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RESUMEN 

 

La integración de herramientas digitales gamificadas ha cobrado relevancia en la enseñanza 

del inglés debido a su potencial para fortalecer la motivación y favorecer el aprendizaje de 

los estudiantes. Esta investigación evaluó la efectividad de Blooket como estrategia para 

mejorar el aprendizaje de vocabulario en inglés en estudiantes de décimo año de la Unidad 

Educativa Cristiana Nazareno durante 2025-2026. Se utilizó un diseño mixto embebido que 

combinó un enfoque cuantitativo preexperimental y uno cualitativo biográfico-narrativo. 

Participaron 32 estudiantes. La información cuantitativa se obtuvo mediante el Vocabulary 

Levels Test (VLT), mientras que los datos cualitativos procedieron de observaciones en 

clase, entrevistas semiestructuradas y grupos focales. Tras la intervención, los estudiantes 

mejoraron en vocabulario, con un aumento en la media de 53.63 a 76.16, lo que equivale a 

un incremento del 42.02%. Además, el porcentaje de participantes en nivel bajo bajó de 

59.38% a 19%. Se detectaron diferencias estadísticamente significativas (p < .05) y un gran 

tamaño del efecto (d = 2.49). Estos resultados validan a Blooket como una herramienta 

pedagógica que fomenta el aprendizaje de vocabulario en entornos EFL. Se sugiere 

complementarlo con actividades contextualizadas que promuevan el reciclaje léxico y el 

aprendizaje significativo. 

 

Palabras claves: Blooket, gamificación, adquisición de vocabulario, inglés como lengua 

extranjera 
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ABSTRACT 

The integration of gamified digital tools has gained prominence in English language 

instruction due to their potential to boost motivation and enhance student learning. This 

study evaluated the effectiveness of Blooket as a strategy for improving English vocabulary 

learning among 10th-grade students at the Unidad Educativa Cristiana Nazareno during the 

2025–2026 school year. A mixed-methods embedded design was used, combining a pre-

experimental quantitative approach with a biographical-narrative qualitative approach. 

Thirty-two students participated. Quantitative data were collected using the Vocabulary 

Levels Test (VLT), while qualitative data were obtained through classroom observations, 

semi-structured interviews, and focus groups. Following the intervention, students’ 

vocabulary improved, with the mean score rising from 53.63 to 76.16—an increase of 

42.02%. Additionally, the percentage of participants at the low level dropped from 59.38% 

to 19%. Statistically significant differences (p < .05) and a large effect size (d = 2.49) were 

detected. These results validate Blooket as a pedagogical tool that promotes vocabulary 

learning in EFL settings. It is suggested that Blooket be supplemented with contextualized 

activities that promote lexical recycling and meaningful learning. 

 

Keywords: Blooket, vocabulary learning, gamification, English as a Foreign Language 

(EFL), students’ engagement, motivation. 
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1. INTRODUCTION 

In the age of digital transformation, education faces the imperative of meaningfully 

integrating technology to improve the quality and effectiveness of teaching and learning. 

Utilization of technology within ESL (English as a Second Language) to enhance student 

experience. 

Use of Technology in ELT has transformed our traditional methods of teaching and 

learning languages from being generally one-sided (passive) to being far more interactive 

and student-centric/learner-centred. The introduction of Technology has provided students 

with opportunities to practice their English language skills in the context of real life by 

providing them with immediate feedback on their understanding/comprehension of what 

they are learning as well as providing them with opportunities to collaboratively and 

interactively develop the foundational skills (listening, speaking, reading and writing) 

necessary for success in the English Language (Finding Information). Technology has 

become an active participant in aiding students to further enhance their interest, and will 

continue to play a role in providing new and better methods of teaching and learning using 

the advantages of technology through the growing use of various types of EDU-TECH. 

Technology has also benefited lexical development by the means of interactive and 

gamified digital platforms. Vocabulary is an essential component in the development of 

communicative competence in English because it forms the foundation upon which oral and 

written comprehension and expression are built. According to Nation (2013), a broad and 

functional lexical repertoire enables students to communicate their ideas more clearly, 

participate confidently in various communicative situations, and progressively strengthen 

their mastery of the foreign language, Nevertheless, in many contexts of teaching English as 

a foreign language, methodologies focused on memorization and the learning of isolated lists 

of words still predominate, a situation that limits long-term retention and hinders the 

meaningful application of vocabulary a reality also evident in Ecuador, where these 

traditional practices often diminish student motivation and create difficulties in using 

vocabulary appropriately in real-life contexts, directly affecting learners’ academic 

performance and confidence. 

Using gamified digital platforms such as Blooket offers an innovative way to address 

these challenges. Blooket encourages students to interact with words through interactive 



 

12 

 

games and makes them want to participate. Experimental studies by Hung (2017) and 

González & Calderón (2022) provide evidence that gamification increases attention, 

motivation, and achievement, as it combines entertainment with educational objectives. 

Additionally, considering that learners use mobile devices an average of four to six hours a 

day (Statista, 2024), therefore, using digital tools fits their study habits and technology 

experiences. 

Moreover, Blooket is a tool for students to learn new words. It helps them learn by 

playing game over and over again. Blooket has things like competition, rewards, and 

feedback that help students want to learn. This makes students work together and feel good 

about themselves. Blooket helps students like learning English and actually use the words 

they learn. It is not, about memorizing words. Using Blooket in the classroom is a way to 

help students learn new words and make learning more fun. Blooket is a tool for teachers to 

use because it helps students learn and pay attention in class.  

In this context, this study examines the effectiveness of this platform as teaching 

strategy to help 10th-grade students at Unidad Educativa Cristiana Nazareno in Riobamba 

improve their English vocabulary during the 2025–2026 academic year. To better understand 

its impact, a mixed-methods approach was used, combining quantitative data collected 

through the Vocabulary Levels Test (VLT) with qualitative information obtained from 

classroom observation and semi-structured interviews. This combination allowed for the 

measurement of students’ vocabulary development while capturing their experiences and 

perceptions of learning through gamification.  

The Unidad Educativa Cristiana Nazareno was selected for this research because it 

possesse the technological resources and institutional support necessary to effectively 

implement innovative teaching strategies. This research benefited several groups. First, the 

researcher improved her professional and pedagogical skills throughout the course of the 

study. Implementing a new strategy to aid Vocabulary Comprehension has proven beneficial 

to the College by meeting its institutional goal of increasing Educational Research and 

Improving Innovative Teaching/Learning Methods. 

The National University of Chimborazo also has benefited from completing this 

research project by accomplishing the Institutional Goal of increasing Educational Research 
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and Enhancing Innovative Teaching/Learning Methods with regards to EFL students within 

all areas of Study. 

The purpose of this research study is to help Develop EFL vocabulary through an 

Evaluation of Blooket as a means of increasing Vocabulary Knowledge among EFL 

students. The results may serve as a reference for teachers interested in incorporating 

gamified activities into their teaching practices, thereby promoting active participation and 

meaningful interaction with vocabulary, an aspect that can contribute to the development of 

more dynamic and effective English language learning experiences. 

Although the results obtained in this study were favorable, it is important to consider 

certain limitations related to its design, since the intervention was carried out only with a 

group of students from a private educational institution; therefore, the findings reflect the 

characteristics specific to that particular context. For this reason, the results cannot be 

generalized to all educational settings. However, they offer useful insights into how gamified 

strategies such as Blooket can support vocabulary learning in similar EFL classrooms.  

Ethical considerations were taken into account throughout the development of this 

study. Permissions to conduct the research was granted by the school authorities, and 

informed consent was obtained from the students’ legal guardians before the data collection 

process began. We handled all the information collected from the participants with utmost 

care and only utilized it for research related purposes. All information collected from 

participants will be kept confidential for their protection. All of the research instruments 

(questionnaire, semi-structured interview, observation guide, and focus groups) were all 

reviewed by experts from both Chimborazo National University and Technical University 

of Ambato to ensure that each was clearly written, contained relevant content, and was 

appropriate to meet the objectives of the study. 

This thesis is organized into five chapters. Chapter I introduces the study by 

describing the research problem, objectives, and rationale; Chapter II develops the 

theoretical framework based on the research background, theoretical foundations, and 

essential concepts that underpin the research, while Chapter III describes the methodological 

procedures, including the research design, participants, instruments, data collection 

techniques, and the methods used for data analysis, Chapter IV reports and examines both 

the quantitative and qualitative findings obtained during the research.  
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1.1 Problem Statement 

Technology and the digital world continue to be an evolving component of pedagogy, 

providing teachers and learners with the resources to incorporate digital technology and 

media into the English language learning process. The integration of digital technologies and 

digital media into English language instruction has changed how students develop their 

speaking, reading, and writing skills in the English language. As a result, students are now 

learning a second language through active, student-centered approaches to the English 

language, rather than through teacher-centered methods. Vocabulary is essential to EFL 

students' success, as they need a sufficient amount of English vocabulary to effectively 

engage in classroom activities and communicate orally and in written form. 

Several factors may contribute to students’ difficulties with vocabulary learning. 

Among the most common challenges are limited opportunities to use English, limited 

exposure to new vocabulary, and the continued use of memorization-based teaching methods 

circumstances that hinder meaningful learning, because when students learn words without 

adequate context or sufficient opportunities to practice them, they often struggle to 

understand and remember them a situation that affects reading comprehension, the 

expression of ideas, and participation in activities that require precise use of vocabulary. 

The method of teaching the English language to non-native speakers (ESL) is becoming 

more prevalent as new teaching methods emerge along with technologies such as 

Vlearning providing ESL students with a wide range of new ways to practice their 

vocabulary. The gameplay aspect of Vlearning allows for repetition of the vocabulary in a 

fun, engaging manner. All of the activity types offered by Vlearning create multiple ways 

for students to become familiar with the words in practical use and to have conversations 

using the words learned. The result will be a student who is more familiar and fluent in 

using and recalling the new vocabulary in conversations and other verbal communication 

with others.  

Blooket also encourages students to participate actively through game elements such 

as competition, points and rewards. These features can increase students’ motivation to 

engage with new vocabulary and use it more frequently during class activities, although the 

platform’s impact may vary depending on factors such as teacher preparation, access to 

technological resources, and the extent to which activities are tailored to students’ language 
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proficiency levels and learning needs. For this reason, proper planning and pedagogical 

support are essential to ensure that Blooket effectively contributes to vocabulary learning. 

Considering this context, the study focused on the use of Blooket as a tool for 

supporting English vocabulary learning among secondary school students. The research was 

carried out with 10th-grade EGB students from Unidad Educativa Cristiana Nazanero during 

the 2025-2026 academic year. In addition to examining changes in students’ vocabulary 

knowledge, the study explored their levels of participation, motivation and perceptions of 

the gamified activities implemented throughout the intervention. This combination of 

quantitative and qualitative information made it possible to obtain a broader understanding 

of how Blooket contributed to vocabulary learning in this particular EFL context. 

This research employed an embedded mixed-method design in wich the quantitative 

component play the primary role. A pre-experimental one-group pre-test and post-test design 

was used to examine students’ vocabulary performance before and after the implementation 

of Blooket through the Vocabulary Levels Test (VLT). Using qualitative data (from semi-

structured interviews and focus groups) from students of all educational levels and 

quantitative data (to quantify measurable results) from the implementation of the Blooket 

intervention, the study's research framework was developed to provide both qualitative data 

regarding the Blooket intervention and the measurable learning of the students.  

While the quantitative results provided information about how much students 

learned, the qualitative results provided valuable insight into the manner and reasons through 

which students had learned a given amount. Utilization of quantitative methodology as the 

primary research method enabled the research to be objective, while qualitative data 

provided greater depth of understanding regarding the how and why behind the quantitative 

measures for every student. 

1.2 Justification  

Acquisition of vocabulary helps students build their communicative ability with others 

through vocabulary acquisition; it helps to convey meaning, allows greater clarity in 

expressing one's ideas or thoughts (i.e., improving clarity), and allows students to interact 

meaningfully within a variety of communicative situations by assisting them to more fully 

participate in those contexts. However, many English as Foreign Language (EFL) settings 

continue to face difficulties related to vocabulary acquisition, retention, and appropriate use, 
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which limit students’ academic performance and confidence when communicating in the 

target language. Therefore, it is important to conduct research that explores innovative 

strategies capable of strengthening vocabulary learning and responding to current 

educational needs. 

From an educational perspective, the present study is relevant because it examines the 

implementation of Blooket as a gamified tool for English vocabulary learning. The 

integration of technological resources into teaching and learning processes responds to the 

demands of an increasingly digitalized society and to the need for active methodologies that 

promote students’ participation, motivation, and engagement. For this reason, the study 

seeks to provide evidence regarding the potential of gamified platforms to foster more 

dynamic and meaningful learning experiences within the school context. 

Using the Blooket platform, we developed, implemented and documented our project 

with the help of technological resources, support from Unidad Educativa Cristiana Nazareno 

and participation from students in our research project. Furthermore, in addition to having 

the support of the educational institution and obtaining permission from parents/legal 

guardians for the children to take part, we also received additional collaboration from other 

sources. Additionally, the research instruments were reviewed by experts at both the 

National University of Chimborazo and the Technical University of Ambato to ensure they 

meet the intended purpose of the research study. 

This research study primarily benefits the 10th-grade students in the General Basic 

Education program at Unidad Educativa Cristiana Nazareno who participated in the process 

of vocabulary acquisition through the Blooket platform. The data collected from this 

research project will also provide assistance to English teachers who are interested in finding 

formal methods to integrate gamified learning into their English classes. Finally, the data 

collected from this research project will provide further insight into the use of technology as 

a support tool for vocabulary development within the context of foreign language instruction, 

specifically English as a Foreign Language, for the educational institution and the National 

University of Chimborazo. In addition, the study adds information to the growing body of 

research on gamification and vocabulary learning while offering practical experiences that 

may support future educational projects and research in English language teaching. From a 

theoretical perspective, the study expands existing knowledge on the application of 

gamification in vocabulary learning within EFL contexts; from a practical perspective, it 



 

17 

 

offers insights and experiences that may be considered in future educational proposals and 

research related to English language teaching and learning. 

 

1.3 OBJECTIVES  

1.3.1 General Objective 

• To analyze the effectiveness of Blooket in English vocabulary development among 

Decimo año students of Educacion General Basica at Unidad Educativa Cristiana 

Nazareno located in the city of Riobamba, Chimborazo province, during the 2025-

2026 academic period. 

1.3.2 Specific Objectives 

• To diagnose students' vocabulary knowledge level and the factors hindering its 

development.  

• To implement Blooket-based activities to promote English vocabulary acquisition, 

considering the reality identified in the diagnostic phase. 

• To evaluate the effectiveness of the proposal in terms of vocabulary improvement 

among participants. 

• To interpret the study subjects' perceptions regarding the usefulness of the 

intervention strategy in vocabulary development. 
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2. THEORETICAL FRAMEWORK  

 

2.1 State of the Art 

Gamification in foreign language education has experienced significant growth in 

recent years, particularly with the development of interactive digital platforms that transform 

the teaching and learning process of English vocabulary. Research has been increasingly 

focused on utilizing Blooket as an effective tool in the classroom. With research validating 

the effectiveness of Blooket for ESL students. In 2023, a study performed by Susanto, 

Harjanto, and Istiqomah found that Middle School Students in the 7-9 grades had positive 

responses to Blooket, and that they appeared to be more engaged and motivated to participate 

in the learning activity. The authors also noted that students who utilized Blooket 

demonstrated significantly improved Vocabulary acquisition performance in comparison to 

students who demonstrated similar levels of Vocabulary Acquisition using routine 

vocabulary teaching methodologies. 

Ramadhani, Utama, and Hamidah (2024) also performed a study on the advantages 

of Blooket as an effective resource for vocabulary acquisition in the 7th grade utilizing 

evidence to conclude that Blooket was a valuable tool for learning English Vocabulary. The 

data demonstrated that students utilizing Blooket for vocabulary acquisition performed much 

better on Vocabulary acquisition than students who received vocabulary instruction via 

traditional classroom methodologies. The students who participated in Blooket activities 

demonstrated greater retention and increased accuracy in their usage of Vocabulary words. 

Nguyen and Tran (2023) approached the subject from a different angle, emphasizing 

the perceptions of students utilizing Blooket and how the students experienced their use of 

Blooket for Vocabulary acquisition, rather than concentrating on performance results from 

tests and results from their Vocabulary acquisition tasks. They focused on the development 

and intended implementation of Blooket activities by educators to be used with their 

students, and it was noted by Nguyen and Tran that the success of Blooket as a resource for 

Vocabulary Building was due in part to the planning required to effectively implement 

gamified Vocabulary Building activities. 

Additional evidence has been reported by Chen et al. (2024), who found that gamified 

platforms can increase students’ motivation and support vocabulary learning needs and 

proficiency levels. In similar ways, Johnson, Smith, and Lee (2022) observed that students 
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tend to learn vocabulary more effectively when they are given opportunities to experiment, 

make mistakes, and apply new words in meaningful contexts. These characteristics are also 

present in Blooket, where students are encouraged to recall and use vocabulary through 

interactive quiz- based activities.  

Evidence from review studies has also shown positive outcomes associated with the 

use of gamification in EFL and ESL settings. Liu, Wang, and Zhang (2023) reviewed 

previous research and noted that platforms such as Blooket can enhance vocabulary learning, 

as well as increase student interest and engagement during learning activities; similarly, Xu, 

Li, and Chen (2024) found that gamification-based strategies promote language acquisition 

and encourage greater classroom participation, although their review also identified 

limitations related to unequal access to technology, internet connectivity issues, and the need 

to strengthen teacher training to effectively integrate these tools into educational settings. 

Generally, previous studies suggest that Blooket can be useful resource for 

supporting English vocabulary learning. At the same time, researchers have pointed out that 

its effectiveness is influenced by several factors, including access to technology, lesson 

planning, and the way activities are incorporated into the curriculum. In this regard, Quyen 

and Nguyen (2025) reported that aspects such as classroom management, time available for 

activities, student interaction, and class size can affect the results obtained through game-

base learning tools. Their findings indicate that the educational value of Blooket depends 

not only on the platform itself but also on the conditions under which it is implemented. For 

this reason, further research in different educational setting may contribute to a broader 

understanding of its impact on English language learning.  

Research on vocabulary learning has also shown the importance of repeated practice 

and exposure to new words. According to Webb and Nation (2017), vocabulary is more 

likely to be retained when learners have multiple opportunities to encounter and use words 

in different learning activities. This process helps strengthen retention and promotes long-

term vocabulary development. Similarly, Aguagallo and Narváez (2025) highlight the 

importance of using innovative and contextualized teaching resources to promote language 

development and improve students’ learning experiences. These contributions reinforce the 

existing evidence regarding the integration of technology and active learning strategies into 

English language instruction. 
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2.2 Theoretical Foundation  

2.2.1 Core Learning Theories Supporting Blooket Integration 

2.2.1.1 Autonomous Learning 

Autonomous Learning Theory focuses on the capacity of learners to become actively 

involved in their own learning process. According to Holec (1981) explains that autonomy 

develops when students assume increasing responsibility for decisions related to their 

learning and become more independently in academic tasks, taking a greater role in setting 

goals, reflecting on their performance, and managing their learning experiences. In the 

context of this study, Blooket promotes autonomous learning by allowing students to 

actively engage in vocabulary practice activities, receive immediate feedback, and monitor 

their performance throughout the game-based tasks.  

2.2.1.2 Zone of Proximal Development 

According to Vygotsky (1978) the Zone of Proximal Development (ZPD) identifies 

the gap between the existing capabilities of a student in relation to the scaffolding or support 

they receive from an instructor or more knowledgeable peers who are further along in 

mastering a given subject. 

The implementation of Blooket can be associated with this theory because its 

gamified activities provide continuous opportunities for practice and feedback, enabling 

students to gradually advance in vocabulary acquisition. Furthermore, the game-based 

dynamics encourage peer interaction and the resolution of linguistic challenges within a 

supportive environment, fostering learning processes that take place within students’ Zone 

of Proximal Development. 

2.2.1.3 Information Processing Theory and Meaningful Learning 

The Information Processing Theory states that Learning is the act of acquiring, 

organizing, storing, and recalling information in your mind (Theories of Information 

Processing). The authors Atkinson and Shiffrin (1968) state that one way to help to transfer 

information from short-term memory to long-term memory, in terms of vocabulary 

development, is through repetition and practice. Regularly exposing a person to a word will 

allow that person to become more familiar with the meaning of that word and help him or 

her in recalling that word at some future time. 
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According to Ausubel's Theory of Verbal Learning (1968), when teachers teach their 

students new concepts, they tend to learn the new material better if they connect the concepts 

taught to what they already know. For example, when a student learns a new word to because 

the student has heard the word used before or otherwise associated it with a previous 

experience. Therefore, students develop a better understanding of the new information and 

a greater degree of retention of the new information if the information is connected to their 

own past experiences of using the vocabulary. 

Blooket provides students with many features that utilise this aspect of Ausubel's 

Theory by allowing them to practice reviewing vocabulary in multiple ways, and by helping 

them create connections between the new vocabulary words that they are learning, and to 

the contexts that they are already familiar with using the new vocabulary words. This, in 

turn, helps the student develop an understanding of the vocabulary and how to use 

vocabulary effectively in English Language Learning and is much more than only 

memorising vocabulary words 

2.2.2 Theoretical Foundations Underpinning the Use of Blooket 

2.2.2.1 Gamified Approach 

The Gamified Approach is based on the integration of game elements into non-game 

contexts to increase learners’ motivation, engagement, and participation. According to Kapp 

(2012), gamification incorporates components such as points, rewards, challenges, 

competition, and immediate feedback to create meaningful and enjoyable learning 

experiences. In educational context, gamification is not used only to make activities more 

enjoyable. It is also intended to increase students’ involvement in learning by motivating 

them to participate, complete task, and work toward specific learning objectives. 

The use of gamified activities can change the way students experience classroom 

learning. By incorporating elements such as challenges, rewards, and competition, these 

environments often encourage students to participate more effectively in learning tasks. As 

a result, students may show greater interest in classroom activities and remain involved for 

longer periods while working toward academic goals. 
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2.2.2.2 Experiential Approach 

Kolb's (1984) Experiential Learning Theory describes how knowledge is obtained 

and the importance of practical experience in facilitating learning. "Theoretical concepts and 

theories form the basis of experiential learning." In Kolb's terms, "practical application" 

leads to the formation of theoretical concepts from realistic experience, which allows 

students to better understand how to use theories in their lives. Additionally, this theory 

shows that knowledge continues to evolve through ongoing experiences. 

As Kolb describes, the Experiential Learning Theory follows a four-step learning 

process. The first step in the learning cycle is 'Concrete Experience,' where the individual 

learns through direct interaction with the physical environment. The second step is 

'Reflective Observation,' where the individual reflects on what they have learned from their 

concrete experience. The third step is 'Abstract Conceptualization,' in which the learner 

develops abstract ideas of what they observed during the reflection process. Finally, Active 

Experimentation is the fourth step, where the individual applies the abstract idea generated 

during the conceptualization process and tests or validates the abstract idea formed in the 

previous step. In summary, Kolb's Cycle of Learning (or Cycle of Experience) consists of a 

continuous cycle of experiences, reflections, abstract conceptualization, and experiments to 

validate abstract theories that arise from experiential learning. 

When it comes to vocabulary learning, Blooket provides students with opportunities 

to actively participate in interactive activities that involve recognizing, recalling, and 

applying new words. Consistent engagement in gamified tasks, combined with immediate 

feedback, helps strengthen students’ understanding of vocabulary and promotes the gradual 

development of their vocabulary through ongoing experience and practice. 

2.2.2.3 Constructivism 

Constructivism, developed by Piaget (1976), proposes that learners actively construct 

knowledge through their interactions with the environment rather than passively receiving 

information. According to this viewpoint, an individual's method of acquiring knowledge is 

determined by how they link their prior knowledge and experiences with newly accepted 

information. As learners evolve through the years, they create mental images representing 

their cognitive abilities by creating mental images of the information they acquire. 
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Therefore, the involvement of the students and their active involvement in the construction 

of knowledge is vital to achieving success. 

In accordance with the principles of constructivism, Blooket enables the students to 

engage in their vocabulary development by interacting with one another, problem-solving, 

and providing feedback to each other on their activities. As learners connect new vocabulary 

with their previous knowledge and experiences, they construct a deeper understanding of 

language that extends beyond simple memorization. 

2.2.2.4 Sociocultural Approach 

The Sociocultural Approach, proposed by Vygotsky and Cole (1978), emphasizes 

the fundamental role of social interaction in cognitive development and learning. From this 

perspective, knowledge is constructed through communication, collaboration, and 

participation in shared activities. This theory views learning as a process that unfolds through 

social interaction, in which students, by working alongside teachers and classmates, can 

receive guidance, share experiences, and gradually build new skills and knowledge within a 

collaborative environment 

Blooket incorporates features that promote interaction among students as they 

participate in learning activities. Through collaborative and competitive game modes, 

students can share ideas, observe their classmates’ responses to various tasks, and gain 

knowledge from these interactions. These experiences foster vocabulary development by 

allowing learners to engage with new words within a social and participatory environment. 

2.2.2.5 Communicative Approach 

The Communicative Approach, proposed by Hymes (1972), highlights the 

importance of using language effectively and appropriately in real-world communication. 

Unlike traditional methods that focus mainly on grammatical correctness, this approach 

emphasizes meaningful interaction and the practical application of language. Teachers 

should assist students as they develop their communicative competence by providing 

students with opportunities to make connections between what they have learned and how it 

is used in the real world by providing contexts for English vocabulary that reflect the actual 

situations they will encounter; this type of instruction helps to provide students with the 
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ability to put their learning into practice and facilitates their ability to communicate 

effectively through various means of communication. 

Blooket can help students learn vocabulary through interaction with other students 

through participating in multiple activities with different uses of vocabulary within contexts 

similar to those in which they would typically encounter this vocabulary in the real world. 

Students will also gain insights into the nature of vocabulary usage and how to gain insights 

into the vocabulary they are currently learning, as well as an opportunity to actively use the 

language in ways that would normally just be memorized. This approach links vocabulary 

practice to meaningful classroom activities, supporting language comprehension and 

effective communication. 

2.2.3 Active and Gamified Methodologies in Blooket-Based Vocabulary Learning 

2.2.3.1 Project-Based Learning 

Project-Based Learning is based on the principle that students learn more effectively 

when they actively engage in the investigation of meaningful topics and the creation of 

authentic products. According to Thomas (2000), this methodology promotes deeper 

learning by encouraging inquiry, collaboration, critical thinking, and the application of 

knowledge in real-world contexts. Through project-based learning, learners engage more 

directly in their development as learners by taking an active part in their educational process, 

whereas Blookets do not offer any type of individualized project-based approach; however, 

through its use of gamification with vocabulary development through Blooket, learners 

engage more actively with the game than through simply receiving information as a passive 

participant.  

2.2.3.2 Problem-Based Learning 

Problem-Based Learning centers on using real or simulated problems as the basis for 

instruction. According to Savery (2015), this method encourages learners to explore, analyze 

information, and develop their understanding by working on authentic challenges. As a 

result, when a student takes responsibility for their educational responsibilities, they acquire 

critical thinking skills, problem solving skills and decision-making skills. The same way that 

Blooket helps them to develop those skills. In Blooket, a student is presented with challenges 

or multiple-choice type questions. When a student completes these challenges, they need to 
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evaluate their current vocabulary and quickly select the right answer. Therefore, Blooket 

facilitates the development of critical thinking skills, problem-solving skills and decision-

making skills, enabling a student to expand and retain their vocabulary through the use of 

active cognitive processing. 

2.2.3.3 Flipped Learning 

Flipped Learning represents a shift from traditional teacher-centered instruction to a 

more student-centered approach. According to Bergmann and Sams (2012), Flipped 

Learning involves introducing content through digital resources before class, while 

classroom sessions are used for practice, discussion, and collaborative activities. This 

approach gives students a more active role in their learning and provides additional 

opportunities to work with the content both inside and outside the classroom. In relation to 

Blooket, students can use the platform to review and practice vocabulary at their own pace 

before or after lessons. As a result, classroom time can be devoted to reinforcing vocabulary, 

addressing questions, and carrying out communicative activities that support language 

learning. 

2.2.3.4 Microlearning 

Microlearning is characterized by delivering content in short, focused learning units 

that facilitate gradual learning and retention. Using Hug (2005) as a reference point, this type 

of learning methodology is designed to align with an individual student's cognitive needs by 

allowing the student to receive information in smaller pieces or "chunks." This can help the 

student decrease their level of cognitive "overload" and subsequently, help improve long-

term retention of knowledge. Vocabulary instruction using microlearning works well due to 

the fact that the learner has many opportunities to be focused on just a small piece of 

information rather than feeling overwhelmed with large amounts of material that they must 

process all at once. Blooket also provides students with engaging interactive vocabulary 

instruction but uses a series of brief (but interesting) exercises that students can complete 

fairly quickly. Repeatedly engaging with words through various games and tasks provides 

learners with multiple review chances, potentially enhancing long-term retention. 
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2.2.3.5 Cooperative Learning 

Cooperative Learning is based on the principle that interaction and collaboration 

among learners improve understanding. One of the most significant elements in effective 

cooperative learning is creating a setting that promotes positive interdependence among 

peers. An environment where students can rely on one another to achieve individual and 

collective goals creates a situation where students can help one another develop critical 

thinking skills by exchanging ideas and collaborating on developing their cognitive 

knowledge base. The team-based activities that occur in Blooket are a good example of how 

this type of environment encourages students to actively participate in their learning with 

their classmates as they work together to complete team challenges to gain information and 

knowledge.  

2.2.4 Alignment of Blooket with the Ecuadorian National Curriculum 

2.2.4.1 Curriculum 

The Ecuadorian English curriculum is based on the development of competencies 

that help students use the language in different situations both inside and outside the 

classroom. As stated by the Ministerio de Educación (2026), English instruction should go 

beyond the learning of grammar and vocabulary by encouraging communication, 

independent learning, critical thinking, and the appropriate use of technological resources. 

These elements are considered important for supporting students’ language development and 

their ability to apply English in meaningful context. Within this framework, students are 

expected to become active participants in their learning process while developing the skills 

necessary to communicate meaningfully in English and respond to the demands of 

contemporary society. 

2.2.4.2 Communicative Competence 

Communicative competence constitutes one of the central objectives of the 

Ecuadorian National Curriculum for English language teaching. In 2016, the Ministry of 

Education established as the lifetime standard for all students to develop the skill to 

communicate effectively and appropriately for the purpose of real-world situational uses of 

the English Language. While the Ministry identifies "communicative competence" as a 

component of being able to identify and employ grammatical structures (grammar and 
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usage) of the English Language through situational learning, it encompasses all aspects of 

being able to identify, interpret, and communicate the meaning of a message or other forms 

of communication in a "real-world" setting through the use of various means. Through 

Blooket, Students have access to a range of opportunities to enhance their skills in 

identifying, interpreting, and using vocabulary across multiple situational uses, due to the 

diverse range of interactive activities that Blooket provides for Students. 

2.2.4.3 Digital Literacy 

As technology advances rapidly today all around us, it is vital that today's students 

possess the skills needed to utilize technology. One-way students can develop these skills is 

through Blooket which allows students to connect with a wide variety of digital tools while 

making important choices, watching TV, navigating online, and completing various 

technology-based tasks. Using Blooket provides students with the opportunity to further 

enhance their vocabulary in English as well as gain an understanding of how digital 

environments function within both schools and at home.  

2.2.4.4 Learner Autonomy 

The Ecuadorian National Curriculum provides evidence for the need to promote 

Independence of Learners as part of an empowerment approach, with encouraging Learners 

to take Initiative and Responsibility for their own Learning included as supportive Principles 

of Responsibility, Self-Regulation and Independent Learning. In Blooket, Learners are able 

to monitor their own Progress, receive Immediate Feedback and can Practice Vocabulary in 

the way that works best for them.  

2.2.5 Evolution and Pedagogical Design of the Blooket Platform 

2.2.5.1 Evolution of Blooket 

In 2018, Blooket was developed by Tom and Ben Stewart as a means to create fun 

and interactive ways for students to review their studies, rather than just simply doing the 

same old boring study review activities like another flash card or read book with notes. Since 

then, Blooket has evolved into a vast array of different types of games, including adaptive 

learning, ability to track performance, etc., thus allowing both teachers and students to better 

adjust their methods of teaching/learning, thereby enhancing the use of technology in 

education. This evolution has led to a demand for more educational resources that provide 
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both academic content and some form of motivation to engage and motivate learners to take 

an active role in their own learning. As digital resources become more prevalent in 

educational environments, Blooket has emerged as a widely used platform for vocabulary 

acquisition through gamified experiences. 

2.2.5.2 Gamification Elements in Blooket 

Gamification, as an essential component of the Blooket platform, enhances 

educational experience. Gamification, which Kapp (2012) defines as "adding game-like 

features to other settings (e.g., a classroom)," includes such elements as points, rewards, 

competition, challenges, and feedback to encourage student participation in learning via 

Blooket. Virtual rewards provided by Blooket's leaderboards based on competing against 

peers, along with the modes encouraging increased vocabulary, ensure continued student 

engagement and participation. 

2.2.5.3 Pedagogical Design of Blooket 

Beyond its recreational aspect, Blooket offers educational features that promote 

effective learning through resources designed to strengthen vocabulary acquisition; teachers 

can create question sets tailored to specific learning objectives and established curriculum 

standards; through frequent vocabulary practice, immediate feedback, and interactive 

activities, students can solidify their understanding of new words while remaining actively 

engaged in their learning process; This pedagogical design aligns with current educational 

approaches that emphasize motivation, active participation, and continuous reinforcement 

as essential elements for developing successful learning experiences. 

2.2.5.4 Formative Assessment and Feedback 

Another important feature of Blooket is its ability to support formative assessment 

practices. The platform provides immediate feedback after each response and generates 

performance reports that allow teachers to monitor students’ progress over time. According 

to Black and Wiliam (1998), formative assessment plays a crucial role in improving learning 

outcomes by helping students identify their strengths and areas for improvement. Through 

its reporting and feedback tools, Blooket facilitates data-informed instruction and enables 

teachers to make adjustments based on learners’ needs. 



 

29 

 

2.2.5.5 Blooket and Vocabulary Learning 

Blooket offers a variety of opportunities for students to encounter, practice, and apply 

vocabulary in different learning contexts. Vocabulary learning is strengthened when students 

encounter and use words multiple times across various activities. Nation (2013) emphasizes 

that repeated contact with vocabulary is crucial for helping learners remember and retain 

new words over time.  

2.2.6 Key Features and Gamified Mechanics of Blooket 

2.2.6.1 Multiple Game Modes 

Unlike other quizzes, Blooket has many types of games. Traditional quiz platforms 

only allow you to play quizzes with your classmates. However, Blooket allows you to play 

a variety of games, including Tower Defense, Gold Quest, Café Factory, Fishing Frenzy, 

and Crypto Hack. There are many different objectives and skills required to win the blooket 

game. By offering a wide selection of games, educators have many options to choose from 

based on what subject(s) their students like. 

2.2.6.2 Rewards and Competition 

Through the use of gamified mechanics such as competitive play and how rewards 

are distributed, Blooket's site has found a way to reward users for their time spent on their 

platform.Gamified Mechanics (Kapp, 2012) i.e., points, ranks, badges and other types of 

rewards provide learners with additional motivation and provide a means of engagement for 

the learners in an activity/course which helps keep them involved in the gamification 

experience and provides an incentive to answer questions correctly. The design of 

competitive environment allows for continued focus and a more engaging way to learn 

vocabulary through competitive play. 

2.2.6.3 Immediate Feedback 

Blooket provides prompt responses to the choices made by students, allowing them 

to learn from mistakes and reinforce their correct instincts. According to Hattie & Timperley 

(2007), feedback is important to helping idea about the current level of understanding as well 

as which concepts require improvement. Blooket provides users with this ability to receive 
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ongoing feedback, which allows users to continually develop their vocabulary as well as 

gain insight into their progress in learning 

2.2.6.4 Customization and Adaptability 

Blooket allows educators to create and personalize different types of learning 

experiences based on both the needs of their students and the goals of instruction. This 

adaptability allows vocabulary activities to be aligned with curriculum requirements, 

students’ proficiency levels, and classroom contexts, contributing to a more personalized 

learning experience. 

2.2.6.5 Student Engagement and Motivation 

A defining characteristic of Blooket is its capacity to maintain high levels of student 

engagement and motivation. Blooket incorporates elements such as challenges, visual 

resources, rewards, and competition into vocabulary-learning activities. These features can 

make classroom tasks more appealing to students and encourage them to remain involved 

throughout the activity Gee (2007) notes that educational games can help maintain learners’ 

interest and encourage them to continue working towards learning objectives. In this way, 

vocabulary practice become a more interactive experience in which students participate 

actively while working with new words. 

2.2.7 Pedagogical Benefits and Motivational Impact of Blooket 

2.2.7.1 Gamified Learning 

One of the principal pedagogical benefits of Blooket is its incorporation of gamified 

learning principles. Kapp (2012) states that gamification incorporates game elements into 

educational settings to boost motivation, participation, and engagement. Using challenges, 

rewards, points, and competition, Blooket makes vocabulary practice fun and engaging. This 

playful method motivates students to stay actively involved and interested throughout their 

learning. 

2.2.7.2 Vocabulary Retention 

Vocabulary retention is essential in language learning, requiring students to 

recognize, recall, and use words effectively. Nation (2013) highlights that repeated 

encounters and meaningful interactions with vocabulary enhance long-term memory. 
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Blooket facilitates this by offering various game modes, repeated exercises, and 

contextualized activities that give students multiple chances to engage with vocabulary. 

Consequently, learners are more likely to retain and retrieve words over time. 

2.2.7.3 Student Engagement and Participation 

Student engagement is crucial for effective learning. According to Fredricks, 

Blumenfeld, and Paris (2004), engagement includes behavioural, emotional, and cognitive 

facets of how a student becomes engaged with something. Blooket uses an interactive game-

type environment to promote a student's active participation in his/her learning experience, 

as well as provide a greater concentration on that experience. By providing students with a 

more interactive and dynamic learning experience, Blooket increases student engagement 

with those activities, decreases student boredom, and increases motivation for practicing 

vocabulary words. 

2.2.7.4 Support for Different Learning Styles 

Blooket combines visual, auditory, and interactive features that enable students to 

work with vocabulary through different types of activities. Because learners do not all 

respond to information in the same way, these varied elements offer multiple opportunities 

to participate in the learning process. As students interact with vocabulary through games, 

images, sounds, and questions they can approach learning in ways that are more comfortable 

and meaningful for them. 

2.2.7.5 Feedback, Motivation, and Academic Progress 

Immediate feedback and motivational mechanisms constitute key elements of 

Blooket’s effectiveness. Hattie and Timperley (2007) agree that feedback plays an important 

role in influencing student success. Feedback helps students understand what they did well 

and where they need improvement. Feedback is also very important to all students because 

of the many advantages the Blooket game provides students, such as having instant feedback 

on their responses, ample opportunities to earn rewards, rank and track their progress over 

time, etc. These components create a very motivating environment for students to engage in 

vocabulary learning, which enhances the likelihood of sustained academic success over time 



 

32 

 

2.2.8 Vocabulary Classifications and Their Relevance in Blooket 

2.2.8.1 Receptive Vocabulary 

Receptive vocabulary refers to the words that learners are able to recognize and 

understand when they encounter them in listening or reading activities. Nation (2001) states 

that this kind of vocabulary is key to understanding language, as it helps learners interpret 

meanings and grasp messages across various communication settings. Even if learners don't 

actively use these words in speech or writing, receptive vocabulary is essential for overall 

language development. In Blooket, this vocabulary is strengthened through activities where 

students identify meanings, recognize definitions, and link words to their contexts. 

2.2.8.2 Productive Vocabulary 

Productive vocabulary includes the words that learners can accurately and 

appropriately use in speaking and writing. According to Nation (2001), productive 

vocabulary encompasses more than just understanding words; it also involves using them 

accurately in speech and writing. To foster language and communication skills, it is 

necessary for learners to build productive vocabularies. The activities and games in Blooket 

create opportunities for students to remember and practice using their learned vocabulary 

multiple times throughout their learning experience. 

2.2.8.3 High-Frequency and Low-Frequency Vocabulary 

According to Schmitt (2000) vocabulary can be classified according to frequency of 

occurrence in a particular language. High-frequency or most used words are those that 

appear most often in a certain language and therefore are considered to be very important 

for everyday conversations, and they usually come first when someone learns a new 

language. Conversely, low-frequency vocabulary comprises less common, more specialized 

terms that gain significance for academic, professional, and advanced language contexts. 

Developing knowledge of both categories is necessary for achieving greater communicative 

competence and expanding learners’ lexical repertoire. 

2.2.8.4 Relevance of Vocabulary Classifications in Blooket 

The vocabulary classifications proposed by Nation (2001) and Schmitt (2000) can be 

effectively addressed through the implementation of Blooket. The platform allows teachers 
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to design activities aimed at developing receptive and productive vocabulary, incorporating 

high and low-frequency lexical terms according to students’ proficiency levels and learning 

objectives. Through interactive practice, repetition, and immediate feedback, students can 

strengthen their recognition, retention, and appropriate use of the vocabulary they have 

acquired, In this way, Blooket provides a flexible environment that fosters the development 

of different dimensions of lexical knowledge through dynamic, meaningful learning 

experiences that are relevant to the needs of the educational process. 

2.2.9 Cognitive and Gamified Strategies for Vocabulary Acquisition 

2.2.9.1 Determination Strategies 

Schmitt (1997) states that use of determination strategies to facilitate learner 

independence when developing vocabulary means the learner is using different techniques 

such as context clues, dictionary look-ups, and analyzing and interpreting the language itself, 

for the purpose of self-directed learning of the new and unfamiliar vocabulary.  

2.2.9.2 Social Strategies  

According to Schmitt (1997), social strategies of learning refer to how students 

interact with one another, as well as their teachers and others. Through working together 

with their peers and communicating with their teachers when working on vocabulary, 

students are able to work on building their vocabulary through clarifying, discussing, and 

receiving feedback on their vocabulary.  

2.2.9.3 Memory Strategies 

Memory strategies aim to enhance vocabulary retention using associations, imagery, 

mnemonics, and other techniques that promote long-term memory. Schmitt (1997) states 

that these methods help learners link new words to their prior knowledge, improving 

retention. Blooket encourages these strategies by offering repeated exposure to vocabulary 

and interactive activities that strengthen recognition and recall. 

Memory strategies are methods that help improve vocabulary retention by creating 

associations between words and images (visualizing), utilizing mnemonic devices, etc., to 

assist learners in creating lasting impressions of the words and allowing them to store and 

thus remember more information. An example of this is how Schmitt (1997) states "the use 
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of memory strategies assists learners in linking new vocabulary with pre-existing 

knowledge, therefore helping them improve retention. 

2.2.9.4 Cognitive Strategies 

The types of cognitive strategies which learners are encouraged to use include 

actively manipulating language through repetitive and multiple-note taking, as well as 

categorization and practice. In Blooket, cognitive strategies are reflected in the repeated 

practice of vocabulary through quizzes, matching activities, and game-based challenges that 

encourage active participation. 

2.2.9.5 Metacognitive Strategies 

Metacognitive strategies refer to learners’ ability to plan, monitor, and evaluate their 

own learning process. Oxford (1990) highlights these strategies as essential for developing 

learner autonomy and self-regulation. Blooket contributes to the use of metacognitive 

strategies by providing immediate feedback and performance reports, allowing students to 

reflect on their progress and identify areas that require further improvement. 

2.2.9.6 Gamification 

Gamification refers to the use of gamified features and elements in an educational 

system to boost motivation and engagement of learners. Kapp (2012) states that 

incorporating game elements, such as points, level of challenge, competition and rewards, 

into our classrooms can have a positive impact on student achievement and promote their 

ability to be active participants in the classroom community.  

2.2.9.7 Repeated Exposure and Vocabulary Retention 

Webb and Nation (2017) highlight that engaging with vocabulary across diverse 

contexts greatly aids long-term lexical growth. Blooket embodies this idea by enabling 

students to repeatedly encounter and practice vocabulary through different game modes and 

sessions. 

2.2.9.8 Comprehensible Input Hypothesis 

Krashen’s (1985) Comprehensible Input Hypothesis states that language learning 

happens when learners encounter input they can understand but that is just a bit above their 
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current skill level. Engaging with meaningful language exposure helps learners broaden their 

vocabulary and enhance understanding. In Blooket, vocabulary is delivered via 

contextualized questions and activities that can be tailored to students’ proficiency, aiding 

both comprehension and vocabulary development. 

2.2.10 The Connection Between Blooket and Effective Vocabulary Growth 

2.2.10.1 Repeated Exposure to Vocabulary 

Repeated exposure to vocabulary is a key factor in enhancing vocabulary 

development. Webb and Nation (2017) emphasize that learners require multiple encounters 

with words across various contexts to improve retention and achieve long-term learning. 

Blooket aids this process by offering repeated vocabulary practice through diverse game 

modes and activities, enabling students to review and solidify their lexical knowledge over 

time. 

2.2.10.2 Contextualized Vocabulary Learning 

Vocabulary learning is more effective when words are introduced within meaningful 

contexts instead of in isolation. Nation (2013) emphasizes that seeing words in context helps 

learners grasp their meanings and proper usage more clearly. Blooket offers definitions, 

examples, and game-based questions, creating opportunities for students to engage with 

vocabulary in ways that promote better understanding and meaningful learning. 

2.2.10.3 Active Retrieval Practice 

Retrieval practice involves recalling information from memory, enhancing learning 

and retention. Karpicke and Blunt (2011) note that active retrieval plays a key role in 

building long-term memory 

2.2.10.4 Motivation and Sustained Engagement 

Game-like features help keep students' interest throughout their learning. Motivating 

elements found in Blooket include Competition; Rewards for performing well; Challenges 

to meet; providing feedback immediately upon completing the activity. In his discussion of 

gamification, Kapp notes that these gaming elements provide an increase in students' level 

of persistence and engagement and contribute to a Classroom Environment. 
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2.2.10.5 Meaningful Vocabulary Growth Through Blooket 

Constant exposure, contextualized learning, review practice, and motivation are 

fundamental elements for promoting effective vocabulary development. Through its 

interactive and adaptive design, Blooket provides students with multiple opportunities to 

encounter, practice, and apply new words in meaningful ways as part of the English language 

learning process, these experiences help strengthen vocabulary retention, improve 

vocabulary recall, and progressively expand a more functional linguistic repertoire that 

contributes to the development of communicative competence. 

2.2.11 Transforming Teacher and Student Roles Through Blooket 

2.2.11.1 Teacher as a Facilitator 

With technological advancements, digital education tools increasingly supplant some 

of the functions performed by teachers in traditional settings providing teachers with an 

increasing number of methods to assist in facilitating, supporting and providing oversight to 

support student success. Harmer cites that several of the components involved in establishing 

a successful language teacher establish a learning environment based on the interactive, 

participatory and autonomous nature of students.  

2.2.11.2 Teacher as a Learning Designer 

The teacher has various roles in developing an educational environment that is 

beneficial to the learner through enhanced technology (i.e. virtual learning environments). 

The teacher's role includes: providing resources to enhance vocabulary, defining the scope 

of learning objectives, coordinating the activities that support the materials provided, and 

adapting or modifying the resources used, to meet students' varying levels of knowledge and 

understanding. 

2.2.11.3 Students as Active Learners 

Modern educational methods focus on students actively constructing knowledge. 

Piaget (1976) states that learning happens when learners engage with information and 

interact with their surroundings. Blooket supports this active involvement by having students 

participate in vocabulary tasks, make choices, solve problems, and answer questions. 
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Consequently, learners are directly engaged in learning vocabulary instead of passively 

receiving information. 

2.2.11.4 Learner Autonomy and Self-Regulation 

According to Holec (1981), when students take responsibility for their learning, they 

establish their own goals, monitor their progress, and evaluate their results; therefore, 

students are empowered to learn autonomously. Blooket enhances student autonomy by 

supplying timely feedback and progress-monitoring tools that encourage continual growth 

as opposed to waiting for an instructor to provide this information) 

2.2.11.5 Collaborative Learning and Shared Responsibility 

In their article on the Role of Cooperative Learning in Teaching, Johnson and Johnson 

(1999) note that "Cooperation is essential for the attainment of the educational objectives of 

the members of the learning community." The authors believe that through cooperation, 

students learn how to communicate effectively, share their knowledge and experiences, and 

provide support as they work toward common academic goals. Blooket facilitates interaction 

among students, the exchange of ideas, and cooperation through group activities and friendly 

competitions during vocabulary lessons, these experiences contribute not only to the 

development of lexical learning but also to the strengthening of the social and interpersonal 

skills necessary for a well-rounded education. 
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3. METHODOLOGY 

 

3.1 Research Approach  

This study adopts a mixed-methods approach that integrates quantitative and 

qualitative methods in order to comprehensively analyze the effectiveness of Blooket in 

enhancing English vocabulary learning. The methodology of using various methods to 

obtain results in order to gain a broader understanding of the results obtained through the 

research found that the authors Creswell and Clark noted (2017) that while quantitative data 

provides a more complete understanding of the phenomenon by combining the objectivity 

of numerical data and the depth of an individual's experience. The quantitative component 

provides an objective assessment of a student's vocabulary development while the qualitative 

component of the study assesses a student's motivation and interest toward the Blooket 

intervention.  

3.2 Research Design 

Using an embedded mixed-methods design, this study utilised a combination of 

quantitative and qualitative study methodologies to collect both numerical and qualitative 

data. The quantitative data collected in this study included an objective evaluation of the 

vocabulary development of students as told through researchers' use of standardised 

assessments, whereas the qualitative data collected in this study included motivation, 

engagement, and perceptions regarding Blooket (i.e., the students' experiences).  

The quantitative component of the study was developed using a pre-experimental 

one-group pre-test and pos-test design. To assess students’ vocabulary learning, the 

Vocabulary Level Test (VLT) was administered before the intervention and again after the 

implementation of Blooket; the results obtained from both administrations were compared 

to determine whether there were changes in students’ lexical performance during the 

intervention period, Although the absence of a control group limits the control of external 

variables, the selected design is appropriate in educational contexts where the goal is to 

analyze the effects of a pedagogical intervention within a natural classroom setting. 

The qualitative phase adopts a biographical-narrative design, aiming to capture 

students’ personal accounts, reflections, and lived experiences during the use of Blooket. 

This narrative perspective complements the quantitative findings by highlighting individual 
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learning processes, emotional involvement, and perceptions related to the gamified learning 

environment. 

3.3 Type of Research 

This study is classified as applied and interpretative research, conducted in authentic 

classroom settings where students are exposed to the Blooket platform during regular 

English lessons. Using research methods in the context of education provides an improved 

understanding of how people learn naturally (Fedesco, Cavin & Henares, 2020). An 

examination of learning environments enables one to detect the distinct dynamics within 

learning environments and add vital information about the context to better comprehend 

educational experiences. 

As per Kumar (2019) "applied research aims to provide solutions to educational 

problems”, as such applies research enables the bridge between theory and practice in 

education. This project utilises an applied approach as it examines a practical solution to the 

pedagogical problem of limited vocabulary development by allowing students to use a digital 

tool to learn English. This study employs a pre-experimental design employing a pre-test 

and post-test for one sample group to measure the impact of using Blooket on students' 

vocabulary acquisition. 

At the same time, the interpretative focus complements this practical aim by 

analyzing students’ individual experiences and meanings associated with the use of Blooket. 

Through the integration of quantitative and qualitative data, the study not only measures 

learning outcomes but also explores learners’ engagement, motivation, and perceptions 

(Robin & Aziz, 2022; Haque et al., 2022). 

Therefore, both the applied and interpretative dimensions work together to provide a 

comprehensive understanding of how gamified digital tools can enhance English vocabulary 

learning and foster meaningful learning experiences in authentic educational 

3.4 Research Method 

The study employed a quantitative descriptive method to measure students’ progress 

in English vocabulary acquisition. Quantitative data were collected through the Vocabulary 

Levels Test (VLT), administered before and after the intervention. The analysis included 

descriptive statistics such as the mean, median, and standard deviation to assess student 
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performance and identify measurable changes in vocabulary knowledge, Creswell (2014) 

explains that descriptive analysis is useful for organizing and examining the data obtained 

during a study; through this process, researchers can identify trends and variations in 

participants’ performance, which helps to inform the interpretation of the study’s findings. 

The biographical narrative method was incorporated as part of the quantitative 

component for the purpose of this qualitative portion of the research study. This part of the 

study focused on enhancing our knowledge regarding how students experienced the different 

types of vocabulary learning activities provided by the Blooket online learning platform. The 

narratives developed from the biographical narrative method provided us with insight into 

the students' experiences, their barriers, the beliefs and the successes of the students as they 

engaged in this intervention. Qualitative results gave further context to how students utilized 

the strategy used in this intervention. 

Bolívar, Domingo, and Fernández (2001) describe the biographical-narrative 

approach as a methodology that allows for exploring how individuals interpret and construct 

meaning based on their educational experiences, from this perspective, the qualitative 

component of the study aimed to analyze students’ perceptions and experiences while 

learning vocabulary through Blooket; the information gathered provided a deeper 

understanding that complemented the quantitative results obtained, revealing how students 

perceived, participated in, and responded to the intervention implemented within the 

educational process. 

The integration of quantitative and qualitative approaches provided a deeper 

understanding of Blooket’s influence on vocabulary learning; combining the numerical 

results with the students’ experiences strengthened the validity of the findings and provided 

a broader perspective on the levels of engagement, motivation, and perceptions developed 

within gamified learning environments. 

3.5 Study Population 

The study population consisted of 32 tenth-grade students at the Nazareno Christian 

School during the 2025–2026 academic year. The selected student population is having a 

hard time learning English vocabulary, including retaining words, using them correctly in 

context, and developing their language skills. Also, the institution has all of the technological 



 

41 

 

resources necessary to implement digital learning solutions such as Blooket, which will 

create ideal conditions for establishing the intervention. 

Table 1 Sociodemographic Profile of Participants 

Variable Category 
N = 32 100% 

f % 

Gender 
Male 21 65.63% 

Female 11 34.38% 

Age 

13 years 1 3.13% 

14 years 30 93.75% 

15 years 1 3.13% 

Note. N = 32, Frequency (f) and percentage (%). 

Table 1 shows that the majority of the study participants were male students, 

accounting for 65.63%, while female students accounted for 34.38% of the total population 

analyzed. Furthermore, it was found that the majority of the students were 14 years old 

(93.75%), which reflects the existence of a relatively uniform age group within the research 

context and allows for a general characterization of the study participants. 

3.6 Sample Size 

Given the pre-experimental design aimed at evaluating the impact of Blooket on 

English vocabulary development, participants were purposefully selected to ensure their 

suitability for the study, taking into account the diversity in academic performance levels 

and balanced gender representation in order to obtain relevant information consistent with 

the research objectives. Using a parallel sampling approach, six students from the 10th grade 

of EGB were selected simultaneously, including two high achievers, two medium achievers, 

and two low achievers, with a balanced representation of both male and female students. 

Including students with different academic performance levels and considering the 

participation of both male and female students made it possible to obtain a broader 

perspective of the intervention. This diversity made it possible to gather a variety of 

experiences, perceptions, and levels of participation related to the use of the platform, given 

that participants’ individual characteristics can influence how they experience an educational 

intervention, according to Creswell and Creswell (2018), the inclusion of different segments 

of the study population facilitates a broader interpretation of the results and helps us 
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understand how learning processes are perceived by different groups of students within a 

specific educational context. 

3.7 Data Collection Techniques and Instruments 

The validity of a research study is closely linked to the proper application of the tools 

and procedures used to collect data, since these resources make it possible to obtain relevant 

and reliable information for understanding the problem addressed in the study, in addition 

to facilitating the achievement of the objectives established at the outset of the research 

process, thereby ensuring that the results obtained are consistent with the stated academic 

purposes. 

Within this framework, the first and third specific objectives were addressed through 

the administration of the Vocabulary Levels Test (VLT) as both a pre-test and a post-test, 

with slight adaptations to measure students’ vocabulary knowledge and identify specific 

learning needs and difficulties. The pre-test was used to identify students’ vocabulary level 

before the implementation of the intervention. After the activities with Blooket were 

completed, the post-test was administered to determine whether changes had occurred in 

students’ vocabulary performance during the study period. 

Students evaluate their vocabulary by matching words with their definitions in the 

Vocabulary Level Test (VLT). The VLT allows students to assess their knowledge of 

vocabulary across frequency levels, from the most common words to the least common. 

Students score their test based on how many words they correctly matched to their 

definitions, and then use this score to measure their knowledge at each of the vocabulary 

frequency levels being tested. 

The data collected from the VLT were compared with descriptive statistics to 

evaluate the vocabulary of students prior to the intervention and during and after the 

intervention and to quantify the difference in vocabulary scores experienced by students 

during the study. The results of the VLT were presented in a graphical format, showing the 

change in vocabulary scores for the students from the beginning of the study until the 

endpoint of the study. Bar charts and line charts were used to represent the change in 

vocabulary scores. 
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To address the second objective, classroom observations were conducted using a 

structured observation guide. This instrument was used during the Blooket sessions to gather 

information about students’ participation, motivation and engagement in the activities. It 

also allowed the recording of students’ behaviors and interactions during the intervention, 

providing additional information that helped support and enrich the quantitative results. 

To tackle the fourth specific objective, semi-structured interviews and focus groups 

were carried out to gather students’ opinions and experiences regarding the use of Blooket 

for vocabulary learning. Both instruments were administered in Spanish to help participants 

express their thoughts and experiences more comfortably and accurately. The information 

gathered provided a broader understanding of the students’ perceptions of the intervention, 

and it was integrated with quantitative data and observation records in order to obtain a more 

comprehensive and well-founded interpretation of the results achieved during the research 

process.  

3.8 Analysis and Interpretation Methods and Techniques  

Using different techniques and methods allowed the researchers to fully evaluate both 

the quantitative and qualitative data collected during the study, ensuring that the results were 

examined rigorously to ensure that the results obtained were valid and reliable. 

3.9 Quantitative Descriptive Analysis 

The Vocabulary Levels Test (VLT) pre-test and post-test scores were analyzed using 

descriptive statistics to summarize students’ performance and variability. The following 

statistical measures were employed: 

Mean (𝑋 ̄): 

𝑿̅ =
∑ 𝑋𝑖𝑛

𝑖=0

𝑛
 

Where: 

Xi: score of each student 

𝑛 = total number of students 

Median: the central value when scores are ordered. If 𝑛 is even, the median is the average of 

the two central values. 
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Standard Deviation (SD): 

𝑆𝐷 = √
∑ (𝑋𝑖 − 𝑋̅)2𝑛

𝑖=0

𝑛
 

This measures the dispersion of scores around the mean. 

This measure was used to determine the dispersion of scores around the mean. 

The data collected from each student's individual performance and their performance 

at the group level was presented in both a bar chart and a line graph. The use of graphical 

representations allows for the ability to see the improvement of a student over time, 

following an intervention. In addition, the graphical representation of results can assist in 

identifying patterns/trends and differences in pre-test vs. post-test performancediagnostic 

phase, the p. 

The combination of descriptive statistics, data categorization, and triangulation made 

it possible to examine the findings from different perspectives. By considering both 

quantitative qualitative and information, the analysis offered a broader understanding of 

students’ vocabulary learning experiences and the role of Blooket throughout the 

intervention.  

3.10 Categorization  

The qualitative data obtained through interviews and focus groups were organized 

into categories in order to identify recurring themes and patterns related to students’ and 

teachers’ experiences with Blooket. The responses were grouped according to the study’s 

main dimensions engagement, motivation, and perception allowing for a clear and 

systematic interpretation of the information, while also ensuring that each category 

contributed to an understanding of the impact generated by the intervention. 

The purpose of the engagement category was to evaluate students’ participation, 

attention, and interaction while using Blooket, given that their comments provided insight 

into whether the gamified activities fostered active participation, collaborative work, and 

sustained concentration, thereby demonstrating both behavioral engagement and the interest 

shown throughout the learning process. 
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The motivation category allowed us to analyze the factors that drove students to 

participate in vocabulary learning activities using Blooket, taking into account the influence 

of elements such as competition, rewards, and enjoyment on the interest they demonstrated 

during the activities, as well as to assess their willingness to continue participating and 

complete the assigned tasks throughout the intervention. 

Finally, the perception category focused on gathering students’ opinions about their 

use of Blooket and their experiences during vocabulary learning activities, including their 

assessments of the platform’s usefulness, their level of satisfaction, and the extent to which 

they believed it helped develop their English vocabulary. In this way, these categories 

complemented the quantitative findings obtained through the Vocabulary Level Test and 

contributed to a broader and more comprehensive understanding of Blooket’s effectiveness 

in enhancing English vocabulary learning. 

3.11 Triangulation   

This technique involved integrating various sources of information and different data 

collection methods in order to cross-check and validate the findings obtained throughout the 

research process, thereby ensuring a more consistent interpretation and strengthening the 

credibility of the results. Data derived from the pre-test and post-test administrations of the 

Vocabulary Levels Test (VLT), classroom observations recorded through the observation 

guide during Blooket activities, and information gathered through semi-structured 

interviews and focus groups were triangulated. 

As part of quantitative analysis, measures such as the mean, median, and standard 

deviation were used to describe students’ vocabulary performance before and after the 

intervention. The statistical results were analyzed alongside the qualitative information 

obtained from the students’ experiences and perceptions, allowing the findings to be 

examined from different perspectives during the analysis process 

Using the information gathered from various sources made it possible to compare 

and analyze the results from different perspectives, helping to identify similarities and 

relationships among the findings obtained through the various instruments and providing a 

broader view of the students’ experiences and the outcomes achieved through the Blooket 

intervention. 
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3.12 Intervention Phase 

The research spanned 16 instructional hours in total. The first two hours focused on 

diagnostics, where students took the Vocabulary Levels Test (VLT) as a pre-test and 

answered a structured questionnaire to explore factors affecting vocabulary acquisition. In 

this session, students also learned to use the Blooket platform, created their accounts, and 

received instructions on accessing and engaging with various game modes that would be part 

of the intervention. 

The project was established using a diagnosis phase followed by a section consisting 

of six two-hour teaching sessions using Blooket as a principle tool in the classroom (12 hours 

total) to assist with the development of students' vocabulary. The platform was utilized to 

create opportunities for developing their vocabulary through various word-finding activities, 

contextualized practice, and competitive gaming creating an environment that encouraged 

ongoing interaction and continued involvement with vocabulary. Students were introduced 

to Blooket in the first session, where they created accounts, were shown how to navigate 

through the platform, and the different types of games they could play on the platform. After 

being oriented, students began their vocabulary studies by practicing the first 1,000 word 

frequency group using various formats such as word-meaning, multiple-choice questions, 

word-spotting activities, and others.  

Session Two continued to support students in their practice of the first 1,000 words 

and provided continued support to the new 2,000 frequency word group by allowing students 

to develop an understanding of previously learned vocabulary in context. The continued use 

of different types of games allowed students to develop the ability to identify word meanings 

as well as remember and apply the vocabulary they studied throughout all teaching sessions. 

The focus for session three will continue to be on frequency group three (3,000 words) and 

provide opportunities to practice identifying and using vocabulary appropriately in various 

contexts through engaging in competitive and collaborative games where both previously 

studied and newly learned vocabulary could be practiced together. 

In the fourth session, the focus shifted to the 3,000 and 4,000-word frequency levels, 

where students worked on less familiar vocabulary through activities designed to strengthen 

lexical recognition and retention. The immediate feedback provided by Blooket allowed 

students to identify incorrect answers, review the correct options, and continue practicing 

the vocabulary throughout the session. 
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The fifth session focused on vocabulary corresponding to the 5000-word frequency 

level since these lexical items presented greater complexity, students were encouraged to 

apply learning strategies developed in previous sessions, such as repetition, contextual 

analysis, and meaning association through game-based challenges, students practiced 

vocabulary recognition and recall while continuing to receive immediate feedback from the 

platform. 

In the 5th session, all vocabulary levels taught during the program were reviewed. This 

session gave students an extensive opportunity to review the vocabulary at the 1,000 and 

5,000 frequency levels and to provide students with extra practice, support and assurance 

when it comes to vocabulary. Preparing themselves for the final test, students took a 

Vocabulary Level Test (VLT) after finishing the program in the 6th and last session of this 

program. Students then took the VLT to see their level of knowledge after the completion of 

the program. In addition to the VLT, there are semi-structured interviews and focus group 

discussions to obtain further data from students about their views, opinions and ideas on the 

advantages of the Blooket Vocabulary Building Tool. Observation in class will provide 

further information to support the data from interviews and focus groups, as well as assist 

with understanding how students perceived the benefits of using a Blooket Vocabulary 

Building Tool during the intervention. The information obtained through these instruments 

contributed to a broader understanding of the effects of the intervention. 
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4. RESULTS AND DISCUSSIONS 

 

The purpose of this chapter is to analyze the results obtained during the 

implementation of the Blooket platform in order to evaluate its impact on English vocabulary 

learning. To this end, the analysis is structured around two complementary approaches. The 

first is a quantitative analysis that focuses on comparing the results obtained on the pretest 

and posttest using statistical tools, with the goal of measuring the progress made by the 

students and verifying the effectiveness of the intervention implemented. 

Subsequently, a qualitative analysis is presented, aimed at interpreting students’ 

perceptions based on interviews and focus groups. This approach allows for understanding 

how the implementation of Blooket influenced aspects such as participation, motivation, and 

the vocabulary learning process. In this way, the integration of both approaches provides a 

more comprehensive view of the phenomenon studied, making it possible not only to 

demonstrate changes in academic performance, but also to understand students’ experiences 

and evaluations regarding the applied strategy. 

4.1 Quantitative Findings: Evidence of Vocabulary Growth Through Blooket 

In order to evaluate the effectiveness of Blooket as a strategy for learning English 

vocabulary in this context, a quantitative analysis was conducted of the data collected during 

the study. This section presents the results obtained through the Vocabulary Level Test 

(VLT) and the diagnostic questionnaire, which made it possible to identify the students’ 

initial lexical knowledge, the factors influencing vocabulary learning, and the changes 

achieved after the intervention was implemented. The findings are supported by descriptive 

and inferential statistical analyses, which provide objective evidence regarding students’ 

vocabulary development. Together, these results contribute to a better understanding of the 

impact of the intervention within the educational context under study.  

4.1.1 Initial Vocabulary Levels of the Participants 

Understanding students’ initial vocabulary knowledge is essential for comprehending 

the learning conditions prior to the implementation of the pedagogical intervention. The 

diagnostic phase was used to determine students’ vocabulary knowledge before the 

intervention and to provide a point of reference for examining subsequent changes in 

performance. For this purpose, the Vocabulary Levels Test (VLT) developed by Nation 
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(2001) was applied. The instrument evaluates vocabulary knowledge across five frequencies 

bands corresponding to the 1000, 2000, 3000, 4000 and 5-words levels.  

Although the VLT was not designed to measure proficiency according to the 

Common European Framework of Reference for Languages (CEFR), its vocabulary bands 

can be used as a general reference for understanding learners’ lexical development. As a rule 

of thumb, 1000 words is generally considered to be the earliest point where someone is 

starting to learn a language. Usually, this would line up with the A1 proficiency level. When 

students reach about 2000 words, they typically begin showing the Basic communicative 

skills expected of A2 proficiency. Students who know about 3000 words typically display 

characteristics of someone with B1 proficiency. The vocabulary ranges of 4000 words and 

5000 words allow for much greater language use and usually correspond to levels B1+ and 

B2, respectively. Nevertheless, these correspondences should be viewed as approximate 

references because vocabulary knowledge represents only one aspect of language 

proficiency and cannot be considered a direct indicator of CEFR attainment.  

The results obtained from the pre-test are presented in Table 2. 

Table 2. Descriptive Statistics of Vocabulary Level Scores (Pre-test) 

VLT Scores Min Max Mean Standard Deviation 

1000-word 11 27 19.50 6.09 

2000-word 5 27 12.59 5.16 

3000-word 5 27 12.56 5.17 

4000-word 3 25 5.72 3.87 

5000-word 1 7 3.25 1.76 

Note. N = 32. The scores represent the number of correct responses at each vocabulary 

frequency level 

Table 3. Distribution of Students by Vocabulary Level (Pre-test) 

Level Frequency Percentage 

Low 19 59.38% 

1000 10 31.25% 

2000 0 0% 
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3000 2 6.25% 

4000 1 3.13% 

5000 0 0% 

Note. N = 32. Vocabulary levels are presented according to Nation’s (2001) mastery 

classification 

Figure 1. Distribution of Students Across Vocabulary Levels (Pre-test) 

 

Note. N = 32 

A considerable concentration of students was observed within the lowest vocabulary 

frequency bands prior to the intervention. A considerable proportion of students 

demonstrated limited vocabulary knowledge at the beginning of the study. Specifically, 

59.38% were classified at the low level, and 31.25% reached only the 1000-word level. 

Together, these groups represented 90.63% of the participants, while only 9.38% 

demonstrated mastery beyond the lowest vocabulary bands. These results indicate that most 

students had not yet achieved the vocabulary knowledge  

A comparison with the Ecuadorian National English Curriculum (MINEDUC, 2016) 

shows a difference between the expected and observed vocabulary levels of the participants. 

According to the curriculum, 10th-grade students are expected to be close to the A2 level 
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established by the CEFR. Nevertheless, the high percentage of students located within the 

lowest vocabulary bands suggests that many participants had not yet reached the lexical 

knowledge associated with this level, revealing a gap between curriculum expectations and 

students’ actual performance. 

A similar situation has been observed in many EFL learning settings, where students 

have limited opportunities to interact with English outside regular classroom activities. 

Since, as noted by Nation (2013), vocabulary development requires continuous exposure, 

meaningful contextualization, and repeated encounters with lexical items to facilitate lexical 

growth and progression toward higher vocabulary levels.  

Common Difficulties in Learning New English Vocabulary 

Understanding the difficulties students encounter when learning new vocabulary is 

essential for identifying the factors that may hinder the development of their lexical 

competence. To this end, a diagnostic questionnaire consisting of multiple-choice questions 

was administered to explore participants’ perceptions of the main challenges associated with 

English vocabulary acquisition. The information collected provided a clearer understanding 

of students’ learning needs and served as a reference for planning the Blooket-based 

intervention activities. The results corresponding to this dimension are presented in Table 4 

Table 4. Frequent Difficulties When Learning New English Vocabulary 

Option Descriptor Frequency Percentage 

A Understanding meaning 13 40.63% 

B Correct pronunciation 13 40.63% 

C Remembering words 19 59.38% 

D Using words in sentences 16 50.00% 

E Distinguishing similar meanings 11 34.38% 

Note. N = 32. Participants were permitted to select more than one option. Therefore, the total 

number of responses exceeds the number of participants. 
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Figure 2. Distribution of Students’ Frequent Difficulties When Learning New English 

Vocabulary 

 

Note. N = 32. Participants were permitted to select more than one option. Therefore, 

percentages do not total 100%. 

Vocabulary retention and productive use emerged as the most significant challenges 

reported by participants prior to the intervention. Specifically, remembering words (59.38%) 

and using them in sentences or conversations (50%) represented the highest reported 

difficulties. The results show that the most significant difficulties were associated with 

retaining vocabulary over time and applying it in sentences or conversations. 

These results are similar to those reported by Schmitt (1997), who explains that 

vocabulary learning involves different strategies that help learners remember, process and 

use new words over time. A related perspective is presented by Webb and Nation (2017), 

who note that vocabulary is more likely to be retained when learners encounter and use 

words repeatedly in different learning situations.  

Table 5. Main Difficulties in Learning New English Vocabulary 

Option Descriptor Frequency Percentage 

A Large amount of vocabulary 8 25.00% 

B Lack of learning strategies 13 40.63% 

C Limited practice time 6 18.75% 

D Understanding spoken words 14 43.75% 
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E Relating vocabulary to real situations 10 31.25% 

Note. N = 32. Participants were permitted to select more than one option. Therefore, the total 

number of responses exceeds the number of participants. 

Figure 3. Distribution of Main Difficulties in Learning English Vocabulary 

 

Note. N = 32. Participants were permitted to select more than one option. Therefore, 

percentages do not total 100%. 

Difficulties related to understanding spoken vocabulary and vocabulary learning 

strategies were among the most frequently reported by participants during the study in 

particular, understanding spoken words (43.75%) and a lack of vocabulary-learning 

strategies, at 40.63%, were identified as the most significant factors. The results show that 

students experienced difficulties both in understanding vocabulary during listening activities 

and in employing strategies to support their lexical learning process. 

These difficulties may be related to the limited opportunities many students have to 

interact with English outside the classroom. Oxford (1990) explains that learning strategies 

can help students organize, monitor and support their vocabulary learning process. When 

such strategies are not frequently used, students may experience greater challenges in 

retaining and developing vocabulary over time.  

Factors That Make Vocabulary Difficult to Remember 

Vocabulary retention represents one of the main challenges in foreign language 

learning, as the acquisition of new words depends not only on their initial understanding but 
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also on learners’ ability to recall and use them over time. In this regard, identifying the 

factors that students perceive as obstacles to lexical consolidation is essential for 

understanding the difficulties associated with long-term vocabulary retention. To this end, 

the diagnostic questionnaire included a question aimed at exploring the main factors 

affecting vocabulary retention. The results obtained are presented in Table 6. 

Table 6. Factors That Make Vocabulary Difficult to Remember 

Option Descriptor Frequency Percentage 

A Lack of motivation 13 40.63% 

B Few opportunities to practice 5 15.63% 

C Forgetting words quickly 19 59.38% 

D Lack of review 7 21.88% 

E Learning many words at once 7 21.88% 

Note. N = 32. Participants were permitted to select more than one option. Therefore, the total 

number of responses exceeds the number of participants. 

Figure 4. Distribution of Factors Affecting Vocabulary Retention 

 

 

Note. N = 32. Participants were permitted to select more than one option. Therefore, 

percentages do not total 100%. 

The biggest challenge for many students is their vocabulary because many students 

are unable to retain words over time. The two most significant factors causing this retention 
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issue are the inability of students to retain words they have learned (59.38% of respondents) 

and a lack of motivation to learn (40.63% of respondents) based on the survey results. 

Therefore, it appears that many students have difficulty with the consolidation of their 

vocabulary and will have difficulty both retaining terms acquired and using them accurately 

and properly. 

In response to the challenges stated above, the concept of vocabulary recycling has 

emerged as a strategy to help students retain vocabulary through structured and/or repeated 

exposure to vocabulary items. Likewise, Webb and Nation (2017) argue that repeated 

encounters and retrieval opportunities strengthen vocabulary retention and long-term recall. 

Likewise, Kapp (2012) highlights motivation as an essential element to maintain students’ 

participation and commitment during learning activities. 

Situations That Affect Vocabulary Learning 

Vocabulary learning is influenced not only by students’ individual abilities but also 

by the pedagogical and contextual conditions in which the learning process takes place. 

Factors such as limited opportunities for practice, insufficient exposure to the target 

language, or the use of less meaningful learning strategies may negatively affect vocabulary 

acquisition. In this context, the final questionnaire item was designed to identify the 

situations that students perceive as obstacles to effective English vocabulary learning. The 

results obtained are presented in Table 7. 

Table 7. Situations Affecting Vocabulary Learning 

Option Descriptor Frequency Percentage 

A Lack of contextual understanding 14 43.75% 

B Lack of feedback 9 28.13% 

C Limited connection to real life 18 56.25% 

D Lack of learning materials 3 9.38% 

E Unengaging activities 6 18.75% 

F Uninteresting topics 10 31.25% 

Note. N = 32. Participants were permitted to select more than one option. Therefore, the total 

number of responses exceeds the number of participants. 
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Figure 5. Distribution of Situations Affecting Vocabulary Learning 

 

 

Note. N = 32. Participants were permitted to select more than one option. Therefore, 

percentages do not total 100%. 

Contextual factors emerged as significant barriers to vocabulary learning among the 

study participants specifically, the limited connection between vocabulary and real-life 

situations (56.25%) and a lack of contextual understanding (43.75%). These were identified 

as the most significant factors. The results show that students experienced greater difficulties 

when vocabulary was not linked to familiar scenarios or contexts that provided meaning for 

their learning. 

The findings are in line with the ideas proposed by Kolb (1984), who explains that 

learning tends to be more effective when students can relate knowledge to experiences and 

situations they can understand. A similar view is presented by Piaget (1976), who considers 

that knowledge develops through interaction with meaningful experiences. From this 

perspective, connecting vocabulary activities to real-life contexts may help students 

understand and use new words more effectively in EFL settings. 

4.1.2 Vocabulary Growth Across Lexical Levels: A Pre-test and Post-test 

Comparison 

In order to determine the scope of the Blooket-based pedagogical intervention, a 

comparison was conducted between students’ vocabulary level distributions before and after 
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its implementation. This analysis makes it possible to examine the changes observed in 

participants’ placement across the different lexical bands established by Nation (2001), as 

well as to identify potential improvements in their vocabulary mastery. The comparison 

between both measurements represents an important indicator for evaluating the effect of 

the intervention on students’ lexical development. The corresponding results are presented 

in Table 8 and Figure 7. 

Table 8. Comparison of Students’ Vocabulary Level Distribution (Pre-test and Post-

test) 

Level 
Pre-test Post-test Percentage Change 

f % f %  

Low 19 59.38 6 19 -40.38 

1000 10 31.25 17 53.13 +21.88 

2000 0 0 6 18.75 +18.75 

3000 2 6.25 2 6.25 0 

4000 1 3.13 1 3.13 0 

5000 0 0 0 0 0 

Note. N = 32, Frequency (f) and percentage (%) of students at each vocabulary level 

classified according to Nation (2001). 

Figure 6. Comparison of Students’ Vocabulary Level Distribution Between Pre-test 

and Post-test 
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Note. Percentages represent the quantity of students at each vocabulary level before and after 

the intervention. 

A significant change was observed in the distribution of students’ vocabulary 

following the intervention. A key finding of this research was the significant reduction of 

students classified at the low end of the proficiency scale. Prior to the Blooket intervention, 

59.38% of students were categorized at the low proficiency level, whereas after the 

intervention, only 19% were rated at this low level. Conversely, the percentage of students 

who scored at the 1,000-word level increased from an initial value of 30.75% to 53.13%, 

while the percentage of students scoring at the 2,000-word level rose from 7.5% to 18.75%. 

These results indicate a shift in the distribution of students' vocabulary size from those with 

limited vocabularies to those with much larger vocabularies. 

Because these dramatic changes occurred after participation in Blooket activities, it 

is reasonable to conclude that they are linked to the Blooket intervention. There were three 

main components of the Blooket intervention that likely contributed to the large increase in 

vocabulary learning during this study: (1) activities designed specifically to address students' 

vocabulary problems based on the results obtained through the pretest and diagnostic 

questionnaire; (2) inclusion of contextualized activities; and (3) repeated vocabulary review 

and immediate feedback. These factors likely worked together to promote vocabulary 

development in an English as a Foreign Language (EFL) context. 

Likewise, to what is proposed by Kapp (2012), who states that gamification promotes 

participation and engagement through motivational elements such as rewards, interaction, 

and feedback, which may explain the improvement observed after the intervention. 

Table 9. Vocabulary Performance Before and After the Blooket Intervention 

Statistic Pre-test Post-test 

Min 27 55 

Max 111 126 

Mean 53.63 76.16 

Standard Deviation 16.83 14.41 

Note. N = 32, total scores represent the sum of correct responses in each vocabulary level 
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Figure 7. Comparison of Mean Scores Between Pre-test and Post-test 

 

Note. N = 32, the mean scores represent the total vocabulary test performance 

Students showed higher vocabulary scores after the intervention. As presented in 

Table 9 and Figure 8, the mean score increased from 53.63 in the pre-test to 76.16 in the 

post-test, representing a 42.02% improvement. In addition, the reduction in the standard 

deviation indicates that participants’ scores became less dispersed after the intervention. 

These results indicate that most participants benefited from the activities carried out through 

Blooket, not only by increasing their vocabulary knowledge but also by reaching a more 

consistent level of performance across the group. 

These findings suggest that the intervention positively influenced both vocabulary 

performance and lexical consolidation. These findings support the work of Webb and Nation 

(2017), who emphasize that repetition and vocabulary recycling are fundamental elements 

for strengthening lexical retention. During the intervention, vocabulary was introduced 

progressively according to frequency levels and constantly reviewed through various game-

based activities on Blooket; for example, some terms covered in the early sessions especially 

those belonging to the 1,000 and 2,000-word levels were revisited in subsequent activities. 

In addition, the final session was dedicated to reviewing vocabulary from all the levels 

covered throughout the intervention. This gave students several opportunities to work with 

the same words again instead of encountering them only once. As a result, they became more 

familiar with the vocabulary and had more chances to remember and use it during the 

53,63

76,16

Mean Comparison

Pre-test Post-test
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activities. A similar situation was reported by Ramadhani et al. (2024), who found that 

students achieved better vocabulary outcomes when Blooket was used as a tool for 

continuous practice and review. The consistency between these studies and the present 

findings reinforces the potential of gamified learning environments to promote vocabulary 

development and support long-term lexical growth. 

Hypothesis Testing 

A pair of research hypotheses with a right-tailed direction was formulated based on 

previous evidence suggesting improvements in vocabulary performance through the use of 

the Blooket platform. The hypotheses are presented as follows: 

H0: The use of the Blooket platform does not significantly improve the vocabulary 

performance of tenth-grade students at Unidad Educativa Cristiana Nazareno during the 

2025–2026 academic year. 

H1: The use of the Blooket platform significantly improves the vocabulary 

performance of tenth-grade students at Unidad Educativa Cristiana Nazareno during the 

2025–2026 academic year.  

To determine the most appropriate inferential statistical technique for this mean-

comparison study, it was necessary to verify the assumption of normality for the difference 

between the post-test and pre-test scores. 

Data Normality 

The Shapiro-Wilk normality test was used to verify whether a sample of 32 (N = 32 

< 50) was sampled from the entire population. The probability value obtained (p-value = 

0.9453) was greater than the level of significance α = 0.05. Therefore, the normality 

hypothesis was not rejected, indicating that the difference between the post-test and pre-test 

scores is likely to have followed a normal distribution. In this case, parametric statistical 

methods were used for hypothesis testing. Consequently, a right-tailed paired-samples t-test 

was conducted to evaluate the research hypothesis. 

Results of the Inferential Statistical Test 

Following the descriptive analysis, an inferential statistical procedure was carried out 

to determine whether the differences observed between the pre-test and post-test scores 

reflected a meaningful improvement in students’ vocabulary performance. For this purpose, 
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a right-tailed paired-samples t-test was conducted to evaluate the research hypothesis and 

examine the statistical significance of the changes observed after the implementation of 

Blooket. Data analysis and probability distribution graphs were generated using the open-

source statistical software R. The results of this analysis are presented in Table 10. 

Table 10. Summary of the Paired-sample t-Test Results for Pre-test and Post-test 

Comparison 

Data t Statistic df p-Value Mean Difference Cohen’s d 

Post-test and Pre-test 14.059 31 2.694x10-15 22.53 2.49 

Note. N = 32, df = degrees of freedom (N – 1), Cohen’s d was calculated as d = t / √N,  

Figure 8. Probability Distribution of the Paired-Samples t-Test 

 

Note. N = 32, right-tailed t-test at α = 0.05, the observed t value = 14.059 falls in the rejection 

region.  

Based on the results presented in Table 10, the null hypothesis was rejected because 

the obtained probability value was considerably lower than the established significance level 

(p-value = 2.694 × 10⁻¹⁵ < 0.05). This finding indicates that the use of the Blooket platform 

significantly improved the vocabulary performance of tenth-grade students at Unidad 

Educativa Cristiana Nazareno during the 2025–2026 academic year. 
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In addition, the effect size was calculated using Cohen’s d based on the following 

formula: 

𝑑 =  
𝑡

√𝑁
 

 

Where: 

t = 14.059 

√N= √32 = 5.657 

Therefore: 

d = 14.059 / 5.657 ≈ 2.49 

Cohen established guidance for determining the size of effects based upon an analysis 

of multiple research studies. According to his structure, the size of an effect with a value of 

2.49 has been defined as extremely large. An effect size of 2.49 represents a substantial 

distance from the cutoff point at the large-end of Cohen's spectrum for defining size of effect. 

Hence, Cohen's guideline describes how statistically meaningful 2.49 is, and therefore how 

much potential this effect could have for improving vocabulary development of students, 

etc. 

Furthermore, Figure 9 shows that the observed t-statistic 14.059 falls well within the 

rejection region of the null hypothesis, providing graphical support for the results obtained 

through the inferential analysis. Taken together, these findings suggest that the improvement 

observed in students’ vocabulary performance was associated with the pedagogical 

intervention implemented through Blooket rather than being attributable to chance. 

4.2 Qualitative Findings: Students’ Experiences and Perceptions of Blooket 

The information collected through the interviews and focus groups made it possible to 

better understandhow students experienced the use of Blooket during the intervation. Their 

responses revealed common ideas related to participation, motivation and perceptions of the 

platform, and some difficulties encountered throughout the activities. These perspectives 

complement the quantitative results because they show not only the progress reflected in the 
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test scores but also how students felt and reacted while learning vocabulary through Blooket 

in the English classroom. 

Blooket as a catalyst for active engagement in vocabulary learning 

Engagement in gamified environments can be interpreted through 

Csikszentmihalyi’s Flow Theory (1990), which explains that students achieve higher levels 

of concentration and participation when activities are perceived as enjoyable and 

appropriately challenging. Likewise, recent studies on Blooket highlight that its game-based 

dynamics, competition, and interactive features contribute to maintaining students’ attention 

and active participation during learning activities (Susanto et al., 2023). 

In relation to these contributions, students identified repetition and feedback as 

important elements in their learning process. One participant stated that “…repeating words 

several times… helps learn little by little” (Translated) (INT-S-05, 2026), indicating that 

repeated exposure facilitated gradual vocabulary learning. A similar perception was 

expressed by INT-S-04 (2026), who mentioned that “…seeing the correct answer helped me 

understand better.” (Translated). Together, these statements highlight the importance of 

repetition and immediate feedback as mechanisms that supported vocabulary retention and 

understanding throughout the intervention 

These perceptions may be associated with Blooket features such as scoring systems, 

game modes, and competitive dynamics, which transform traditional vocabulary activities 

into more interactive experiences. In this regard, Aguagallo and Narváez (2025) highlight 

the importance of incorporating contextualized resources in EFL environments to promote 

meaningful learning experiences and strengthen students’ interaction with language learning 

processes. 

Gamification as a source of motivation and positive learning experiences 

Motivation represents one of the most important dimensions within gamified learning 

environments. From a behaviorist perspective, positive reinforcement influences students’ 

persistence and participation during learning activities. Likewise, recent studies indicate that 

gamified platforms increase motivation through rewards, competition, and feedback 

mechanisms (Chen et al., 2024). 

Regarding Blooket, elements such as scores, rankings, rewards, and competitive 

game modes may enhance students’ motivation toward vocabulary learning. This perception 
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was reflected in students’ responses. One participant mentioned, “I did not feel it as an 

obligation but as a game.” (Translated) (INT-S-03, 2026), highlighting the enjoyable nature 

of the activities. Consistent with this perception, INT-S-04 (2026) explained that “I felt good 

when I won, and that motivated me to continue participating.” (Translated). These comments 

indicate that students mostly enjoyed the activities and felt motivated to keep participating. 

For them, learning vocabulary with Blooket was not just about finishing classroom tasks; it 

also provided an engaging experience that increased their interest in the activities. 

The students’ responses are similar to what Kapp (2012) described regarding the 

motivational value of gamification in educational settings. In the present research, elements 

such as points, rankings, and rewards seemed to encourage students to participate and remain 

involved in the activities. In addition, several participants described the lessons as enjoyable, 

suggesting that Blooket helped create a learning environment in which vocabulary practice 

felt more engaging and less routine. 

Students’ perceptions of Blooket for vocabulary development 

Students’ perceptions revealed positive evaluations regarding the pedagogical 

benefits of Blooket for vocabulary learning. Recent studies indicate that this platform 

supports vocabulary acquisition through repeated exposure, immediate feedback, and 

opportunities for interactive practice (Ramadhani et al., 2024). These characteristics are 

related to the vocabulary recycling principle, which states that retention improves when 

words are repeatedly exposed and reused over time (Webb & Nation, 2017). 

Regarding Blooket, elements such as scores, rankings, rewards, and competitive 

game modes may enhance students’ motivation toward vocabulary learning. This perception 

was reflected in the responses provided by the students during the research process; one 

participant stated, “I did not feel it as an obligation but as a game.” (Translated) (INT-S-03, 

2026), highlighting the enjoyable nature of the activities. Similarly, INT-S-04 (2026) stated, 

“I felt good when I won, and that motivated me to continue participating.” (Translated). Both 

opinions show that students associated the activities developed with positive experiences in 

the classroom. For many of them, the game dynamics allowed vocabulary practice to become 

more enjoyable while also motivating them to maintain active participation during lessons. 

Students’ responses and classroom observation indicate that Blooket helped reinforce 

vocabulary through continuous practice and immediate feedback. Instead of simply 



 

65 

 

memorizing words, students had several opportunities to review, use, and recognize 

vocabulary during the activities. This constant interaction with the target words seemed to 

make the learning process more dynamic and encourage greater participation in class  

Challenges and opportunities in the implementation of Blooket 

Although Blooket presents several pedagogical benefits, the literature also 

recognizes certain limitations during its implementation. Recent studies indicate that the 

effectiveness of gamified tools depends on instructional design, activity pacing, and 

adaptation to students’ needs (Xu et al., 2024). 

In this context, students identified some difficulties during the implementation 

process. INT-S-03 (2026) noted that “…there was not enough time to think properly.” 

(Translated), highlighting concerns regarding the pace of certain activities. Similarly, INT-

S-04 (2026) stated that “Difficult words were harder.” (Translated), indicating that some 

vocabulary items were more challenging than others. These comments show that not all 

students experienced the activities in the same way, as some felt that additional time and 

support could have helped them complete the task more comfortably.  

The students’ comments show that, although they generally enjoy using Blooket, 

certain aspects of the activities influenced their learning experience specifically, more 

complex vocabulary and the speed required for some tasks posed challenges for certain 

students. For this reason, teachers should consider students’ language proficiency levels 

when selecting vocabulary and designing learning activities, providing clear explanations, 

adequate support, and opportunities for practice that allow students to use the platform more 

effectively throughout their educational journey. 

Taking both findings into account, Blooket appears to have supported vocabulary 

learning and fostered a more dynamic and participatory environment for students; however, 

its implementation requires proper instructional planning and adaptation to students’ 

learning needs in order to maximize its educational benefits. 

4.3 Discussion 

The integration of quantitative and qualitative findings provided valuable insights into 

the contribution of Blooket to English vocabulary learning among tenth-grade students. 

Overall, the findings showed that Blooket supported both Vocabulary Development and 

Student Motivation, Participation, and Engagement during the intervention period. When 



 

66 

 

analyzed together quantitatively and qualitatively, the findings show a greater understanding 

of how Blooket was used during the learning process with vocabulary and the students' 

overall experiences when using Blooket to learn vocabulary. 

The average vocabulary score after using Blooket increased 42.02% on the post-test 

from the pre-test from 53.63 to 76.16. The findings also provided a statistically significant 

difference (p < .05), along with a very large effect size (d=2.49), proving that the increase in 

scores after the Blooket intervention was very unlikely to be due to random chance. Other 

studies have further supported and confirmed these findings. For example, in a 2024 study 

conducted by Ramadhani et al., students using Blooket in their learning gained a 

significantly higher average score on vocabulary assessments than students taught using 

traditional instructional methods. In another study by Susanto et al., in 2023, Similar trends 

were found at the secondary level for students using Blooket; also, an increase in vocabulary 

scores was found for students taught at the secondary level using Blooket. This similarity 

between the findings of this research and previous research suggests the potential for Blooket 

to support vocabulary development by supplying students with multiple means to review 

and practice word meaning. Therefore, it may be prudent to compare this research with prior 

research to support the assertion that through repetition, retrieval, and reinforcement of 

vocabulary use through the use of Blooket (gamification), vocabulary development can be 

promoted successfully in terms of use at the top levels of a language. 

An additional finding was the substantial reduction in the number of students classified 

at the low vocabulary level. Prior to the intervention, 59.38% of participants were located in 

this category, whereas after the intervention this percentage decreased to 19%. At the same 

time, the proportion of students reaching the 1000-word and 2000-word bands increased 

considerably. Similar results were reported by Susanto et al. (2023), who observed that 

repeated interaction with vocabulary through Blooket facilitated lexical retention and 

promoted measurable progress in vocabulary knowledge. This finding is particularly 

significant because 10th-grade students are expected to achieve an A2 level of English 

proficiency, as established in Ecuador’s National Curriculum; however, the initial results 

obtained through the diagnostic assessment showed that several participants performed 

below the required level. After the intervention, the students demonstrated a significant 

improvement in their vocabulary skills, indicating that the activities implemented did 
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effectively to narrowing part of the gap between their initial level and the competencies 

expected for the corresponding grade level. 

The improvement observed in students’ vocabulary scores may also be related to the 

way the intervention was organized. Throughout the sessions, students worked with 

vocabulary from different frequency bands through repeated practice, review activities, and 

game-based tasks that encouraged them to use the same words several times. This approach 

is similar to what Webb and Nation (2017) describe, as they emphasize that learners need 

multiple encounters with vocabulary in different contexts in order to strengthen retention 

and support long-term learning. Likewise, Nation (2013) emphasizes that repeated exposure 

facilitates vocabulary consolidation and increases the likelihood of future retrieval. 

Therefore, the positive outcomes observed in the present study may be explained not only 

by the motivational characteristics of Blooket but also by the systematic opportunities for 

repetition and vocabulary reinforcement incorporated into the intervention process. 

The qualitative findings provide additional evidence regarding the effectiveness of the 

intervention. According to findings presented by Chen et al (2024), most respondents viewed 

Blooket as providing an attractive and motivating educational experience that encouraged 

increased student participation. Most respondents reported competitive aspects of the game, 

receiving immediate feedback from Blooket through point accumulation, as motivating 

factors for their continued interest and participation in a Blooket lesson. In addition, these 

findings are supported by the results of Chen et al (2024), suggesting that students' desire to 

actively participate and feel motivated is enhanced in gamified settings by providing students 

with competitive, reward-based, and interactive experiences. In the same way, Susanto et al. 

(2023) observed that Blooket helped make classroom activities more dynamic and enjoyable 

for learners. The students’ comments in the present study reflect a similar experience, as 

many of them described the activities as entertaining and motivating. This may explain why 

they showed a positive attitude toward vocabulary learning throughout the intervention. 

Students’ comments can also be understood from the perspective of 

Csikszentmihalyi’s Flow Theory (1990), which explains that learners tend to become more 

involved when activities are enjoyable and provide an appropriate level of challenge. Several 

participants described the vocabulary activities as entertaining and less stressful than 

traditional classroom tasks. Feeling comfortable while participating may have encouraged 

them to remain engaged and take a more active role during the intervention. From this 
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perspective, the use of game-based activities appears to have created an environment in 

which students were more willing to participate and interact with the target vocabulary. 

Although the students generally described the experience positively, they also pointed 

out some difficulties that arose during the intervention. The main limitations were related to 

more complex vocabulary, the fast pace of certain activities, and the need for additional 

explanations before completing the assigned tasks (Xu et al. (2024) also noted that the 

effectiveness of gamified platforms depends on factors such as the difficulty of the activities, 

instructional design, and adaptation to students’ needs. The experiences shared by the 

participants show that the benefits of Blooket do not depend solely on the platform but also 

on how teachers’ structure and guide the activities during the learning process. 

These difficulties could explain why students in the 3,000 and 4,000-word vocabulary 

groups showed less progress compared to those at lower levels; although the activities 

implemented appeared to promote the learning of high-frequency vocabulary, students faced 

greater difficulties with less familiar and more complex words. This could be related to the 

limited duration of the intervention, as the implementation period may not have been long 

enough for students achieve a deeper understanding of advanced vocabulary. Similar 

observations have been reported in vocabulary-learning research, where advanced lexical 

development is often associated with longer periods of exposure, continuous practice, and 

opportunities to use vocabulary in different contexts. For this reason, although Blooket 

contributed positively to vocabulary learning, students working with more advanced 

vocabulary may benefit from additional practice and longer intervention periods. 

The results obtained in this study show that the positive changes observed were not 

related only to the use of Blooket as a digital tool. The students practiced vocabulary 

consistently, received immediate feedback, and actively participated in the activities carried 

out during the intervention. Teacher guidance played a fundamental role in facilitating the 

understanding and completion of the assigned tasks, which demonstrates that the progress 

made in vocabulary learning was related both to the use of the platform and to the design of 

the activities implemented. From this perspective, digital tools such as Blooket can enhance 

vocabulary learning when they are integrated into educational experiences planned 

according to students’ needs 
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CONCLUSIONS 

• The diagnostic phase revealed that most students presented limitations in English 

vocabulary learning, evidenced by the concentration of participants at the low and 

1000-word levels. Likewise, difficulties related to vocabulary retention, 

contextualized use, and vocabulary production were identified, highlighting the need 

to implement strategies aimed at strengthening lexical development in EFL contexts. 

•  The use of Blooket activities fostered a more engaging learning setting tailored to 

the vocabulary needs identified initially. Elements like competitions, scoring, 

repetition, and game-like features motivated students to take a more active role 

during lessons. Consequently, students demonstrated increased motivation, 

engagement, and participation throughout their vocabulary learning. 

•  The comparison of pre-test and post-test results demonstrated that students enhanced 

their English vocabulary after engaging in the Blooket activities. A study examining 

the impact of Blooket on vocabulary acquisition has demonstrated a statistical and 

evidenced the improvement in student average scores associated with vocabulary 

acquisition results as previously mentioned.  

• With respect to student perception of Blooket, all students indicated that they 

positively view Blooket and that this tool will help them enhance their vocabulary 

acquisition skills. After the intervention, the percentage of students classified as 

having low vocabulary acquisition dropped from 59.38% to 19% and the percentage 

of students who reached or exceeded the 1000-word level increased from 31.25% to 

53.13%. Participants attributed these gains to increased motivation, participation, 

and engagement, though they also mentioned challenges such as vocabulary 

difficulty, activity timing issues, and the need for additional pedagogical support. 
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RECOMENDATIONS 

 

• English teachers should conduct diagnostic processes prior to the implementation of 

pedagogical interventions aimed at vocabulary learning in order to identify students’ 

initial lexical level, difficulties, and factors influencing vocabulary development. 

This information may contribute to designing strategies adapted to students’ real 

needs and promote more contextualized and effective teaching processes in EFL 

environments. 

• It is recommended to incorporate gamified platforms such as Blooket into English 

teaching activities due to their potential to promote dynamic, interactive, and student-

centered methodologies. The integration of elements such as competition, scores, 

feedback, repetition, and game dynamics may contribute to strengthening students’ 

participation, motivation, and engagement during vocabulary learning. 

• It is suggested to design and implement learning activities considering the results 

obtained during the diagnostic phase while incorporating strategies focused on 

vocabulary recycling and repetition. Likewise, vocabulary should be contextualized 

through situations related to students’ realities in order to promote vocabulary 

retention, comprehension, and application in meaningful communicative contexts. 

• It is recommended to adapt the pace and level of difficulty of Blooket activities 

according to students’ learning needs while providing continuous pedagogical 

support throughout the learning process. Based on students’ perceptions, these 

measures may help reduce challenges associated with vocabulary complexity and 

limited response time, thereby fostering greater participation, comprehension, and 

vocabulary retention. 
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