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The Summary: 

The aim of this research is to reveal the effectiveness of using 

gamification stimuli; in increasing the mastery of the sixth graders of 

some grammatical rules, and the development of their attitudes 

towards them. 

 In order to achieve the goal of the research, the researcher 

prepared a guide for the teacher that included a number of grammar 

topics scheduled in the first semester of the sixth grade of primary 

school, in light of the criteria for game stimuli, and it was 

implemented over a period of (9) weeks, with two lessons per week 

on a sample of (32) male and female students. As an experimental 

group to measure the effectiveness of using game stimuli in 

increasing their mastery of some grammar rules included in the guide. 

The researcher has followed both approaches: descriptive, in the 

theoretical framing of the research variables, and in the preparation of 

its tools, and quasi-experimental with the design of the experimental 

and control groups. 

The two search tools were a test of grammatical rules and a 

measure to monitor the trend towards them. The results of the 

research after the two applications, the pre and post applications of 

the two search tools on the students of the experimental and control 

group, revealed that there were statistically significant differences at 

the level of 0.01 between the mean scores of the two measurements: 

the pre and post two search tools in favor of the students of the group. 

Experimental in dimensional measurement, which indicates the effect 

of the independent variable (game stimuli) in the development of the 

two dependent variables (mastery of grammatical rules, and attitude 

towards them). 

The key words: Gamification –The Grammar- developing an attitude. 
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