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Abstract 

The idea of using games to teach English to people who do not speak it as their first 
language has become very popular. People are looking into this because it can make students 
more interested and excited about learning. This study looks at how using the game Blooket in 
class affects how much students participate and how motivated they are. The study is based on 
ideas about why people do things and how games can be used to teach.The study used a mix of 
numbers. Talking to people to get its results. It asked 250 students from high schools in Morocco 
some questions and also talked to 20 of them in more detail. The results show that using Blooket 
in class really helps students participate more and makes them more motivated. It also helps 
students feel less anxious in class. The study found that girls tend to like this way of learning 
more than boys.However there are some problems with using Blooket in class. Sometimes the 
internet does not work well. Students do not have the devices they need. This makes it hard to 
use the game well as it could be used. This study helps us learn more about using games to 
teach English in places where resourcesre limited. It also gives us some ideas about how to use 
technology in schools. The results of the study are important for teachers and people who make 
decisions about education in Morocco. The use of Blooket in English as a Foreign Language 
classes is a thing because it makes students more engaged and motivated. Blooket is a tool, for 
teaching English as a Foreign Language. 

Keywords : Gamification; Blooket; EFL; student engagement; motivation; mixed-methods; 
Moroccan education; ICT integration. 
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 ملخص

لقʙ لاقʗ فʛؔة اسʙʵʱام الألعاب لʙʱرʝȄ اللغة الإنʳلȄʜʽة لغʛʽ الʻاʡقʧʽ بها رواجاً ʛʽʰؗاً، حʶǽ ʘʽعى الʺعلʺʨن 

تʘʴॼ هʚه الʙراسة . هʚا الأسلʨب لقʙرته على تعʜȄʜ اهʱʺام الʢلاب وحʺاسهʦ تʳاه الʱعلʦوالॼاحʨʲن لʻʰʱي 

ة الʢلاب ودافعʱʽهBlooket "ʦ"في تأثʛʽ اسʙʵʱام لॼɻة  وتʙʻʱʶ . داخل الفʸل الʙراسي على مȄʨʱʶات مʷارؗ

وقʙ اعʙʺʱت الʙراسة . الʙراسة إلى نȄʛʤات تʱعلǼ Șالʙافॽɻة الȄʛʷॼة ودور الألعاب في العʺلॽة الʱعلॽʺॽة

ʡالॼاً مʧ الʺʙارس الʲانȄʨة في الʺغʛب،  250؛ حʘʽ شʺلʗ اسʢʱلاع آراء )كʺॽة ونॽɺʨة(مʻهॽʳة مʱʵلʢة 

ʶǽاهȞʷǼ ʦل " Blooket"وأʣهʛت الʱʻائج أن اسʙʵʱام . مʻهǼ20 ʦالإضافة إلى إجʛاء مقابلات تفʽʸلॽة مع 

ؗ ،ʦهʱʽدافع Ȑʨʱʶلاب ورفع مʢة ال . ʺا ʶǽاعʙ في تقلʽل شعʨرهǼ ʦالقلȘ داخل الفʸلفعال في زȄادة مʷارؗ

ومع ذلʥ، . وʷؗفʗ الʙراسة أǽʹاً أن الʢالॼات ǽʺلʧ إلى تفʹʽل أسلʨب الʱعلʦ هʚا أكʛʲ مʧ الʢلاب الʨؗʚر

في الفʨʸل الʙراسॽة، مʲل عʙم اسʱقʛار خʙمة الإنʛʱنʗ أو افʱقار " Blooket"ثʺة تǽʙʴات تʨاجه اسʙʵʱام 

وتʶاهʦ هʚه الʙراسة في تعʺȘʽ الفهʦ حʨل . ة، مʺا ǽعȘʽ الاسʱفادة الʺʲلى مʧ اللॼɻةالʢلاب للأجهʜة اللازم

 ʅॽʣʨل تʨح Ȑم رؤʙودة، ؗʺا تقʙʴʺارد الʨʺات ذات الʯʽʰة في الȄʜʽلʳاللغة الإن ʝȄرʙʱام الألعاب لʙʵʱاس

قʛار في مʳال وتʖʶʱؔ نʱائج الʙراسة أهʺॽة Ǽالغة Ǽالॼʶʻة للʺعلʺʧʽ وصʻاع ال. الʨʻؔʱلʨجॽا في الʺʙارس

وسʽلة ) EFL(في فʨʸل تʙرʝȄ اللغة الإنʳلȄʜʽة ؗلغة أجॽʰʻة " Blooket"الʱعلǼ ʦॽالʺغʛب؛ إذ ǽُعʙ اسʙʵʱام 

ʦهʱʽلاب ودافعʢتفاعل ال ʜȄʜعʱفعالة ل. 

؛ تفاعل )EFL(؛ اللغة الإنʳلȄʜʽة ؗلغة أجॽʰʻة Blooket؛ )gamification(الʱلعʖʽ : الؒلʸات الʸفʯاحॻة

 ).ICT(الʢلاب؛ الʙافॽɻة؛ الʺʻهॽʳة الʺʱʵلʢة؛ الʱعلʦॽ الʺغȃʛي؛ دمج تʨʻؔلʨجॽا الʺعلʨمات والاتʸالات 

1. Introduction 

The way we teach and learn has changed a lot because of digital technologies especially 
when it comes to teaching English as a Foreign Language. In Morocco schools have started to 
use computers and the internet to make classes more interesting and help students learn better. 
However many students in Moroccan schools are still not very motivated and do not participate 
much in class and this is because teachers are still using old methods that focus on the teacher 
talking all the time. Using games in the classroom is a way to teach that might help with these 
problems. This is called gamification. It means using things that make games fun like competi-
tion and rewards to make learning more fun. There are websites that can be used for  
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this and one of them is Blooket. Blooket is popular because it is interactive and can be used in 
different types of classes. We know that using games in the classroom can help students learn 
better. We do not know much about how this works in Moroccan schools. So this study looks 
at how using Blooket in class can help students participate more and be more motivated. It also 
looks at if there are any differences between boys and girls and what problems teachers might 
have when they start using Blooket.The study focuses on English as a Foreign Language classes 
in Morocco. Uses Blooket to make learning more fun. The goal is to see if Blooket can help 
students, in secondary schools learn English better and be more motivated. 

2. Literature Review 

2.1 Theories Related to Gamification and Learning 

Lots of research shows that gamification makes people more excited about learning 
languages. Some researchers looked at studies and found that gamification really works. It helps 
people think better and want to learn more. Someone else found that when classrooms are 
gamified people participate more and talk to each other more. Gamification is based primarily 
on Self-Determination Theory (SDT) (Deci and Ryan, 2017), which states that motivation is 
based on the three basic needs of mankind: autonomy, competence and relatedness. 
Additionally, Flow Theory (Oliveira & others, 2021) describes how a student's ability to reach 
a state of complete immersion in their learning process increases their engagement and 
ultimately their performance in learning.  

2.2 How Gamification Can Help EFL Students 

The same trend keeps popping up: EFL students show way more motivation and get 
involved when you add gamification to the mix. Sailer and Homner (2020) put together a meta-
analysis and saw that gamified classrooms boost both motivation and how well students think 
and learn, compared to classes that don’t use games. Xu (2021) backed this up—students 
participate more and interact a lot in game-based settings than in regular lessons. 

2.3 Gamification and Digital Platforms  

There are some websites like Kahoot and Quizizz that're really popular for learning 
languages. They help people learn words and get more excited about learning.. There is another 
website called Blooket that is not studied as much even though it has some really cool features. 
Some recent studies show that Blooket is really good at making people want to learn and interact 
with each other. In Morocco some researchers found that using computers and gamification to 
learn languages is really effective.We still need to learn more about how Blooket works in 
language learning especially in the Moroccan context and how gamification and Blooket can 
help people learn languages, like English as a foreign language or EFL and other  
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languages.Kahoot! and Quizizz have gotten plenty of attention. Studies link them to better 
vocabulary and students who actually want to come to class (Cheng, 2019; Zainuddin, 2020). 
Blooket hasn’t been examined much, even though it uses live gameplay that feels different from 
Kahoot! and Quizizz. There’s also some research from Morocco proving ICT-driven 
gamification works well (Ennouari & Houssaini, 2023; Mrissa & Anasse, 2023), but honestly, 
Blooket hasn’t been put under the microscope in depth yet. 

3. Research Gaps 

There are some things we do not know about gamification. First we need to do research 
on how Blooket works in Moroccan secondary schools. Second most studies look at how 
Blooket helps with vocabulary not how it makes students participate and want to learn. Third 
we should use methods to study Blooket. Finally we need to look at how boys and girls feel 
about Blooket and compare schools to see how they use it. 

4. Research Objectives and Questions 

4.1 Objectives 

The goal of this research is to see how Blooket affects participation and motivation. It 
also wants to know what students think about learning with Blooket if boys and girls feel dif-
ferently about it and what problems come up when using Blooket in Moroccan schools. 

4.2 Research Questions 

A. How does Blooket change the way students participate in class? 

B. What does Blooket do to student motivation? 

C. What do students think about learning with games like Blooket? 

D. Do boys and girls have opinions about Blooket? 

5. Hypotheses 

A. We think that Blooket will make students participate more in class. 

B. We also think that Blooket will make students more motivated to learn. 

C. We think that girls will like Blooket more, than boys. 

D. We think that students will like using Blooket to learn. 
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6. Methodology 

6.1 Research Design 

We used a research design that describes and analyzes things. We collected numbers and 
information from questionnaires. We also had conversations with students to get more details. 
This way we can look at the numbers. Also understand what the students really think. 

6.2 Participants 

There were 250 high school students from Morocco in our study. We had 100 boys and 
150 girls. We picked these students in a way to make sure we had a good mix of boys and gi-
rls from different schools. 

6.3 Instruments 

Questionnaire: We gave all the students a list of questions to answer. These questions were 
about how much they participated how motivated they were and what they thought of 
Blooket. 

Interviews: We also talked to 20 students to learn more about what they thought. We asked 
them about what they liked what they did not like and what was hard, for them. 

7. Data Analysis 
7.1 Questionnaire Data Analysis 

Table 1: Students’ Perceptions of Blooket 

Variable Agree Neutral Disagree 
Enjoyment 82% 12% 6% 
Participation 79% 15% 6% 
Motivation 85% 10% 5% 
Anxiety Reduction 68% 20% 12% 

The results show that most students think Blooket is a fun and motivating way to learn. 
A lot of students said they participated more and felt more motivated which proves that making 
learning a game really works. Even though some students did not feel much less anxious most 
students still felt more at ease when they used Blooket for learning. Blooket seems to make 
learning more enjoyable, for students. 
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Table 2: Gender Differences 

Gender Positive Attitude Negative Attitude 
Male 72% 28% 
Female 84% 16% 

 

The female students really liked Blooket. They thought it was great because Blooket has 
features that let them work together. They do not get scared of making mistakes. This makes 
Blooket a good place for students to learn because it is a place where everyone can feel okay 
about trying things. Blooket is helpful for students because it lets them learn in a way that feels 
safe and fun. Female students, like using Blooket because it helps them learn with their friends 
and they do not have to worry about making mistakes with Blooket. 

Table 3: Challenges Faced by Students 

Challenge Percentage 
Internet issues 48% 
Device limitations 30% 
Competition stress 12% 
Difficulty understanding rules 10% 

The big problem is issues, especially when the internet is not working. Technical issues, like 
internet connectivity are really tough to deal with. Limited access to devices is also a problem 
that affects how people can participate. Some students, a number of students said they feel 
stressed because of the competition or they just do not understand the rules of the game. 
Technical issues, such, as internet connectivity are still the challenge. 

7.2 Interview Data Analysis 

7.2.1 Thematic Analysis 

I did 20 interviews with students. I looked at what they said about using Blooket in 
class. I used a way to analyze what they said it is called reflexive thematic analysis, which 
was thought up by Braun and Clarke (2006). This way of analyzing has six steps: I got famil-
iar, with what the students said .After that, I gave codes to the things they said .Later ,I made 
themes from these codes .I looked at these themes again then I defined what they really 
meant. Finally,  I wrote it all down. I wanted to see if there were any things that students said 
about using Blooket. 

I kept looking at what the students said over to make sure I understood it correctly. I found 
four things that students said about Blooket: 
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A. Enhanced motivation : Blooket made students more motivated to learn 

B. Enjoyment and affective engagement : students enjoyed using Blooket. It made them 
feel happy 

C. Increased classroom participation : they participated more in class when they used 
Blooket 

D. Technological constraints : sometimes the technology did not work properly which was a 
problem. 

Table 4: Emergent Themes and Frequencies 

Theme Frequency (n=20) Percentage 
Enhanced motivation 18 90% 
Enjoyment and affective engagement 17 85% 
Increased participation 16 80% 
Technological challenges 12 60% 

Students really agree that using games to learn is a thing. It seems like Blooket is very 
good at making them want to learn and this is because it makes learning fun and gives students 
a reason to keep going. 90 Percent of students said that they felt motivated to learn when they 
used Blooket. This is like what some researchers said about how students learn and it is called 
Self-Determination Theory.A lot of students also said that they enjoyed learning with Blooket, 
85 percent. This means that using games to learn can make students happy and make learning 
not feel hard. This is important because it can help them learn a language and not get too stressed 
out about it.Many students , 80 percent said that they liked participating in class more when 
they used Blooket. This means that using games to learn can make students more willing to join 
in and try things even if they are afraid of making mistakes.Some students had problems, with 
the technology about 60 percent. This is a deal because some students do not have good internet 
or devices and this can make it hard for them to learn. 

7.2.2 Illustrative Extracts from Student Interviews 

To make things clearer some quotes from people are shown below: 

Theme 1: Enhanced Motivation 

"Blooket makes me excited to participate because I want to win and learn at the time." 

This means that Blooket is really good at motivating people. It does this by making students 
want to win and learn at the time. Blooket is a way to make them excited about learning. 

Theme 2: Enjoyment and Affective Engagement 

"It feels like playing a game not studying. I enjoy English now." 
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This shows that Blooket makes learning feel like fun. Students do not think they are studying 
when they use Blooket. They think it is a game. This is a thing because it makes them happy 
to learn. Blooket makes them enjoy English more. 

 Theme 3: Increased Participation 

"I usually don’t speak in class. During Blooket I always try to answer." 

This means that Blooket helps students participate more in class. Some students are usually 
too shy to speak up. Blooket helps them feel more confident. Blooket is a way to get students 
to participate. 

 Theme 4: Technological Challenges 

"Sometimes the internet is slow. I cannot join the game properly." 

This shows that sometimes technology can be a problem. If the internet is slow students can-
not use Blooket properly. This is a problem because it can be frustrating, for students who 
want to learn. Blooket needs technology to work well. 

8. Discussion 

The results of this study show that using Blooket for learning in a way has a good effect 
on how much students participate in class and how motivated they are in Moroccan high 
schools. Students seem to pay attention during lessons and are more involved when compared 
to the old way of teaching. This is what other studies have found too which says that making 
learning fun can help students get more engaged and learn better in schools. 

What we found out is that girls are more likely to participate in class than boys. This 
could mean that making learning fun helps students feel less nervous in class and makes the 
classroom a nicer place to be. In high schools, where students are often shy to speak up this can 
really help students who are not as confident to say what they think. 

Even though we found some good things we also found some problems. Sometimes the 
internet does not work well. There are not enough computers or the school does not have the 
technology it needs. These are problems that get in the way of using Blooket and other digital 
tools in some public schools. This is especially true in Moroccan schools that do not have a lot 
of resources, where it's hard to use digital tools because the school does not have the technology 
it needs. 

So even though making learning fun is a way to get students motivated and participating 
it will only work well in Moroccan high schools if we can make sure everyone has access to 
the technology they need and if the schools have better digital systems. Blooket can be a tool 
for learning but we need to make sure the schools are ready, for it. 
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A. Recommendations 

Teachers should use Blooket in English classes all the time to get students more in-
volved. Schools need to make their internet and devices better. Teachers should learn how to 
use games in their lessons. We should do research to see how Blooket affects students in the 
long run and include more students from different places. 

B. Limitations 

This study only looked at high school students in Morocco so we do not know if it will 
work for students. We did not have students from all areas. Sometimes the internet did not 
work well which might have changed our results. We also only talked to a students to get their 
thoughts. 

9.Conclusion 

This study looked at how using Blooket to teach English in a fun way affects how much 
students participate and are motivated in Moroccan secondary schools. The study found that 
making learning fun is a good way to teach English as a foreign language.The numbers show 
that Blooket really helps students want to learn and have fun and they participate more in class. 
The study also found that girls are more engaged than boys. It also showed that when students 
enjoy learning and participate they are more motivated which is what the Self-Determination 
Theory says.The students said that Blooket is a way to learn that makes the classroom more 
interactive and motivating. It also helps students feel less anxious so they participate more even 
if they were shy before.There are some problems. Some schools in Morocco do not have inter-
net or enough computers so it is hard to use Blooket. This means that schools need to have 
technology so all students can use it.This study shows that motivation is important for learning 
and that teachers should use digital tools that help students work together and be independent.In 
conclusion live Blooket is a tool for teaching English and it can help students learn and feel 
good about learning.. Teachers need to have good technology and know how to use it well. We 
should do research, on how to use Blooket and other digital tools to make learning better. 
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