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Abstract: This study aimed to analyze the effect of game-based learning (GBL) through the use of Genially in English as a foreign 
language (EFL) online instruction. The participants were 61 EFL undergraduate students, who were distributed into an 
experimental group (32 students), and a control group (29 students). Their ages ranged from 22 to 56 years old, and their English 
proficiency level was B1, according to the Common European Framework of References (CEFR). The students were enrolled in two 
pre-intermediate courses that are part of an EFL Teaching program at a private university in southern Ecuador. The courses were 
delivered in an online remote learning environment due to the COVID-19 pandemic. The study followed a quasi-experimental 
approach and it took place over a sixteen-week period. The instruments included a diagnostic survey, a pre-test, a post-test, a 
students’ perceptions survey, and a semi-structured interview. The main findings revealed that Genially games have the potential 
to enhance EFL learners’ academic performance in online instruction, particularly in aspects related to students’ knowledge of 
grammar and vocabulary in context. Besides, it was found that according to students’ perceptions, the implementation of games 
based on their real learning needs increases their motivation, especially when feedback is effectively provided.   
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Introduction 

The Coronavirus (COVID-19) pandemic has brought important challenges and implications in education around the 
world. In this context, Khatoony and Nezhadmehr (2020) assert that the integration of information and communication 
technologies (ICT) has played a significant role in the teaching and learning process during the pandemic, especially in 
developing countries in which online classes were implemented to give learners the opportunity to continue their 
studies. Certainly, online instruction through ICT was a fundamental aid to mitigate the difficult situation provoked by 
COVID-19, especially in distance education since it allowed the organization of a variety of internet-based courses that 
were addressed to large groups of students from different locations (Damayanti & Irwan, 2021). In this respect, Ali 
(2020), and Pradeep (2013) affirm that the implementation of technology reduces learning disruption by helping 
teachers and students work collaboratively through different virtual scenarios (Kiron & Vassileva, 2018). Consequently, 
EFL teachers should look for innovative resources using ICT as a strategy to enhance their students’ communicative 
competence (Ortega-Auquilla et al., 2020). Besides, teachers should be skillful enough to adapt themselves to information 
technology in the globalization era (Syahroni et al., 2020).  

One way to innovate in the EFL classroom is the implementation of GBL through ICT, which is increasing at a rapid pace 
in education. In this context, Shaffer et al. (2005) assert that GBL is a type of game play with specific learning outcomes. 
It refers to a teaching strategy that enhances students’ engagement, stimulates positive attitudes, promotes learners’ 
motivation, and allows the acquisition of all language skills (Asiri, 2019; Rueckert et al., 2020). In this regard, the effective 
use of games in the EFL classroom can be a helpful strategy to create meaningful learning environments so that students 
can acquire the skills and micro-skills that they need to be able to communicate effectively in the target language 
(Katemba & Sinuhaji, 2021).  
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Concerning the acquisition of language skills in virtual settings, the present study will focus particularly on enhancing 
EFL grammar and vocabulary knowledge through online games in distance education. In this respect, Rueckert et al. 
(2020) assert that the micro-skills of grammar and vocabulary are considered two important areas in language 
instruction, which usually provoke some difficulties in the language acquisition process (Li et al., 2021), especially under 
the new teaching conditions caused by COVID-19. Due to the aforementioned reasons, the implementation of interactive 
Genially games through ICT can be a useful strategy to overcome the aforementioned challenges. It is necessary to remark 
that some of the most common tools that can be used to implement the GBL approach in the EFL classroom are Kahoot, 
Genially, Duolingo, Educaplay, ClassDojo, among others; however, Genially has been chosen to carry out the present study 
because it is a free and intuitive tool that engages the audience through an attractive visual appearance (Deris & Shukor, 
2019). Besides, the use of Genially offers users the possibility to design, collaborate, personalize, share and analyze 
different types of gamified resources in an entertaining way (Kapp, 2012).  

Finally, it is important to mention that several studies about the use of games in EFL teaching have been conducted in 
different educational settings around the world (Castillo-Cuesta, 2020; Deris & Shukor, 2019; Deterding et al., 2011; 
Ključević & Krumes, 2020); however, any of these research works have been carried out by using Genially games to 
enhance English grammar and vocabulary knowledge in the context of higher education. For this reason, this study 
attempts to answer the following research questions: 

RQ1: What is the influence of Game-Based learning through the use of Genially in teaching EFL grammar and vocabulary? 

RQ2: What are students’ perceptions regarding the use of Genially for enhancing EFL grammar and vocabulary 
knowledge? 

Literature Review 

The Role of Technology in EFL Teaching  

According to Cakici (2016), the use of technology in the EFL classroom has positive effects in the teaching and learning 
process. Technology promotes an active role in students since they can learn anywhere and anytime, and it is a factor 
that contributes to improving students’ linguistic abilities (Mahdi & Al-Dera, 2013). In this respect, technology has gained 
increasing attention since it plays a fundamental role in reducing learning disruption by helping teachers and students 
to work through virtual scenarios (Li et al., 2021). However, even though technology has become an essential ally to 
support remote learning, distance education, or online learning (Al-Khasawneh, 2019), the pandemic revealed emerging 
vulnerabilities about its access. 

With respect to the teachers’ challenges regarding the use of ICTs in the complicated conditions caused by COVID-19, 
Khatoony and Nezhadmehr (2020) found out that some of the most common issues confronted by EFL teachers included 
the difficulty to have access to modern technological tools, interrupted or weak internet connection, students’ lack of 
motivation, attention deficit, as well as the teacher’s difficulty to design online materials, which is a factor that can be 
complicated and time-consuming. Similarly, other issues such as lack of teachers’ preparation and planning, limitations 
regarding technological facilities, and sometimes poor internet connection are still critical aspects affecting EFL teaching 
(Apdy & Asrifan, 2019). Other limitations regarding the use of technology in the EFL classroom deal with a negative 
teacher’s attitude towards the digital era, misusage of technologies, lack of resources, lack of funding, and lack of 
technological abilities (Apriani et al., 2022; Kalugina & Tarasevich, 2018).  

Despite the aforementioned issues, the implementation of ICT provides diverse opportunities for teachers to adopt 
effective online applications and tools aimed at enhancing the students’ proficiency level, which can be demanding in the 
difficult conditions provoked by the sanitary emergency (Li et al., 2021). For these reasons, it is necessary for EFL 
instructors to be well-prepared to overcome the new challenges incurred due to the pandemic, especially in aspects 
related to technology integration, knowledge, skills, and use of online resources (Khatoony & Nezhadmehr, 2020), which 
can be translated into more productive and responsible learners (Kalugina & Tarasevich, 2018). 

Game-Based Learning in EFL Education 

According to Noroozi et al. (2020), Game-Based Learning is an approach that involves the use of games to encourage 
students’ engagement within the context of the play. Tang et al. (2009) assert that GBL takes advantage of ICT to design 
interactive and motivating virtual learning environments. Indeed, this approach involves the implementation of active 
learning experiences by integrating high-quality games in the educational process (Castillo-Cuesta, 2020; Ge & Ifenthaler, 
2018). Similarly, Lim and Lee (2007) state that GBL is characterized by the use of game design to enhance the learning 
environment. In this context, several authors have addressed the benefits of implementing games in the learning process; 
for instance, Kulpa (2017) argues that the use of games in the classroom can foster a sense of control within the students, 
which enhances autonomous learning, and helps them to achieve educational goals (Asiri, 2019; Kapp, 2012; Michos, 
2017). 

In relation to EFL teaching, the use of games has become very important in recent years (Mikasyte, 2018); for this reason, 
many aspects should be considered to ensure that they are appropriate enough to reinforce any content knowledge 
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(Mohandas et al., 2020). Certainly, GBL has become a trend in recent studies in which several types of games have been 
employed to teach different skills in EFL classrooms (Cabrera-Solano et al., 2020; Rueckert et al., 2020;). In this respect, 
authors such as Hoshang et al. (2021); Sobocinski, (2018); as well as Atmojo, and Nugroho (2020) have conducted recent 
studies to demonstrate the effectiveness of GBL in improving EFL students’ skills. Additionally, other researchers have 
revealed that games create a motivational atmosphere in which EFL students can feel greater control of their own 
learning process, which results in creating a sense of autonomous learning, especially in contexts where students do not 
have the opportunity to practice English on a daily basis (Şahin et al., 2017). Based on the aforementioned aspects, 
Phuong and Nguyen (2017) assert that EFL teachers should adopt technological tools to create meaningful learning 
experiences through educational games, which are useful to enhance the students’ English language skills (Rahman et al., 
2019). 

Games in Grammar and Vocabulary Teaching 

According to Tsai et al. (2017), the COVID-19 pandemic provoked an important technological disruption in education. In 
this regard, teachers adopted flexible pedagogies for online, blended, and offline education to help EFL students master 
communicative competence in the target language, so games constitute an effective solution in EFL instruction (Simon & 
Taverniers, 2011), especially when teaching grammar and vocabulary because these linguistic aspects usually provoke 
some difficulties in the language acquisition process (Genially Academy, 2021a). With respect to vocabulary, Delgado-
Algarra (2020) affirms that it is considered the building block of language learning because it has a direct relationship 
with the students’ communicative competence. Furthermore, it plays a substantial role in the acquisition of receptive and 
productive skills (Apdy & Asrifan, 2019). In relation to grammar, Rahman et al. (2019) state that it constitutes an 
indispensable set of rules that are part of a language. For this reason, this micro-skill should not be neglected in EFL 
teaching because when students are proficient in grammar, they are more able to communicate in the target language 
correctly.  

Considering the importance of grammar and vocabulary in EFL teaching, games have been broadly designed to develop 
students’ motivation, making them feel engaged in their lessons (Cam & Tran, 2017). In fact, according to Cárdenas-
Moncada et al. (2020), the use of games in grammar and vocabulary instruction is very useful not only to improve 
students' knowledge but also to promote active and dynamic learning in the EFL classroom. In the same line, Tsai et al. 
(2017) state that games have important implications for students’ success, and they have the potential to increase 
cooperation and motivation. Therefore, games have a positive impact on the language acquisition process because they 
can reduce students’ anxiety, they are entertaining, and they can give learners the opportunity to experience new ways 
of acquiring the target language, which are not common in a traditional lesson (Ali, 2020). In this respect, there are many 
tools that teachers can use to implement grammar and vocabulary games in their lessons. Some of the most common 
ones are Kahoot, Socrative, Educaplay, ClasDojo, Quizizz, Genially, among others. With respect to Genially, which is the 
tool that has been used to carry out this study, Deris and Shukor (2019) assert that it is an intuitive and free platform 
that offers an interesting visual appearance to the audience. Besides, it allows educators to design, collaborate, 
personalize, share and analyze different types of gamified resources (Genially Academy, 2021b). 

Previous Studies  

Several studies concerning the use of games in teaching EFL grammar and vocabulary have been conducted in recent 
years. For instance, Castillo-Cuesta (2020) analyzed the use of digital games to enhance English as a Foreign Language 
(EFL) grammar and vocabulary in a group of 68 B1 level students in Ecuador. The study was conducted for a five-month 
period in which learners had the opportunity to play digital games designed on the Educaplay platform. A mixed-method 
approach in which pre and post-questionnaires, as well as writing rubrics, were used as the instruments of this research. 
The findings revealed that digital games were useful to improve learners´ grammar in aspects concerning the use of 
modals, gerunds, and infinitives. Besides, students enhanced their vocabulary knowledge, especially in topics related to 
jobs and education. It was also found that the use of digital games in Educaplay promoted students’ active learning and 
it was a factor that contributed to increasing their interest in the target language.  

In a study conducted by Fokides and Zampouli (2017), a contextual game-based learning approach was used to teach EFL 
grammar in a Taiwanese university. An experimental and a control group were organized to evaluate the effectiveness 
of the proposed learning approach as well as the learners’ behaviors. The experimental group received instruction under 
the contextual Game-Based learning approach, while the control group learned with a traditional method. The main 
findings of this study evidenced that the experimental group's error rate was significantly lower than that of the control 
group. It is important to remark that after analyzing the students’ opinions, there were differences in the high- and low-
achievers behavior patterns based on Halliday's functions of language development. In addition, the students perceived 
that the use of a contextualized gamed-liked environment is an effective tool to enhance their learning results. 

The effectiveness of student response systems (SRS) in an EFL class to assess students’ understanding of grammar 
lessons was explored by Ebadi et al. (2021). The participants were 80 EFL university students who attended a grammar 
course accompanied by Kahoot online games. Open-ended surveys and interviews were employed to know the students’ 
perspectives on the positive and negative aspects of the use of gamified instruction. The results showed that despite its 
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positive features, the majority of the participants were not willing to take part in the Kahoot game-based application due 
to aspects related to lack of Internet connection, the high pace of the game, its competitive nature, and the lack of clear 
instructions, which are some aspects that affected learners’ motivation. 

Another study carried out by Katemba and Sinuhaji (2021) applied the ESA (engage, study, and activate) approach 
through the use of Quizizz to enhance students’ EFL vocabulary knowledge. The study was conducted with a sample of 
65 students from a public high school. The research followed a quantitative approach. The participants were classified 
into experimental and control groups. The findings evidenced that both groups enhanced their vocabulary knowledge. In 
fact, the students in the experimental group liked the model, enjoyed their lessons, and were very excited to learn through 
this approach. There was a significant difference between the experimental and the control group. In addition, the use of 
ESA through Quizizz games was effective for teaching EFL vocabulary since this model can be applied at different 
academic levels. Besides, the participants were always excited about using games. 

Similarly, Fithriani (2021) investigated the impact of a game-based vocabulary learning application (APP) on vocabulary 
learning achievement, motivation, and self-confidence among EFL learners. The participants were 70 college students 
who were divided into an experimental and control group. The experimental group (35 students) received Game-Based 
vocabulary teaching, while the control group (35 learners) received traditional classes under paper-based wordlist 
learning. Besides, the influence of motivation and self-confidence on vocabulary achievement was examined through 
regression analysis. Results showed that the game-based vocabulary learning APP enhanced EFL students' vocabulary 
knowledge, as well as their motivation and self-confidence. It is important to mention that learning self-confidence and 
motivation did not predict learners’ achievement in this study. Furthermore, the findings also confirmed that mobile-
assisted gamification had a big impact on vocabulary acquisition, especially in aspects related to learning goals, 
enjoyment, and motivation. 

Methodology 

Setting and Participants 

This study was conducted at a private university located in southern Ecuador. The participants were 61 EFL distance 
students who were enrolled in two Communicative Grammar distance courses that are part of an English as a Foreign 
Language Teaching program. The students were divided into an experimental group (32 students), and a control group 
(29 students). Both groups showed a normal distribution curve, which means that their grammar and vocabulary abilities 
were evenly distributed and there was not any bias factor in the student selection process. Besides, their ages ranged 
from 22 to 56 years old, and their English proficiency level was B1, according to the Common European Framework of 
References (CEFR). 

Instruments 

The instruments that were administered in this research study are described below: 

– A diagnostic survey was used to identify the students’ previous experience in relation to the use of games in 
other courses of their major. In addition, this instrument aimed to identify learners’ needs regarding the 
grammar and vocabulary topics that they needed to reinforce through the course. 

– A pre-test was applied to determine the students’ grammar and vocabulary knowledge at the beginning of the 
course. This test was administered to both, the control and experimental group. 

– A post-test was administered to both the experimental and control group at the end of the intervention. The 
purpose of this instrument was to determine if the students from the experimental group had improved their 
grammatical and vocabulary knowledge after being exposed to gamified activities designed on the Genially tool, 
in comparison to the students from the control group.  

– A students’ perceptions survey was administered after the intervention to gather the experimental group’s 
perceptions in relation to the grammar and vocabulary games they used. A 5-point Likert scale (1=agree, 
2=somewhat agree, 3=neither agree or disagree, 4=somewhat disagree, 5=disagree) was used for this purpose.  

– A semi-structured interview that consisted of a questionnaire was administered to a small sample of participants 
from the experimental group. 
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Procedure 

This study was conducted through a quasi-experimental design, which according to Williams (2007) involves a 
nonrandom selection of participants. This type of design involves the application of pre and post-tests, and allows the 
researchers to conduct rigorous studies (Miller et al., 2020). Regarding the step-by-step procedure of this study (see Fig 
1), at the first stage, a total of 61 EFL participants were administered an online diagnostic survey to identify their previous 
knowledge about the use of Genially for academic purposes. Due to practical constraints that did not allow random 
sampling, the study purposely selected 32 students who participated in an experimental group as volunteers. Similarly, 
29 students were part of the control group. It should be pointed out that both, the experimental group and the control 
group were part of two Communicative Grammar courses (B1 proficiency level), which were offered through the 
institutional Canvas platform for a period of sixteen weeks (one semester). It is necessary to mention that during this 
period of time the students received permanent academic support and virtual tutoring sessions via Zoom, which were 
established to help them overcome any learning difficulty.  

During the aforementioned intervention, the students in the experimental group used a variety of grammar and 
vocabulary games that were based on the contents established in the course syllabus. The activities were neither graded 
nor mandatory; however, students were asked to post their perceptions through Canvas forums in which they shared 
their perceptions after playing a total of 5 grammar and 5 vocabulary games designed on the Genially tool (see Figure 2). 
At the end of the course, all the participants took the post-test. In addition, the students in the experimental group 
answered a perceptions survey, and 10 students who belonged to the same group also participated in the semi-structured 
interview. All the instruments employed in this study were administered online and were piloted with a group of 6 EFL 
students before their final administration. It is important to mention that the SPSS software was used to determine the 
statistical differences in the pre-test and post-test scores between the control and experimental group. 

 
Figure. 1. Implementation of Genially Games 

 
Figure. 2. Genially Game Sample 

Results 

At the beginning of this study, the students in the experimental group were administered a diagnostic survey to identify 
their previous experience in relation to the use of Genially games for learning grammar and vocabulary. The results 
revealed that 55.20% of the participants did not have previous experience in using games in any course of their major. 
Besides, 41.4% of them affirmed that they had very good technological skills for using ICT tools in EFL learning.  

The participants also asserted that online games should be interesting (44.8%), motivating (20.7%), competitive 
(17.2%), and challenging (10.3%). Certainly, these are important features that should be considered when implementing 
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games for academic purposes. Besides, 27.6% of the students needed to practice the grammatical structures of the future 
and future progressive, the passive (17.2%), modals (13.8%), and conditional sentences (13.8%). Similarly, 17.2% of the 
participants were interested in practicing EFL vocabulary through online games. These results were very important for 
planning the pedagogical intervention of this study, which had the added value of considering students’ learning needs 
when designing Genially games. 

The results of the pre-test administered to both groups demonstrated the students’ performance in terms of grammar 
and vocabulary use before being exposed to the pedagogical intervention with Genially games. Thus, a t-test for 
independent samples was used to compare the mean scores of students in the two groups (control and experimental). 
The results in Table 1 show that no significant differences were found between the mean scores of the students in both 
groups. 

Table 1. Pre-Test Results 

Group Control group Experimental group t-test Two-tailed p-value  
Mean 76.566 88.456   
SD 16.865 0.8333 0.1314 .8959 
SEM 0.3132 0.1473 

  
N 29 32 

 
Non-significant 

With respect to the post-test, the results indicate that the students who were part of the experimental group significantly 
increased their scores with a medium effect size, which means that the implementation of the Game-Based Learning 
approach through Genially games was effective to help students accomplish their learning goals in terms of using 
grammar and vocabulary in distance education. (see Table 2).  

Table 2. Post-Test Results 

Group Control group Experimental group t-test Two-tailed p-value Effect size  
Mean 78.352 88.456    
SD 16.780 0.8333 30.218 .0037 0.35 
SEM 0.3116 0.1473 

   

N 29 32 
 

Significant 
 

In relation to the students’ views on the impact of grammar and vocabulary Genially games, Table 3 presents the results 
gathered from the perceptions’ survey. 

Table 3. Students’ Perceptions on Genially Games 

Statements Agree Somewhat 
agree 

Neither agree 
or disagree 

Somewhat 
disagree Disagree 

Genially games were useful to enhance my EFL 
grammar knowledge. 75.00% 12.50% 6.24% 3.13% 3.13% 

Genially games were useful to enhance my vocabulary 
knowledge. 78.13% 6.24% 12.50% 3.13% 0.00% 

Genially games were attractive and they had a friendly 
and easy-to-use interface.  81.4% 6.14% 6.2% 3.13% 3.13%       
Genially games allowed me to effectively use the 
grammatical structures of the target language in 
diverse contexts. 

84.38% 6.23% 3.13% 3.13% 3.13% 

    

 
Games allowed me to acquire new vocabulary so that I 
was able to express my ideas in a variety of contexts. 81.24% 9.38% 6.25% 3.13% 0.00% 

  

 
Games allowed me to improve my concentration and 
my ability to recognize and use new words and 
grammar structures. 

75.00% 9.37% 6.25% 6.25% 3.13% 

  

 
Games were really motivating for improving my EFL 
grammar and vocabulary knowledge. 87.50% 3.13% 3.13% 3.12% 3.12% 

    

 
Feedback was an essential aspect for enhancing my 
grammar and vocabulary knowledge after playing 
Genially games. 

78.13% 12.50% 3.13% 3.12% 3.12% 

    

 

With respect to the results of the interview, Table 4 shows an extract of the most significant students’ perceptions in 
relation to the use of Genially games. 
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Table 4. Interview Results 

Student 1: “The practice of grammar and vocabulary through Genially games allowed me 
to understand new structures and words in context”. 
Student 4: “I liked Genially games because they were easy to use. I could play many times 
until I got the correct answer”.  
Student 6: “The games were motivating and they helped me to practice some grammar 
structures that were difficult for me to understand before taking this course”.  
Student 9: “The use of Genially games was a nice experience because I enjoyed learning by 
playing, and they were not stressful at all”. 

Discussion 

This research was designed to determine the influence of the game-based learning approach through the use of Genially 
in teaching EFL grammar and vocabulary, as well as to identify the students’ perceptions in relation to this process. The 
study started with a diagnostic survey, which revealed the students’ learning needs and preferences with respect to 
different grammar and vocabulary topics at a B1 level. The results gathered at the first stage allowed the researcher to 
implement an intervention process based on the use of games. As mentioned in the results section, the findings of the 
intervention revealed that the students who belonged to the experimental group significantly increased their academic 
performance after using Genially games, in comparison to learners who were part of the control group. These results are 
similar to the ones obtained by Şahin et al. (2017), who found that the use of games in distance education has the potential 
to contribute to the sustainability of the learning process. 

With respect to students’ perceptions of the usefulness of Genially games, 75% of the participants agreed that they 
allowed them to enhance their grammatical knowledge. Similarly, 84.37% of them agreed on the usefulness of these 
games to improve their vocabulary knowledge. These findings are in line with previous research conducted by 
Łodzikowski and Jekiel (2019), who also determined that games are perceived as a useful resource because they can 
increase learners’ engagement in class and post-class, in comparison with classes without the use of games. On the other 
hand, only a few students had neutral positions or expressed disagreement in relation to the usefulness of the GBL 
approach through Genially. It is important to remark that these findings were evident in the post-test results, in which 
learners had a good academic performance in using grammar structures such as the future and future progressive, the 
passive, modals, and conditional sentences. Besides, they demonstrated better results in using EFL vocabulary at a B1 
proficiency level, which implies that they were better able to recognize and use formal and informal lexicon related to 
social situations. These results are similar to the ones obtained by Delgado-Algarra (2020), who found that the use of EFL 
games not only creates a better classroom environment but also fosters students' academic performance in the target 
language. Certainly, Yang (2016) asserts that the effective implementation of games plays a significant role in improving 
learning performance.  

In relation to the aspects of usability and attractiveness, the majority of the students (81.4%) affirmed that Genially 
games were easy to use and attractive. It is important to mention that game usability refers to the degree to which any 
user can learn, administer, and comprehend a game (Pinelle et al., 2008). In the same regard, Şahin et al. (2017) suggest 
that game usability plays a fundamental role in the overall experience of the player. However, the participants’ positive 
perceptions in this study referred to the pedagogical usability of the games, which addresses some elements dealing with 
the learning process, the user’s needs, the learning experience, or the learning outcomes (Gee, 2003). 

Another aspect in which 84.38% of learners had a positive view referred to their ability to use new grammatical 
structures in context after practicing a variety of contents through Genially games. These findings are in line with Yavuz 
et al. (2020) who suggest that the use of language games promotes students’ engagement and exposure to using grammar 
in context and developing their fluency in creating different types of sentences in the target language. Regarding the 
effectiveness of Genially games to enhance their ability to use vocabulary in context, 90.62% of the participants agreed 
with this statement. These results are similar to those obtained by Atmojo and Nugroho (2020), in which it was found 
that online games proved to be effective in EFL vocabulary learning. 

Likewise, 75% of the students perceived that the use of the GBL approach through Genially was very useful to improve 
their concentration and ability to recognize and use new words and grammar structures in the target language. This is 
consistent with the results found in a study conducted by Fithriani (2021), who also reported that online games have a 
positive impact on students’ concentration in language learning. With respect to students’ motivation, 87.50% of them 
affirmed that the use of games was essentially helpful to improve their grammar and vocabulary knowledge, which is an 
interesting aspect of foreign language acquisition. It is important to remark that one of the most significant advantages 
of using online games is that they can enhance students’ interest and encourage them to take certain risks. 

Another aspect in which the participants had a positive view was the one related to the impact of feedback on enhancing 
their grammar and vocabulary knowledge after playing Genially games. In fact, 90.63% agreed with this aspect. It seems 
that students valued the way teachers supported them with clear instructions and positive feedback, especially when 

https://www.sciencedirect.com/science/article/pii/S0360131519300843?casa_token=CW9FIju2IAMAAAAA:IF7g8FL67POh3vku7zya7UqLSX_cBtg1YziXXARhUW6j_3GY529wSBx_DnYrb7laFwNW_3-ff-TB#bib76
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they carried out writing activities in which they were asked to use the new structures and lexicon that they learned 
through online games. 

With respect to the interview, the students had positive perceptions about the use of Genially games since all of them 
asserted that they felt relaxed while playing games aimed at enhancing their grammar and vocabulary knowledge. 
Besides, the interviewees affirmed that they had the possibility to practice these linguistic components in context, which 
was evident in their level of satisfaction and academic performance. In this regard, Hajji and Kim (2019) emphasize that 
the main goal of using games should be to build learning environments that promote meaningful learning. 

Conclusions  

The implementation of the GBL approach through Genially has the potential to enhance EFL students’ grammar and 
vocabulary knowledge. In fact, the results of the post-test revealed that the participants who were part of the 
experimental group significantly increased their academic performance, particularly in aspects dealing with the use of 
grammatical structures such as the future, the passive, modals, and conditionals. Besides, they were able to use 
vocabulary words about social situations in context. 

The usability and attractiveness of interactive Genially games highly increased students’ motivation to practice EFL 
grammar and vocabulary in order to meet the learning outcomes established in the course. Certainly, an effective design 
and implementation of Genially games based on EFL students’ learning needs, create a motivational atmosphere in which 
they can control their own learning process, which is a fundamental aspect of foreign language acquisition. 

During the intervention, the implementation of Genially games allowed the participants to improve their concentration 
and ability to use new words and grammatical constructions in context. This was a meaningful factor that contributed to 
improving the students’ teaching and learning competencies since it was found that the implementation of the GBL 
approach through the use of ICT allows the participants to be actively involved in the educational process, promotes 
significant learning, and increases their interest and creativity.  

Playing online Genially games strengthens the teaching and learning of EFL grammar and vocabulary, and they have the 
potential to be adapted to any kind of content. The process of using games also activates students’ prior knowledge and 
teaches them the importance of being ready to overcome different types of challenges, especially when the use of online 
games is accompanied by positive feedback and clear instructions. 

Recommendations 

The implementation of interactive Genially games in the classroom requires permanent feedback and support from EFL 
teachers. In this way, students can receive timely instructions, and they can have the opportunity to solve their doubts 
before, during, or after playing games. Certainly, providing high-quality feedback can help EFL teachers to provide a 
comprehensive understanding of any linguistic aspects that students should master, which ensures effective 
communication in the target language. 

It is suggested that future studies focus on identifying teachers’ perceptions regarding the use of genially-based games in 
the EFL classroom. Actually, future research can evaluate to which extent teachers have the digital competencies needed 
to design pertinent gamified activities aimed at enhancing listening, speaking, reading, and writing skills among EFL 
students. 

Limitations 

The COVID-19 pandemic provoked several difficulties in terms of students' access to an internet connection and 
technological resources, especially in the Latin-American context. This situation affected some of the participants who 
were part of this study because they were not able to participate in all the gamified activities that were planned as part 
of the intervention. In this regard, further research studies about the relationship between online Genially games and 
students’ academic performance should be conducted in EFL teaching and learning settings, especially in the post-
pandemic era.  

Ethics Statements  

The research involving human participants underwent thorough review and approval by the Human Research Ethics 
Committee at the Universidad Técnica Particular de Loja. Prior to participating in the study, all participants provided 
written informed consent, indicating their voluntary agreement to participate. 

Acknowledgements 

I would like to acknowledge the academic authorities of Universidad Tecnica Particular de Loja and the “EFL Learning, 
Teaching, and Technology” research group for promoting and funding this research work. 

 



   International Journal of Educational Methodology  727 
 

Funding 

This research study was supported by Universidad Tecnica Particular de Loja through the innovation project 
“Gamification through the use of Genially tool to enhance language skills in the Teaching English as a Foreign Language 
(TEFL) Major”.  

References  

Ali, W. (2020). Online and remote learning in higher education institutes: A necessity in light of COVID-19 pandemic. 
Higher Education Studies, 10(3), 16-25. https://doi.org/10.5539/hes.v10n3p16 

Al-Khasawneh, F. (2019). The impact of vocabulary knowledge on the reading comprehension of Saudi EFL 
learners. Journal of Language & Education, 5(3), 24-34. https://doi.org/10.17323/JLE.2019.8822  

Apdy, A., & Asrifan, A. (2019). The Chinese mime game in teaching vocabulary on EFL classroom. In A. Abduh, C. 
Korompot, A. Patak., & M. Asnur (Eds.), Proceedings of the 65th TEFLIN International Conference (pp. 28-40). 
Universitas Negeri Makassar. https://cutt.ly/eNk3nJb  

Apriani, E., Arsyad, S., Syafryadin, S., Supardan, D., Gusmuliana, P., & Santiana, S. (2022). ICT platforms for Indonesian EFL 
students viewed from gender during the COVID-19 pandemic. Studies in English Language and Education, 9(1), 187-
202. https://doi.org/10.24815/siele.v9i1.21089 

Asiri, M. (2019). Do teachers' attitudes, perception of usefulness, and perceived social influences predict their behavioral 
intentions to use gamification in EFL classrooms? evidence from the middle east. International Journal of Education 
and Practice, 7(3), 112-122. https://doi.org/10.18488/journal.61.2019.73.112.122 

Atmojo, A., & Nugroho, A. (2020). EFL classes must go online! Teaching activities and challenges during COVID-19 
pandemic in Indonesia. Register Journal, 13(1), 49-76. https://doi.org/10.18326/rgt.v13i1.49-76 

Cabrera-Solano, P., Castillo-Cuesta, L., & Jaramillo, A. (2020). Use of audiogames as a strategic tool for teaching English as 
a Foreign Language skills in Ecuadorian higher education. In N. Piedra (Ed.), 2020 XV Latin American Conference on 
Learning Objects and Technology (LACLO) (pp.1-7). IEEE. https://doi.org/10.1109/LACLO50806.2020.9381160 

Cakici, D. (2016). The use of ICT in teaching English as a foreign language. Participatory Educational Research, 4(2), 73-
77. https://cutt.ly/ZNk8ru3  

Cam, L., & Tran, T. (2017). An evaluation of using games in teaching English grammar for first year English-majored 
students at Dong Nai Technology University. International Journal of Learning, Teaching and Educational 
Research, 16(7), 55-71. https://cutt.ly/KNk8ipw  

Cárdenas-Moncada, C., Véliz-Campos, M., & Véliz, L. (2020). Game-based student response systems: The impact of Kahoot 
in a Chilean vocational higher education EFL classroom. Computer-Assisted Language Learning Electronic Journal, 
21(1), 64-78. https://cutt.ly/UNk8aD8  

Castillo-Cuesta, L. (2020). Using digital games for enhancing EFL grammar and vocabulary in higher education. 
International Journal of Emerging Technologies in Learning, 15(20), 116-129. 
https://doi.org/10.3991/ijet.v15i20.16159 

Damayanti, S., & Irwan, I. (2021). Online learning in EFL classroom during pandemic covid19: Teaching activities, 
problems and solutions. IDEAS: Journal on English Language Teaching and Learning, Linguistics and Literature, 9(1), 
1-11. https://cutt.ly/tNk8jPT  

Delgado-Algarra, E. (2020). ICTs and innovation for didactics of social sciences. IGI Global. https://doi.org/10.4018/978-
1-7998-2882-2  

Deris, F., & Shukor, N. (2019). Vocabulary learning through mobile apps: A phenomenological inquiry of student 
acceptance and desired apps features. International Journal of Interactive Mobile Technologies, 13(7), 129-140. 
https://doi.org/10.3991/ijim.v13i07.10845 

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: Defining 
"gamification". In A. Lugmayr (Ed.), Proceedings of the 15th international academic MindTrek conference: Envisioning 
future media environments (pp. 9-15). Association for Computing Machinery 
https://doi.org/10.1145/2181037.2181040 

Ebadi, S., Rasouli, R., & Mohamadi, M. (2021). Exploring EFL learners’ perspectives on using Kahoot as a game-based 
student response system. Interactive Learning Environments. Advance online publication. 
https://doi.org/10.1080/10494820.2021.1881798 

Fithriani, R. (2021). The utilization of mobile-assisted gamification for vocabulary learning: Its efficacy and perceived 
benefits. Computer Assisted Language Learning Electronic Journal, 22(3), 146-163. https://cutt.ly/aNk8xnv  

https://doi.org/10.5539/hes.v10n3p16
https://doi.org/10.17323/JLE.2019.8822
https://cutt.ly/eNk3nJb
https://doi.org/10.24815/siele.v9i1.21089
https://doi.org/10.18326/rgt.v13i1.49-76
https://doi.org/10.1109/LACLO50806.2020.9381160
https://cutt.ly/ZNk8ru3
https://cutt.ly/KNk8ipw
https://cutt.ly/UNk8aD8
https://doi.org/10.3991/ijet.v15i20.16159
https://cutt.ly/tNk8jPT
https://doi.org/10.4018/978-1-7998-2882-2
https://doi.org/10.4018/978-1-7998-2882-2
https://doi.org/10.3991/ijim.v13i07.10845
https://doi.org/10.1145/2181037.2181040
https://doi.org/10.1080/10494820.2021.1881798
https://cutt.ly/aNk8xnv


728  CABRERA-SOLANO / Game-Based Learning in Higher Education 
 

Fokides, E., & Zampouli, C. (2017). Content and language integrated learning in Open Simulator project. Results of a pilot 
implementation in Greece. Education and Information Technologies, 22(4), 1479-1496. 
https://doi.org/10.1007/s10639-016-9503-z 

Ge, X., & Ifenthaler, D. (2018). Designing engaging educational games and assessing engagement in game-based learning. 
In M. Khosrow-Pour (Ed.), Gamification in education: Breakthroughs in research and practice (pp. 1-19). IGI Global. 
https://doi.org/10.4018/978-1-5225-5198-0.ch001 

Gee, J. (2003). What video games have to teach us about learning and literacy. Palgrave Macmillan. 
https://doi.org/10.1145/950566.950595  

Genially Academy. (2021a). Gamification. Captivate your audience through play. https://cutt.ly/pNk8bx1  
Genially Academy. (2021b). Learn how to transform your content into exciting communication experiences. 

https://academy.genial.ly/en 

Hajji, K. I., & Kim, Y. (2019). Teaching and learning grammar by games in EFL classrooms in Moroccan high 
schools. International Journal of English Education, 8(1), 331-324. https://cutt.ly/iNk8T7g  

Hoshang, S., Hilal, T. A., & Hilal, H. A. (2021). Investigating the acceptance of flipped classroom and suggested 
recommendations. Procedia Computer Science, 184, 411-418. https://doi.org/10.1016/j.procs.2021.03.052 

Kalugina, O. A., & Tarasevich, N. A. (2018). Smart technology integration into EFL teaching at the non-linguistic higher 
school. XLinguae European Scientific Language Journal, 11(1), 8-18 https://doi.org/10.18355/XL.2018.11.01XL.02 

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies for training and 
education. Wiley. https://doi.org/10.1145/2207270.2211316  

Katemba, C., & Sinuhaji, G. (2021). Can ESA method through Quizizz games enhance vocabulary knowledge. International 
Journal of Game-Based Learning, 11(3), 19-37. https://doi.org/10.4018/IJGBL.2021070102 

Khatoony, S., & Nezhadmehr, M. (2020). EFL teachers' challenges in integration of technology for online classrooms 
during Coronavirus (COVID-19) pandemic in Iran. AJELP: Asian Journal of English Language and Pedagogy, 8(2), 89-
104. https://cutt.ly/tNzvrB3  

Kiron, N., & Vassileva, J. (2018). Tower of questions: Gamified testing to engage students in peer evaluation. In R. 
Nkambou (Ed.) Proceedings of the 14th International Conference on intelligent tutoring systems workshops (pp. 113–
120). ITS. https://cutt.ly/rNk820V  

Ključević, J., & Krumes, I. (2020). Language games as a contemporary method of teaching grammar content in the class 
context. Knowledge International Journal, 41(2), 363-370. https://cutt.ly/TNk8GNV  

Kulpa, A. (2017). Applied gamification: Reframing evaluation in post-secondary classrooms. College Teaching, 65(2), 58–
68. https://doi.org/10.1080/87567555.2016/1232693 

Li, R., Meng, Z., Tian, M., Zhang, Z., & Xiao, W. (2021). Modelling Chinese EFL learners’ flow experiences in digital game-
based vocabulary learning: The roles of learner and contextual factors. Computer Assisted Language Learning, 34(4), 
483-505. https://doi.org/10.1080/09588221.2019.1619585 

Lim, C. J., & Lee, S. (2007). Pedagogical usability checklist for ESL/EFL e-learning websites. Journal of Convergence 
Information Technology, 2(3), 67-76. 

Łodzikowski, K., & Jekiel, M. (2019). Board games for teaching English prosody to advanced EFL learners. ELT 
Journal, 73(3), 275-285. https://doi.org/10.1093/elt/ccy059 

Mahdi, H. S., & Al-Dera, A. S. A. (2013). The impact of teachers' age, gender and experience on the use of information and 
communication technology in EFL teaching. English Language Teaching, 6(6), 57-67. 
https://doi.org/10.5539/elt.v6n6p57 

Michos, M. (2017). Gamification in foreign language teaching: Do you Kahoot? In Proceedings of the International Scientific 
Conference on Information Technology and Data Related Research (pp. 511-516). Sinteza. 
https://doi.org/10.15308/Sinteza-2017-511-516  

Mikasyte, V. (2018). Gamified EFL instructions: An overview of the most recent research trends. In Vytautas Magnus 
University (Eds.) Proceedings of the IVUS International Conference on Information Technology, (pp.7-12). Faculty of 
Informatics. https://cutt.ly/CNk88Jn  

Miller, C. J., Smith, S. N., & Pugatch, M. (2020). Experimental and quasi-experimental designs in implementation 
research. Psychiatry Research, 283, Article 112452. https://doi.org/10.1016/j.psychres.2019.06.027 

Mohandas, E. S., Hussin, A. A., & Ahmad, T. (2020). Language gamification in ESL classroom: Teaching 
perspective. European Journal of Open Education and E-learning Studies, 5(2), 178-188. 

https://doi.org/10.4018/978-1-5225-5198-0.ch001
https://doi.org/10.1145/950566.950595
https://cutt.ly/pNk8bx1
https://academy.genial.ly/en
https://cutt.ly/iNk8T7g
https://doi.org/10.1016/j.procs.2021.03.052
https://doi.org/10.18355/XL.2018.11.01XL.02
https://doi.org/10.1145/2207270.2211316
https://cutt.ly/tNzvrB3
https://cutt.ly/rNk820V
https://cutt.ly/TNk8GNV
https://doi.org/10.1080/87567555.2016/1232693
https://doi.org/10.1080/09588221.2019.1619585
https://doi.org/10.1093/elt/ccy059
https://doi.org/10.5539/elt.v6n6p57
https://doi.org/10.15308/Sinteza-2017-511-516
https://cutt.ly/CNk88Jn
https://doi.org/10.1016/j.psychres.2019.06.027


   International Journal of Educational Methodology  729 
 

https://doi.org/10.46827/ejoe.v5i2.3445 

Noroozi, O., Dehghanzadeh, H., & Talaee, E. (2020). A systematic review on the impacts of game-based learning on 
argumentation skills. Entertainment Computing, 35, Article 100369. 
https://doi.org/10.1016/j.entcom.2020.100369 

Ortega-Auquilla, D. P., Vázquez-Avilés, P. A., Pacheco-Saetama, D. F., & Benalcázar-Bermeo, J. V. (2020). Un estudio sobre 
innovación educativa en la enseñanza del inglés: Innovando y fomentando la interacción oral de estudiantes 
universitarios [A study on educational innovation in English language teaching: Innovating and fostering university 
students’ oral interaction]. Polo del Conocimiento, 5(1), 838-867.  https://cutt.ly/KNzcVRN  

Phuong, H., & Nguyen, T. (2017). The impact of board games on EFL learners’ grammar retention. IOSR Journal of Research 
& Method in Education, 7(3), 61-66.  

Pinelle, D., Wong, N., & Stach, T. (2008). Heuristic evaluation for games: Usability principles for video game design. In M. 
Czerwinski, & A. Lund (Eds.), Proceedings of the SIGCHI conference on human factors in computing systems (pp. 1453-
1462). ACDM Press. https://doi.org/10.1145/1357054.1357282 

Pradeep, K. B. (2013). The importance of Grammar in English Language Teaching –a reassessment. Language in India, 
13(5), 482-486. https://cutt.ly/nNsqHoX  

Rahman, F., Hidayatullah, R., & Rahmadani, N. (2019). Gamification of EFL classroom in a healthcare education context in 
Indonesia: Kahoot! In M. Miftah (Ed.), Proceedings of International Conference on English Language Teaching 
(INACELT) (pp. 91-101). Institut Agama Islam Negeri. https://cutt.ly/3Nk8ZNN  

Rueckert, D., Pico, K., Kim, D., & Calero Sánchez, X. (2020). Gamifying the foreign language classroom for brain-friendly 
learning. Foreign Language Annals, 53(4), 686-703. https://doi.org/10.1111/flan.12490 

Şahin, Y., Karadağ, N., Bozkurt, A., Doğan, E., Kilinc, H., Uğur, S., Gümüş, S., Özturk, A., & Güler, C. (2017). The use of 
gamification in distance education: A web-based gamified quiz application. Turkish Online Journal of Qualitative 
Inquiry, 8(4), 372-395. https://doi.org/10.17569/tojqi.329742 

Shaffer, D., Squire, K., Halverson, R., & Gee, J. (2005). Video games and the future of learning. Phi Delta Kappan, 87(2), 
105-111. https://doi.org/10.1177/003172170508700205  

Simon, E., & Taverniers, M. (2011). Advanced EFL learners' beliefs about language learning and teaching: A comparison 
between grammar, pronunciation, and vocabulary. English Studies, 92(8), 896-922. 
https://doi.org/10.1080/0013838X.2011.604578 

Sobocinski, M. (2018). Necessary definitions for understanding gamification in education a short guide for teachers and 
educators (Working paper). https://cutt.ly/cNk8BSB  

Syahroni, M., Dianastiti, F. E., & Firmadani, F. (2020). Pelatihan media pembelajaran berbasis teknologi informasi untuk 
meningkatkan keterampilan guru dalam pembelajaran jarak jauh [Information technology-based learning media 
training to improve teacher skills in distance learning]. International Journal of Community Service Learning, 4(3), 
170-178. https://doi.org/10.23887/ijcsl.v4i3.28847 

Tang, J. Y., Chen, J. H., Ku, D. T., Chao, L. R., Shih, T. K., & Weng, M. M. (2009). Constructing the 2D adventure game-based 
assessment system. In M. Spaniol, L, Quing, K. Ralf, & H. Lau (Eds.) International Conference on Web-Based 
Learning (pp. 376-385). Springer-Verlag. https://doi.org/10.1007/978-3-642-03426-8_45  

Tsai, C., Cheng, C., Yeh, D., & Lin, S. (2017). Can learning motivation predict learning achievement? A case study of a mobile 
game-based English learning approach. Education and Information Technologies, 22(5), 2159-2173. 
https://doi.org/10.1007/s10639-016-9542-5 

Williams, C. (2007). Research methods. Journal of Business & Economics Research, 5(3), 65-72 
https://doi.org/10.19030/jber.v5i3.2532 

Yang, L. (2016). Languaging in story rewriting tasks by Chinese EFL students. Language Awareness, 25(3), 241-255. 
https://doi.org/10.1080/09658416.2016.1197230 

Yavuz, F., Ozdemir, E., & Celik, O. (2020). The effect of online gamification on EFL learners’ writing anxiety levels: A 
process-based approach. World Journal on Educational Technology: Current Issues, 12(2), 62–70. 
https://doi.org/10.18844/wjet.v12i2.4600 

 

https://doi.org/10.46827/ejoe.v5i2.3445
https://doi.org/10.1016/j.entcom.2020.100369
https://orcid.org/0000-0002-6256-9150
https://cutt.ly/KNzcVRN
https://doi.org/10.1145/1357054.1357282
https://cutt.ly/nNsqHoX
https://cutt.ly/3Nk8ZNN
https://doi.org/10.17569/tojqi.329742
https://doi.org/10.1177/003172170508700205
https://cutt.ly/cNk8BSB
https://doi.org/10.23887/ijcsl.v4i3.28847
https://doi.org/10.1007/978-3-642-03426-8_45
https://doi.org/10.1007/s10639-016-9542-5
https://doi.org/10.19030/jber.v5i3.2532
https://doi.org/10.18844/wjet.v12i2.4600

