover,
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integration of social elements (e.g.

leaderboards and collaborative challenges),

it has been demonstrated that peer

interaction and competition increase

students’ motivation to interact with the

material.

Several theoretical frameworks have
underpinned  the  effectiveness  of
gamification in education. Self-

Determination Theory (SDT) posits that
individuals are motivated by the fulfilment
of
autonomy,
(Deci and Ryan 2000). Strategies that are

three basic psychological needs:

competence, and relatedness
broadcast to gamify traditional physical
fitness training can serve as motivation for
increasing the overall average of motivation
and engagement. Further, according to the
Flow Theory by Csikszentmihalyi (1990),
an activity full of challenge and an
appropriate skill level results in optimal
learning. Such a state of flow can be
achieved by students during learning
activities if it is embedded in gamified
elements.

Studies of Grammar Instruction:
Traditional Vs. New Approaches:

The of

instruction, based on direct

usual  practice grammar
instruction,
worksheets, and drills, often results in
passive learning by students and minimal
engagement. Truscott (1996) argued that
these approaches may not successfully
the retention  of

permit long-term
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grammatical concepts. In this case, methods
of communicative language teaching and
task-based learning promote the use of
grammar in construction, thus allowing
students to attain a better understanding of
its practical application. They indicate that
these innovative approaches lead to
improved student outcomes, for example, as
they promote critical thinking skills and
active learning and enable better student-to-
teacher role models.
Technology in Teaching of Grammar:

Technology integration in grammar
instruction has created an exciting new
opportunity to improve students’ learning
experience. Interactive grammar games,
grammar quizzes, and grammar apps
facilitate students’ immediate feedback on
their puzzles and give them opportunities to
practice and improve their understanding.
Technology may be able to deliver us from
one size fits all dilemmas and creates a
personalised learning experience for our
students to learn at their own pace (Godwin
Jones, 2018). In addition, technology can
create collaborative learning environments
that allow students to perform peer reviews
and group work that adds to the content of
grammatical concepts.
Case Studies of Gamified Grammar
Instructions

The successful implementation of

gamified grammar instruction has been
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documented in several case studies (oliver,
2010; glnstar et al, 2011). For instance,
Kapp (2012)

gamification in a high school English class

examined the wuse of

by having students play a grammar-based
game in which the challenges they
complete to earn points and badges. These
results showed that student engagement was
significantly increased and grammar test
scores increased significantly. A case study
performed by Lee and Hammer (2011) in a
university context showed evidence that
combining gamified elements, such as role-
play and competitive quizzes, increased
student motivation and collaboration.

As successful as gamified grammar
instruction, documented challenges in
implementing this type of instruction have
also been well documented. This can be one
of the common issues: the potential of
turning into a subject of too much
competition, making students feel anxious
because they might have to do things that
they are not ready for. Dominguez et al.
(2013) found that competition could be an
empowering factor; however, it is crucial to
support the creation of a learning
environment. Moreover, educators may
have trouble matching gamified activities
with curriculum standards and assessment
procedures. The lessons learned from these
challenges show that there are specific steps

that must be taken to design gamified
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grammar instruction that will not alienate
students. In brief, the existing literature
indicates that gamification has much to
offer in the enhancement of grammar
instruction by offering fresh approaches to
student engagement and the improvement
of learning. Careful implementation of a
gamified learning environment must be
considered to maximise the benefits offered
by these types of environments.
Theoretical Framework:

According to constructivism, the
learner constructs his or her understanding
and knowledge of the world through
and reflections those

experiences on

experiences. According to this theory,
active involvement of a learner in the

learning process is significant in the

gamification context. Challenges and
quests, or gamified elements, give learners
something to reach for and help get them
going; they are encouraged to experiment
and use their knowledge in a simulated
environment, which allows for deeper
learning. According to Kolb, Experiential
Learning involves a process by which a
person gains knowledge as a result of
intervening in their experience. This theory
fits in with the idea of gamification,
because it offers learners the ability to learn
by doing. For example, learners can be
immersed in real-world scenarios through

simulations and role-playing games in
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which they develop problem-solving skills

and critical thinking skills.

Motivation Theories:
Self (SDT)
created by Deci and Ryan focuses on the

Determination  Theory

learning being done by way of both

intrinsic and extrinsic motivation.

According to the SDT, individuals are
motivated by three basic psychological
needs: and

autonomy, competence,

relatedness.  Gamification may foster
learners’ intrinsic motivation by delivering
choices (autonomy) and showcasing learner
skills

(relatedness) in the form of collaborative

(competence) and interaction

tasks and leaderboards. In addition,
gamified components such as badges,
levels, and achievements can work as
extrinsic motivators which help learners
stay involved with the content and continue
learning.
Immediate Feedback Mechanisms.
Feedback is never a replacement for the
learning process; rather, it is important to
help learners understand how they are
progressing as well as where they need to
improve. Immediate feedback mechanisms
found in gamification, such as instant
the learner’s

notifications of whether

answer is correct or incorrect, allow
learners to adjust their strategies in real
time. The immediacy of this increases the

learning experience because it reinforces
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the correct behaviours and directs learners
towards better performance.

In gamification, the progress bars,
scores, and level visually represent the
learner’s achievement, which provides
more reason for the learner to continue
interacting with the content. This study
explored the effects of rewards on
motivation and engagement. Intrinsic and
extrinsic rewards have a significant impact
on motivation and engagement in learning.
Intrinsically, extrinsic rewards like points,
badges and certificates, act as motivators
which encourage learners to finish tasks
and reach certain goals. However,
reminders of motivational benefits should
not neglect what propels learners to move
forward  with  intrinsic  motivators.
Extrinsically rewarding people to be
engaged with material can spark initial
interest, but ultimately what will sustain
engagement is intrinsic motivation — a
feeling that learning is important. Thus, the
best gamification strategies need to couple
extrinsic motivators with a variety of
intrinsic rewards to achieve an overall
learning experience.

In short, gamification in learning theory
is built on constructivist and experiential
learning theories coupled with motivation
theory (Self-Determination Theory). This
illustrates the significance of immediate
feedback

mechanisms  and reward
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conditions for increasing learner motivation
and engagement. Understanding these
theoretical ~ underpinnings can  help
educators and instructional designers to
design more effective gamified learning
experiences that enable deeper learning and
long-term engagement. Such a framework
can be seen as a basis for further work and
implementation  of  gamification in
educational settings, both from the
psychological perspective of learning and
from the practical point of view of the
implementation of gamified elements.
Gamification Strategies for Grammar
Instruction:

A growing number of apps and platforms
employ gamification to develop grammar
instructions. Here are a few notable
examples:

Kahoot! This is a game-based learning
platform that allows educators to create
games and quizzes. In the classroom,
grammar is widely used as one of the best
subjects. It creates custom quizzes that can
contain grammar questions, provide real-
time feedback, and be on a leaderboard.
Quizlet: The study tool allows users to
create flashcards and quizzes. It contains
different game modes for learning that are
more enjoyable. You can track progress,
flashcards, matching games, etc. Students
are encouraged to collaborate with Quizlet

Live.
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Grammarly: This is an additional feature
exclusive to Grammarly is the gamification
of the entire writing process by making
suggestions and giving feedback on the
spot. It sets writing goals, performance
status, and personalised feedback to help
users improve their grammar skills. These
tools often include features that enhance
grammatical learning. Students receive
instant corrections and explanations of
mistakes, which encourages them to learn
by showing them how well they are doing
over time on many platforms. It has
Interactive Elements, such as quizzes and
games, that ensure that students stay
engaged in learning something that does not
feel like work. The content can be
personalised by teachers to suit where
students are on particular grammar rules or

challenges.

Gamification of grammatical activities:

Gamified grammar activities can be
designed to include both competition and
collaboration.

Team Quizzes: Assign students to teams,
and have the students compete in grammar
quizzes via Kahoot! Or Quizlet. It promotes
collaboration in a team and prompt a
competition morale.

Grammar Challenges: Students create
grammar challenges that force student

collaboration to solve grammar puzzles or
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complete tasks; points are awarded for
correct answers.

Effective Gamified Grammar Exercises:

Here are a few examples of gamified
grammar exercises:

Grammar Relay Races:

It establishes various stations dedicated
to different grammar tasks (for example
completing part of speech identification,
and sentence correction). Students compete
to complete each station in both speed and
accuracy.

Role-Playing Games (RPGs): it comes
up with a story where the students will
move through the game only with correct
grammar. Let’s say their characters are
those of a fantasy world and they need to
solve grammar related quests to go further.

Connecting Story Telling and narrative
elements: Integrating storytelling into
grammar instruction can provide context
and make learning more relevant.

Narrative Context: It uses stories that
include some specific grammar rule. For
instance, if your story is about a detective,
you can use past tense verbs in it and let
your students see all the rules in action.

Character Development: It  writes
characters who lexically differ in grammar
rules (e.g., a preposition terrorist who
strictly follows the comma grammar) For
example, having students ‘visit’ the facts
once a week and relate them, is a way to
remember the

help students rules by
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association.  Engaging  Students by
increasing immersive experiences can
significantly enhance students’

engagement, like interactive storytelling.
Focus on grammar while asking students to
use platforms where they create their own
stories. They can write a collaborative story
whereby each student has to write a
sentence with correct grammar.

Virtual Reality (VR) Experiences:

When resources are possible, V. R. can
be employed to produce immersive
environments in which students practise
grammar in context — e.g. they have to
answer a set of grammar questions in order
to unlock new locations in a virtual world.
Thus, Gamification strategies for grammar
instruction can make it all engaging and fun
and largely affect the learning outcomes.
Game based learning tools can be utilised,
designing  competitive as well as
collaborative activities to incorporate the
elements of storytelling to make the
learning environment of grammar both
dynamic yet effective. In addition to
making  grammar  instruction  more
enjoyable, these strategies enhance student
retention of grammar rules by learning
grammar interactively and contextually.
Benefits of Gamifying Grammar:

Here, we describe techniques to gamify
an  educational  experience,  which

effectively holds student interest.

Definition Gamification means
integrating the game element within the
educational activities. However, they can
do things like point scoring, leaderboards,
challenges and rewards. These components
bring about the integration of grammar
lessons because it makes the lessons

interactive and fun.

Interactive Learning: In a game like
environment, students are more likely to
participate actively. This interactivity may
help students to become more acquainted
with grammar concepts.

Immediate Feedback: Typically, gamified
activities give students instant feedback so
that they can see exactly where they fall,
and what mistakes they've made, in real
time. Immediate reinforcement can ensure
students will continue to try to better
themselves.

The Role of Fun in Learning: Gamification
is not complete without fun. If students are
having fun learning, they are likely to
invest more with the material.

Intrinsic Motivation: Unmotivated students
can be encouraged to participate in fun
activities that foster intrinsic motivation,
when students do the work for the sake of
doing it — because they enjoy it — not
because they’re driven by external rewards.
The most prominent issues with that are if
the student put solely grammatical focus
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and not critical attention to tone, the child
can find writing tedious and mundane, and
this can lead to a more shallow and fleeting
interest in grammar.

Reduced Boredom: Sometimes, traditional
grammar instruction is boring. Gamification
brings variety, excitement as lessons
become more appealing less tedious.
Improved Learning Outcomes:

This results in an enhanced retention of
grammar rules, as distinguished from
earlier rules learned by children. Students
very much do not ‘get’ grammar rules and
importantly for those not native speakers of
English, receptive memory of these often
becomes non-existent if not closed down.
Repetition in a Fun Context: Reteaching
grammar in fun context will help students
with repetition and will improve retention.
For example, if you have a quiz game that
can make your students apply grammar
rules, then it becomes learning.

Active Participation: Games are more likely
to help students remember when students
are actively participating in their learning as
part of the game. Through this active
engagement, the kids get some solid ground
in  grammar  concepts. It  Builds
Development of Critical Thinking and
Problem-Solving skills. The vast majority
of gamified activities requires students to
think critically and solve problems.
Strategic Thinking: Strategy around games

require students to think ahead and make
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various decisions based off of what they
learn the grammar rules. It can teach them
to think critically.

Real-World Application: Solving grammar
challenges in a game allows the students to
see how they apply it in real situations and
can deepen their knowledge while
encouraging them to think critically about
language use. There are also three Cs to
positive learning environment.

In addition, the three Cs of positive learning
environment are.

Organising a Sense of Community for
Learners:

By use of gamification a collaborative
learning environment can be created.
Team-Based Activities: A lot of grammar
lessons make use of gamification, and many
of these rely on teamwork, which makes a
fun and collaborative experience for the
Part of the communities can

their

students.

provide a better experience to
learning.

Shared Goals: By collaborating in a game
for a common goal, students are building
relationships and supporting each other
along the way, which makes for a much
nicer feeling classroom.

Anxiety  Reduction of Grammar
Learning:

Many students get anxious about grammar.
This stress can easily be relieved by
gamification. We can use Low-Stakes

Environment, that means the mistakes made
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in games happen, in a low stakes’
environment where it’s a part of the
learning process. This can help to free
students from the fear of failure common in
most grammar lessons. Students are
motivated in a gamified setting and can
look at each other’s successes and build off
of each other’s achievements, also reducing
the negativity associated with the anxiety
that students may have about their grammar
skills.

To sum this up, gamification of grammar
instruction carries a lot of benefits like
increased student interest and motivation,
better learning results and a positive
students

atmosphere  for learning.

Interactive and pleasurable grammar
lessons cultivate interest in the language
and spell bound to better understand the
rules of grammar. How it makes learning
fun: Although this approach to learning is a
chance to have fun, it’s also a chance to
learn which skills that go far beyond the
When

gamification methods, students will have

classroom. teachers  introduce
something interesting and useful to learn
grammar.

Challenges and Limitations:
Overemphasis on Competition
Gamification often introduces competitive
elements, such as leaderboards and rewards,

which can lead to several issues:
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Negative Impact on Collaboration: Students
competing against each other don’t know
their peers as well and may be less inclined
to collaborate and share knowledge. But, it
may contribute to making classroom a
hostile place for learning as students focus
more on doing better than their peers, rather
than learning together.

Stress and Anxiety: Those students who
might not fit well in a competitive
atmosphere end up under pressure to
perform and the stress and anxiety can
mount. It can take so much away from the
experience.

Illustration: Imagine students being ranked
according to a gamified quiz. However,
some students can wind up thriving, some
can feel demotivated and disengaged, and
the classroom can wind up divided.

Risk of Superficial Learning:

Gamification can sometimes encourage a
focus on short-term rewards rather than
deep understanding.

Surface-Level Engagement: Content may
be merely consumed for points or badges,
not to learn. If a person does not have a
deep interest or intrigue, they may not
retain and put that knowledge into practise.
Misalignment with Learning Objectives:
Student will also spend more time focusing
on the game mechanics than real learning,
if the gamified elements are not in accord
with educational goals.

https://jurnal.umsrappang.ac.id/laogi/index
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Illustration: For example, suppose students
get points for taking quizzes quickly. If
they do not restudy, they will rush through
the material, never really grasping the
concepts and eventually leaving gaps in
their knowledge.

Technological Barriers:

Not all students have equal access to
technology, which can create disparities in
learning opportunities.

Digital Divide: Also, students from low
income backgrounds might not be able to
attend devices or a steady internet which
means they can’t take part in gamified
learning experiences.

Inequitable Learning Environments: In
areas that are underfunded schools may
struggle to afford technology resulting in
inequality across the education process.
[llustration: Imagine a classroom where
some children can access a tablet and have
the internet but others complete the
homework on old computers or with no
access at home. This discrepancy may hold
us back from being collaborative learners
and engaged.

Teacher Training and Preparedness is a key
to eventual success.

Effective implementation of gamification
requires teachers to be well-trained.

Lack of Training: Another problem is that
had

adequate gamification strategy training or

many educators either have not
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that have not designed an effective or well-
designed gamified experience.

Resistance to Change: There will be some
teachers who are reluctant to take up the
new technologies or new methods,
preferring to stick to the traditional way of
teaching with which he or she is more
comfortable.

Illustration: Consider a teacher who knows
he or she likes gamification, but doesn’t
know how to make it happen. This may
lead to developing a gamified lesson that
achieves just the opposite of wanting to
achieve.

Balancing Gaming System with Standard

Instruction
While gamification can enhance
engagement, it must not overshadow

essential educational content.

Focus on Skills Development: The fact that
gamified activities shouldn’t turn a blind
eye against core skills like grammar and
writing, which are necessary to excel
academically cannot be overemphasised.
with The

to

Integration Curriculum:
gamification should be added on
traditional instruction, still making sure all
needed content is taught.

Illustration: For instance, imagine a
language arts lesson being gamified and is
full of game mechanics but devoid of
grammar instruction. If you’ll allow me to
make this blanket statement...students may

enjoy the game but hate writing. This report
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covers addressing diverse learning needs.
Students have varying learning styles and
needs, which can be challenging to
accommodate in a gamified environment:

One-Size-Fits-All

students may find well in gamified

Approach: Not all

instructional environment, this especially
includes students with learning disabilities
or different learning preferences.

Need for Differentiation: There has to be
ways in which teachers have to differentiate
gamified activities to allow each student to
benefit from the learning experience.
Illustration: While students learn math in a
gamified lesson, some may do better with
visual aids and interactive elements and
others who may need normal approaches
that will help them understand math. It is
not always easy to strike a balance among
these two needs.

Thus, Gamification holds a lot of
promise for improving learners’
experiences but it’s important to bear in
mind its challenges and limitations. To
ensure a better, more inclusive learning
space, then, educators should address
problems, such as competition, superficial
learning, technological barriers, and the
need to balance traditional instruction. Used
to summarise the challenge and limitations
associated with that technology. An
emphasis on Competition can stress, and

anxiety as well as limit collaboration of

Laogi: English Language Journal e-I1SSN: 2745-9233

students.  Frequent Reward  Might
Encourage Superficial Learning Focus on
rewards might push the learner to forget
some important points Fetch Rewards is a
cash back app, so just by scanning your
store receipts, you can earn
Mobile

services can bhe

cash...Downloads to Phones
Information  and
downloaded onto mobile phones if
appropriate. Lack of training may result in a
poor gamification implementation by
teachers. Certainly, Gamification Should
not take over from Essential Skills
Development. Differentiated Instruction
Differently: Addressing Diverse Learning
Needs Type of Instruction Differentiation in
addressing the diverse learning
nondetective elements, such as leaderboards
and rewards, which can lead to several
issues:

Negative Impact on Collaboration: When
students are focused on competing against
each other, they may be less inclined to
collaborate and share knowledge. This can
create a hostile learning environment where
students are more concerned about
outperforming their peers than learning
together.

Stress and Anxiety: The pressure to
perform can lead to increased stress and
anxiety among students, particularly those

who may not excel in competitive settings.

https://jurnal.umsrappang.ac.id/laogi/index
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This can detract from the overall learning
experience.

[llustration: Imagine a classroom where
students are ranked based on their
performance in a gamified quiz. While
some students thrive, others may feel
demotivated and disengaged, leading to a
divide in the classroom.

Risk of Superficial Learning

Gamification can sometimes encourage a
focus on short-term rewards rather than
deep understanding.

Surface-Level Engagement: Students may
engage with content just to earn points or
badges, rather than truly understanding the
material. This can lead to a lack of retention
and application of knowledge.
Misalignment with Learning Objectives: If
the gamified elements do not align with
educational goals, students may prioritize
game mechanics over actual learning,
resulting in superficial engagement.
[llustration: Consider a scenario where
students earn points for completing quizzes

quickly. They may rush through the

material without fully grasping the
concepts, leading to gaps in their
knowledge.

Technological Barriers:

Access to Devices and Internet

Connectivity:
Not all students have equal access to
technology, which can create disparities in

learning opportunities.
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Digital Divide: Students from low-income
backgrounds may lack access to devices or

reliable internet, limiting their ability to

participate in gamified learning
experiences.
Inequitable Learning Environments:

Schools in underfunded areas may struggle
to provide the necessary technology,
leading to unequal educational experiences.
lllustration: Picture a classroom where
some students have tablets and high-speed
internet, while others are using outdated
computers or have no access at home. This
disparity can hinder collaborative learning
and engagement.

Teacher Training and Preparedness:
Effective implementation of gamification
requires teachers to be well-trained.

Lack of Training: Many educators may not
have received

adequate training in

gamification  strategies, leading to
ineffective or poorly designed gamified
experiences.

Resistance to Change: Some teachers may
be resistant to adopting new technologies or
methods, preferring traditional teaching
approaches that they are more comfortable
with.
Illustration: Imagine a teacher who is
enthusiastic about gamification but lacks
the skills to implement it effectively. This
could result in a poorly executed gamified

lesson that fails to engage students.
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Balancing Gamification with Traditional
Instruction:
While

engagement, it must not overshadow

gamification can enhance
essential educational content.

Focus on Skills Development: It is crucial
to ensure that gamified activities do not
neglect fundamental skills, such as
grammar and writing, which are essential
for academic success.

Integration with Curriculum: Gamification
should complement traditional instruction
rather than replace it, ensuring that all
necessary content is covered.

Ilustration: Consider a gamified language
arts lesson that focuses heavily on game
mechanics  but  neglects  grammar
instruction. Students may enjoy the game
but struggle with writing skills as a result.
Addressing Diverse Learning Needs:
Students have varying learning styles and
needs, which can be challenging to
accommodate in a gamified environment:
One-Size-Fits-All Approach: Gamification
may not cater to all students, particularly
those with learning disabilities or different
learning preferences.

Need for Differentiation: Teachers must
find ways to differentiate gamified
activities to ensure that all students can
benefit from the learning experience.
[llustration: In a gamified math lesson,

some students may excel with visual aids

Laogi: English Language Journal e-I1SSN: 2745-9233

and interactive elements, while others may
require more traditional methods to grasp
the concepts. Balancing these needs can be
challenging.

While gamification has the potential to
enhance learning experiences, it is essential
to be aware of its challenges and
limitations. By addressing issues such as
competition, superficial learning,
technological barriers, and the need for
balance  with  traditional instruction,
educators can create a more effective and

inclusive learning environment.

Challenge/Limitations | Description

Can lead to
stress, anxiety,
and reduced
collaboration
among students.

Overemphasis on
Competition

Focus on
rewards may
detract from
deep
understanding of
material.

Risk of Superficial
Learning

Access to Devices and
Internet Connectivity

Digital divide
can create
inequitable
learning
opportunities.

Teacher Training and
Preparedness

Lack of training
can lead to
ineffective
implementation
of gamification.
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Ensuring Gamification
Comprehensive must not
Grammar Education overshadow

essential skills
development.

Need for
differentiation to
cater to various
learning styles
and needs.

Addressing Diverse
Learning Needs

To learn more about the long-term
impact of gamified grammar instruction for
student learning outcomes, longitudinal
studies are necessary. As these studies can
observe students over long periods, they
can observe impact gamification has on
grammar retention and application in real
world contexts. This research may also
show  whether

gamified  approaches

maintain long term improvements on
grammar skills, versus traditional methods.
It could also help pinpoint the most
important elements of gamification that
create the greatest added value in learning.

Illustration: What if we consider a study
that takes place over three years and studies
two groups of students— one using
gamified grammar instruction, the other
using traditional methods? Gamification
effectiveness could be evaluated by
researchers analysing test scores, writing
samples, and levels of student engagement.

Information can be obtained studying how
gamification works in different educational
environments. Gamification research could

analyse the gamification of different age
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groups with different cultural backgrounds
in different learning environments (for
example, urban versus rural schools). It is
used in many environments, and by
learning how gamification works in
different places, teachers are able to use
strategies that work best and are as
inclusive and efficient as possible.
Illustration: One study could be whether
gamified grammar instruction is more
effective for a suburban high school than
for an inner-city school in terms of student
engagement, achievement and teacher
feedback.
Technologies of Gamification innovation:
We see a strong application of this in
food and beverage industry where Virtual
Reality (VR) and Augmented Reality (AR)
could improve the shopping and directing
experience. VR and AR technologies can be
integrated in gamified grammar instruction
and it is exciting. Students may practise
grammar in context (for example navigating
a virtual world while using correct grammar
in order to navigate, interact with
characters, or perform tasks). With AR, the
digital information can be overlaid upon the
real world and students can interact with the
grammar concepts in a more embedded
way. For example, students could, for
example, point their devices at an object to
receive challenges or information regarding

grammar.
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lllustration: One VR  application
example would be students entering into a
virtual classroom where they interact with
avatars that offer them grammar challenges.
These challenges would be fun and
effective at learning, and if you successfully
completed them there would be new levels
or rewards.

Personalised Learning Experiences Driven
by Al

Gamified grammar instruction can be
revolutionised with the potential of artificial
intelligence (Al). We use Al to assess
student performance in real time and adapt
the difficulty of the grammatical exercises
to challenge every student at his or her
level. With Al driven systems, students will
have access to instant feedback on grammar
used so that they know what they are doing
wrong and can learn from their mistakes in
a space created by this technology that is
truly supportive.

Ilustration: There is an Al grammar app
that tracks a student's progress, and adapts
the content according to his strengths and
weaknesses. In the case where a student has
trouble with verb tenses, it could provide
gamified exercises with the specific type of
verb tenses that student has struggled with.

Thus, research and technological
innovations help open doors to gamified
grammar instruction’s future. How can we
works?

understand if  gamification
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Educators can conduct longitudinal studies,
and explore gamification in many different
educational  settings.  Moreover, the
developments in technologies such as VR,
AR, and Al can help deliver engaging and
personalized learning experiences which
can ultimately boost the effectiveness of
grammar education. Effects of Gamified
Grammar Instruction on Long Term
Learning Outcomes for longitudinal studies.
Investigate gamification in different context
and provide effective tailoring in strategies.
Immerse and interact with grammar by
using VR and AR Applications. Adaptive
paths and instant feedback for students
using Al Driven Personalised Learning
Experiences. of gamified grammar
instruction on student learning outcomes.
These studies can track students over
assess  how

extended periods to

gamification influences grammar
acquisition, retention, and application in
real-world contexts. This research could
reveal whether gamified approaches lead to
sustained improvements in grammar skills
compared to traditional methods. It may
also identify the specific elements of
gamification  that  contribute  most
significantly to learning.

Illustration: Imagine a study that follows
two groups of students over three years—
one group using gamified grammar

instruction and the other using traditional

https://jurnal.umsrappang.ac.id/laogi/index
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methods. Researchers could analyze test

scores, writing samples, and student
engagement levels to draw conclusions
about the effectiveness of gamification.
Exploration of Diverse Educational
Settings:

Investigating how gamification performs
across various educational contexts can
provide valuable insights. Research could
focus on different age groups, cultural
backgrounds, and learning environments
(e.g., urban vs. rural schools) to understand
how gamification can be tailored to meet
By

gamification works in various settings,

diverse  needs. exploring  how
educators can adapt strategies to maximize
effectiveness and inclusivity.

Illustration: A research project could
compare the effectiveness of gamified

grammar instruction in a suburban high

school versus an inner-city school,
examining factors such as student
engagement, achievement, and teacher
feedback.

Innovations in Gamification Technology:
The integration of VR and AR technologies
into gamified grammar instruction presents
exciting possibilities.

VR

environments

can create  fully  immersive

where students practice
grammar in context, such as navigating a
virtual world where they must use correct
grammar to interact with characters or

complete tasks. AR can overlay digital
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information onto the real world, allowing
students to engage with grammar concepts
in a more interactive way. For example,
students could point their devices at objects
to receive grammar-related challenges or
information.

Illustration: Consider a VR application
where students enter a virtual classroom
and interact with avatars that present

grammar challenges. Successfully
completing these challenges could unlock
new levels or rewards, making learning
both fun and effective.

Al-Driven

Experiences:

Personalized Learning
Artificial intelligence (Al) has the potential

to revolutionize  gamified grammar

instruction by providing personalized
Al
student performance in real-time and adjust

the

learning experiences. can analyze

difficulty of grammar exercises

accordingly, ensuring that each student is
challenged at their level. Al-driven systems
immediate feedback on

can provide

grammar  usage, helping  students

understand their mistakes and learn from
them in a supportive environment.
Ilustration:

Imagine an

that

Al-powered

grammar tracks a student's

app
progress and adapts the content based on
their strengths and weaknesses. If a student
struggles with verb tenses, the app could
exercises to

offer targeted gamified

reinforce that specific area.
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Thus, the future of gamified grammar

instruction  holds significant  promise

through  research  opportunities  and
technological innovations. By conducting
longitudinal studies and exploring diverse
educational settings, educators can better
understand the effectiveness of
gamification. Additionally, advancements
in VR, AR, and Al technologies can create
more engaging and personalized learning
experiences, ultimately enhancing grammar
education.

Table of Future Direction:

Thus,  gamification in  grammar
instruction is explored, both in terms of
challenges and future directions. The
findings elevate more student engagement
and motivation, but also reveals pit falls
such as, overemphasis on competition and
stereotypical learning activity. Given the
novelty of the gamified approaches being
investigated, research opportunities in form
of longitudinal studies or studies
conducting investigations across various
education contexts would be important to

assess the long-term effectiveness of these

Future Direction Description

Longitudinal Studies on Effectiveness | Assess long-term impacts of gamified grammar instruction on

learning outcomes.

Exploration of Diverse Educational
Settings

Investigate gamification across various contexts to tailor strategie
effectively.

VR and AR Applications Create immersive and interactive grammar learning experiences.

Al-Driven Personalized Learning
Experiences

Provide adaptive learning paths and immediate feedback for
students.

If we adopt these future directions as
educators, we can make necessary use of
gamification as a vehicle to maximise the
benefits of it in enhancing grammar
instruction and in providing an environment
that is more engaging and effective in
learning.

Conclusion:
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approaches. Furthermore, by innovation on
technology like VR, AR, and Al, there is an
opportunity to develop immersive and
custom learning experiences.

The findings highlight the need to use
gamification in the grammar instruction
with good intention for the educators and
curriculum  developers. In  balancing
gamified elements with traditional teaching

methods while attempting to impart all the

https://jurnal.umsrappang.ac.id/laogi/index
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required skills it is essential to ensure that
the end product isn’t one sided, where some
skills get all the glory while others get left
out. In addition, it is important for
educators to know the needs of their
students and to game their students so that
the games include everyone regardless of
the learning style of the students.
Additionally, as new skill sets are
developed, teachers will continue to learn
and practice new gamification strategies
with current and future implementations.
Reviewing the future, it is important for
educators and curriculum developers to
accept gamification as a helpful device in
grammar showing. With focused research,
the use of technological innovation, and the
development of supplementary
collaboration amongst teachers, together we
can create exciting and successful learning
environments to  improve  grammar
education. We need to act responsibly and
strategically to provide startups with the
best opportunities to implement interesting

features like gamification.

References:

1. 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: Envisioning future media

88

environments (pp. 9-15).
ACM. https://dl.acm.org/doi/10.1145/
2181037.2181040

Hamari, J., Kolvisto, J., & Sarsa, H.
(2016). Does gamification work?--a
literature review of empirical studies
on gamification. In 2014 47th Hawaii
international conference on system
sciences (pp. 3025-3034).

IEEE. https://ieeexplore.ieee.org/docu
ment/6758978

Deci, E. L., & Ryan, R. M.

(2000). The "what" and "why" of goal
pursuits: Human needs and the self-
determination of

behavior. Psychological Inquiry,
11(4), 227-

268. https://www.jstor.org/stable/1449
618

Csikszentmihalyi, M. (1990). Flow:
The psychology of optimal experience.
Harper & Row.

. Truscott, J. (1996). The case against

grammar correction in L2 writing
classes. Language Learning, 46(2),
327-

369. https://onlinelibrary.wiley.com/do
i/abs/10.1111/j.1467-
1770.1996.tb01238.x

Godwin-Jones, R. (2018). Emerging

technologies: Language learning and


https://dl.acm.org/doi/10.1145/2181037.2181040
https://dl.acm.org/doi/10.1145/2181037.2181040
https://ieeexplore.ieee.org/document/6758978
https://ieeexplore.ieee.org/document/6758978
https://www.jstor.org/stable/1449618
https://www.jstor.org/stable/1449618
https://onlinelibrary.wiley.com/doi/abs/10.1111/j.1467-1770.1996.tb01238.x
https://onlinelibrary.wiley.com/doi/abs/10.1111/j.1467-1770.1996.tb01238.x
https://onlinelibrary.wiley.com/doi/abs/10.1111/j.1467-1770.1996.tb01238.x

SEMANTICS IN DIGITAL COMMUNICATION: AN ANALYSIS OF TEXT MESSAGE
USAGE IN CLASS GROUPS BY GENERATION Z IN HIGHER EDUCATION

Nila Kencana
technology: A review of the
literature. Language Learning &
Technology, 22(1), 1-
10. http:/lit.msu.edu/vol22numi/emer

ging.pdf

7. Kapp, K. M. (2012). Gamification:
Separating fact from fiction. TD
Magazine, 66(4), 64-

68. https://www.td.org/magazines/td/t
d-archive/2012/04/gamification-

separating-fact-from-fiction

8. Lee, J.J., & Hammer, J.
(2011). Gamification in education:
What, how, why bother? Academic
Exchange Quarterly, 15(2), 1-
5. http://www.rapidintake.com/academ

icexchange/

9. Dominguez, A., Saenz-de-Navarrete,
J., de-Marcos, L., Fernandez-Sanz,
L., & Pages, C. (2013). Gamification
applied to education: Scoping
study. Computers in Human Behavior,
29(2), 646-
654. https://www.sciencedirect.com/sc
ience/article/pii/S0747563212002000

Laogi: English Language Journal e-I1SSN: 2745-9233 https://jurnal.umsrappang.ac.id/laogi/index


https://jurnal.umsrappang.ac.id/laogi/index
http://llt.msu.edu/vol22num1/emerging.pdf
http://llt.msu.edu/vol22num1/emerging.pdf
https://www.td.org/magazines/td/td-archive/2012/04/gamification-separating-fact-from-fiction
https://www.td.org/magazines/td/td-archive/2012/04/gamification-separating-fact-from-fiction
https://www.td.org/magazines/td/td-archive/2012/04/gamification-separating-fact-from-fiction
http://www.rapidintake.com/academicexchange/
http://www.rapidintake.com/academicexchange/
https://www.sciencedirect.com/science/article/pii/S0747563212002000
https://www.sciencedirect.com/science/article/pii/S0747563212002000

