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1. INTRODUCTION

Educational methods nowadays, especially in English
language teaching, have shifted toward more interactive, student-
centered approaches. Nonetheless, many students struggle with
core linguistic concepts such as phonology, morphology, syntax,
and semantics, which they find abstract and challenging (Ladda &
Mirzana, 2022). Conventional teaching approaches often rely on
explanations and memorization, which can reduce engagement
and hinder students’ ability to fully grasp the material.

A key challenge in linguistics classrooms is that students
struggle to link theory to practice (Ikrom, 2025). Although they
understand the definitions, applying these concepts in real-world
scenarios remains challenging. This issue can decrease motivation
and hinder learning results. Consequently, educators should
adopt more innovative strategies to clarify linguistic concepts,
making them more engaging, relevant, and easier to learn.

Game-based learning offers an effective approach to this
challenge. Using games in classroom activities helps teachers
create a livelier, more engaging learning environment (Sadigzade,
2025). Games encourage students to participate actively, think
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critically, and interact with the material in a fun way. Among
various game types, crossword puzzles are particularly effective
because they help students recall vocabulary, understand word
relationships, and reinforce language concepts (Rahini et al,
2024). Combining play with learning improves students’ grasp of
abstract ideas and increases their motivation (Hasbi, 2025).
Ultimately, incorporating games into linguistics lessons makes
learning more engaging, insightful, and impactful.

2. DISCUSSION

The ‘Introduction to Educational Linguistics’ course
explores eight key areas: phonology, morphology, syntax,
semantics, pragmatics, sociolinguistics, psycholinguistics, and
discourse analysis (Atkinson et al, 2014), giving students a
comprehensive understanding of how language works both in
theory and practice. These topics are often seen as abstract and
difficult. Learning engagement can be enhanced by using
crossword puzzles as an interactive tool that encourages active
recall and critical thinking (Tejeswini et al, 2024). Digital
platforms like puzzelorg are useful for incorporating crossword
puzzles into teaching, as they allow instructors to easily create
puzzles that match classroom content.

2.1 Integrating Linguistic Concepts into Crossword Puzzle
Design

In the Introduction to Educational Linguistics course,
using crossword puzzles to incorporate linguistic concepts
provides an effective way to transform abstract theories into
interactive, practical learning exercises. Each subject (phonology,
morphology, syntax, semantics, pragmatics, sociolinguistics,
psycholinguistics, and discourse analysis) is paired with a
crossword puzzle quiz that highlights the main ideas covered in
class. The clues are thoughtfully designed to include definitions,
examples, or features of each concept, helping students review
key material more interactively.
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For instance, in phonology, clues may involve identifying
sound symbols or phonetic terms, whereas in morphology,
students may be asked to recognize affixes or word-formation
processes. In syntax, clues can relate to sentence structures or
grammatical rules, whereas semantics may include meaning
relations such as synonymy or antonymy. Similarly, pragmatics
can involve contextual meaning (Anwar & Santuso, 2025);
sociolinguistics may address language variation;
psycholinguistics may focus on language processing (Anwar et al.,
2022); and discourse analysis may include text coherence or
cohesion. Embedding them into crossword puzzles allows
students to engage with linguistic content in an organized and
enjoyable way.

Moreover, the design of crossword puzzles can be adapted
to varying levels of difficulty to align with students’ proficiency
and learning objectives. Lecturers can begin with simple clues that
focus on basic definitions and gradually move toward more
complex clues that require analysis, examples, or the application
of concepts. This scaffolding approach helps students build their
understanding step by step while maintaining engagement
(Maftuna, 2025). In addition, incorporating collaborative
activities, such as pair or group discussions before submitting
answers, can enhance the learning experience by enabling
students to negotiate meaning and deepen their understanding of
linguistic concepts.

A key aspect of this method is that students often rely on
memorizing key terms or the first letters of answers (Martini et
al,, 2017), which aids memory retention. It breaks down complex
material into manageable chunks. Consequently, crossword
puzzles serve as both a review tool and a cognitive aid, helping
students better organize and recall linguistic concepts.

2.2 Enhancing Students’ Engagement through Digital
Platform

The integration of digital platforms such as puzzel.org
further enhances the effectiveness of crossword puzzle games in
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the classroom. This platform enables lecturers to efficiently
create, personalize, and produce crossword puzzles derived from
lesson content. Digital crosswords offer a more engaging and
visually appealing alternative to traditional paper exercises,
fulfilling the needs of modern learners (Qutieshat et al., 2022).

Lecturers can easily input questions and answers on
puzzel.org, which then automatically creates a crossword grid.
This efficiency saves time and allows educators to focus more on
the quality of the content rather than the technical aspects of
puzzle creation (Madaniyah et al, 2024). Additionally, the
platform supports easy access through web browsers, making it
convenient for both lecturers and students.

Furthermore, digital crossword platforms provide
immediate feedback, which plays a crucial role in enhancing
students’ engagement in learning. When students enter their
answers, they can immediately see whether they are correct or
need revision. This real-time feedback helps students identify
their mistakes and encourages them to reflect on their
understanding of the material. As a result, the learning process
becomes more interactive and responsive, enabling students to
remain actively engaged and continually improve their
understanding of linguistic concepts.

In today’s learning environment, most students carry
smartphones to class, and these can be used effectively as learning
tools. Students can engage with crossword puzzles on their mobile
devices, eliminating the need for extra materials. This creates a
flexible, technology-enhanced classroom where learning becomes
more dynamic. Furthermore, integrating digital tools boosts
students’ enthusiasm by blending education with technology they
already know.

2.3 Promoting Independent and Active Learning

Crossword puzzle activities foster independent and active
learning by encouraging students to actively participate in
problem-solving, recall concepts, and connect different linguistic
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ideas. This approach promotes deeper cognitive engagement,
which is vital for meaningful learning (Rahini et al., 2024).

When students solve puzzles independently on their
devices, they foster a sense of responsibility for their learning.
They need to think critically to identify correct answers,
frequently reviewing notes or recalling earlier explanations. This
self-directed approach enhances their understanding and
promotes better internalization of linguistic concepts (Sari et al.,
2026). Additionally, the game-like format lowers anxiety, making
the activity feel less formal and more enjoyable than traditional
tests.

Another benefit is that crossword puzzles suit various
learning styles (Hasyim et al., 2024). Visual learners thrive on the
puzzle layout, while analytical learners enjoy problem-solving.
This inclusivity makes crossword puzzles a flexible teaching
resource. Additionally, digital platforms offer immediate
feedback, helping students identify and correct errors and further
supporting learning.

2.4 Reinforcing Learning through Game-Based Evaluation

Both formative and summative purposes are served by the
use of crossword puzzles as a form of evaluation at the end of each
session. As a formative assessment, it allows lecturers to quickly
gauge students’ understanding of the material (Prastikawati et al.,
2024). Lecturers can determine which concepts require
additional explanation by observing students’ performance. At the
same time, students receive immediate practice that reinforces
what they have learned.

Crossword puzzles serve as a straightforward yet effective
summative assessment tool for gauging students’ understanding.
Unlike standard tests, they offer a low-pressure setting that can
yield a more authentic display of students’ knowledge. The game-
like format promotes engagement among all students, including
those who might feel less confident in traditional testing
environments (Nadeem & Oroszlanyova, 2023).
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Additionally, this method connects theory with practice.
Instead of just memorizing definitions, students actively use their
knowledge to solve problems. This hands-on approach enhances
their ability to apply linguistic concepts in real-world situations,
aligning with the main objectives of educational linguistics. As
they practice repeatedly, their retention improves, and their
understanding deepens over time (Hasbi et al., 2026).

3. RECOMMENDATION

The use of crossword puzzle games in teaching linguistics
offers several advantages; however, it also raises important
considerations. While this method effectively boosts student
engagement and motivation, there is an ongoing debate about
whether game-based learning might oversimplify complex
linguistic concepts. Some scholars contend that overemphasizing
game mechanics could lead students to focus more on completing
tasks than on developing a deep understanding of the material. As
a result, it is crucial for educators to design crossword content
thoughtfully, ensuring it not only tests recall but also fosters
conceptual understanding (Qutieshat et al., 2022).

In addition, the integration of digital tools such as
puzzel.org depends on students’ access to technology and internet
connectivity. Although most students today have smartphones,
unequal access or technical issues may affect participation
(Fajaria et al., 2026). Despite these challenges, digital crossword
puzzles remain a practical and efficient tool in modern
classrooms, as they support interactive, flexible learning
environments (Madaniyah et al., 2024). Lecturers should consider
combining this method with other instructional strategies to
ensure balanced and inclusive learning experiences.

Overall, the implementation of crossword puzzles as a
game-based learning strategy can significantly enhance students’
understanding of linguistic concepts when applied thoughtfully.
Educators should continue exploring innovative methods to
incorporate games into linguistic instruction while staying
focused on learning goals (Astawa et al., 2026). Future studies
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might examine the long-term effects of these strategies on
students’ critical thinking and language awareness, especially in
higher education settings (Rahini et al., 2024).

Author

Adinda Afifah Anwar, S.Pd., M.Li,, is a lecturer
in the English Education Department at UIN
Antasari Banjarmasin. She earned her
bachelor’s degree in English Education from
Universitas Negeri Malang and her master’s
in Linguistics from Universitas Jember. Her
academic background includes teaching
undergraduate linguistics courses. Her
research focuses on linguistics, especially
discourse analysis, with a particular emphasis on educational
contexts and student-created media. For more details about her
publications, interested readers can visit her Google Scholar
profile.

References

Anwar, A. A, & Santuso, S. (2025). Social Media as a Medium of
Expression: an Analysis of Illocutionary Speech Acts in @
komik . grontol’ s Posts. Pubmedia Jurnal Pendidikan Bahasa
Inggris, 2(4), 1-14.
https://doi.org/10.47134/jpbi.v2i4.1910

Anwar, A. A, Wibisono, B., & Salikin, H. (2022). Various Netizen
Utterances through Tweet #Bjorka: Psycholinguistic
Approach. International Journal of Linguistics, Literature and
Translation (IJLLT), 5(12), 96-101.
https://doi.org/10.32996/ijllt

Astawa, N. L. P. N. S. P.,, Hasbi, M., Islamiah, N., Hamid, S. F., Male,
H., Kurniati, Khairatunnisa. (2026). Teaching English for
Specific Purposes. Rizquna.

Atkinson, M,, Kilby, D., & Roca, 1. (2014). Foundations of General
Linguistics (Second Edi). The Academic Division of Unwin

Games In English Language Teaching | 113



Hyman Ltd.
https://api.taylorfrancis.com/content/books/mono/downl
oad?identifierName=doi&identifierValue=10.4324/978131
5880358&type=googlepdf

Fajaria, N. H., Maknun, L., Hasbi, M., Islamiah, N., Male, H., Harida,
E. S., Kusmaningrum, M. (2026). Al in English Language
Teaching and Research. Rizquna.

Hasbi, M., Fata, I. A, Maknun, L., Hasanah, N. I,, Budiana, K. M,
Susyetina, A., Sulistyo, T. (2026). Teaching University-Level
English Courses: A Practical Guidebook. Rizquna.

Hasbi, M. (2025). Vocabulary and grammar learning activities
inspired by Squid Game TV series. In Powerful Vocabulary
and Grammar Classroom Activities (pp. 1-13). Rizquna.
http://e-repository.perpus.uinsalatiga.ac.id/23502/

Hasyim, R., Hasanudin, H., Wael, A., Saputra, D., Herdianti, R,
Uluelang, K., Amir, H. S, Rafii, M., & Sata, M. (2024).
Implementation of Visual and Performing Arts ( VPA ) in ELT
Through Kampus Mengajar Program at Secondary School in
Southwest Papua. Edu Cendikia Jurnal llmiah Kependidikan,
4(02), 197-204.
https://doi.org/10.47709/educendikia.v4i02.4288

Ikrom, T. M. (2025). Applying Linguistic Theory in Classrooms
Improves Student Language Awareness. World of Semantics:
Journal of Philosophy and Linguistics, 10, 22-27.
https://wos.semanticjournals.org/index.php/JPL/article/d
ownload/199/121/249

Ladda, A., & Mirzana, I. M. (2022). Study of Phonology , Grammar
and Semantic Changes within Historical Linguistics.
Technoarete Transactions on Language and Linguistics, 1(1),
12-15. https://www.researchgate.net/profile/Ishrat-
Mirzana/publication/364896465

Madaniyah, N. A,, Anita, A., & Oktaviana, F. (2024). The Utilizing Of
Digital Crossword Puzzle Game To Enhance Students ’
Vocabulary Mastery A Pre-Experimental Research At The
Tenth Grade Of Sman 3 Kota Serang. Lingua: Jurnal

114 | Games In English Language Teaching



Pendidikan Bahasa, 20(2), 275-287.
https://doi.org/10.34005/lingua.v20i2.4255

Maftuna, K. (2025). Scaffolding Techniques: Supporting Student
Progress Step-By-Step. Ta’lim, Tarbiya Va Innovatsiyalar

Jurnali, 1(7), 264-268.
https://phoenixpublication.net/index.php/TTI/article/vie
w/5143

Martini, M., Riedlsperger, B., Maran, T., & Sachse, P. (2017). The
Effect of Post-Learning Wakeful Rest on the Retention of
Second Language Learning Material over the Long Term.
Springer Nature Link: Current Psychology, 39, 299-306.

Nadeem, M., & Oroszlanyova, M. (2023). Effect of Digital Game-
Based Learning on Student Engagement and Motivation.
Computers, 12(9), 177-200.
https://doi.org/10.3390/computers12090177

Prastikawati, E. F., Adeoye, M. A,, & Ryan, ]. C. (2024). Fostering
Effective Teaching Practices: Integrating Formative
Assessment and Mentorship in Indonesian Preservice
Teacher Education. IJOLAE: Indonesian Journal on Learning
and Advanced Education, 6(2), 230-253.
https://doi.org/10.23917 /ijolae.v6i2.23431

Qutieshat, A., Al-harthy, N., Singh, G., Chopra, V., Aouididi, R,
Arfaoui, R., Dileesh, S., Alsadoon, A., Al-nadhiri, O., Al-busaidi,
S., Al-rashdi, S., & Alrashdan, M. S. (2022). Interactive
Crossword Puzzles as an Adjunct Tool in Teaching
Undergraduate Dental Students. International Journal of
Dentistry, 2022, 1-10.
https://doi.org/10.1155/2022 /8385608

Rahini, N. T, Sudirman, I. N, & Numertayasa, [. W. (2024).
Application of Game Based Learning Using Crossword Media
in Improving English Vocabulary. Aktual: Jurnal Pengabdian
Kepada Masyarakat, 2, 8-15.
https://doi.org/10.58723 /aktual.v2i1.117

Sadigzade, Z. (2025). Language Learning Through Games: A
Computational Linguistics Perspective. Euro-Global Journal

Games In English Language Teaching | 115



of Linguistics and Language Education, 2(3), 163-188.
https://orcid.org/0009-0007-1179-1214

Sari, A. S., Widiati, U., Zein, E. L., & Suharyadi, S. (2026). From
classroom to autonomy: A systematic literature review of
self-regulated learning strategies in English language
teaching. Journal of Research on English and Language
Learning, 7(1), 319-343. https://doi.org/10.33474/j-
reall.v7i1.24739

Tejeswini, V., Chaitra, B., Renuka, I. V, & Ramya, P. (2024).
Crossword Puzzles - A Fun Educational Tool to Reinforce
Information. Acta Med Int, 11, 168-171.
https://doi.org/10.4103 /amit.amit_104_22

116 | Games In English Language Teaching



