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Abstract

This research is a game—based teaching technique that utilizes
crossword puzzles enhanced with colour cues. It can be regarded as a
visual, game-oriented instructional technique for grammar development,
combining games and visual support in English language teaching.
Grammar development here focuses on enhancing learners'
understanding and use of grammar.

The approach of the current study supports this by making learning
interactive, visual, and engaging.

This integration has gained increasing attention for its potential to
enhance learners' understanding and achievement. (Fatah,2025)

This research aims to investigate the use of crossword puzzles with
colour as an instructional technique for grammar development among
EFL learners at the primary school level. Drawing on the principles of
game-based learning (De Freitas, 2018) and visual scaffolding (Paivio,
2006). Unlike traditional memorising exercises, crossword puzzles
combine problem-solving with playful interaction, while the use of colour
coding provides learners with additional cues for noticing and recalling
grammar rules. This research argues that coloured crossword puzzles
can foster engagement, reinforce memory retention, and facilitate

deeper understanding of grammatical structures.




Manwal Magazine Volume (1), Issue (9),(30) October 2025 AD - 1447 AH

Previous studies have demonstrated the positive effects of puzzles
and gamification on language learning outcomes (Turgut & Irgin, 2009;
Baleghizadeh & Ashoori, 2011), yet limited research has examined their
specific application to grammar instruction. This research seeks to
overcome that problem by exploring how crossword puzzles with colour
can be systematically applied as a classroom technique to promote
grammatical accuracy, as well as simplified grammar understanding and
use. The research also places this technique within the theoretical
framework of Grammatical Consciousness Raising (GCR), (Rutherford &
Sharwood Smith,1985; Ellis,1993), arguing that colour acts as a primary
visual scaffold to direct learners' attention to targeted grammatical
forms: Nouns, verbs, and adjectives within an engaging, problem—
solving context. This technique differs from traditional deductive
methods, it requires learners to inductively deduce grammatical rules
based on the patterned use of colour clues, thereby promoting deeper
cognitive processing and metalinguistic awareness (Schmidt,1990).

In light of the research aim, the research’s null hypothesis has
been formulated to be tested. The design of one group is adopted and
pre— and post-tests are used. The sample includes (35) female pupils
who are randomly selected from Qubatulsakhrah primary school for girls
in Mosul city.

The findings of the single—-group design showed improved learners'
grammar knowledge and retention after using the crossword puzzles
with colour. Furthermore, learners' feedback was expected to reflect
greater understanding and positive attitudes toward grammar learning.
While the lack of a control group limits the ability to demonstrate causal
effects, the results provide valuable insights into the potential of
crossword puzzles with colour as an interactive and supportive tool for
grammar development among primary pupils.
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Introduction

One of the most important challenges in teaching grammar to
young children is moving beyond memorization and abstract rules to a
more concrete, engaging, and contextualized approach. Traditional
methods often fail to capture the attention and interest of children, for
whom play is a vital mode of learning (Vygotsky, 1978). Crossword
puzzles, particularly when supported by strategic colour coding, offer an
effective solution by transforming grammar practice into a fun and
cognitively stimulating problem-solving activity.

Grammar serves as the structural foundation of language and
includes the rules that govern syntax, morphology, and usage. Its
abstract nature can make it difficult for learners to grasp and apply
effectively. Educational research advocates for teaching approaches that
move away from traditional deductive methods, suggesting more
inductive, communicative, and form-focused tasks that highlight
grammatical forms in meaningful contexts (Long, 1991; Doughty &
Williams, 1998). Effective tools in this approach encourage learners to
become aware of linguistic forms, which refers to their conscious
recognition of these forms, and provide opportunities for controlled
practice, eventually leading to automaticity in usage (Schmidt, 1990).

Crossword puzzles serve as an effective educational tool that
encourages active learning and problem-solving. They require learners
to recall and apply their grammatical knowledge in a meaningful context,
enhancing both their understanding and use skills (Fitzpatrick, 2018).
Additionally, the crossword puzzle technique provides a fun and
engaging activity for elementary students, and helps pupils to reduce the
cognitive load often associated with learning grammar. This shift
transforms grammar practice into an exciting challenge rather than a

monotonous task (Nation & McAllister, 2021).
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The integration of colour creates a multi-sensory learning
environment that combines cognitive, visual, and kinesthetic elements,
making it especially effective for young learners. Research has shown
that such multimodal approaches can boost understanding and improve
academic outcomes in language classrooms (Al-Shiji, 2016; Yip &
Kwan, 2020). Therefore, exploring the use of crossword puzzles with
colour as a teaching tool for grammar development could provide
valuable insights into innovative methods for teaching grammar to
primary school EFL learners
Statement of the Problem

Although developing grammatical competence is a fundamental yet
consistently challenging goal in language education (Dekeyser,2007)
Teachers of primary schools concentrate on traditional techniques and
methods of teaching, they rarely apply non-traditional techniques of
teaching such as word puzzles with colour technique which enhancing
the skils of the learners' wunderstanding and wuse of
grammar.

On the other hand, although crossword puzzles have been used in
language classrooms to aid vocabulary learning, their potential for
grammar development particularly when enhanced with colour as visual
cues has not been thoroughly examined. Colours can act as attention-
grabbing signals, helping learners to identify grammatical categories
such as verb tense, plurals, and parts of speech (Dzulkifli & Mustafar,
2013; Mayer, 2021). However, there is a lack of empirical studies
exploring the effectiveness of colour-based crossword puzzles for
grammar learning in elementary EFL (English as a Foreign Language)
settings.

Aim of the Research
This research aims to investigate the use of crossword puzzles with

colour as a game based teaching technique to enhance grammar
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learning in English by examining students' grammar achievement,
comprehension of grammar, the study seeks to contribute to effective
classroom practices and expand research on game-based language
teaching approaches.

Hypotheses of the Research:

The research assumes that there are no statistically significant
differences between the development mean scores of the group in a
given pre—test and post-test.

Importance of the Research

The significance of this research lies in its contribution to the growing
literature on game-based learning, by examining crossword puzzles with
colour as an innovative teaching technique, this research is important for
teachers and curriculum designers, as it demonstrates how crossword
puzzles with colour enhance grammatical awareness, recall, and learner
understanding. It is particularly relevant in resource limited learners,
where teachers often seek innovative and simple tools to make learning
more interactive.

Finally, this research benefits learners themselves. By combining play,
problem solving, and visual support, crossword puzzles with colour may
alleviate grammar anxiety, foster positive attitudes, and support lifelong
learning skills such as critical thinking and collaboration.

Limits of the Research

The current research is limited to:

1- A sample of the Fifth Grade Primary class female pupils on the left
bank of Mosul.

2—- Teaching the sentence structure pattern in the English language
from the book (English for Iraq, fifth primary Book). UK. Published by
Garnet Publishing Ltd. First edition 2017

3. The second term of the academic year 2023 - 2024.
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Definition of Basic Terms

As far as this research is concerned

Crossword puzzles refer to grid—based word games in which learners
complete intersecting both horizontal and vertical words by solving clues
related to grammar structures or forms. Unlike traditional use for
vocabulary, crossword puzzles here are adapted for grammar practice,
requiring learners to understand and apply grammatical rules in a
problem solving context (Fitzpatrick, 2018).

Colour refers to the use of different hues to highlight grammatical
categories or structures within crossword puzzles (e.g., verbs in blue,
nouns in red, adjectives in green). Colour functions as a visual cue to
enhance learners ‘’attention, categorization, and memory retention
(Dzulkifli & Mustafar, 2013; Mayer, 2021).

Grammar development is defined as the process through which
learners acquire, internalize, and apply rules governing the structure of a
language, including parts of speech, tenses, agreement, and sentence
formation. (Ellis, 2017).

Grammar development here means improving learners' understanding
and use of grammar.

Game-based learning refers to the integration of play elements and
structured games into the learning process, to enhance understanding,
and use. Crossword puzzles are categorized here as a form of game—
based learning that makes grammar practice more interactive and
enjoyable (Yip & Kwan, 2020).

Primary school learners are children between the ages of
approximately 7 tol12 who are learning English as a foreign language in
a school context. They are at a developmental stage where visual,
interactive, and playful activities are particularly effective for sustaining

attention and boosting language acquisition (Cameron, 2001).
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Procedures
According to the aims and materials of Unit 2 Lesson 4 which are:

1- To learn adjectives that describe characteristics (animals)
2- To practice asking and answering questions about animals and their
general characteristics
Materials: Pupil's Book pages 28-29
Activity Book pages 26-27
Optional: blank sheets of paper or a clean notebook page

The three sentences taken from the text book are written on the
board and explained:

1- Cats are playful.

2- Horses are fast.
3- Sharks are dangerous.
— What do you notice? The teacher/researcher asks, ...... aha, he adds,
'cat, horse and shark" are nouns, like your name, your classmates'
names: "Fatima, Ann, Sara ... etc.".
"are" is a verb means action or movement, as you know we use 'is" for
singular and "are" for plural. We call "is and are" verbs to be. They are
used here to connect words before and after.
Whereas 'playful, fast and dangerous' are adjectives, they describe the
nouns or the names as we said.

After that the pupils are asked to read chorally and loudly the
sentences one by one after him.
Then he asks what is this pointing to the words individually:
cat, horse and shark, they say nouns,
are, they say verb,
playful, fast and dangerous, they say adjectives.
The pupils are asked to look at pages 28 and 29 for further nouns,

verbs and adjectives as a home work.
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Then he goes ahead to explain what they have according to his

daily plan, and that will be repeated along by the experiment days.

In the next lesson, he reviews what they have given about nouns,
verbs and adjectives.
Then the Pre-Test starts by giving five short sentences each sentence
gets 3 marks, the total marks is 15 in Appendix]
After that the experiment starts by using Crossword Puzzles with Colour
technique:
As we said before,
Cats are playful.
Horses are fast.
Sharks are dangerous.
Who can give a similar sentence, let me start first, he asks two pupils to
approach the board and asks them:
— What is your name?
— Hiba, Ann
— Great, what is Hiba? |s she a boy or a girl?
- Girl.
- Yes, she is a girl.
— What about Ann?
— She is a girl.
— Great, so what are Hiba and Ann?
- Girl,
— Girl or girls?
- Girls.
— 8o, Hiba and Ann are girls. Since you are all beautiful, we can say
that:
— Girls are beautiful.
Then about 10 pupils give similar sentences.

— What can you see in these three sentences?
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— Some pupils reply noun, verbs and adjectives.
— What about other pupils? Hmm .... No response

Ok let's agree on that, sentences like these have three elements
"word"
noun, verbs and adjectives, we will give each one of them a colour code
noun will be green "n", verbs will be red 'r" and blue "adj." for adjective.
As you see, we start with green, red and then blue successively.

In other words, green is the name of persons, like Hiba and Ann, or
animals like cat and horse etc., red links "'n" and 'adj." whereas blue
describes the green, as girls, playful or fast etc. Let us begin:

v ad.

Cats are playful.
v adj.
Horses are fast.
% adj.
Sharks are dangerous.
Let us put them in a diagram. (Appendix 2)

The sentences are read two times first as 'cats are playful" and
second as 'n, v, adj." Pupils are asked to read them chorally three
times.

Some pupils are asked to write sentences on the boards. others to
write n, v and adj.

In the next lesson, the topic is reviewed and a prepared diagram is
mounted on the board.

- If | ask you, what are cats? Who can answer?
Oh, no one?

Let us use colours then:

What are cats? Which colour comes first?

- Green.

Yes, very good. cats, Which one in the middle? Which links words?
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— Red.
- Yes, marvelous, are
— and finally which colour comes last?
— Blue,
— Excellent, playful
Now arrange them according to the colours;
Cats are playful.
Wonderful.
The same process repeated in details with the two other sentences.
Five minutes are given to the pupils to discover that in question

red becomes before green, and in normal sentence "affirmative" green
comes first.

By finishing that, the lesson achieves the first two aims, which are
the focus of the current research.

In the next lesson, the topic is reviewed and a new diagram of 16
cells is amount on the board (Appendix 3).
Now we have a funny game:
- Look at this diagram, it has green, red and blue words, right?
- yes.
— | would like you to look at it deeply and extract at least on sentence
from it. | will give you a hint, the researcher writes "Girls are beautiful."
Who can find it inside the diagram? After minutes a pupil finds
— Great, come and draw an arrow next to it. Excellent, applaud her for
her brilliance.
— Who else? Yes, good come and draw an arrow next to it. Now write it
on the board. Excellent, applaud her for her brilliance.
The process repeated for 35 minutes.
In the next lesson, the Post-Test is taken (Appendix 1) and the

experiment is done.
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The Experimental Design of the Research

Pre-Test Independent Variable Post-Test
Research | Five questions based | Crossword Puzzles | Five questions
Group on with Colour Technique | based on examples

examples taken from taken from the

the text book

text book

Implementation of the Post-Test:

After completing the experiment, the Post-Test of the same questions
as shown in the Appendix (4) is conducted to the research group.

The results shown in the table below are reached:

Mean, Standard Deviation, and T Values in the Pre and Post-Tests

of the Pupils’.
Research | Tests No. of | Mean Standard T Value Level of
Group Pupils Devia¢on Calculated | Tabulated | Significance
Pre-Test | 35 6.427 | 3.9093 3.945 2.021 (0.05)
At 34 degrees of
Post-Test | 35 9.933 0.2527 freedom

Data Analysis and Results Discussion:

It is obvious that the calculated T value (3.945) is higher than the
tabulated T value which is (2.021) with (a = 0.05) alpha and (34)
degree of freedom. Consequently, the null-hypothesis is rejected and
the alternative one is accepted. That is to say, there are statistically
significant differences between the mean scores of the Pre-Test and the
Post-Test in favour of the Post-Test. In other words, the use of
'crossword Puzzles with colour" technique has a positive effect on
productive and comprehension skills of the fifth grade primary pupils, as
the pupils' scores in Post-Test are higher than with their scores in the

Pre—Test.
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Pre-Test and Post-Test
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Identify the nouns 'n", verbs 'v' and adjectives 'adj." in the following
sentences:

1- Dolphins are friendly.

2- Lions are strong.

3— Camels are intelligent.

4—- Boys are smart.

5— Desks are clean.

Appendix 2
Diagram 1
cats are playful
horses are fast
sharks are dangerous
Appendix 3
Diagram 2
dangerous Sharks are beautiful
horses Are st cats
beautiful f Cats are S\harks
are / Playful /grrs( ave

e
girls \ / girls T horses d&ngerous
are \ Are \ are fast
beautiful 1 Hiba and Ann ‘ beautiful horses




