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Teaching English grammar has long been a topic of debate between
meaning-focused and form-focused approaches. Traditional grammar instruction
focused on discrete-point teaching, often presenting rules explicitly and then
practicing them through drills. By contrast, meaning-focused instruction prioritizes
communicative activities and exposure to comprehensible input, sometimes
minimizing explicit grammar teaching (Storch, 2018). Storch notes that “a
meaning-focused approach is based on the premise that there is little or no benefit
in directing learners’ attention to form and its proponents argue that exposure to
comprehensible input is sufficient for L2 learning and that grammar will take care
of itself” (p. 1). However, empirical evidence suggests that learners without explicit
grammar support often fail to reach high levels of accuracy, which has renewed
interest in hybrid approaches combining both meaning and form (Storch,
2018).Recent studies show that explicit grammar instruction can support learners’
ability to notice and understand structures they already use spontaneously.
Scheffler and Cinciata (2011) found that “learners were able to identify and explain
the grammar rules that accounted for their own accurate L2 performance...
[showing that] explicit grammar rules can, in an indirect way, contribute to SLA”
(p. 14). This supports pedagogical models that integrate communicative practice
with explicit focus on grammar forms. Gamification has emerged as one innovative
way to implement this integrated model. Gamification refers to the application of
game design elements—such as points, badges, leaderboards, and challenges—in
non-game contexts like language learning. By increasing motivation and
engagement, gamification can support noticing, form-focused practice, and

repeated exposure to target structures. Technology, particularly digital platforms,
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has expanded these possibilities by allowing teachers to create interactive grammar
tasks, simulations, and collaborative challenges (Bikowski, 2018). Bikowski
explains that “grammar teaching with technology offers unique challenges as well
as opportunities... [enabling] innovative grammar tasks that are fully integrated
into the course and use intelligent and interactive technologies™ (p. 2).
Opportunities of Gamification in Grammar Teaching Gamification has
the potential to address one of the main challenges in grammar instruction:
maintaining learner motivation while focusing on form. Traditional drills are often
repetitive and uninspiring, leading to limited engagement. In contrast, gamified
grammar activities leverage elements such as points, badges, leaderboards, levels,
and interactive challenges to create an enjoyable learning environment. By
applying game design principles, teachers can transform grammar practice from a
mechanical task into an engaging learning experience that encourages persistence
and self-directed study.One key opportunity lies in aligning gamified tasks with
form-focused instruction (FFI). Storch (2018) highlights that FFI involves “some
attention to form in the L2 class... [either] reactive or proactive... explicit, and
implicit attention to form” (p. 3). Gamification allows teachers to create interactive
tasks that embed grammar instruction within meaningful activities, such as solving
puzzles or participating in collaborative language games, thus combining attention
to form with communicative practice.Technology further enhances these
opportunities. Bikowski (2018) explains that technology enables “innovative
grammar tasks that are fully integrated into the course and use intelligent and
interactive technologies” (p. 2). For example, teachers can design gamified online
modules using tools like learning management systems (LMS), quiz-based
platforms, or even virtual reality environments to provide immediate feedback and
adaptive practice. These tools can support both explicit grammar instruction and
implicit learning through contextualized tasks, aligning with the shift toward
communicative competence and digital literacy in language teaching.Gamification
also supports learner autonomy and noticing, key concepts in second language

acquisition. Scheffler and Cinciata (2011) argue that explicit grammar rules “may
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lead to learners being able to notice the structures that exemplify these rules in the
input... [which] is necessary for implicit language development” (p. 15). Gamified
tasks, by requiring learners to apply rules actively to solve challenges, encourage
deeper noticing of forms in use. Moreover, gamified platforms can integrate
corpus-informed materials to improve contextualized grammar use. Conrad
(2016) emphasizes that corpus linguistics helps teachers “make content and
practice more consistent with realistic language use and more targeted to their
students’ needs if they integrate corpus linguistics into their teaching” (p. 39). A
gamified activity using corpus-based examples (e.g., most frequent verb structures
or authentic sentence contexts) allows learners to practice grammar patterns that
are not only accurate but also contextually appropriate.

Limitations and Challenges of Gamification Despite its potential,
gamification in grammar teaching is not without limitations. One key issue is that
gamified environments may overemphasize extrinsic motivation—such as points
and badges—rather than promoting intrinsic motivation and genuine language
engagement. When learners focus primarily on rewards, their engagement may
decrease once those rewards are removed, raising questions about the long-term
effectiveness of gamification. Another limitation concerns the depth of grammar
knowledge acquired. Storch (2018) notes that meaning-focused instruction alone
often fails to produce high levels of grammatical accuracy and that some explicit
attention to form is necessary (p. 1). While gamification can integrate form-focused
tasks, there is a risk that game elements could prioritize speed and competition over
careful attention to grammatical accuracy. If poorly designed, gamified tasks might
encourage superficial participation, where learners focus on “winning the game”
rather than internalizing grammar rules.Technological limitations also present
challenges. Bikowski (2018) highlights that teachers face “a growing number of
choices... [and] quickly-changing technologies to meet the specific needs of their
students and the curriculum” (p. 4). Teachers may lack the training or resources to
implement gamified tools effectively, leading to a mismatch between pedagogy and

technology. Furthermore, access to digital tools is uneven; some learners may lack
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devices or reliable internet, reducing the inclusivity of gamified learning
approaches. These limitations indicate that gamification, while powerful, is not a
universal solution. It requires thoughtful integration with explicit grammar
instruction, contextually relevant content, and equitable access to technology to
avoid superficial learning and disengagement.

Recommendations for Practice:

1. Integrate explicit and implicit approaches: Gamified tasks should
combine explicit grammar explanations with communicative practice to support
both noticing and automatization of forms.

2. Use authentic data: Incorporate corpus-informed examples to ensure
that grammar practice reflects actual language use (Conrad, 2016).

3. Prioritize meaningful engagement: Focus on meaningful tasks that
foster intrinsic motivation and contextualized grammar learning rather than relying
solely on competitive elements.

4. Ensure technological readiness: Provide teacher training and
equitable access to digital tools to support effective implementation (Bikowski,
2018).

5. Monitor cognitive load: Design gamified tasks that are user-friendly
and do not overwhelm learners with complex gameplay mechanics.

In conclusion, gamification in English grammar teaching offers significant
opportunities but must be implemented with careful pedagogical and technological
planning. When aligned with evidence-based grammar instruction strategies and
authentic language data, gamification can enhance engagement, deepen
understanding, and promote effective grammar learning in English language
classrooms.
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