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Abstract: This study examines Vietnamese EFL teachers’ perceptions of Blooket as a digital tool 

for enhancing students’ acquisition of technical vocabulary in the field of Information Technology 

(IT). Acknowledging the increasing integration of educational technology in language instruction, 

the research investigates how teachers conceptualize Blooket’s potential to support specialized 

vocabulary learning. A mixed-methods research design was adopted, guided by the evaluative 

framework developed by Perera and Hervás-Gómez (2021) for assessing digital learning tools. Data 

were collected through a structured questionnaire combined with semi-structured follow-up 

interviews.The findings suggest that EFL teachers generally perceive Blooket as an engaging and 

motivational platform that positively influences student participation. Notably, features such as real-

time feedback and monitoring of learner progress were identified as critical enablers of active 

classroom interaction and heightened learner engagement. These affordances were viewed as 

particularly beneficial for tracking student performance and fostering a dynamic, learner-centered 

environment. Despite these perceived strengths, the study also revealed divergent opinions 

regarding Blooket’s broader educational efficacy. Teachers expressed reservations about its ability 

to sustain student attention over time, promote long-term vocabulary retention, and facilitate 
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meaningful academic interactions. Moreover, concerns were raised about the platform’s role in 

fostering deeper pedagogical practices. Specifically, many participants questioned its capacity to 

stimulate teacher reflection on instructional strategies, empower students in self-regulated learning, 

or bridge the gap between traditional and technology-enhanced learning environments. Additional 

issues highlighted include challenges related to Blooket’s usability, its alignment with specific 

curricular objectives, and the degree to which it is systematically integrated into instructional 

design. While the platform was acknowledged for its potential to enhance certain aspects of EFL 

teaching—particularly in terms of engagement—participants emphasized that its educational 

benefits are contingent on thoughtful integration, improvements in design, and alignment with 

clearly defined learning outcomes. In conclusion, this study underscores the critical importance of 

aligning digital tools such as Blooket with targeted pedagogical goals in order to maximize their 

effectiveness in the EFL classroom. 

 

Keywords: Blooket, Vietnamese EFL teachers, IT students, Information Technology, Technical 

Vocabulary 

 
 

1. Introduction 

In the digital age, the integration of technology into language education has 

become a pivotal component in enhancing learning outcomes. As English becomes 

an increasingly essential skill for academic, professional, and global 

communication, non-native English speakers, particularly in countries like 

Vietnam, face the challenge of mastering specialized vocabulary. In this context, 

Information Technology (IT) students, who must acquire both general and technical 

English vocabulary, often encounter unique difficulties in vocabulary acquisition. 

As a result, English as a Foreign Language (EFL) teachers are constantly exploring 

innovative teaching tools to engage students and improve their vocabulary 

proficiency.  

Blooket, an interactive online learning platform, has recently gained attention 

for its potential to facilitate vocabulary learning through game-based activities. This 

platform allows educators to create engaging, competitive games that can help 

students reinforce their vocabulary knowledge in an enjoyable and interactive 

manner. While its use in various educational settings has shown promise, there 

remains limited research exploring the effectiveness of Blooket specifically in 

enhancing the vocabulary of IT students in Vietnam. 

The perceptions of EFL teachers play a crucial role in determining the 

effectiveness and acceptance of educational technology in the classroom. Teachers' 

beliefs, experiences, and attitudes toward new tools like Blooket are essential 

factors in understanding how such tools can be successfully integrated into language 

instruction. Furthermore, it is important to consider the implications of using 
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Blooket, particularly regarding its impact on IT students' English proficiency, as 

well as the underlying factors influencing teachers' perceptions of the platform. 

This study aims to explore Vietnamese EFL teachers' perceptions of Blooket 

in enhancing IT students' vocabulary, focusing on both the implications for 

improving English proficiency and the underlying factors that shape teachers' 

attitudes. By investigating teachers' experiences with Blooket, the research seeks to 

provide valuable insights into the potential benefits and challenges of using this tool 

in Vietnamese classrooms. The findings of this study will offer practical 

recommendations for teachers and educational policymakers aiming to leverage 

technology for vocabulary development, particularly in specialized fields like 

Information Technology. 

The current study aims to seek the answers of the following questions: 

 

o How do Vietnamese EFL teachers perceive the use of Blooket in enhancing 

IT students' vocabulary? 

o What are the implications of using Blooket for improving IT students' 

English proficiency in Vietnamese classrooms? 

o What are the underlying reasons behind Vietnamese EFL teachers' 

perceptions of Blooket in enhancing IT students' vocabulary? 

 

2. Literature Review   

2.1 Game-Based Learning and Vocabulary Acquisition 

Game-based learning has been shown to have a positive impact on vocabulary 

acquisition by making learning more interactive and engaging. Tools like Blooket 

utilize competitive, interactive gameplay to reinforce learning content, which can 

be especially effective for language learners (Khalip & Li, 2023). The process of 

learning vocabulary through games encourages repeated exposure and retrieval, 

which has been linked to better retention (Phupunna & Hongsamsibkao, 2024). This 

interactive approach not only aids vocabulary acquisition but also motivates 

students by integrating fun and competition into the learning process. Blooket, 

specifically, offers a range of game modes that allow students to interact with 

vocabulary in various contexts, reinforcing their understanding and retention of 

words.   

In the context of language education, various studies have demonstrated the 

effectiveness of game-based tools like Blooket in enhancing students' vocabulary 

acquisition (Zhyhadlo, 2022). Game-based learning is particularly beneficial for 

students who are more accustomed to using technology in their daily lives, such as 

IT students, making the platform appealing to a wider audience. However, while 
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game-based learning has been widely studied, there is a notable gap in research 

specifically focused on teachers' perceptions of platforms like Blooket, especially 

in the context of students with different technological backgrounds (Rodriguez-

Meehan, 2024). Understanding how educators view the usefulness, engagement 

potential, and challenges of Blooket can provide valuable insights for effectively 

integrating it into classrooms. Additionally, more research is needed to explore the 

long-term impact of game-based learning platforms on vocabulary acquisition and 

language proficiency, particularly within diverse educational contexts.   

 

2.2 Teachers’ Perceptions of Technology in Language Teaching  

The successful integration of digital tools in education is largely influenced 

by teachers' attitudes and perceptions. Research has shown that teachers’ beliefs 

about technology and their perceived readiness to use it play a crucial role in 

determining how effectively these tools are incorporated into teaching practices 

(Mahyoob, 2020). In many contexts, including Vietnam, teachers are often 

enthusiastic about using digital tools to enhance student engagement and improve 

learning outcomes. However, challenges such as limited access to technology, 

insufficient training, and resistance to new pedagogical methods often hinder the 

widespread adoption of these tools (Halili & Sulaiman, 2019).   

In particular, when it comes to tools like Blooket, which are relatively new, 

teachers' perceptions can vary significantly. Some may view it as an innovative way 

to engage students and promote active learning, while others may be concerned 

about the tool’s alignment with traditional teaching methods or the availability of 

resources to effectively implement it (Licorish et al., 2018). Furthermore, the 

integration of technology can be influenced by factors such as digital literacy, 

teaching experience, and institutional support (Khalip & Li, 2023). Teachers who 

are more technologically proficient are generally more open to adopting game-

based learning platforms, while those with less experience may be hesitant to try 

new tools.   

Despite the growing recognition of technology's potential, there is a lack of 

research specifically exploring how teachers perceive Blooket in the context of 

enhancing students' vocabulary in different educational environments. Previous 

studies have largely focused on teachers' attitudes toward general technology use, 

without delving into how specific tools like Blooket are viewed, especially among 

educators with varying levels of digital competence. Therefore, understanding the 

factors that influence teachers’ perceptions—such as their prior experiences with 

digital tools, pedagogical beliefs, and institutional constraints—is essential to 

improving the implementation of platforms like Blooket in classrooms.    
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2.3 Implications and Underlying Factors Influencing Effectiveness  

The use of Blooket in classrooms has the potential to yield several educational 

benefits, especially for students who are familiar with technology. One of the key 

advantages of using Blooket is its ability to foster student engagement and 

motivation through interactive gameplay, which has been shown to enhance 

vocabulary acquisition (Rodriguez-Meehan, 2024). Additionally, the tool offers 

immediate feedback, allowing students to assess their progress and identify areas 

for improvement. For teachers, Blooket presents an opportunity to diversify their 

teaching methods and make vocabulary lessons more dynamic and student-centered 

(Zhyhadlo, 2022). However, the effectiveness of Blooket in enhancing vocabulary 

acquisition depends on several factors, including students' familiarity with 

technology, teachers' proficiency with digital tools, and the availability of 

technological resources.   

In the context of technology-savvy students, these factors may be more 

favorable. Students with higher levels of digital literacy may be more receptive to 

using platforms like Blooket, leading to better engagement and improved 

vocabulary retention (Phupunna & Hongsamsibkao, 2024). However, even within 

this group, challenges remain. Students’ varying levels of technological skills and 

their ability to balance language learning with the competitive elements of the game 

could influence the overall effectiveness of Blooket in enhancing vocabulary 

(Hwang & Chang, 2020). Moreover, while Blooket may foster short-term 

vocabulary acquisition, there is limited research on its long-term impact on 

students’ overall language proficiency, including speaking, writing, and listening 

skills.   

From the teachers’ perspective, several underlying factors could influence 

their willingness to adopt Blooket in the classroom. These factors include 

institutional support, access to digital resources, and the perceived benefits of using 

a game-based platform to teach vocabulary (Rodriguez-Meehan, 2024). However, 

the variability in teachers’ technological proficiency and their teaching philosophies 

may result in diverse attitudes toward Blooket. Some may embrace it for its 

innovative and interactive features, while others may be cautious due to concerns 

over its effectiveness or challenges in managing classroom dynamics.   

While existing literature addresses the impact of game-based learning tools 

like Blooket, research on the specific implications of these tools for language 

proficiency beyond vocabulary acquisition is still limited. Additionally, further 

exploration is needed on how the use of such tools affects broader language learning 

outcomes. Furthermore, while the immediate feedback and competition that 



20 

 

 

 

 

Urbaniak, A., & Chanh, N. H: Vietnamese Teachers’ Perceptions of Blooket in Enhancing 

Students’ Information Technology Technical Vocabulary: Implications and underlying factors  

This work is licensed under Creative Commons Attribution-NonCommercial 4.0 

International License 

Available online at https://revue.univ-oran2.dz/Revue/IJMLSP/index.php/IJMLSP 

 

Blooket provides may enhance engagement, it is unclear whether these features lead 

to sustainable language development in the long run (Khalip & Li, 2023). 

 

3. Methodology  

This study employed a mixed-methods research design to explore Vietnamese 

EFL teachers' perceptions of Blooket in enhancing IT students' vocabulary. The 

mixed-methods approach allowed for a comprehensive understanding of the 

research questions by combining both quantitative and qualitative data. This section 

outlines the research participants, data collection methods, instruments, and data 

analysis procedures. 

 

3.1 Participants 

The participants of this study consisted of 40 Vietnamese EFL teachers who 

are currently teaching English to IT students in a Vietnamese university. These 

teachers were selected through purposive sampling to ensure they had experience 

using or were familiar with digital learning platforms, particularly Blooket. The  

participants had diverse teaching experiences, ranging from 3 to 15 years, and 

varied in terms of their familiarity with integrating technology into their lessons. 

The selection of these participants aimed to provide a broad range of perspectives 

on the use of Blooket in enhancing IT students’ vocabulary. Besides, 7 teachers 

were selected from analyzing their results to take part in the semi-structure 

interview.  

 

3.2 Research instruments  

There were two research instruments used in this study. Firstly, a set of 

closed-ended and Likert-scale questions aimed at quantifying the participants’ 

attitudes toward Blooket and its impact on vocabulary learning. Secondly, a series 

of open-ended questions to explore the teachers' personal experiences, perceptions, 

and insights regarding the use of Blooket in vocabulary instruction. 

A self-administered online survey was developed to gather quantitative data 

regarding the teachers' perceptions of Blooket. The survey consisted of 20 

questions, including both Likert-scale items and multiple-choice questions, 

designed to assess the teachers' attitudes towards Blooket, its perceived 

effectiveness in vocabulary enhancement, and its impact on students' engagement 

and motivation. The survey also collected demographic information, such as years 

of teaching experience, teaching context, and familiarity with digital tools.  

In addition to the survey, semi-structured interviews were conducted with 10 

participants to gain deeper insights into the underlying factors influencing their 
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perceptions of Blooket. The interviews were conducted via video call and lasted 

approximately 20 minutes each. The interview guide included open-ended 

questions about teachers' experiences with Blooket, their views on its potential to 

improve IT students' vocabulary, the challenges they face in using the platform, and 

their perceptions of the platform's overall effectiveness in a classroom setting. 

 

3.3 Data collection and Analysis   

Data was collected using two main methods: a survey questionnaire and semi-

structured interviews. These methods were chosen to capture both general 

perceptions (quantitative data) and in-depth insights (qualitative data) into the 

teachers' experiences and attitudes. 

Ethical guidelines were strictly followed throughout the research process. All 

participants were provided with an informed consent form that explained the 

purpose of the study, the voluntary nature of participation, and their right to 

confidentiality and anonymity. Participants were assured that their responses would 

be used solely for research purposes and that they could withdraw from the study at 

any time without consequence. The study adhered to ethical standards for research 

involving human subjects, as outlined by the institution's research ethics board. 

 

3.4 Data Analysis   

The data were analyzed based on the guideline from Perera and Hervás-

Gómez (2021). Based on this framework, there were 5 areas to be investigated such 

as overall ease of use, ease of use for teachers, ease of use for students, motivational 

impact, satisfaction with initial use, and implications for teaching IT technical 

vocabulary to answer the first research question. There were 14 areas to be 

examined such as impact on student attention, impact on student motivation, direct 

monitoring and feedback, impact on content absorption, memory retention, 

reflection on concepts taught, teacher’s digital presence, student academic 

interaction, bridging formal learning with the digital world, improvement of 

academic performance, active learning opportunities, teacher-student interaction, 

student control over learning, and overall usefulness for the learning process to 

answer the second research question.   

The data collected from the survey were analyzed using descriptive statistics. 

Frequencies, means, and standard deviations were computed to summarize the 

participants' responses to the Likert-scale items and multiple-choice questions. This 

analysis provided an overall picture of the teachers’ perceptions and their views on 

the effectiveness of Blooket in enhancing IT students' vocabulary. 
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The qualitative data obtained from the semi-structured interviews were 

transcribed verbatim and analyzed using thematic analysis. This process involved 

identifying recurring themes and patterns related to the teachers' experiences, 

challenges, and perceived benefits of using Blooket. Thematic analysis allowed for 

the identification of key factors influencing teachers' perceptions and the 

implications they associated with the platform’s use in the classroom. 

 

4. Results  

The results section was organized to address RQ1 and RQ2. For the RQ3, its 

results were embedded into the RQs 1 and 2 to clarify and provide more valuable 

insights.   

 

Q1: How do Vietnamese EFL teachers perceive the use of Blooket in enhancing IT 

students' vocabulary? 

The study examined EFL teachers’ overall perceptions of using Blooket to 

facilitate learning. The perceptions were assessed based on five key items, each 

reflecting different aspects of the Blooket’s usability and impact on teaching and 

student motivation. The responses were measured on a scale from 1 to 5, with higher 

scores reflecting more favorable perceptions, as described in Table 1.  

In order to answer the first questions, there were five areas to be touched, 

including overall ease of use, ease of use for teachers, ease of use for students, 

motivational impact, satisfaction with initial use, and implications for teaching IT 

technical vocabulary. 

 

Table 1.  

               EFL Teachers’ Overall Perceptions of Using Blooket 

 
N° Items Min Max Mean SD 

1 In general, I think that the Blooket is easy to 

use 

1 5 3.37 .92 

2 I could use the Blooket for teachers without 

great difficulties 

2 5 4.03 .91 

3 I found it easy to use the Blooket for students 1 5 2.01 .87 

4 In general, the use of this Blooket is motivating 

on its own 

1 4 3.67 .98 

5 In general, I can assure that this first contact 

with the Blooket to gamify learning was 

satisfactory 

1 5 2.00 .95 
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In terms of the overall ease of use, teachers’ general perceptions were 

moderately positive, with a mean score of 3.37 (SD = 0.92). This suggests that while 

some teachers found Blooket to be user-friendly, others encountered challenges in 

navigating the platform, leading to considerable variation in how teachers perceived 

its usability.  

 

T5 noted: "Blooket is a fun and engaging tool for my students, and they 

enjoy using it to learn IT vocabulary. However, I had some 

difficulty navigating the platform at first, especially when 

setting up games or customizing content. Once I became more 

familiar with the system, it was easier to use, but I can see how 

some teachers might struggle with it. Overall, I think it’s a 

great tool but could benefit from more user-friendly features." 

 

Regarding the ease of use for teachers, the mean score increased to 4.03 (SD 

= 0.91), indicating that the majority of teachers felt that they could use the system 

without significant difficulty. The responses in this category were generally 

positive, which suggests that most teachers did not face major hurdles in using the 

system themselves. However, there was still some variation, with a few teachers 

potentially experiencing more difficulties than others. 

 

T2 stated: "After using Blooket for a few sessions, I found it much easier 

to navigate. The platform is user-friendly, and I didn’t 

encounter any major difficulties setting up games or managing 

student progress. While most of my colleagues seem to have 

adapted well to it, I did hear that a few others still find it a bit 

challenging, especially when customizing certain features. 

Overall, I believe the system is accessible and effective for 

most teachers." 

 

In contrast to the positive feedback regarding ease of use for teachers, the 

teachers’ perceptions of the system's usability for students were much less 

favorable. The mean score for this item was 2.01 (SD = 0.87), indicating that 

teachers found the platform to be challenging for student use. This suggests that 

while some teachers might have found the system easy for their students to use, 

others faced significant barriers in terms of student engagement or interface 

challenges, which impacted the overall perception of its student-friendliness. 
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T10 pointed out: "While Blooket is easy enough for me to use as a teacher, I’ve 

noticed that my students struggle with the interface. Some find 

it confusing to navigate, and there have been times when 

students lost interest because they didn’t understand how to 

play the game or complete certain tasks. It seems like younger 

students or those with less experience using digital tools have 

more difficulty getting the hang of it. I think the system could 

benefit from a more intuitive design to make it more student-

friendly." 

 

Regarding the system’s ability to motivate students, teachers expressed a 

moderate level of agreement, with a mean score of 3.67 (SD = 0.98). This score 

suggests that while the Blooket was perceived to have some motivating effect on 

students, it was not overwhelmingly effective in this regard. The responses indicate 

that some teachers felt the system had a positive impact on student engagement, 

while others saw limited motivational benefits. Teachers may have varied in their 

ability to integrate the tool effectively into lessons or in how well it captured 

students’ interest. 

 

T6 raised: "Blooket certainly adds an element of fun to the classroom, and 

some of my students seem more engaged when they’re playing 

the games. However, not all students are equally motivated by 

it. While some enjoy the competition, others don’t seem to be 

as interested and would rather stick to traditional methods. I 

think the impact on motivation really depends on how the tool 

is used in the lesson and the students’ individual preferences." 

 

The teachers’ satisfaction with their first experience using Blooket to gamify 

learning was notably low. The mean score for this item was 2.00 (SD = 0.95), 

suggesting that many teachers were dissatisfied with their initial use of the platform 

for gamification purposes. The responses indicate that, for a majority of teachers, 

the experience of using the Blooket in a gamified context was not as satisfactory as 

they had hoped, which may reflect issues with the platform's functionality, 

engagement level, or alignment with teaching goals. 

 

T4 shared: "I was really excited to use Blooket to gamify my lessons, but 

the experience didn’t meet my expectations. While the concept 

is great, I found that it wasn’t as engaging for the students as 
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I had hoped, and I had some technical difficulties with setting 

it up. It didn’t really align well with my teaching goals, and the 

students seemed confused by the game format at first. I think 

with some improvements, it could be a useful tool, but my 

initial experience was not very positive." 

 

Q2: What are the implications of using Blooket for improving IT students' English 

proficiency in Vietnamese classrooms?  

 

The EFL teachers' perceptions regarding the potential implications of using 

Blooket were assessed across 14 items. The teachers were asked to reflect on how 

the use of the Blooket could impact various aspects of the teaching and learning 

process, including student attention, motivation, feedback, academic interaction, 

and overall learning outcomes. The responses were measured on a scale from 1 to 

5, with higher scores indicating stronger agreement with the statement. The results 

are summarized below.  

In order to answer the second questions, there were 14 areas to be touched, 

including impact on student attention, impact on student motivation, direct 

monitoring and feedback, impact on content absorption, memory retention, 

reflection on concepts taught, teacher’s digital presence, student academic 

interaction, bridging formal learning with the digital world, improvement of 

academic performance, active learning opportunities, teacher-student interaction, 

student control over learning, and overall usefulness for the learning process.  

 

Table 2.  

                 EFL Teachers’ Perceptions about the Implications of the Use of Blooket  

 
N° Items Min Max Mean SD 

 

1 I think that the application of Blooket could help 

students to pay more attention in the lectures 

2 5 3.57 .91 

2 I think that students would be more motivated in 

the lectures in which Blooket is used 

2 5 4.20 .88 

3 Blooket would make it possible to have a direct 

monitoring of the students (feedback) 

1 5 4.32 .93 

4 I estimate that Blooket could help to better 

absorb the contents taught in the different 

modules 

1 4 4.00 .99 
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5 I believe that with Blooket it is possible to better 

remember the concepts developed by the 

teacher 

1 5 3.30 1.01 

6 I think that the Blooket has helped me reflect on 

the concepts taught about the topic tackled 

2 5 1.80 1.20 

7 If the teachers used Blooket, they would appear 

to be more in touch with the current digitalized 

world 

2 5 2.16 .89 

8 Blooket would make it possible to have a greater 

academic interaction among the students 

themselves 

2 4 2.11 .92 

9 I think that the use of Blooket brings the formal 

learning/teaching context closer to the digital 

world 

1 5 1.77 .97 

10 I infer that Blooket could contribute to improve 

the academic performance of the students 

2 5 4.11 1.24 

11 Blooket would offer students new possibilities 

for a more active learning 

1 5 3.00 .93 

12 With Blooket the teacher/student interaction 

would improve 

2 5 3.05 .95 

13 I consider that Blooket would offer every student 

a greater control over their learning process 

2 5 2.29 .90 

14 In general, I think that Blooket could be useful 

for the learning process 

1 5 2.20 .91 

 

Teachers moderately agreed that the use of the Blooket could help students 

pay more attention in lectures, with a mean score of 3.57 (SD = 0.91). The responses 

indicate that while some teachers felt that Blooket would help students focus more, 

others were less certain about its potential in this regard. 

 

T5 mentioned: "I do believe that using Blooket can help some students pay 

more attention during lectures, especially when we 

incorporate it as a fun break or review activity. However, not 

all students seem to stay engaged for long, and I’ve noticed 

that some lose focus once the novelty wears off. It seems to 

work better for reviewing specific topics, but I’m not sure it’s 

enough to keep students consistently focused throughout the 

entire lesson." 

 

The teachers perceived a more positive impact of the Blooket on student 
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motivation, with a mean score of 4.20 (SD = 0.88). Most teachers believed that 

students would be more motivated in lectures where the Blooket is used. This 

suggests that Blooket was generally viewed as an effective tool for boosting student 

engagement during lessons. 

 

T2 shared: "I’ve noticed that students are much more motivated and 

enthusiastic when we use Blooket in class. The competitive 

aspect seems to spark their interest, and they’re more eager to 

participate. It’s a great way to keep them engaged and make 

learning fun. Overall, I believe Blooket has a strong positive 

impact on student motivation, especially when used as a review 

or interactive activity." 

 

Teachers strongly agreed that the use of the Blooket would facilitate direct 

monitoring of students and the provision of feedback, with a mean score of 4.32 

(SD = 0.93). This item received one of the highest scores, indicating that teachers 

saw clear benefits in using Blooket for real-time tracking of student progress and 

providing immediate feedback. 

 

T3 raised: "Blooket is excellent for tracking student progress in real-time. I 

can easily see which students are struggling with certain concepts 

and provide immediate feedback. The instant data helps me adjust 

my teaching on the fly and offer personalized support. This 

feature is definitely one of the strongest aspects of the platform." 

 

The teachers believed that the Blooket could help students better absorb the 

content taught in various modules, with a mean score of 4.00 (SD = 0.99). This 

suggests that teachers viewed the platform as a helpful tool for reinforcing content, 

although there was still some variability in responses, as indicated by the range from 

1 to 4. 

 

T1 stated: "I believe Blooket is a helpful tool for reinforcing the material 

we cover in class. The interactive quizzes and game formats 

make it easier for students to remember key concepts and 

engage with the content in a fun way. However, some students 

still seem to struggle with retention, even after using the tool, 
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which suggests that it might work better for certain topics or 

students than others." 

 

Teachers expressed a moderate belief that the use of the Blooket could help 

students better remember the concepts taught by the teacher, with a mean score of 

3.30 (SD = 1.01). This score indicates a slightly less confident view, with some 

teachers feeling that the platform could aid memory retention and others less 

convinced of its effectiveness in this area. 

 

T6 mentioned: "While I think Blooket can be a fun way for students to review 

and engage with concepts, I’m not entirely convinced it helps 

them retain information long-term. Some students seem to 

remember the material better after playing, but others don’t 

appear to benefit as much. It might be effective as a review 

tool, but I’m not sure it’s enough on its own to improve 

memory retention." 

 

On the topic of whether the Blooket helped teachers reflect on the concepts 

taught, the mean score was very low at 1.80 (SD = 1.20). This indicates that teachers 

did not perceive the platform as significantly aiding their own reflection on the 

material taught. The wide range of responses suggests that while some teachers 

found it useful, many others did not see it as a tool for enhancing their teaching 

reflection. 

 

T7 pointed out: " "I don’t feel that Blooket really helps me reflect on the 

material I’ve taught. While the students enjoy using it, it 

doesn’t provide much feedback that would help me evaluate 

my teaching methods or adjust my approach. It’s more of a tool 

for engaging students rather than for reflecting on my own 

teaching practice." 

 

Teachers were somewhat neutral about the idea that using the Blooket would 

make them appear more in touch with the current digitalized world. With a mean 

score of 2.16 (SD = 0.89), the responses indicate a mild belief that the use of the 

platform would have this effect, but the range from 2 to 5 suggests a lack of strong 

consensus on this matter. 

 

T10 noted: "While using Blooket does give the impression that I’m 
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incorporating modern technology into my lessons, I don’t think 

it drastically changes how students or colleagues view me in 

terms of being tech-savvy. It’s a useful tool, but I’m not sure it 

significantly impacts my image as someone engaged with the 

digital world. It’s just one of many platforms available." 

 

Teachers felt that the Blooket would have a relatively modest impact on 

increasing academic interaction among students, with a mean score of 2.11 (SD = 

0.92). This score indicates that teachers were not entirely convinced that Blooket 

would foster greater student collaboration or interaction during class. 

 

T5 mentioned: "While Blooket does encourage some level of competition and 

engagement, I haven’t seen much evidence that it significantly 

increases academic interaction among students. The games 

seem more focused on individual performance rather than 

collaboration. I’m not sure it fosters much group discussion or 

teamwork during class." 

 

When it came to whether the use of Blooket brings the formal 

learning/teaching context closer to the digital world, teachers were quite skeptical, 

as reflected in a low mean score of 1.77 (SD = 0.97). This suggests that most 

teachers did not see the platform as a significant tool for digitalizing the traditional 

educational environment, with responses ranging from 1 to 5. 

 

T4 shared: "I’m not convinced that using Blooket really bridges the gap 

between traditional teaching and the digital world. While it’s 

a fun tool, it feels more like an activity rather than something 

that truly integrates with digital learning. It doesn’t seem to 

transform the classroom in a way that would reflect a more 

modern, digitalized educational environment." 

 

Teachers believed that the Blooket could contribute to improved academic 

performance, with a mean score of 4.11 (SD = 1.24). The relatively high score 

suggests that many teachers saw potential in using Blooket to enhance student 

learning outcomes, though the high standard deviation indicates variability in how 

strongly this view was held. 

 

T5 mentioned: "I do believe Blooket has the potential to improve student 
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performance, especially when it comes to reinforcing key 

concepts and making learning more interactive. The 

competitive aspect seems to motivate students to perform 

better. However, some students seem less engaged, and I’m not 

sure it works equally well for everyone. Still, I see it as a useful 

tool for reinforcing what we’ve learned in class." 

 

The potential for Blooket to offer students new possibilities for more active 

learning was perceived somewhat positively, with a mean score of 3.00 (SD = 0.93). 

While some teachers believed the platform could encourage more active 

participation, others were less certain of its ability to do so. 

 

T8 mentioned: "Blooket does seem to encourage some students to participate 

more actively, especially when they are engaged in the games. 

It’s a fun way to get them involved, but I’m not entirely sure it 

promotes deeper, more meaningful learning. Some students 

are more focused on winning the game than on the content 

itself. It might work better in certain contexts, but it's not a 

guaranteed way to make learning more active for everyone." 

 

Teachers were moderately optimistic about the potential for the Blooket to 

improve teacher-student interaction, with a mean score of 3.05 (SD = 0.95). This 

suggests that while teachers saw some benefits in terms of enhancing 

communication with students, they were not overwhelmingly convinced of its 

effectiveness in fostering deeper interactions. 

 

T1 raised: "Blooket can help facilitate some interaction between me and 

the students, especially when I can see their responses in real-

time. It does provide opportunities for brief feedback and 

follow-up discussions. However, I don’t think it necessarily 

promotes deeper or more meaningful interactions. While it’s a 

helpful tool for quick check-ins, it doesn’t seem to foster 

extended conversations or deeper engagement." 

 

The perception that Blooket would offer students greater control over their 

learning process was rated lower, with a mean score of 2.29 (SD = 0.90). This score 

indicates that teachers did not strongly believe that the platform would significantly 

empower students to take more control of their learning, with a broad range of 
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opinions on the matter. 

 

T5 stated: "While Blooket offers a fun way for students to engage with the 

material, I don’t think it gives them much control over their 

learning. The platform is more about completing tasks or 

answering questions within a set framework, so it doesn’t really 

allow students to direct their own learning or explore topics in-

depth. It’s a useful tool, but it doesn’t necessarily empower 

students to take charge of their education." 

 

Finally, teachers were neutral to mildly negative about the overall usefulness 

of the Blooket for the learning process, as reflected in a mean score of 2.20 (SD = 

0.91). With a range of 1 to 5, this score suggests that while some teachers saw 

potential benefits in using Blooket, others were doubtful about its contribution to 

the broader educational experience. 

 

T9 shared: "While Blooket can be a fun and engaging activity for students, 

I’m not entirely convinced it contributes significantly to the 

learning process. It works well for reinforcing a few concepts, 

but I’m unsure how much it supports deeper learning or helps 

with understanding complex topics. Some students seem to 

enjoy it, but I don’t see it as a core tool for meaningful 

learning." 

 

5. Discussion  

The discussion section was organized to address RQ1 and RQ2. For RQ3, its 

discussion was embedded in RQs 1 and 2 to clarify and provide more valuable 

insights.   

 

Q1: How do Vietnamese EFL teachers perceive the use of Blooket in enhancing the 

vocabulary of IT students? 

 

This study explored Vietnamese EFL teachers’ perceptions of Blooket and its 

potential for enhancing IT students' vocabulary learning. The results highlight a 

range of experiences, suggesting both the promise and limitations of the platform 

in supporting vocabulary development through gamification. In particular, teachers' 

perceptions were mixed across various dimensions, including ease of use, 

motivation, and the effectiveness of gamification. These factors are crucial in 
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determining the overall success of the tool in a language-learning context, especially 

for IT students. This aligns with the findings of Khalip and Li (2023), who also 

observed mixed perceptions of gamification tools in the online language teaching 

context, particularly in terms of ease of use and teacher adaptation.  

In order to answer the first question, there were five areas to be addressed 

such as overall ease of use, ease of use for teachers, ease of use for students, 

motivational impact, satisfaction with initial use, and implications for teaching IT 

technical vocabulary.  

To begin with, the study revealed a moderately positive perception of 

Blooket's overall ease of use, with a mean score of 3.37. While many teachers found 

the platform user-friendly, some reported difficulties in navigating the system, 

particularly during setup or when monitoring student progress. The varied 

experiences suggest that the ease of use is somewhat dependent on the teacher's 

familiarity with digital tools and the platform itself. For IT vocabulary learning, a 

tool like Blooket offers potential, but teachers may benefit from additional training 

or support to use it effectively. Similarly, Phupunna and Hongsamsibkao (2024) 

found that while digital tools like Blooket could improve vocabulary retention, users 

often require proper training to maximize their potential. The moderately positive 

feedback suggests that, while usability improvements could be beneficial, Blooket 

has the potential to be a valuable resource for enhancing IT vocabulary instruction.  

Besides, teachers were more confident about their ability to use Blooket, with 

a mean score of 4.03. This indicates that, for the most part, teachers felt the platform 

was accessible and did not face major hurdles in its use. The system’s interface 

appeared straightforward, and teachers were generally able to integrate it into their 

lessons without significant difficulty. However, a few teachers experienced 

challenges with certain features, highlighting the need for additional support to 

ensure that all users can navigate the platform effectively. This resonates with Bratel 

et al. (2021), who noted that even with user-friendly interfaces, teachers’ comfort 

with technology plays a significant role in the success of gamified learning tools. 

For IT students’ vocabulary learning, this suggests that Blooket is a useful tool for 

teachers but may require minor adjustments or further guidance for all teachers to 

maximize its potential. 

In addition, in contrast to the ease of use reported by teachers, the system's 

usability for students was viewed less favorably. With a mean score of 2.01, it is 

clear that many teachers found Blooket challenging for their IT students. The 

platform's interface posed difficulties for some students, resulting in frustration and 

disengagement. While some students were able to adapt quickly, others struggled 

to navigate the system effectively, hindering their ability to engage with and retain 
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the vocabulary content. These findings are similar to those in Zhyhadlo's (2022) 

study, which also highlighted that digital game-based tools can pose challenges for 

learners when they are not sufficiently optimized for ease of use. These findings 

suggest that Blooket's effectiveness in enhancing vocabulary learning for IT 

students may be limited unless the platform is improved to ensure a more user-

friendly experience for all learners. Additional guidance or training for students may 

also help overcome these barriers, an issue also raised by Mahyoob (2020), who 

observed that students struggled with e-learning platforms during the COVID-19 

pandemic due to technical difficulties and lack of familiarity.  

Furthermore, the perceived motivational impact of Blooket was moderate, 

with a mean score of 3.67. Some teachers observed that the platform helped increase 

student engagement, making vocabulary practice more interactive and enjoyable. 

However, others found that the motivational effects were limited, with some 

students showing little enthusiasm for the tool. This variability suggests that the 

tool's impact on student motivation may depend on how it is integrated into lessons, 

the students' personal preferences, and the alignment between the platform's 

features and students' needs. These findings align with those of Licorish et al. 

(2018), who reported that tools like Kahoot! can engage students effectively when 

they align with the learners' preferences but may not be universally motivating. 

Teachers who effectively integrate Blooket into their lessons may see greater 

student motivation, but its success in this regard may not be universal.  

Moreover, teachers' satisfaction with their initial experience using Blooket 

was notably low, with a mean score of 2.00. Many teachers reported dissatisfaction 

with the platform's ability to gamify learning, particularly for vocabulary 

acquisition. The issues identified included the platform’s functionality, its 

engagement level, and its alignment with teaching goals. The relatively low 

satisfaction score suggests that, while the idea of using a gamified platform for 

vocabulary learning is appealing, the reality of implementing it did not meet 

teachers’ expectations. Similar concerns were noted in the study by Pitoyo et al. 

(2019), where teachers expressed disappointment with the limited effectiveness of 

gamified platforms in reducing test anxiety and fostering a comprehensive learning 

experience. It is possible that the novelty of the gamified approach led to unrealistic 

expectations, or that the system’s limitations in terms of user experience and content 

delivery hindered its effectiveness in practice. Teachers may require further training 

or support to maximize the potential of the tool in their lessons.  

Last but not least, the findings of this study suggest that while Blooket has the 

potential to enhance IT students' vocabulary learning through gamification, there 

are several factors that must be considered to improve its overall effectiveness. The 
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mixed perceptions regarding its usability highlight the need for better support for 

both teachers and students. For IT students specifically, the platform should be 

further optimized to ensure it is accessible and engaging for all learners, including 

those who may struggle with its interface. Additionally, while Blooket showed 

some potential in increasing motivation, its impact was not overwhelming, 

indicating that its motivational benefits could be more effectively harnessed with 

better integration into the curriculum and more alignment with student needs. As 

noted by Rodriguez-Meehan (2024) and Rocha (2024), understanding the diverse 

needs of students and incorporating more inclusive strategies in the design of digital 

learning tools can lead to more successful educational outcomes. 

 

Q2: What are the implications of using Blooket for improving IT students' English 

proficiency in Vietnamese classrooms? 

 

The findings from this study shed light on EFL teachers’ perceptions of using 

Blooket to facilitate learning, specifically in the context of IT vocabulary. The 

results reveal a mixture of positive, neutral, and skeptical views regarding the 

platform's effectiveness in various aspects of teaching and learning. While some 

teachers saw significant potential in Blooket for boosting student engagement and 

enhancing learning outcomes, others remained cautious about its broader impact on 

the learning process. This aligns with Khalip and Li (2023), who similarly found 

that while gamification platforms like Blooket can engage students in online 

English learning, their overall effectiveness may depend on how well teachers 

integrate them into lessons.  

In order to answer the second question, there were 14 areas to be explored, 

including impact on student attention, impact on student motivation, direct 

monitoring and feedback, impact on content absorption, memory retention, 

reflection on concepts taught, teacher’s digital presence, student academic 

interaction, bridging formal learning with the digital world, improvement of 

academic performance, active learning opportunities, teacher-student interaction, 

student control over learning, and overall usefulness for the learning process.  

In terms of impact on student attention and motivation, teachers expressed a 

moderately positive view regarding the impact of Blooket on student attention, with 

a mean score of 3.57. This indicates that many teachers believed the tool helped 

students stay focused, particularly when learning IT-related vocabulary. The 

interactive, game-based nature of Blooket was perceived to engage students, 

fostering attentiveness during lessons. However, the moderate score suggests that 

the platform’s effectiveness in capturing attention may depend on how it is 
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integrated into the lesson and the individual interests of students. This finding is 

consistent with Phupunna and Hongsamsibkao (2024), who found that game-based 

tools can be engaging, but their effectiveness in maintaining attention depends on 

alignment with student interests and instructional goals.  

In contrast, the perception of Blooket’s impact on student motivation was 

more favorable, with a mean score of 4.20. Teachers generally agreed that the tool 

motivated students to participate more actively in lessons. This high score reflects 

the widespread belief that Blooket’s game-based features could increase student 

interest and engagement, making vocabulary lessons more enjoyable and 

interactive. As motivation plays a crucial role in language acquisition, these 

findings suggest that Blooket may be particularly effective in motivating students 

during vocabulary lessons, supporting the findings of Rodriguez-Meehan (2024), 

who emphasized the importance of student choice and engagement in learning.   

In terms of monitoring and feedback, teachers strongly endorsed the system’s 

ability to facilitate direct monitoring and feedback, with a mean score of 4.32. This 

item received one of the highest ratings, underscoring the platform’s value in 

providing real-time insights into student progress. The ability to track student 

performance instantly and offer immediate feedback was seen as a significant 

advantage, enabling teachers to address learning gaps promptly. This feature is 

particularly beneficial in language learning, where timely feedback can significantly 

enhance retention and understanding of new vocabulary. Similarly, Zhyhadlo 

(2022) found that game-based platforms like Blooket enhance formative assessment 

by providing instant feedback that helps students correct errors and reinforce 

learning.  

In terms of content absorption and memory retention, teachers expressed a 

moderately positive view, with a mean score of 4.00. Many believed that Blooket 

helped reinforce vocabulary concepts, making it a valuable tool for content 

retention. The interactive nature of the tool was credited with supporting students' 

ability to better absorb and recall IT-related vocabulary. However, the variability in 

responses suggests that the effectiveness of the platform in reinforcing content may 

depend on how well it is integrated into lessons and how actively students engage 

with it. Additionally, teachers expressed a more cautious belief, with a mean score 

of 3.30. While some teachers believed that the platform helped students retain 

vocabulary better, others were less convinced of its impact on long-term retention. 

This finding aligns with existing research on game-based learning, such as Pitoyo 

et al. (2019), who noted that while gamification can improve short-term recall, its 

effects on long-term retention may require further support and integration with other 

instructional methods.  
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In terms of teacher reflection and digital presence, teachers were generally not 

convinced that Blooket significantly aided their reflection on the concepts they 

taught, with a very low mean score of 1.80. This suggests that while Blooket is seen 

as a useful tool for student engagement and learning, it does not serve as a tool for 

enhancing teachers' reflection on their instructional practices. The lack of strong 

support for teacher reflection may limit the platform's usefulness in fostering 

broader professional development, suggesting that additional features or support 

may be needed to help teachers use the tool for reflective purposes. This aligns with 

the concerns raised by Rocha (2024), who highlighted that while gamification can 

benefit students, its ability to support teachers in reflective practice may be limited 

unless platforms are designed with that purpose in mind.  

Regarding the teacher’s digital presence, the responses were mixed, with a 

mean score of 2.16. While some teachers felt that using Blooket could make them 

appear more in touch with digital tools, others did not view it as having a significant 

impact on their perceived digital engagement. The lack of consensus on this issue 

suggests that while Blooket may help teachers incorporate digital tools into their 

lessons, it may not fundamentally alter how they are perceived in terms of their 

digital literacy or presence. Similarly, Halili and Sulaiman (2019) found that rural 

students’ acceptance of ICT in education was influenced by various factors, 

including how the technology was used in practice, which may also affect teachers’ 

perceived digital presence.  

In terms of student interaction and control over learning, teachers were 

somewhat skeptical about Blooket’s potential to increase academic interaction 

among students, with a low mean score of 2.11. This indicates that, while some 

teachers saw the platform as encouraging individual engagement, they were less 

convinced about its ability to foster collaboration and deeper academic interaction. 

While Blooket’s game-based format might encourage student participation, it may 

not necessarily lead to more meaningful academic discussions or collaborative 

learning opportunities. This resonates with Bratel et al. (2021), who noted that while 

digital tools can promote individual engagement, they may not always foster 

collaborative interactions, particularly if not designed to support teamwork or 

discussion.  

Similarly, the platform's ability to offer students greater control over their 

learning was rated low, with a mean score of 2.29. Many teachers did not perceive 

Blooket as empowering students to take more control over their learning process. 

This suggests that, while the platform can provide an interactive and engaging 

learning environment, it may not be viewed as a tool that allows for significant 

autonomy or self-directed learning. This limitation could be addressed by 
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incorporating more features that encourage independent learning and allow students 

to have a greater role in managing their learning pace and content. As noted by 

Licorish et al. (2018), providing students with opportunities to take control of their 

learning can enhance engagement, but platforms like Blooket may need to be 

designed with more flexibility for self-directed learning.  

In terms of bridging formal learning with the digital world, teachers were 

generally skeptical about whether Blooket could bridge the gap between formal 

learning and the digital world, with a low mean score of 1.77. This indicates that 

many teachers did not perceive the platform as a significant tool for digitalizing the 

traditional educational environment. Despite its game-based features, Blooket did 

not seem to offer a comprehensive solution for integrating digital tools into the 

classroom. This finding suggests that Blooket, while useful for engagement, may 

not fully meet the expectations of teachers looking for more comprehensive digital 

integration in the classroom, a sentiment echoed by Mahyoob (2020), who noted 

that e-learning tools often fail to bridge the gap between traditional and digital 

learning unless they are integrated more thoroughly.  

Finally, in terms of overall usefulness for the learning process, teachers 

expressed a neutral to mildly negative view on the overall usefulness of Blooket for 

the learning process, with a mean score of 2.20. This score suggests that while some 

teachers recognized the potential benefits of Blooket, others were uncertain about 

its broader impact on the educational experience. The variability in responses 

reflects the mixed opinions about how effectively Blooket aligns with learning 

objectives and whether it provides significant contributions to the learning process, 

particularly beyond vocabulary acquisition. This reflects the findings of Zhyhadlo 

(2022), who concluded that while digital game-based tools are effective for 

formative assessment and vocabulary learning, they may have limited overall 

impact without being integrated into a well-rounded instructional framework.   

 

6. Conclusion and Recommendations 

The study revealed that EFL teachers generally viewed Blooket positively 

in terms of enhancing student motivation, facilitating direct monitoring and 

feedback, and helping with content absorption, especially in IT vocabulary 

lessons. Teachers also saw some potential for the tool to improve student attention, 

though opinions were divided on its ability to foster academic interaction or 

enhance teacher-student relationships. Additionally, while many teachers believed 

Blooket could contribute to improved academic performance, there was less 

confidence in its impact on memory retention or offering students greater control 
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over their learning. Furthermore, teachers were skeptical about Blooket’s ability 

to bridge the gap between formal learning and the digital world. 

The findings suggest that Blooket can be a useful tool for increasing student 

engagement and providing real-time feedback, making it a valuable resource in 

vocabulary instruction, particularly in IT courses. However, its ability to 

significantly enhance collaborative learning, teacher-student interactions, and 

students' autonomy over their learning process appears to be limited. These 

insights imply that while Blooket offers potential benefits, its use should be 

thoughtfully integrated into lesson plans, with attention to the specific learning 

outcomes and student needs. Teacher training and further development of the 

platform may enhance its effectiveness in these areas, ensuring that its impact is 

maximized. 

One limitation of the study is that it focused solely on EFL teachers’ 

perceptions, which may not fully capture the experiences of students or provide 

an objective measure of Blooket's effectiveness. Additionally, the study's cross-

sectional design means it does not account for long-term outcomes or changes in 

teacher perceptions over time. Future research could explore the actual impact of 

Blooket on student learning outcomes through longitudinal studies or 

experimental designs. Further studies could also investigate how different 

teaching contexts, such as online versus in-person learning, influence the 

effectiveness of Blooket and other Blooket tools. Additionally, exploring the 

specific features of Blooket that most effectively support vocabulary retention and 

student collaboration could provide valuable insights into improving its 

functionality.  
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