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ABSTRACT 

With the undeniable growth of digital learning as a cutting-edge educational technology, there is 

an increasing demand for diverse digital grammar-learning experiences for secondary-level 

students. This study examines the effectiveness of Android-based games in enhancing grammar 

learning, using a quasi-experimental design with control and experimental groups to evaluate 

the Climbing Castle app. Seventy secondary-level students from an Indonesian school, aged 13 

to 15, participated in the study. The results of this study indicated a significant improvement in 

students’ grammar skills, particularly in understanding and applying the simple present and past 

tenses. Using the Climbing Castle app, the experimental group demonstrated a substantial 

improvement, increasing their grammar scores from 62.71 to 68.29 from pre-test to post-test. 

By comparison, the control group rose from 60.86 to 61.29. A comparative analysis indicates 

that the Climbing Castle app had a more significant positive impact on the acquisition of 

grammatical skills than conventional learning methods for junior high school students. The 

findings provide teachers with an alternative digital tool to foster grammar learning in engaging 

ways. Academically, the study contributes to the growing body of research on game-based 

learning and offers a foundation for further investigations into its long-term impact on language 

proficiency. 
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INTRODUCTION 

Grammar is not only a pivotal part of learning 

English effectively but also the foundation of 

various language skills, including speaking, 

listening, reading, and writing (Andriani et al., 

2021). It is essential to comprehend and apply 

spoken language in both speaking and listening. The 

linguistic system comprises linguistic qualities, 

which are generalized into grammar (Kapatsinski, 

2014). However, the large number of complex, 

obscure, and exceptional grammatical rules makes 

grammar the most challenging part of learning 

English for EFL students (Mandasari & Wahyudin, 

2021). In other words, without adequate mastery of 

grammar, learners struggle to construct accurate 

sentences, convey meaning effectively, and 

comprehend others, leading to communication 

breakdowns. Thus, grammar serves as the 

foundation of language proficiency and is 

indispensable for achieving communicative 

competence. 

Mastering grammar requires students to first 

acquire proficiency in the rules of the English 

language before they can grasp the other four 

essential skills. Grammar is of paramount 

importance among all skills, as it serves as the 

foundation for skill development (Wang, 2010). 

Acquiring knowledge of English grammar will be a 

greater challenge. The study of tenses is critical 

since it encompasses a wide range of variations. In 
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addition to the lesson content, the delivery method 

significantly influences how students learn and 

understand the subject. Every grammatical element 

has a specific purpose inside a phrase. One 

grammatical component is tenses. Tenses are 

linguistic patterns or formations that indicate the 

temporal occurrence of a phrase. The tenses consist 

of sixteen components, each of which is influenced 

by the moment of occurrence. It also provides 

context to the statement, enabling us to discern the 

meaning of the sentence based on its timing of 

occurrence (Kusumastuti et al., 2019). 

Despite its importance, grammar is often 

considered one of the most challenging aspects of 

English for EFL learners, as it requires not only 

memorizing complex rules but also applying them 

appropriately across various communicative 

contexts. The difficulties most frequently 

encountered include the inability to construct 

grammatically correct sentences, misuse of 

conjunctions, and incorrect verb use, which become 

more problematic as learners are expected to adapt 

to evolving grammatical standards and nuanced 

language use. These persistent struggles highlight 

grammar as the central barrier to mastering English, 

as inaccurate grammatical knowledge often hinders 

the ability to convey precise meaning, leading to 

misunderstandings in both spoken and written 

communication. Such challenges reveal that 

grammar is not simply about learning isolated rules, 

but about developing a deeper competence that 

integrates form, meaning, and function. This is often 

difficult for learners who lack adequate exposure, 

practice, or effective instructional support. 

Consequently, grammar learning remains a 

significant challenge for many EFL learners, 

underscoring the need for more innovative, 

contextualized, and learner-centered approaches to 

grammar instruction that can bridge the gap between 

theoretical knowledge of rules and their practical 

application in communication. 

Moreover, some teachers have sought to 

innovate, developing creative methods and 

strategies to foster a fun, engaging learning 

environment for grammar. Teachers are starting to 

abandon traditional-based learning and move to 

technology-based learning. Technology-based 

learning can enhance the quality of grammar 

learning and foster a pleasant learning atmosphere 

(Ningtias et al., 2023; Puspitasari et al., 2022; 

Supriyono et al., 2022a; Yang & Chen, 2007). 

Although it is vital, unfortunately, learning grammar 

still tends to be boring for students. This may result 

from applying traditional methods that tend to bore 

students, such as traditional presentations, using 

printed books, and filling in blanks or ordinary 

multiple-choice questions without incorporating any 

learning innovations. Unfortunately, most English 

teachers still tend to rely on traditional presentation 

methods. Using the teacher-centered method 

without teacher feedback has been shown to make 

students passive, leading to low motivation to learn 

(Helawati, 2022). Bielak and Pawlak (2013) 

proposed that traditional teaching strategies, for 

example, using textbooks and generic fill-in-the-

blank tasks, are still employed in many schools. 

Meanwhile, learning outcomes are 

significantly affected by teaching that fails to 

engage students’ interests. Garrett (1986) suggests 

that if a lesson does not appeal to a person for some 

reason, they immediately put it aside if they 

encounter difficulties. On the other hand, if a task is 

enjoyable because it yields encouraging results, one 

tends to give more time to it. Gayo and Widodo 

(2018) state that a large number of students continue 

using improper English grammar. 

To address these challenges, innovative 

teaching strategies are essential that not only capture 

students’ attention but also facilitate their 

understanding of grammar, one such strategy being 

Game-Based Learning (GBL). GBL has emerged as 

a popular approach to creating engaging learning 

environments that foster motivation, enjoyment, and 

active participation while simultaneously supporting 

the achievement of learning objectives (Rye et al., 

2025). Moreover, GBL has been shown to enhance 

cognitive abilities such as decision-making, memory 

retention, attention span, and task completion (Mao 

et al., 2022), which are particularly relevant in an 

era of rapidly advancing technology across all 

fields, including education. In line with this, the 

present study proposes using the Climbing Castle 

application, an Android-based educational game, to 

improve English learners’ mastery of grammar. 

Climbing Castle was initiated and developed by the 

researchers themselves and is an educational game 

application for Android. This application offers 

learning through games that ask questions about 

English grammar, with levels 1-3. The level 

indicates the degree of difficulty of the grammar, 

allowing students to learn in a fun and systematic 

way. Climbing Castle is an adventure-based game, 

with characters that are moved using the motion 

buttons provided. Every time a player touches the 

key, the panel will appear, showing questions that 

must be answered to earn points. The adventure will 

continue for a limited time. The simple present, 

present continuous, and simple past tenses are the 

challenge materials used in the game. The goal of 

this game is to improve students’ grammar 

proficiency. There are three stages in each of the 

game’s three levels, with evaluation taking place at 

the end. The game can be played on a computer or a 

laptop. 

A previous study on the same application, 

conducted by Azizah et al. (2022), found that the 

Grammar Mountain game has a substantial impact 

on the writing proficiency of eighth-grade students. 

The results indicate a significant disparity in 

achievement between students who participated in 
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the ascending grammar mountain game and those 

who did not (Azizah et al., 2022). The researchers 

found that using the Climbing Grammar Mountain 

Game led to a statistically significant improvement 

in students’ grammar mastery, which in turn 

positively affected their writing performance. The 

statistical analysis showed a noticeable increase in 

students’ post-test scores, rising from a mean of 

51.69 in the pre-test to 56.62 in the post-test, 

confirming the game’s effectiveness in enhancing 

writing achievement. 

The Android-based learning game SEEY, 

developed by Sari et al. (2022), facilitated English 

grammar instruction for eighth-grade students 

through engaging, interesting materials. This study 

concludes that the use of theoretical grammar and 

tenses, theoretical learning, game-based Android 

technology, and theoretical games was effective in 

teaching English grammar, particularly tenses (Sari 

et al., 2022). In contrast, the Climbing Castle game 

provides a distinct learning experience by 

incorporating grammar practice into a more 

interactive, challenge-based, and immersive 

environment. Unlike SEEY, which emphasizes 

theoretical delivery, Climbing Castle integrates 

game mechanics—levels, obstacles, and rewards—

to encourage students’ engagement through active 

participation. This design not only provides 

grammar practice but also enhances critical 

thinking, motivation, and collaboration, making the 

learning process more dynamic and aligned with the 

principles of Game-Based Learning (GBL). 

Therefore, while SEEY demonstrates the 

effectiveness of Android-based grammar-learning 

tools, Climbing Castle aims to extend this approach 

by fostering deeper engagement and the application 

of grammar knowledge in more meaningful 

contexts. 

Another study, conducted by Amaliah (2020), 

examines students’ perspectives on using the mobile 

application “Hello English” to enhance their English 

grammatical skills. The research findings indicate 

that the majority of participants hold favorable 

views of the application due to its ease of 

comprehension, increased enthusiasm and 

motivation in learning English grammar, and its 

ability to alleviate learning monotony and facilitate 

material retention (Amaliah, 2020). In contrast, the 

Climbing Castle game emphasizes interactive 

mechanics—levels, challenges, and rewards —that 

transform grammar learning into an active, 

immersive experience. While Hello English relies 

more on theoretical delivery and practice exercises, 

Climbing Castle encourages learners to apply 

grammar knowledge within dynamic tasks that 

require decision-making and problem-solving. This 

distinction highlights the unique contribution of 

Climbing Castle not only to making grammar 

learning engaging but also to fostering deeper 

application and contextualized understanding 

through Game-Based Learning (GBL). 

The use of technology in the GBL method will 

help improve students’ grammar learning outcomes. 

Yunanto et al. (2020) believe that developing this 

game-based application can increase users’ interest 

in learning English grammar. His research focuses 

on grammar skills, with the study population 

consisting of students who take the TOEFL 

certification exam. It provides results in the form of 

improved test scores and increased engagement, 

demonstrating the app’s effectiveness in enhancing 

grammar proficiency. However, it has not yet been 

widely published in the marketplace. The 

application can attract students who are the subject 

of research. Using games can help students engage 

in enjoyable, effective grammar learning. 

Gamification in EFL classrooms can support 

teaching and learning in the 21st century (Redjeki & 

Muhajir, 2021). Games can also enhance research 

participants’ grammatical abilities (Castillo-Cuesta, 

2020). Students have also shown positive responses 

to teaching methods that incorporate game 

applications (Yunanto et al., 2020). Unlike previous 

research, this study designed and produced a game-

based learning tool called Climbing Castle. The 

Climbing Castle education game is an innovative 

learning medium based on application technology 

that enables students to learn grammar offline on 

their respective Android devices. The game is an 

idea designed to solve problems in the field by 

leveraging the rapidly advancing technology.  

Climbing Castle can be used offline, so there is 

no additional cost to use this app. By not requiring 

data usage, students can turn off their internet 

connection, allowing them to play and learn using 

the climbing castle with greater focus. Students find 

it easier to use the Android device that Climbing 

Castle uses because they are familiar with it. The 

style of play in Climbing Castle has also been 

designed to provide excitement for students, 

ensuring they remain engaged and not bored while 

learning through this game. The questions provided 

are also designed with a difficulty level adjusted to 

the level, allowing students to learn with ease and 

continue to improve towards more challenging 

questions on a fun journey.  

Although the development of educational 

games like Climbing Castle is an innovative step in 

grammar learning, it is not sufficient to ensure an 

improvement in students’ grammar skills. It is 

crucial to conduct further research to determine the 

effectiveness of utilizing such games in the learning 

process, particularly in enhancing grammar 

proficiency among junior high school students. 

Therefore, this study aims to empirically examine 

the impact of the Climbing Castle application on 

students’ mastery of English grammar, particularly 

the simple present and past tenses, through an 

interactive, game-based approach. Accordingly, the 
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present study is guided by the following research 

question: Does the use of the Climbing Castle 

Android-based game significantly improve junior 

high school students’ grammar mastery in Blitar 

compared to traditional instruction? 

 

 

METHOD 

This study employed a quasi-experimental design 

with a control and an experimental group. The 

quasi-experimental design assumes that the two 

groups should be as comparable as possible (Stuart 

& Rubin, 2008). This approach was selected 

because random assignment in authentic classroom 

contexts is often unfeasible, yet the design still 

allows for rigorous comparisons between existing 

groups. It enables the evaluation of the Climbing 

Castle app’s impact on grammar mastery by 

contrasting students who used the app with those 

who received traditional grammar instruction. 

Quasi-experimental research provides flexibility in 

adapting to classroom constraints, maintains ethical 

standards by not withholding potential benefits, and 

produces valuable insights into the effectiveness of 

educational technology (Campbell & Riecken, 

1968). The participants were selected using a 

purposive sampling procedure, considering the 

accessibility of classes and the suitability of the 

students’ level in relation to the research objectives. 

The sample consisted of two intact classes from a 

school in East Java, Indonesia, each comprising 35 

students, with one class designated as the 

experimental group and the other as the control 

group. This procedure ensured that the groups were 

relatively comparable while maintaining the natural 

classroom setting. Following that, the researchers 

adopted and adapted the design, showing the 

potential to generate valuable data regarding the 

app’s efficacy, contextualizing its impact, and 

enabling the exploration of broader implications for 

educational technology as follows: 

 

Figure 1 

Research Design 

 
The research design in Figure 1 shows that a 

quasi-experimental design consists of two groups: 

the experimental and the control groups. Both 

groups first take a pre-test to measure their initial 

proficiency in grammar. The experimental group 

then receives treatment using the Climbing Castle 

application, while the control group is taught 

through traditional methods, with teachers 

translating the learning material using the Grammar-

Translation method. After the intervention, both 

groups take a post-test to assess their progress. By 

comparing the pre-test and post-test results of the 

two groups, the study aims to determine the 

effectiveness of the Climbing Castle application in 

improving students’ grammar mastery compared to 

conventional instruction. 

 

Respondents 

The participants were 70 secondary-level students at 

a public junior high school in East Java, Indonesia, 

aged 13 to 15 years. They were divided into two 

groups: 35 students in the control group and 35 

students in the experimental group. The control 

group received traditional grammar instruction, 

while the experimental group used the Climbing 

Castle app during English lessons, as shown in 

Table 1. 

 

Table 1 

Participants of the study 
Age Total Sex 

13 years old 10 Male 

13 years old 11 Female 

14 years old 10 Male 
14 years old 13 Female 

15 years old 14 Male 

15 years old 12 Female 

 

The treatment for the experimental group 

includes four sessions of the app’s gameplay, 

focusing on the use of simple present and past 

tenses. Table 2 displays that both groups take pre-

tests and post-tests to assess their grammar 

proficiency before and after the treatment.
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Table 2 

Sessions for the Experimental and Control Groups 
Session Treatment Duration 

Experimental Group (Using Climbing 

Grammar Mountain Game) 

Control Group (Conventional Method) 

Pre-session Pre-test Pre-test 45 minutes 

Week 1 Game introduction and familiarization  Explanation of grammar rules 45 minutes 

Week 2 Playing the game on levels 1 and 2 Paper-based worksheet practice of the Present 

tense 

 

Week 3 Playing the game on level 3  Paper-based worksheet practice of the past tense 45 minutes 

Week 4 Game evaluation on Android Present tense and past tense practice 45 minutes 

Post-session Post-test Post-test  

 

The students who did not receive special 

treatment were also included in the same session, 

held at the same time and for the same duration.  

 

Instruments 

The primary research instrument used in this study 

was a grammar test administered as both a pre-test 

and a post-test to measure students’ mastery of 

grammatical structures. Grammar tests are widely 

employed in language research because they provide 

a direct and systematic means of assessing learners’ 

linguistic knowledge (Zientek et al., 2016). Testing 

grammar explicitly allows researchers to identify 

learners’ strengths and weaknesses in applying 

grammatical rules, making it suitable for evaluating 

the effectiveness of instructional interventions 

(Hughes, 2003). The 20 test items in this study 

covered essential aspects of grammar, including 

sentence construction, conjunctions, and verb usage, 

which are considered fundamental components of 

grammatical competence (Murcia & Freeman, 

1999). The pre-test was administered to assess 

students’ baseline proficiency, while the post-test 

was conducted to evaluate progress after the 

treatment. 

To ensure validity, both tests were content-

validated by two English teachers, who verified 

alignment with curriculum objectives and the 

targeted grammar constructs. Furthermore, the tests 

were piloted with 20 students outside the sample 

group to ensure reliability, clarity of instructions, 

and appropriate difficulty level. This procedure 

aligns with the recommendation that instruments in 

experimental studies should be tested for both 

validity and reliability before being administered to 

the main participants (Creswell & Creswell, 2017). 

 

Data Collection 

Data for this study were collected through grammar 

tests administered as pre- and post-tests. The pre-

test was designed to measure students’ baseline 

mastery of grammar, while the post-test assessed 

their progress after the intervention. The test items 

covered key aspects of grammar, including sentence 

structure, conjunctions, and verb usage, as these 

elements are central to English grammatical 

competence (Murcia & Freeman, 1999). 

To ensure the instrument’s quality, both tests 

underwent content validation by two experienced 

English teachers, who confirmed that the items 

aligned with the curriculum objectives and 

accurately represented the targeted grammar 

constructs. This process was essential because 

content validity guarantees that an instrument 

measures what it is intended to measure (Tuhumury, 

2013). In terms of reliability, a pilot test was 

conducted with 20 students from another school in 

the same area. The students’ responses were 

analyzed using Cronbach’s Alpha in SPSS, which 

produced a coefficient exceeding 0.70. According to 

Karasakaloglu (2018), the results indicate an 

acceptable level of internal consistency for 

educational research instruments, confirming that 

the grammar test was reliable in consistently 

measuring students’ mastery of grammar. 

The data obtained from the pre-test and post-

test were then subjected to statistical analysis. 

Descriptive statistics, such as means and standard 

deviations, were first calculated to summarize the 

data, followed by an inferential analysis using an 

independent-samples t-test to determine whether 

there were significant differences between the 

control and experimental groups. This test was 

chosen because it is appropriate for comparing the 

means of two unrelated groups when the dependent 

variable is continuous, normally distributed, and 

measured at the interval or ratio level (Gravetter & 

Wallnau, 2017). Sedgwick (2010) further notes that 

the independent-samples t-test is particularly 

suitable when the groups being compared are 

approximately equal in size, as is often the case in 

intervention studies in which one group receives a 

distinct treatment. 

 

Data Analysis 

The data obtained from the pre-test and post-test 

were then analyzed using SPSS version 27. The 

analysis was conducted in two stages. First, 

descriptive statistics were calculated to summarize 

students’ grammar performance, including the mean 

and standard deviation of scores in both the control 

and experimental groups. These descriptive 

measures provided an initial overview of students’ 

progress before and after the intervention. Second, 

inferential statistics were employed to examine the 



Indonesian Journal of Applied Linguistics, 15(2), September 2025 

 
392 

Copyright © 2025, authors, e-ISSN: 2502-6747, p-ISSN: 2301-9468 

 

 

 

effectiveness of the Climbing Castle application. An 

independent sample t-test was conducted to 

determine whether there was a statistically 

significant difference in grammar achievement 

between the two groups. The independent t-test was 

selected because it is appropriate for comparing the 

means of two unrelated groups when the dependent 

variable is continuous, normally distributed, and 

measured at the interval or ratio level (Gravetter & 

Wallnau, 2017). Sedgwick (2010) also notes that 

this test is suitable when sample sizes are relatively 

equal, as was the case in this study. 

In this test, the null hypothesis (H₀) stated that 

there was no significant difference in grammar 

achievement between the control and experimental 

groups. Conversely, the alternative hypothesis (Hₐ) 

posited a significant difference in grammar 

achievement between the two groups, indicating a 

positive effect of the Climbing Castle application. 

Before running the t-test, assumptions of normality 

and homogeneity of variance were tested to ensure 

the validity of the results. Through this procedure, 

SPSS conducted a rigorous, systematic analysis of 

the data, enabling the researcher to accurately 

evaluate the impact of game-based learning on 

students’ grammar mastery. 

FINDINGS AND DISCUSSION 

Before examining the impact of the Climbing Castle 

app, the pre-test and post-test scores of both groups 

were analyzed to determine students’ initial 

grammar mastery and their improvement after the 

intervention. Table 3 presents the descriptive 

statistics of students’ grammar scores before and 

after the treatment. This illustrates the impact of the 

Climbing Castle app on students’ language 

competence. The statistics showed that the 

experimental group, who utilized the Climbing 

Castle app, got a significant increase in their 

grammatical abilities, with their average pre-test 

score increasing from 62.71 to 68.29 in the post-test. 

In comparison, the control group, which did not use 

the app and instead employed a traditional grammar 

method, showed a slight improvement in average 

score, from 60.86 to 61.29. This significant 

improvement in the experimental group suggests 

that the Climbing Castle app was more effective in 

enhancing students’ grammatical competency than 

traditional approaches. The result of students’ 

average score of pre-test and post-test is shown in 

the following table 3: 

 

Table 3 

Result of students’ pre-test and post-test  
Group Pre-test average score Post-test average score 

Experimental 62.71 68.29 

Control 60.86 61.29 

 

Before proceeding to the inferential analysis, 

assumptions of normality and homogeneity of 

variance were tested to ensure the appropriateness of 

the parametric test. The results showed that the data 

were normally distributed and that variances were 

homogeneous (p > 0.05), allowing the use of an 

independent-samples t-test. The findings of this 

study reveal the impact of the Climbing Castle app 

on students’ grammar mastery, as measured through 

pre-test and post-test results from both the control 

and experimental groups. The comparisons indicate 

that students in both groups demonstrated relatively 

similar levels of grammar proficiency before the 

intervention, confirming baseline equivalence. The 

test data were analyzed using SPSS version 27 to 

determine the impact of the app on students’ 

grammar achievement. Table 4 presents the results 

of calculating means and standard deviations to 

examine the effect of playing the Android game 

Climbing Castle on grammar mastery. 

 

Table 4 

Impact of the app on students’ grammar achievements 
Group N Mean Std. Deviation Std. Eror Mean 

Control 35 61.29 7.10663 1.20124 

Experimental 35 68.29 7.85370 1.32752 
 

Based on Table 4 above, the respondents for 

each group were 35 students. The average learning 

result, or mean, for the control group was 61.29, 

while the experimental group’s mean was 68.29. 

Therefore, based on the statistical description, there 

were significant differences in the average learning 

results between the control and experimental 

classes. The researchers employed an independent-

samples t-test to determine whether there were any 

such differences among the groups. The experiment 

showed significant differences in higher grammar 

mastery. The results supported the research study 

and suggested that using the Climbing Castle 

android-based game as a learning medium in 

grammar class could significantly improve students’ 

learning outcomes, as shown in Table 5. 
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Table 5 

Students’ learning outcome based on the t-test 
 F sig t Df Sig 

(2tailed) 

Mean 

Difference 

Std. Error 

Difference 

 

Lower Upper 

EVA 2.432 124 -3.910 68 .000 -7.00000 1.79023 -10.57255 -3.42745 
EvnA   -3.910 67.332 .000 -7.00000 1.79023 -10.57319 -3.42681 

 

Based on independent sample test results, the 

p-value of 0.124 is greater than 0.05, indicating that 

equal variances are assumed. The output of the 

table with sig (2-tailed) is 0.000 < 0.05, which 

suggests the rejection of H0 and the acceptance of 

Ha. Thus, there is a significant difference in 

learning grammar through the Android-based game 

Climbing Castle. Then, the mean difference is -

7.000, indicating the difference in average learning 

results between the control and experimental 

classes. The difference is -3.42745 to 10.57255, 

with a 95% confidence interval of the difference. 

Given that the test results were valid and 

demonstrated significant improvement in students’ 

grammar mastery, it is essential to highlight how 

the Climbing Castle game functions as an effective 

learning medium. The game not only provides 

students with opportunities to practice and enhance 

their grammar skills through interactive gameplay, 

but also fosters greater motivation by making the 

learning process more engaging, enjoyable, and 

less intimidating. By analyzing its features and 

gameplay, learners can gain a deeper understanding 

of why the app was successful in motivating them 

and why it proved more effective compared to 

traditional grammar instruction. Climbing Castle 

can be obtained by scanning the barcode on the 

following YouTube link: 

https://youtu.be/9FGhvUAgAHo. Downloading the 

file on Google Docs will be forwarded from the 

barcode. The Climbing Castle application file can 

be installed on each student’s cell phone. Figure 2 

displays the main screen of the Climbing Castle 

app when students open it. 

 

Figure 2 

Home screen of the Climbing Castle game 

 
 

After pressing the play button, students will be 

directed to a panel. Figure 3 shows the panel of 

levels students can choose from, based on their 

ability. For beginners, press the shield button with a 

castle image displaying level one instructions, which 

will then direct you to the starting point of the 

Climbing Castle game. 

 

Figure 3 

Level and evaluation section screen of the Climbing Castle game 

 

https://youtu.be/9FGhvUAgAHo
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The Climbing Castle game begins when 

players reach the starting point. Players have 120 

seconds to complete the level by pressing the button 

below the character, which directs the character to 

pass through the obstacles in the game. 

 

Figure 4 

Game interface of the Climbing Castle game 

 
 

To earn points, the character must collect keys 

along the journey of the game. When the key is 

obtained, a multiple-choice question panel will 

appear. When the student answers correctly, the 

points under the timer will increase. These points 

are the markers of learning outcomes when using 

Climbing Castle as a learning medium.

 

 

Figure 5 

Question panel in Climbing Castle’s game interface 

 
 

This research on the Climbing Castle app has 

demonstrated its effectiveness in enhancing 

students’ grammar proficiency, particularly in 

understanding and using the simple present and past 

tenses. This finding aligns with existing literature on 

the benefits of game-based learning and 

gamification in educational settings. The findings 

reveal that students who participated in the game 

sessions showed significant improvement in their 

grammar skills compared to those who received 

traditional instruction. This outcome is consistent 

with Castillo-Cuesta (2020), who found that digital 

games can enhance grammar and vocabulary 

learning by providing interactive, engaging content. 

The gamified nature of Climbing Castle likely 

contributed to increased student motivation and 
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engagement, creating innovative learning strategies 

that improve academic performance. 

The present study provides valuable insights 

into the convergence of gamification and language 

acquisition, specifically in enhancing students’ 

grammar proficiency. ESL instructors can gain 

significant advantages from this study by integrating 

cutting-edge tools, such as the Climbing Castle app, 

into their instructional methodologies. The 

application embodies a contemporary approach to 

language teaching, combining the appeal of gaming 

with educational techniques that enhance student 

engagement and academic outcomes (Leaning, 

2015). This approach has great potential to 

revolutionize the teaching and learning of grammar, 

which is often seen as difficult or monotonous. 

From an educator’s perspective, incorporating 

educational games, such as Climbing Castle, into the 

classroom creates a dynamic, competitive learning 

environment that promotes active participation and 

cooperation. This study demonstrates that 

incorporating games offers a twofold advantage: it 

stimulates learners by providing a pleasurable, 

stress-free experience, while also imparting material 

that can be challenging when taught using 

conventional approaches. Designed to address the 

challenges ESL learners face in understanding 

grammar, the app serves as a valuable resource that 

engages their attention, promoting continuous 

involvement and practice without the persistent 

stress of grades or the apprehension of committing 

errors. The concept of “learning through play” 

aligns with the conclusions of Buchem et al. (2022) 

underscoring the importance of multimodal game-

based learning in meeting students’ diverse 

requirements and learning preferences. By 

leveraging its interactive lessons and real-time 

feedback, the Climbing Castle app effectively 

employs this method, providing a customized 

learning experience that fosters a deeper 

understanding of language. 

The primary factor contributing to the app’s 

efficacy in enhancing grammar proficiency is its 

real-time feedback system. An essential aspect of 

the Climbing Castle app is its ability to provide 

instant correction of mistakes, enabling students to 

quickly review and reinforce their understanding of 

grammar principles. These findings support the 

assertion by Redjeki and Muhajir (2021) that prompt 

feedback is crucial for language learning, as it 

enables learners to internalize accurate grammar 

structures more effectively. The application’s 

reinforcement after each activity or quiz enhances 

students’ ability to retain the material and builds 

greater confidence in applying grammar rules in 

their language use. Additionally, its high level of 

accessibility is a notable benefit of Climbing 

Castle’s application. Supriyono et al. (2022) argue 

that Android-based applications exhibit significant 

promise in democratizing education by offering 

learning materials to a broader range of users. The 

app’s compatibility with mobile devices enables it to 

reach students in diverse environments, including 

those with limited access to conventional 

educational resources. In locations with inadequate 

educational infrastructure, such as rural or 

underserved communities, digital solutions like 

Climbing Castle offer a pragmatic approach to 

addressing deficiencies in grammar education. 

Furthermore, the study highlights the broader 

significance of gamification in mitigating the 

anxiety often associated with language acquisition. 

The Climbing Castle app enhances accessibility and 

reduces the intimidation students face in grammar 

courses by integrating a gamified environment that 

incentivizes effort and progress. This method is 

supported by research by Tobias et al. (2014), which 

found that multimedia and game-based learning 

environments can effectively reduce learner anxiety, 

thereby enhancing overall academic achievement. 

The application’s gaming, characterized by its 

competitive element, whereby students strive to 

amass points and ascend the leaderboard, serves to 

augment motivation and foster active engagement. 

Within this gamified environment, ESL learners, 

who often hesitate to engage in speaking or writing 

due to their apprehension about committing errors, 

are more inclined to enthusiastically adopt the 

learning process, thereby enhancing their mastery of 

grammar. 

Ultimately, the Climbing Castle app serves as a 

prime example of the increasing significance of 

gamification and technology in contemporary 

schooling. Its efficacy in improving students’ 

grammar command highlights the possibility of 

incorporating comparable applications into the ESL 

curriculum to enhance language acquisition through 

captivating, interactive platforms. This research 

contributes to the growing body of evidence 

supporting the use of digital technologies in 

education, specifically in fostering a welcoming, 

inspiring, and easily accessible learning 

environment. The integration of gamified learning 

applications, such as Climbing Castle, into ESL 

instructors’ teaching methods has the potential to 

revolutionize grammar instruction, thereby 

enhancing the learning experience by making it both 

enjoyable and efficient. Further investigation might 

examine the enduring effects of these tools and 

analyze how they can be systematically integrated 

into conventional educational frameworks to further 

improve language acquisition outcomes. 

 

 

CONCLUSION 

The results of this study indicate that using the 

Climbing Castle app significantly improved 

students’ mastery of grammar. The experimental 

group, which learned grammar through the app, 

showed a notable improvement in their average 
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score, from 62.71 in the pre-test to 68.29 in the post-

test. In contrast, the control group, which relied on 

traditional grammar instruction, showed a slight 

increase from 60.86 to 61.29. These findings 

confirm that the Climbing Castle app was more 

effective at enhancing students’ grammatical 

competence than conventional methods. This 

directly addresses the research question, 

demonstrating that digital game-based learning can 

effectively support grammar acquisition and 

improve learner engagement. The Climbing Castle 

app has effectively enhanced grammar proficiency 

among junior high school students, particularly in 

mastering simple present and past tenses. The study 

shows that students using the app significantly 

outperformed those receiving traditional instruction, 

thanks to its interactive and gamified design. This 

confirms that digital game-based learning can be a 

valuable supplement to conventional teaching 

methods, making grammar learning more engaging 

and accessible. 

In light of these results, teachers are 

encouraged to integrate game-based applications, 

such as Climbing Castle, into grammar instruction 

to foster greater motivation and better learning 

outcomes. Schools can also adopt this approach to 

complement traditional methods and create more 

interactive classroom experiences. For future 

researchers, it is recommended to examine the long-

term effects of game-based grammar learning, test 

its applicability to other language skills, and explore 

its effectiveness across different age groups and 

educational settings. Additionally, continued 

innovation and refinement of educational apps are 

essential to ensure they remain practical, user-

friendly, and widely accessible. 
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