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					Abstract  

					Grammar instruction remains a core yet challenging component of ESL/EFL education, as  

					traditional approaches often yield low engagement and limited long-term retention. This study  

					aimed to examine the impact of educational games on grammar learning outcomes in ESL/EFL  

					contexts by analyzing their effects on learners’ grammatical accuracy, retention, and engagement,  

					and by identifying the pedagogical conditions and game design features that enhance  

					effectiveness across educational levels. A systematic exploratory review was conducted  

					following Manchado Garabito et al.’s framework and PRISMA guidelines, synthesizing n peer-  

					reviewed empirical studies published between 2022 and 2024 and indexed in major databases.  

					Data were extracted and analyzed thematically across study designs, populations, game types,  

					and outcomes. The results indicate that educational games consistently improve grammatical  

					accuracy and learner engagement, while effects on retention are positive but more context-  

					1 Universidad Técnica Estatal de Quevedo, Ecuador  

					2 Universidad Técnica Estatal de Quevedo, Ecuador  

					3 Universidad Técnica Estatal de Quevedo, Ecuador  

					4 Universidad Estatal del Sur de Manabí, Ecuador  

					5 Universidad Estatal del Sur Manabí, Ecuador.  

					415  

					[bookmark: 1_0] 
					[bookmark: 1_1] 
					[bookmark: 1_2] 
					[bookmark: 1_3] 
					[bookmark: 1_4] 
				

			

		

		
			
				
					
				
			

			
				
					The impact of educational games on grammar learning in ESL/EFL contexts  

					Kevin Larry Rivas Mendoza  

					Tito Yovanny Indacochea Rodríguez  

					Gary Nelson Bazurto Bravo  

					Tania Maricela Macías Parrales  

					Marlon Rubén Barcia Moreira  

					Volumen: 9  

					Nro. 2  

					Año: 2026  

					Recepción: 10-11-2025 / Revisión: 10-12-2025/ Aprobación:30-01-2026 / Publicación: 27-02-2026  

					dependent. Strong outcomes are associated with goal-oriented, rule-based, feedback-rich games  

					integrated into teacher-guided instruction. The study concludes that educational games constitute  

					an effective complement to grammar instruction when pedagogically aligned and thoughtfully  

					designed, offering practical guidance for curriculum design and directions for future research on  

					sustainable grammar learning.  

					Resumen  

					La enseñanza de la gramática sigue siendo un componente clave pero desafiante en la educación  

					en registros de ESL/EFL ya que los enfoques convencionales conducen a bajos niveles de  

					compromiso con el estudiante y una retención mínima a largo plazo. Este trabajo estudia la  

					influencia de los juegos educativos en el aprendizaje gramatical en términos de precisión  

					lingüística, retención y nivel de participación de los alumnos. Se realizó una revisión sistemática  

					exploratoria siguiendo el método de Manchado Garabito et al. y las directrices PRISMA. Esta  

					revisión comprendió n estudios empíricos revisados por pares, publicados entre 2022 y 2024 en  

					bases de datos académicas reconocidas. Los resultados indican que los juegos educativos  

					conllevan significativas mejoras en la precisión gramatical y el compromiso del estudiante,  

					mientras que, en relación a la retención, aunque los resultados son igualmente positivos, estos se  

					ven más influenciados por el contexto educativo y el modo de ejecución que por cualquier otro  

					factor. Además, se observó que el mejor desempeño de los jugadores se da cuando los juegos  

					poseen metas claras, reglas explícitas, una inmediata retroalimentación y cuando son insertados  

					dentro de un contexto de instrucción guiada por el educador. Estudios concluyen que los juegos  

					educativos son un buen recurso para la enseñanza de la gramática siempre y cuando sean  

					apropiadamente diseñados y aplicados. Proporcionan buena guía para diseñar currículos y para  

					seguir investigando acerca del aprendizaje de la gramática a largo plazo.  

					Keywords: Educational games; ESL/EFL instruction; grammar learning; learner engagement;  

					gamification.  

					Palabras clave: Aprendizaje de gramática; compromiso del estudiante; enseñanza de ESL/EFL;  

					gamificación, juegos educativos.  
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					Introduction  

					Instruction in grammar is still considered a necessary part of ESL/EFL teaching because  

					grammatical accuracy is part of what enables learners to communicate both accurately and  

					meaningfully. However, grammar teaching in its traditional form has sometimes been criticized  

					for being dull and demotivating, with inadequate interaction and for fostering only short-term  

					learning, especially in situations where the attention of the lesson is on form and is taken out of  

					context. As a result, serious educational games and gamified learning have been emerging as  

					pedagogical solutions that allow practice, feedback, and interaction in useful ways (Barata,  

					Gama, Jorge, & Gonçalves, 2013). Studies have suggested that games can provide positive, low-  

					stress learning experiences that stimulate participation and perpetuated attention, which may find  

					their place especially well in 21st Century ESL/EFL classrooms for students of all levels  

					(Waluyo et al., 2023; Yaccob et al., 2022).  

					Although the use of educational games in language teaching is on the rise, research on their  

					effectiveness in teaching grammar is still limited and, in some cases, contradictory. Although  

					some studies report better results in grammatical accuracy and students’ motivation, other studies  

					report small or not statistically significant results, putting into question in what conditions or  

					under which circumstances games could be really pedagogically advantageous. Inconclusive  

					findings such as these imply that the results in grammar learning may be influenced not simply  

					by games being or not being used but also by other issues like the instructional design, game  

					mechanics, learner traits, and educational context. Therefore, a systematic and critical analysis is  

					required to evaluate the effect of educational game on the learning of English grammar in  

					ESL/EFL context and to identify the design and pedogeological principles that best support the  

					positive influence of the learning tool (Pham, 2023; Wazeer, 2023). Studies concerning gamified  

					grammar learning have been reporting positive effects on students' performance and motivation  

					to learn, and among the best applications of gamification identified in the literature is in the  

					higher education context. For example, researches based on digital platforms such as Quizizz  

					reveal that the gamified practice can significantly surpass the traditional paper-based exercises in  

					the scores of post-tests of grammar, at same time enhancing learners’ enjoyment and  

					417  

				

			

		

		
			
				
					
				
			

			
				
					The impact of educational games on grammar learning in ESL/EFL contexts  

					Kevin Larry Rivas Mendoza  

					Tito Yovanny Indacochea Rodríguez  

					Gary Nelson Bazurto Bravo  

					Tania Maricela Macías Parrales  

					Marlon Rubén Barcia Moreira  

					Volumen: 9  

					Nro. 2  

					Año: 2026  

					Recepción: 10-11-2025 / Revisión: 10-12-2025/ Aprobación:30-01-2026 / Publicación: 27-02-2026  

					participation (Pham, 2023; Waluyo et al., 2023). These results indicate that immediate feedback  

					and competition and repetition of games may be more effective in promoting grammatical  

					accuracy.  

					Learners' motivation and affective engagement also indicate to be consistent outcomes of  

					educational games alongside achievement. Reviews of gamified ESL class practices reveal that  

					game components such as challenges, progress tracking and rewards maintain students' attention  

					and make students more involved, arguing that this is rarely the case in traditional grammar  

					lessons. Yet scholars warn that an excessive focus on extrinsic rewards and competitiveness may  

					negatively impact intrinsic motivation if not appropriately managed (Yaccob et al., 2022).  

					Studies have indicated that game-based grammar tasks at primary and secondary school level  

					enhance student engagement and collaborative learning, although with sometimes limited  

					statistical improvements. Some classroom-based games such as Board Race may serve to  

					stimulate behavioral and emotional engagement and potentially facilitate longer-term retention of  

					information, even if short-term achievement effects are not significant. These figures highlight  

					the need to consider retention and engagement measures alongside test scores when evaluating  

					the effectiveness of a lesson (Wazeer, 2023).  

					Other research highlights the instructional context and teacher intervention as determinant of  

					result. Research gathered in online and blended learning environments suggest that teaching  

					grammar in a gamified manner using challenges and activities is even more beneficial when  

					teachers provide explicit instructions, scaffolding, and when there is a clear alignment between  

					the game content and the learning objectives. In the absence of such instructional scaffolding,  

					the advantages of games may be diminished or may be favoring only some students (Marsevani,  

					2023; Waluyo et al., 2023).  

					The structural characteristics of educational games may also have an effect on grammar learning  

					outcomes. Successful games are generally principled, goal-driven, and integrated within the  

					curriculum so that students get to practice grammatical structures in real-life situations, contexts,  

					or relevant topics. Games with mechanics repurposed within or between game titles that are  

					poorly designed for or overused in gameplay may have diminishing returns in terms of learning  
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					and learner motivation (Kobari et al., 2022), underscoring the need for well-informed game-  

					based pedagogy. Lastly, current analyses of learning technologies imply that grammar  

					development is maximized when games are embedded within wider pedagogical arrangements  

					instead of being conceived as standalone learning tools. Use of game-based practice in  

					conjunction with explicit teaching, reflection and feedback could have a positive influence on  

					both accuracy and retention, especially when considering different learner type and educational  

					level (Lim & Toh, 2024; Tursunova, 2023).  

					Considering the contradictory results and contextual differences, an investigation into educational  

					games and grammar teaching seems to be justified. This study is significant in that it advances  

					the discussion from a dichotomous assessment of educational game effectiveness to an  

					exploration of how, and under which situational factors, educational games facilitate the  

					enhancement of grammatical accuracy, persistence, and engagement. By integrating findings  

					across ESL/EFL settings and educational levels, the review addresses a pronounced gap in the  

					literature and offers pedagogical insights that can be applied in the design of instruction, teacher  

					education, and curriculum development  

					The present review focuses, therefore, on empirical studies of educational games for teaching  

					grammar in ESL/EFL environments at the levels of primary, secondary and higher education. It is  

					centered on research that investigates learning outcomes associated with grammatical accuracy  

					and retention as well as learner engagement, along with the influence of pedagogical conditions  

					and features of game design. This review is limited to grammar and language skills that can be  

					directly associated with grammatical development, and it is confined to educational games with  

					clear instructional objectives (Pham, 2023; Lim & Toh, 2024).  

					The overall goal of this study is to examine the impact of educational games on grammar  

					learning outcomes in ESL/EFL contexts in terms of their effects on learners‟ grammatical  

					accuracy, retention, and engagement, and to explore the pedagogical conditions and game design  

					features that contribute to enhancing their effectiveness at different educational levels. Finally,  

					this systematic review article is based on the research project "Technological Tools Under the  

					SAMR Model." Universidad Estatal del Sur de Manabí as a case study.  
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					Methodology  

					This review takes the form of a systematic exploratory review, with is aligned with the  

					methodological framework by Manchado Garabito et al. (2009) and it is highly appropriate for  

					examining multifaceted educational interventions (educational games in this case) in which  

					different research designs, contexts and measures coexist of outcomes. This facilitates the  

					recognition, categorization, and summary of the existent evidence, as well as the discovery of  

					lines of research, voids, and pedagogical patterns.  

					The review's design  

					The review protocol was pre-established and entailed formulating the RQ, the aim, the  

					delineation of the eligibility criteria, the search methodology, the process of study selection, data  

					extraction, and the procedures for synthesis, following the phases recommended for systematized  

					inquisitive reviews (Manchado Garabito et al., 2009). PRISMA reporting was followed to  

					guarantee transparency and reproducibility.  

					Eligibility criteria  

					The following eligibility criteria were applied to include studies: (a) empirical studies  

					investigating the application of educational games or gamified exercises for teaching grammar in  

					ESL/EFL settings; (b) publication date range from 2020 to 2025; (c) any educational level of  

					participants (primary, secondary, or tertiary); (d) results as pertaining to grammatical accuracy,  

					retention, and learner engagement; and (e) papers published in peer-reviewed journals and  

					written in English. The exclusion criteria encompassed non-empirical studies, those not focused  

					on grammar, and articles with insufficient methodological description.  

					Information Sources and Search Strategy Information in the Sources and How to Search for It  

					An advanced search was conducted in well-known academic databases, including Scopus, Web  

					of Science, ERIC and Google Scholar). The search strategy consisted of a combination of  

					controlled terms and free-text words related to educational games, gamification, grammar  

					learning, ESL and EFL with the use of Boolean operators. The results were filtered by year of  
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					publication and type of document. The final corpus included n articles, i.e., all the downloaded  

					and eligible papers.  

					Study selection process  

					The decanting was conducted in two phases. Initially, potentially relevant studies were identified  

					through screening titles and abstracts. Full texts were then screened for eligibility according to  

					the specified criteria. Duplicates were removed and reasons for exclusion were recorded.  

					Manchado Garabito et al (2009) recommend to use a PRISMA flow chart to illustrate the  

					selection process. Data extraction and analysis of effectiveness. For each study included in the  

					review, data were extracted by the authors as follows: 1) bibliographic information, 2)  

					information related to the website and program, and 3) information related to the methods and  

					results of the evaluation, and 4) quality information. The retrieved data were integrated by a  

					descriptive and thematic analysis which enabled comparison and contrast of studies and the  

					disclosure of emerging patterns concerning effectiveness and the contextual factors.  

					Results  

					Chart #1  

					The figure displays the distribution of the studies while categorizing them by year of publishing  

					and country of origin, between 2022 and 2024, indicating that research on educational games in  

					grammar learning in ESL and EFL settings is scattered globally but is mainly focused on Asia  

					and the Asia-Pacific region. Malaysia (four studies), Thailand (two studies) and a few other  

					Asian countries such as India, Vietnam, Indonesia, Sri Lanka, Uzbekistan and Singapore are  

					leading the pack, which demonstrates a significant regional interest towards teaching grammar  

					through games. We have very limited representation from other zones, with single studies out of  

					Ecuador, Canada Palestine, and Fiji. Consistent with our prior description of quality, all studies  

					were indexed in Scopus, representing a uniform level of academic visibility and rigor. In terms of  

					time, an increasing number of publications up to 2023 indicates increasing attention from  

					gamified grammar learning scholars in the recent years.  
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					Characteristics of the selected articles, by author, year, country, and database  

					N°  

					1

					Author  

					Year  

					2022  

					2022  

					Country  

					Ecuador  

					Canada  

					Database  

					Scopus  

					Scopus  

					Scopus  

					Cabrera-Solano, P.  

					Couture-Matte, R.  

					2

					3

					Kobari, S. R., Shayeb, S. 2022  

					J., & Dawood, I. K.  

					Palestine  

					4

					5

					Lim, F. V., & Toh, W.  

					2024  

					Singapore  

					India  

					Scopus  

					Scopus  

					Madhavi, E., Sivapurapu, 2023  

					L., Koppula, V., Rani, P.  

					E., & Sreehari, V.  

					6

					7

					Marsevani, M.  

					Mohamad, F.,  

					Halim, N. S.,  

					2023  

					Abdul 2023  

					Abdul  

					Indonesia  

					Malaysia  

					Scopus  

					Scopus  

					Kadir, Z., & Abdullah, N.  

					Pham, A. T.  

					8

					9

					2023  

					Vietnam  

					Fiji  

					Scopus  

					Scopus  

					Tulomana,  

					J., 2023  

					&

					Tagimaucia,  

					Chand, S. P.  

					V.,  

					10  

					11  

					Tursunova, M. (2023)  

					2023  

					Uzbekistan  

					Thailand  

					Scopus  

					Scopus  

					Waluyo, B., Phanrangsee, 2023  

					S., & Whanchit, W.  

					12  

					13  

					Wazeer, F. S.  

					2023  

					Sri Lanka  

					Malaysia  

					Scopus  

					Scopus  

					Wong, C. H. T., & 2023  

					Yunus, M. M.  

					14  

					Yaccob, N. S., Rahman, 2022  

					S. F. A., Mohamad, S. N.  

					A., Rahim, A. A. A.,  

					Rashid, K. K. A., Aldaba,  

					Malaysia  

					Scopus  
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					A. M. A., ... & Hashim,  

					H.  

					15  

					Yao, C., Kanjanakate, S., 2024  

					& Jantharajit, N.  

					Thailand  

					Scopus  

					Source: own elaboration  

					Chart #2  

					The objectives of these studies are, not surprisingly, heavily focused on assessing new  

					pedagogical methods in ESL/EFL environments, including educational games, gamification, and  

					technology-mediated instruction. In general, they report on learning outcomes such as  

					grammatical accuracy, retention, speaking performance, or learner engagement (e.g., Cabrera-  

					Solano; Pham; Waluyo et al.; Wazeer), or on process-oriented goals such as negotiated  

					interaction, grammar learning strategies, or teacher readiness (Couture-Matte; Mohamad et al.;  

					Tulomana et al.). On the contrary, there are also few studies which attempt synthetic/conceptual  

					purpose, meaning that it aims to synthesize/systematize (existing) knowledge instead of testing  

					interventions directly (Kobari et al.; Lim & Toh; Yaccob et al.; Yao et al.); this finding is said to  

					reflect a certain empirically-confirmed and theoretically-integrated meta perspective in this  

					discipline.  

					From a methodological point of view, the table shows that the overwhelming majority of studies  

					employ quasi-experimental and mixed-methods designs, as would be expected for a study of  

					educational games and teaching ESL/EFL in the classroom. Pre-test/post-test control group  

					designs and comparative intervention studies are prevalent, and are frequently supplemented  

					with surveys, interviews and/or observations to collect data on affective and engagement-related  

					variables. Classroom Action Research (Marsevani) and non-experimental designs without control  

					groups (Couture-Matte) highlight ecological validity rather than strict experimental control.  

					They are unique in that they demonstrate methodological plurality, indicating that the discipline  

					depends upon not just intervention studies but also on evidence synthesis and theoretical  

					modeling to describe how and why game-based or task-based approaches succeed.  

					423  

				

			

		

		
			
				
					
				
			

			
				
					The impact of educational games on grammar learning in ESL/EFL contexts  

					Kevin Larry Rivas Mendoza  

					Tito Yovanny Indacochea Rodríguez  

					Gary Nelson Bazurto Bravo  

					Tania Maricela Macías Parrales  

					Marlon Rubén Barcia Moreira  

					Volumen: 9  

					Nro. 2  

					Año: 2026  

					Recepción: 10-11-2025 / Revisión: 10-12-2025/ Aprobación:30-01-2026 / Publicación: 27-02-2026  

					The information on population and sample the characteristics of studies appear to be broad with  

					level of education taken care of at primary, secondary, tertiary and teacher education settings on  

					the background of demographic variables. Samples of empirical studies are usually small to  

					moderate in size, ranging between 14 and 100 participants, such as whole classes they are  

					collected from, which increase their contextual authenticity, but limit their generalizability.  

					Participants range from young primary school children to undergraduate and pre-service teacher  

					students, demonstrating the potential of game-based teaching and related innovative approaches  

					to teaching and learning across age groups. By contrast, review and conceptual articles do not  

					specify a sample of participants, as their “population” refers to a body of extant literature. All in  

					all, the results from Table 1 imply a research-practice gap in that although the existing studies  

					were conducted in real instructional settings, more rigorous research designs such as multi-site  

					and longitudinal designs are advised to bridge the gap and to contribute to the understanding of  

					long-term learning impact.  

					Characteristics of the selected articles, by author, objectives, methodology, population, and  

					sample  

					N°  

					Author  

					Objetive  

					Methodology  

					Population and  

					sample  

					1

					Cabrera-Solano, P.  

					To analyze the effect A  

					quasi- The  

					game-based experimental involved  

					(GBL) mixed-methods  

					research  

					of  

					61  

					learning  

					undergraduate  

					through the use of design.  

					Genially on English as  

					EFL  

					students  

					enrolled in two  

					pre-intermediate  

					a Foreign Language  

					(EFL)  

					learners’  

					(B1  

					level)  

					grammar  

					vocabulary  

					performance  

					and  

					Communicative  

					Grammar  

					in  

					an  

					courses  

					an  

					within  

					EFL  

					online  

					instructional  
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					context, as well as to  

					Teaching  

					program  

					private  

					explore  

					students’  

					of this  

					at  

					a

					perceptions  

					gamified approach.  

					university  

					Ecuador.  

					in  

					2

					3

					4

					Couture-Matte, R.  

					To explore how the An exploratory The population  

					use of a massively quasi-  

					and sample, the  

					study involved  

					multiplayer  

					role-playing  

					(MMORPG),  

					Penguin  

					online experimental  

					game design without Grade  

					Club a control group, students  

					6

					(aged  

					Island, prioritizing  

					negotiated ecological  

					interaction and focus- validity.  

					on-form episodes  

					11–12)  

					supports  

					(FFEs) among young  

					ESL learners.  

					Kobari,  

					S.  

					R., To examine the effect A  

					systematic Regarding  

					the  

					Shayeb, S. J., & of using games in exploratory  

					population and  

					sample, the  

					chapter does not  

					Dawood, I. K.  

					teaching on students’ review  

					academic achievement approach,  

					and  

					motivation, analyzing prior report a single  

					synthesizing existing quantitative and empirical  

					empirical evidence to qualitative  

					determine under what studies  

					population  

					or  

					on sample, as it is  

					conditions  

					game- game-based  

					not  

					an  

					based instruction is learning.  

					most effective.  

					experimental  

					study.  

					Lim, F. V., & Toh, To  

					conduct  

					a A  

					systematic The study did  
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					W.  

					systematic review of literature  

					review  

					empirical studies on  

					guided  

					not examine a  

					design single learner  

					by population  

					the use of educational established  

					research  

					directly, as it is  

					a review study.  

					apps  

					for  

					English  

					synthesis stages The sample of  

					language learning in and reported in the review is the  

					accordance set of 38  

					with PRISMA selected studies,  

					secondary  

					ESL/EFL  

					classrooms, with the guidelines.  

					aim of identifying the  

					typical learning gains  

					associated  

					with  

					different categories of  

					apps (quiz, puzzle,  

					platform, augmented  

					reality,  

					reality) and analyzing  

					the pedagogical  

					and  

					virtual  

					affordances  

					support  

					that  

					these  

					outcomes.  

					5

					Madhavi,  

					E., To  

					L., effectiveness of ICT experimental  

					Artificial quantitative  

					Intelligence (AI) tools design with a study involved  

					examine  

					the A  

					quasi- In  

					population and  

					sample, the  

					terms  

					of  

					Sivapurapu,  

					Koppula, V., Rani, and  

					P. E., & Sreehari,  

					in improving English comparative  

					speaking skills among approach.  

					ESL/EFL learners, as  

					100  

					Grade  

					7

					ESL  

					students  

					from an Indian  

					school.  

					well as to identify the  

					linguistic, social, and  

					affective factors that  

					426  

				

			

		

		
			
				
					
				
			

			
				
					The impact of educational games on grammar learning in ESL/EFL contexts  

					Kevin Larry Rivas Mendoza  

					Tito Yovanny Indacochea Rodríguez  

					Gary Nelson Bazurto Bravo  

					Tania Maricela Macías Parrales  

					Marlon Rubén Barcia Moreira  

					Volumen: 9  

					Nro. 2  

					Año: 2026  

					Recepción: 10-11-2025 / Revisión: 10-12-2025/ Aprobación:30-01-2026 / Publicación: 27-02-2026  

					contribute to students’  

					speaking difficulties.  

					6

					Marsevani, M.  

					To  

					investigate  

					the Classroom  

					In  

					terms  

					of  

					effectiveness of group Action  

					population and  

					work  

					activities  

					in Research  

					sample,  

					population  

					a consisted  

					the  

					of  

					improving  

					Education  

					English (CAR),  

					students’ following  

					grammatical  

					competence,  

					cyclical model English  

					consisting  

					of Education  

					students  

					specifically focusing planning,  

					on Structure and acting,  

					Written Expression observing, and intermediate  

					(SWE) in the TOEFL reflecting. grammar course  

					context during the  

					COVID-19 pandemic.  

					enrolled in an  

					at  

					a

					private  

					in  

					university  

					Batam,  

					Indonesia. The  

					sample  

					comprised  

					14  

					second-semester  

					students,  

					selected as an  

					intact  

					class  

					taught by the  

					researcher.  

					7

					Mohamad,  

					Abdul Halim, N. grammar  

					S., Abdul Kadir, Z., strategies (GLS) used approach using Malaysian ESL  

					& Abdullah, N. by Malaysian ESL a survey design. undergraduate  

					F., To  

					investigate  

					the A  

					quantitative The population  

					learning research  

					comprised  

					427  
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					undergraduate  

					students  

					enrolled  

					students  

					and  

					to  

					in  

					a

					determine  

					whether  

					grammar course  

					at public  

					there were significant  

					differences in strategy  

					a

					university. From  

					this population,  

					a sample of 80  

					students  

					use  

					according  

					to  

					learners’  

					English  

					proficiency levels.  

					participated  

					voluntarily  

					responding  

					the  

					by  

					to  

					questionnaire.  

					8

					Pham, A. T.  

					To  

					examine  

					the A  

					quasi- The population  

					consisted of  

					English-majored  

					control first-year  

					impact of gamified experimental  

					learning using Quizizz pre-test/post-  

					on  

					ESL  

					learners’ test  

					grammar achievement group design.  

					in higher education.  

					university  

					students  

					enrolled  

					in  

					a

					basic grammar  

					course at FPT  

					University  

					Can  

					in  

					Tho,  

					The  

					Vietnam.  

					final  

					sample  

					comprised  

					students  

					63  

					aged  

					18–19, divided  

					428  
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					into  

					an  

					experimental  

					group (n = 33)  

					and a control  

					group (n = 30).  

					9

					Tulomana,  

					J., To  

					assess  

					of  

					the A  

					mixed- The population  

					consisted of pre-  

					Tagimaucia, V., & readiness  

					pre- methods  

					Chand, S. P.  

					service  

					English research design, service English  

					teachers enrolled in a integrating both teachers  

					teacher  

					education quantitative and enrolled in the  

					at Fiji qualitative Year 3 Bachelor  

					of Secondary  

					program  

					National University to approaches.  

					teach English as a  

					Education  

					Second  

					(ESL)  

					Language  

					Fijian  

					(English major)  

					program at Fiji  

					National  

					in  

					secondary schools.  

					University. The  

					final  

					sample  

					comprised  

					undergraduate  

					students  

					22  

					(9  

					males and 13  

					females),  

					primarily  

					aged  

					between 21 and  

					30 years.  

					10  

					Tursunova,  

					(2023)  

					M. To  

					compare the inductive  

					and deductive  

					examine  

					and  

					429  
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					approaches  

					teaching  

					to  

					grammar,  

					with  

					the  

					aim  

					of  

					describing  

					their  

					characteristics,  

					advantages,  

					applications,  

					and  

					pedagogical value in  

					language education.  

					11  

					Waluyo,  

					Phanrangsee, S., & effectiveness  

					Whanchit, W. gamified  

					B., To  

					examine  

					the A  

					of experimental  

					grammar design  

					quasi- The population  

					consisted  

					first-year  

					of  

					learning compared to combined with undergraduate  

					non-gamified sequential students  

					instruction in a fully explanatory  

					synchronous online mixed-methods  

					English course in Thai approach.  

					higher education,  

					focusing on students’  

					a

					enrolled in an  

					academic  

					English course  

					at a university  

					in  

					southern  

					learning  

					outcomes,  

					Thailand.  

					sample  

					The  

					motivation,  

					enjoyment,  

					anxiety,  

					comprised  

					A1–A2  

					80  

					classroom dynamics,  

					level  

					and engagement.  

					EFL  

					students,  

					divided into an  

					experimental  

					group (n = 40)  

					12  

					Wazeer, F. S.  

					To  

					evaluate  

					the A  

					mixed- The population  

					effectiveness  

					of methods  

					consisted  

					of  

					430  
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					language  

					specifically the Board approach  

					Race game—as a combining  

					games— research  

					Grade 6 ESL  

					learners at All  

					Saints’ College,  

					grammar  

					strategy  

					learners,  

					retention quantitative and Galle,  

					Sri  

					for  

					and  

					ESL qualitative  

					to techniques.  

					Lanka, an all-  

					boys secondary  

					compare its impact  

					school.  

					The  

					with  

					traditional  

					teaching  

					sample  

					grammar  

					methods.  

					comprised  

					90  

					students, whose  

					first  

					language  

					Sinhala,  

					into  

					was  

					divided  

					three  

					intact  

					classes of 30  

					students each.  

					13  

					Wong, C. H. T., & To  

					Yunus, M. M.  

					examine  

					the A  

					quasi- The population  

					effectiveness of the experimental  

					online board game mixed-methods  

					in design  

					English methodological  

					consisted of 125  

					Year 5 pupils  

					“Flippity”  

					with from a primary  

					improving  

					school in Kuala  

					Lumpur,  

					speaking skills among triangulation.  

					Year 5 ESL pupils, as  

					Malaysia.  

					sample  

					The  

					well as to explore  

					learners’ perceptions  

					comprised  

					30  

					and attitudes toward  

					pupils (17 girls  

					and 13 boys,  

					using this game in  

					online  

					speaking  

					aged  

					11),  

					lessons.  

					selected as an  

					431  
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					intact,  

					heterogeneous  

					class  

					varying English  

					proficiency  

					with  

					levels.  

					14  

					Yaccob,  

					Rahman, S. F. A., gamification  

					Mohamad, S. N. gamified learning are literature  

					A., Rahim, A. A. applied in ESL review  

					N.  

					S., To  

					explore  

					how A  

					systematic The article does  

					and narrative  

					not involve a  

					single empirical  

					population  

					participant  

					sample  

					or  

					A., Rashid, K. K. teaching and learning approach.  

					A., Aldaba, A. M. and to identify the key  

					A., ... & Hashim, factors—motivation,  

					H.  

					engagement,  

					and  

					competition—that  

					support  

					English  

					learning.  

					meaningful  

					language  

					15  

					Yao,  

					C., To  

					conceptually A  

					theoretical The study does  

					define  

					integrated research design. specific learner  

					Kanjanakate, S., & examine and propose and conceptual not  

					Jantharajit, N. an  

					instructional approach  

					a

					population  

					participant  

					or  

					combining  

					Learning  

					Situated  

					(SL) and  

					sample, as it is  

					not an empirical  

					study.  

					Task-Based Language  

					Teaching (TBLT) to  

					enhance ESL learners’  

					executive  

					function  

					(EF) and cognitive  
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					ability (CA), while  

					simultaneously  

					improving  

					language  

					learning outcomes.  

					Source: Own elaboration  

					Discussions  

					The results of the review suggest that there is a positive, if general, effect of educational games  

					on grammar learning in ESL/EFL settings in learners' grammatical accuracy, engagement, and, to  

					some extent more subtly, retention. Based on the empirical intervention research, learners who  

					received game-based or gamified instruction on grammar yielded better or equivalent outcomes  

					than those who received traditional instruction, which is in line with the main goal of this study.  

					The enhancement of grammatical accuracy was found particularly when games involved well-  

					defined learning objectives, repetitive practice, and prompt feedback, as observed from digital  

					platforms such as Genially and Quizizz (Cabrera-Solano, 2022; Pham, 2023; Waluyo et al.,  

					2023). Engagement was the most robust finding, with students reporting greater motivation, more  

					enjoyment, less anxiety, and better focus during game-based activities, even if positive gains in  

					achievement were modest (Wazeer, 2023). Retention results were more mixed, indicating that  

					games may produce positive learning outcomes but long-term consolidation of grammar may be  

					dependent on pedagogical fit and instructional sequence rather than gameplay per se.  

					This review of findings mainly verifies earlier conclusions regarding the positive contributions of  

					game-based learning in language learning when placed in the context of existing studies. The  

					studies reviewed, consistent with Cabrera-Solano (2022) and Pham (2023), provide evidence that  

					gamified digital tools empower learners to improve their grammar more effectively than  

					traditional non-gamified methods. Similarly, Waluyo et al. (2023) found better results for  

					gamified groups, but they warned that the improvement in affective outcomes do not necessarily  

					lead to improvement in achievement - a finding that Wazeer (2023) also shared, even as his study  

					suggested better mean retention scores, albeit without statistical significance. From a process  

					perspective, Couture-Matte (2022) advances previous research and shows that games promote  
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					focus-on-form episodes and learner-initiated interaction, thus revealing processes whereby  

					grammar learning can transpire implicitly. Review and conceptual research further contextualize  

					these findings: Design quality and pedagogical integration as sources of variation in outcomes  

					among others (Kobari et al., 2022; Yaccob et al., 2022); as well as characteristics of the app (i.e.,  

					app type and instructional ecology) associated with differing learning gains (Lim & Toh, 2024).  

					Taken together, these investigations support the generalization that games are not universally  

					effective but their efficacy is maximized with a certain educational mode.  

					Theoretically, the findings support constructivist and sociocultural perspectives, which posit that  

					learning is enhanced through interaction, feedback, and meaningful engagement. Game-based  

					grammar instruction aligns with these views by fostering active participation, peer collaboration,  

					and contextualized practice (Couture-Matte, 2022; Yao et al., 2024). From a practical standpoint,  

					the results suggest that teachers should prioritize goal-oriented, rule-based, and feedback-rich  

					game designs, and combine them with explicit instruction or reflective tasks to strengthen  

					accuracy and retention (Tursunova, 2023; Kobari et al., 2022). The study’s strengths include its  

					integration of diverse educational levels and methodologies, offering a comprehensive picture of  

					current evidence. However, limitations persist: many empirical studies rely on small, intact  

					samples, short intervention periods, and quasi-experimental designs, which constrain  

					generalizability and causal inference. Potential novelty effects and reliance on self-reported  

					engagement also introduce bias. Future research should therefore pursue longitudinal, multi-site  

					studies, examine underexplored game design variables (e.g., adaptive difficulty, narrative depth),  

					and investigate how learner variables such as proficiency and strategy use mediate grammar  

					outcomes (Mohamad et al., 2023; Tulomana et al., 2023). Such work would deepen  

					understanding of how educational games can sustainably support grammar learning across  

					ESL/EFL contexts.  

					Conclusions  

					This is one of the first exploratory reviews in which we report findings and challenges of the  

					field in an integrated manner; it reveals that educational games positively and significantly affect  

					grammar learning in ESL/EFL contexts, especially by increasing grammatical accuracy and  
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					learner engagement, whereas the impact on retention is rather situational. In general, game-based  

					grammar teaching would be superior or complementary to traditional methods at all education  

					levels, if the games are well-matched with the pedagogy, focused on goals, and supported with  

					clear feedback and teacher intervention. Digital tools (e.g., Genially, Quizizz) and games  

					implemented at the classroom level are motivating, decrease students’ anxiety, promote active  

					participation, but their efficiency is less referred to novelty and more to the quality of the  

					instructional design as well as the consideration of other teaching macro levels.  

					The review of the evidence shows that educa-tion games tend to have a positive impact on  

					accuracy, largely in the quasi-experimental studies that compare gamified instruction with non-  

					gamified instruction. Improvement is most consistent when games incorporate repetitive  

					practice, immediate feedback and learning within a context of grammar use, which is interpreted  

					as indicating that games are best used as vehicles for structured practice rather than as isolated  

					activities.  

					Results for retention are inconclusive but promising. Although a number of studies have reported  

					higher delayed post-test means for the game-based conditions, statistical significance was not  

					always reached. This implies that games are good for retention, but long-term consolidation of  

					grammar needs systematic reinforcement, instructional sequencing and exposure to language  

					beyond the game.  

					Engagement appeared as the strongest and most consistent finding. Educational games are said  

					to enhance motivation, fun, attention, and active participation and reduce learners’ anxiety, in  

					primary, secondary, and tertiary level education, and now also at the work place in the field of  

					language learning [12–17]. Modest improvements in achievement still represent substantial gains  

					in affective and behavioral engagement.  

					Effective learning games have rule-based systems, are goal-driven, contain feedback loops, are  

					curriculum aligned, and are situated within teacher-facilitated instructional models. Scaffolding  

					and clear instructions, reflection-based follow-up activities, and attentiveness to learner  
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					proficiency and context are considered essential pedagogical conditions. Misalignment, over  

					competition or repetitive gameplay too many times without variation can reduce learning gains.  

					In sum, this review suggests that educational games are not effective by default, but that well-  

					designed games and their pedagogical integration have the potential to be an excellent  

					supplement for grammar teaching in ESL/EFL contexts.  
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