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Abstract:

The important role of communicative competence in foreign language learning
highlighted the need for the use of task-based or content-oriented activities within the
foreign language instructional context. Several studies have recently focused on such
activities and, in particular, on the use of games (Peters, 2015; Petrovic, 2007; Yaccob &
Yunus, 2019); their findings have attracted researchers’ interest as they underlined the
positive effects, they seem to have on the development of language proficiency (Bush,
2015; Lan, Van & Huyen, 2019; Nguyen & Nga, 2003). Some of these studies have
examined the effect of games on learners’ language development, competency and
motivation in learning an L2 (Marzano, 2010; Stavy, Subon & Unin, 2019; Tuan, 2012),
while others have focused on students” and teachers’ attitudes towards their use in
language classrooms (Hamzah & Dourado, 2010; Lawrence & Lawrence, 2013; Reyes-
Chua & Lidawan, 2019). However, what has not been adequately researched is the impact
of board games on adult students and their systematic integration and use within the
language curricula (Phuong & Nguyen, 2017). In this study, we aim to present two
different types of modern board games which have been adjusted for the teaching of
Greek as a foreign language at Bl level (according to CEFR). The games were used to
practice vocabulary and grammar as well as promote interpersonal communication
according to the syllabus of the School of Modern Greek (2010). The study will compare
the use of board games with conventional activities and tasks so as to assess their
effectiveness as a tool in the adult foreign language classroom.
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1. Introduction

According to Yaccob and Yunus (2019), there are two types of games; digital and non-
digital or physical games. The former ones include videogames (pc games, console
games, mobile games) and educational games. Although nowadays digital games seem
to be more popular in students’ everyday life, they do not exhibit any human interaction
and seem to promote a more passive gameplay. Of course, another limitation of digital
games is their dependence on technology, which is not always available in school
classrooms (Razak & Eswaran, 2013). On the contrary, non-digital games, such as board
games, are usually more interactive, as they provide opportunities for physical action
and interaction among two or more people. In addition, the implementation of board
games is easier in language classrooms, as they do not require access to technology but
only a track, meeples, dice and cards (Wu, Chen & Huang, 2014).

All language games may be considered to be based on the principles of
Communicative Language Teaching, as, by default, they are based on and further
promote learner-centeredness, meaningful collaboration and interaction, involve the use
of authentic materials, focus on meaning and use of linguistic forms in context, and
require teachers to act as facilitators rather than as instructors (Richards & Rodgers, 2001).
Language games may be used for practicing mainly speaking, listening, reading and
vocabulary, while they encourage students to use language spontaneously and creatively
and offer variety to the lesson’s repertoire. A well-designed game provides students with
the incentive to play the game, again and again, thus boosting memorization and
facilitating retrieval. Apart from that, games create an engaging and playful atmosphere
where students are neither inhibited from making mistakes nor excluded if they do not
know the answer (Treher, 2011).

According to Wojtowicz et al., (2011), Game-Based Learning (GBL) is a valuable
resource also for CLIL purposes. Content and Language Integrated Learning (CLIL) is “a
dual-focused educational approach in which the focus is not only on the content, and not
only on the language (Coyle et al., 2010). In particular, CLIL provides an environment for
naturalistic language learning where implicit teaching dominates, incidental learning is
expected and meaning-based instruction is central (Mattheoudakis, 2019). Similarly, the
use of board games in the classroom provides opportunities to discuss hypotheses or the
proposed solution, while it enables the spontaneous use and repetition of certain
vocabulary. The cognitive processes and demands of engaging with subject content and
concepts in a language that is not the learners’ first language (L1) can be also associated
with the development of higher-order thinking skills and independent learning (Lister,
2022). In the same way, GBL requires learners to engage appropriate cognitive processes
with increased speed of processing, sensitivity to environmental inputs, or flexibility in
allocating cognitive and perceptual resources (Anderson & Bavelier, 2011).

1.1. Theoretical background
Over the past few years, an increasing number of studies have used language games to
examine their impact on language acquisition, learners” competency and motivation in
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learning a language, focusing on a variety of language areas and skills. Stavy, Subon and
Unin (2019) conducted a study in order to examine the impact of language games on
students’ vocabulary retention in a rural primary school in Malaysia. This study
employed a one group pre-test and post-test design; the same group of students acted
both as the experimental and the control group. 64 participants were taught new words
using conventional teaching methods for two weeks. The same students were taught
some more new words using six different games and after two weeks they took the post-
test. The findings revealed that learners were able to retain significantly more words
when these were taught via the use of games than when they were taught with the use of
conventional teaching methods.

Omar and Said (2019) applied puzzle-based learning activities to identify their
effect on young learners’ vocabulary acquisition and learners’ views regarding these
activities. Their research involved 29 primary school pupils at a Malaysian rural school
and data were collected through a set of pre- and post-tests as well as through a semi-
structured interview. Scores from the tests and feedback from the interviews suggested
that Tarsia puzzle helped learners to improve their vocabulary knowledge, offered a
sense of achievement and promoted collaboration among the participants. In their case
study, Dolati and Mikaili (2011) tried to empirically evaluate the effectiveness of their
instruction through games and assess the acquisition of course content material among
70 female students at an Iranian primary school, between the age of 12 and 13 years old.
Based on participants’ scores in the pre- and post-test, researchers found that all
participants of the experimental group achieved different levels of improvement in their
mastery of vocabulary. In addition, the use of games motivated and engaged learners,
while they gave a good opportunity to the shy ones to be more active.

Regarding the effectiveness of language games on the acquisition of grammar, few
articles have addressed the effectiveness of games in grammar instruction (Cam & Tran,
2017) and even fewer ones have presented interventions to prove their positive impact
on students’ language acquisition. One of the studies carried out by Al-Jarrah, Talafhah
and Al-Jarrah (2019) investigated the impact of educational games on English as a Foreign
Language (EFL) students” achievement in grammar. In particular, 62 eleventh grade
students in a high school in East Jerusalem participated in the study; these were divided
into experimental and control groups, with both groups completing a pre- and a post-
test. The experimental group was taught grammar via the use of educational games for
two months, while the control group was taught the same language phenomena via
traditional teaching methods®. The results revealed no significant differences between
groups on the pre-test, while the post-test revealed a significant difference between the
experimental group and the control group.

Kamal and Youngkeun (2019) examined the effectiveness of the use of grammar
games in teaching grammar lessons, as well as teachers’ attitudes towards the use of
language games. To collect the data, a questionnaire was delivered to 30 Moroccan EFL

i The term “traditional teaching methods” refers to language teaching through the sole use of the
coursebook.
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high school teachers; in order to examine the effectiveness of using games, 50 high school
students were divided into an experimental and a control group. The experimental
groups were taught the grammatical structures using games and the control group was
taught the same phenomena without the use of games. The findings of this study
indicated that the specific Moroccan EFL teachers had positive attitudes towards the use
of grammar games in the classroom; according to their answers, games are effective in
the process of learning grammar. Students’ scores in the grammar test proved that those
who were taught grammar via the use of games performed significantly better than the
ones who were taught grammar without the use of games. Additionally, it was found
that during the grammar lessons with the use of games, students participated more
actively and created their own sentences, which helped them to remember the forms and
the uses of the grammar elements they had studied.

Hamzah and Dourado (2010) carried out a study on the effect of the use of games
in teaching simple present and simple past tense to 56 students in Malaysia. Students
with similar academic achievements were chosen for the experiment and they were
divided into two groups; the experimental group used games to learn grammar, whereas
no similar treatment was given to the control group. Four EFL teachers were also
interviewed in order to provide insights on the use of games in enhancing grammar
teaching and learning in the EFL class. Results indicated that the experimental group was
more excited and motivated in learning grammar, while teachers positively supported
the use of games in teaching grammar. However, as the researcher states, the study does
not provide sufficient evidence to reach a firm conclusion regarding the use of games in
teaching grammar. It should be noted that the data of the pre and post-test used in this
study are not presented and the group of participants was too small for conclusions to be
generalisable.

Relevant studies have also been conducted focusing either on the impact of games
on learners’ fluency and communicative skills or on their preferences and motivation
regarding the use of games. Gerovasiliou and Makrina (2017) adopted a number of ready-
made board games in order to stimulate 8 six year old students” motivation in learning
topic vocabulary in a foreign language classroom. The researchers employed both
qualitative and quantitative data research tools, such as recorded interviews,
observations during the actual teaching of the lessons, field notes and pre and post-tests.
The outcomes that emerged from the analysis of the interviews conducted with the
students who practiced language via board games indicated that their use enhanced
students” motivation, interest and learning effectiveness. Moreover, the results which
emerged from the comparison of the pre-and the post-test of both groups, showed that
eventually, the mean score achieved by the students who played board games was
significantly higher, which indicates that they benefited from the particular intervention.

Most of the aforementioned studies underline the positive impact of games on
students’ learning, but they also present the challenges encountered in the use of games
in the foreign language classroom. The majority of them use board-game based activities
with simple game mechanics, such as Snake and Ladders, puzzles or memory cards.
Although several studies underline the need for selecting games that are suitable —
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contentwise, languagewise and levelwise — for the target group, unfortunately, none of
them makes any particular suggestions as to how this selection can be made so as to better
target the needs of each student group. Finally, most literature on games used in foreign
language classes concerns young learners. However, the play does not end with
childhood, nor does learning. Just as there are games -digital, physical or board games-
for adults, there should also be games that can be used for teaching and learning purposes
in adult classes.

2. Our study

2.1 Aim and research questions
The aim of this paper is to investigate the effectiveness of using modern board games as
a tool for practicing grammar and vocabulary in Greek as a second/foreign language (L2)
in adult classes. To this end, the following research questions are going to be addressed:
1) Do adult students who practice the past tense (past simple & past continuous) in
Greek as an L2 via the use of board games perform significantly better than their
peers who practice the same tenses via traditional methods?
2) Do adult students who practice vocabulary in Greek as an L2 via the use of board
games perform significantly better than their peers who practice the same
vocabulary via traditional methods?

2.2 Participants

Seventy-two (72) adult students at B1 level of proficiency in Greek as L2 participated in
this study. There were in total 26 males and 46 females of various ethnic and language
backgrounds. Their ages ranged from 18 to 70 years old, and all students had completed
at least their secondary education. Thirty (30) of them participated in the grammar
teaching interventions and the rest of them - 42 students - participated in the vocabulary
teaching interventions. Each of these groups was further sub-divided into two cohorts: a
control and an experimental one. In particular, the grammar control and experimental
cohorts included 15 students each. The vocabulary control cohort included 20 students
and the vocabulary experimental cohort 22 (Table 1),

Table 1: The control and experimental cohorts per intervention

Control cohort Experimental cohort
Grammar 15 15
Vocabulary 20 22

Seven classes from four different schools were chosen for this study; all of them started
attending B1 classes in Greek in Autumn 2021. The classes were divided into two
categories, one for the grammar and one for the vocabulary intervention. In order to
ensure comparability between the groups, we took into consideration the number of

it Unfortunately, we were not allowed access to the demographic details of all students as these are
confidential.
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teaching sessions per week, the instructional materials used by their teachers and the
school curricula. However, the assignment of classes to the control or to the experimental
cohort was completely random. In Table 2 below we can see in detail the number of
students from each class and school participating in the research:

Table 2: Educational contexts and participants

Schools n | Male | Female
Modern Greek Language Teaching Centre, University of Athens 15 5 10
Greek Language Courses, Aegean University (Mytilene, Greece) 11 5 6
Greek Language School, Municipality Neapolis-Sykeon (Thessaloniki) 4 1 3
Modern Greek Language Teaching Centre, University of Athens 11 8 3
Modern Greek Language Teaching Centre, University of Athens 18 2 16
School of Modern Greek, Aristotle University of Thessaloniki 9 3 6
Greek Language Courses, Aegean University (Mytilene) 4 2 2
Total number: 72 26 46
2.3 Methodology

2.3.1 Research instruments
This study employed two assessment instruments — one for grammar and one for
vocabulary - to measure the effectiveness of board games on adult students’ language
acquisition. These instruments were used both as a pre-test and as a post-test before and
after each teaching intervention, respectively. Students” performance in the tests allowed
us to compare the language development of the two cohorts - the control and the
experimental one - after the teaching interventions. The cohorts that participated in the
grammar teaching interventions were given the grammar pre and post-test, while the
cohorts that participated in the vocabulary teaching interventions were given the
vocabulary pre and post-test. The teaching intervention for the control group followed
conventional language teaching methods, while the teaching intervention for the
experimental group was based on the use of board games. The term “conventional
methods” will be used in this study to refer to instructional practices which are based
exclusively on the use of a coursebook, as stated also by the teachers who participated in
the teaching interventions of the control groups.

A test is one of the most common tools for gathering quantitative data (Dornyei,
2007). However, the choice of the appropriate assessment tool for measuring students’
language growth was quite hard in our study, since the assessment process should be
consistent with students’ learning experience. In our study, a compromise had to be made
between a communicative assessment tool that would be more appropriate for the
experimental groups, and a more traditional one, more appropriate for the control
groups. To this aim, the assessment tool for grammar was based on an authentic literary
text, taken from a contemporary communicative coursebook (Klik in Greek B1, unit 5,
page 196, exercise 6) (Appendix 1); this was used as a cloze-test activity examining the
use of Past Simple and Past Continuous (27 items in total) (Appendix 1). The assessment
tool for vocabulary was taken from two contemporary coursebooks (Klik in Greek B1, unit
5, page 199, exercise 2 & page 204, exercise 1 and Greek B’-Method of learning Greek as a
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foreign language, unit 11, page 185, exercise 28) (Appendix 2); the test included a matching
activity, a fill-in the gap activity and a cloze test activity, and tested vocabulary related to
the theme “Travel and Holidays” (24 items in total) (Appendix 2).

Students’” performance in both the pre-tests and post-tests was assessed on a scale
from 1 to 100 and scores were recorded on SPSS. To examine whether the difference in
mean scores before and after our intervention within a group was statistically significant,
we performed a paired samples t-test on their pre and post-test scores. To evaluate
whether the experimental group had statistically significant improvement in their scores
compared to the control group, we performed an independent samples t-test on their
improvement, namely the difference between the pre and post-test scores in grammar
and between the pre and post-test scores in vocabulary.

2.3.2 Board games

For the implementation of the experimental intervention, we used two different board
games; one for practicing grammar and one for practicing vocabulary. Both were adapted
to practice linguistic objectives of Bl level of proficiency in Greek, according to the
Common European Framework of Reference for Languages (CEFR, Council of Europe
2001); this was also in tune with the syllabus of the School of Modern Greek Language
(School of Modern Greek Language, 2010) and the Greek language coursebooks used by
the teachers who participated in this research (Greek B’-Method of learning Greek as a foreign
language, Modern Greek in no time 2, Mathainoume ellinika! Akoma kalytera (level 2), Taksidi
stin Ellada B").

“Dixit” board game (Roubira, 2008) was used to practice Past Simple and Past
Continuous tenses. The board game consisted of meeples, cards, dice and a board. Dixit
is a quite popular party game that relies on players’ imagination and storytelling ability.
It comes with 84 unique cards, each with vivid and sometimes quite surreal artwork on
them. For the purpose of the current research, its game mechanics were adapted, and its
cards were used for oral narrations and creative writing in past forms. Students tried to
form short stories both individually and in pairs, and according to the number of verbs
formed correctly in Past Simple and Past Continuous by the players, they would move
their meeples on the board. The players who would reach the highest part of the tableau
by the end of the game would be the winners.

“Times’” up” board game (Sarrett, 2010) was used to practice vocabulary for the
theme “Travel and Holidays”. The board game consisted of cards and an hourglass.
Time's Up!is a charades-based party game for teams of two or more players and is played
using a set of randomly chosen name cards. For the purpose of this research, its game
mechanics remained unaltered, but the words presented in the cards were replaced with
the ones presented in the equivalent chapters of the course books for this theme. Students
played in groups and in each round, team members took turns trying to get their
teammates to guess as many words as possible in 60 seconds. In round one, almost any
kind of clue is allowed to describe a word. In round two, no more than one word can be
used in each clue and, in round three, the cluegiver can use no words at all, but only
miming and physical moves.
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2.4 Procedure
The teaching interventions took place in November and December 2021 and lasted
around two months for both groups, in total. A grammar pre-test and a vocabulary pre-
test were given to all students before the teaching interventions and the introduction to
the new language phenomena. All students took both the grammar and the vocabulary
pre-test because students had not been assigned yet to the grammar or to the vocabulary
group. Both grammar cohorts (control and experimental) were taught the new
grammatical structures by their respective teachers, and, similarly, both vocabulary
cohorts (control and experimental) were taught the new vocabulary items by their
respective teachers in class. Subsequently, the control cohorts — the grammar control and
the vocabulary control cohorts - practiced those structures and vocabulary by filling out
activities and completing exercises in their activity books, while the experimental cohorts
— the grammar and the vocabulary cohorts - practiced them through the use of board
games. Upon completion of the teaching interventions, the same tests that were used as
pre-tests were taken as post-tests; this time the grammar post-test was taken only by the
grammar groups and the vocabulary post-test was taken only by the vocabulary groups.
The interventions with the use of board games were integrated into the course
schedule and every intervention lasted between two and three instructional periods.
Only one board game was used in each intervention for practicing either the grammatical
structures (past tense) or the vocabulary items (on Travel and Holidays). “Dixit” was
used for practicing the Past tense (Past simple and Past continuous) with the creation of
oral and written stories, mainly based on the cards of the game. “Times” up” was used
for providing oral practice of the vocabulary, as students were required to describe,
provide vocabulary items or mime specific vocabulary items as these were written on the
cards of the game. The instructions of the games were simple and provided in Greek by
the researcher, and in many cases, students code-switched in order to translate the
instructions for their peers and thus support comprehension. The researcher was not
participating in the gameplay, while the class teacher’s role was mainly supportive,
discrete and secondary, so as to facilitate natural and spontaneous interactions among
students. During the game, the researcher was either noting down the points for each
team or overseeing their work in order to give explanations and answer possible
questions. When the game ended, the researcher along with the teacher and the students
of the class reviewed words and phrases that were either difficult or unknown to them.

3. Results

3.1. Pre-test

Both vocabulary and grammar pre-tests were given to all cohorts (grammar and
vocabulary control and experimental cohorts) before the teaching interventions to make
sure that all students were at the same language level. As shown in the following table
(Table 3), the mean score of both experimental cohorts (grammar and vocabulary ones)
in both grammar and vocabulary tests was 49.96%, while the mean score of the control
groups in both tests was 43.83% respectively. No statistically significant differences were
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found between the two groups as regards their language level at the beginning of the
study; additionally, both control and experimental cohorts had similar standard
deviations, 18.96 for the control cohort and 14.26 for the experimental cohort.

Table 3: Pre-test results for both grammar and vocabulary groups

Pre-test results in both Grammar and Vocabulary tests

N Mean Std. Deviation
Control cohort 35 43.83 18.96
Experimental cohort 37 49.9650 14.26187

We also compared the mean scores of the grammar control and grammar experimental
cohorts — in the grammar pre-test and we did the same for the vocabulary group in the
vocabulary pre-test. What we found was that the mean score of the grammar
experimental cohort in the grammar test was 53.80% while the mean score of the
grammar control cohort in the same test was 37.83% (Table 4). The difference between
the two groups was statistically significant (p=0.018, p>0.05) which means that the two
groups were not on the same proficiency level as far as their grammatical competence is
concerned before the teaching interventions.

Table 4: Grammar pre-test results for the grammar group

Pre-test in Grammar

The Grammar Group N Mean Std. Deviation
Control cohort 15 37.83 16.63
Experimental cohort 15 53.80 18.09

As table 5 shows, the mean score of the experimental cohort for vocabulary was 47.35%
while the mean score of the control cohort was 48.33%. No statistically significant
differences were found between the two groups as regards their level of vocabulary at
the beginning of the study; however, the standard deviations of each group were quite
different, 19.75 for the control group and 10.63 for the experimental group. This indicates
that the control group’s proficiency level is quite heterogenous compared to that of the
experimental group.

Table 5: Vocabulary pre-test results for the vocabulary group

Pre-test in Vocabulary

The Vocabulary Group N Mean Std. Deviation
Control cohort 20 48.33 19.75
Experimental cohort 22 47.35 10.63

After the teaching interventions, the same test was given as a post-test to the respective
groups; their results will allow us to assess and compare the control and experimental
groups’ growth.
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3.2. Post-test

3.2.1. Grammar

Thirty (30) students attended the teaching interventions in grammar and all of them took
the grammar post-test: 15 of them were in the control cohort, and 15 in the experimental
one. As shown in the following table (Table 6), both groups’ scores improved after the
teaching interventions: the mean score of the control cohort in the post-test is 44.03%
while the mean score of the experimental cohort in the same test is 69.69%. The control
cohort attained a mean of 6.2% improvement, while the experimental cohort’s post-test
scores improved by 15.89%.

Table 6: Pre and post-test results in grammar for the grammar group

N Mean Standard Deviation
Pre-test 15 37.83 16.63
Control Cohort
ontrol Cohor Post-test 15 44.03 13.89
Pre-test 15 53.80 18.09
Experi 1 Coh
xperimental Cohort Post-test 15 69.69 14.08

We remind the reader that the first research question of our study was whether adult
students who practice the past tense (past simple & past continuous) in Greek as L2 via the use of
board games perform significantly better than their peers who are taught the same tense via
traditional methods. To answer this question, we needed to compare the two cohorts’
growth after the teaching interventions and to this aim, we calculated the difference in
the scores of the two cohorts (control and experimental) between the pre-test and the
post-test. In particular, we performed an independent samples t-test to compare the
degree of improvement between the two groups). The results suggested that although
the degree of improvement is bigger for the experimental group, this difference is not
statistically significant p=0.107 (p>0.05).

3.2.2. Vocabulary

Forty-two (42) students attended the teaching interventions in vocabulary; this was
related to the theme “Travel and Holidays”. All students took the vocabulary post-test:
20 of them were in the control cohort, and 22 were in the experimental cohort. As shown
in Table 7, both groups’ scores improved in comparison with their scores in the pre-test:
9.05% improvement for the control cohort and 15.5% for the experimental one. This
means that the experimental cohort’s growth was bigger than that of the control cohort’s.

Table 7: Pre and post-test results in vocabulary for the vocabulary group

N Mean Standard Deviation
Pre-test 20 4833 19.75
(Control Cohort Post-test 20 57.38 1423
Pre-test 22 47.35 10.63
Experimental Cohort
xperimental Cohor Post-test 2 62.93 13.34
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To this aim, we performed an independent samples t-test to compare the degree of
improvement between the pre-test and the post-test for the control and the experimental
cohorts. Our results indicated that p=0.17 (p>0.05), which suggests that although the
improvement is bigger for the experimental group, this is not statistically significant.

4. Discussion

This study aimed to investigate the effectiveness of the use of modern board games as a
tool for teaching grammar and vocabulary in Greek as a second/foreign language (L2) in
adult classes. To this aim, we used two groups of students — one for the grammar and one
for the vocabulary intervention. Each group was further sub-divided into two cohorts: a
control and an experimental one. The two control cohorts — grammar and vocabulary
ones - practiced the grammatical structures and vocabulary items respectively, via
conventional teaching methods. The two experimental cohorts — grammar and
vocabulary ones — practiced the same grammatical structures and vocabulary items,
respectively, via the use of board games.

In response to the first research question, the results indicated that the students of
the experimental group performed better than the students of the control group.
However, this difference was not statistically significant, which indicates that, although
the students of the experimental group benefited from the use of board games in learning
the past tense, we cannot assume that the use of board games is more beneficial for adult
students than the use of conventional methods, when it comes to practicing grammar
structures.

As for the second research question, similarly, the results demonstrated that the
students who attended the teaching interventions with the use of board games performed
better that the ones who attended the teaching interventions with the conventional
methods. However, the difference again was not statistically significant, which indicates
that, although the students of the experimental group benefited from the use of board
games in practicing the vocabulary on the theme “Travel and Holidays”, we cannot
assume that the use of board games is more beneficial for adult students than the use of
conventional methods, when it comes to practicing vocabulary.

Although the findings of the study demonstrate a quantitative difference between
the scores of the groups who practiced the language phenomena via board games and
the scores of those who attended conventional methods, these are not statistically
significant and, therefore, we cannot be sure that these results are due to our intervention
and not due to chance. However, a non-significant finding alone does not indicate
evidence for the absence of an effect, but it can bear important insights for future research.

One of the possible reasons for which the results did not reach statistical
significance might be additional variables that were not taken initially into account.
Although a variety of different schools were used for the representation of the sample
and random allocation of students was chosen in order to eliminate systematic
differences in the sample, it is possible that not all variables could be controlled. Such a
variable might be the number of different teachers who were involved in this study. This
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means that we were not able to control factors such as their training, educational
background, teaching experience, and general efficiency as teachers. Also, characteristics
of the student population might have influenced the results obtained; similarly, these
could not be predicted or monitored. Relevant studies that indicated that the use of games
had a significant effect on students’ language acquisition used students from the same
school or classes with the same teacher (Al-Jarrah, Talathah & Al-Jarrah, 2019). In other
studies, the same group of students acted both as an experimental and as a control group
(Omar & Said, 2019; Stavy, Subon & Unin, 2019). Control of the student population and
of the teachers involved may be an option for future studies in order to control variables
whose presence may have affected the results of our study.

Another reason for the non-significant results obtained might be the fact that the
students of the control and the experimental cohorts were not at the same level of
proficiency in grammar before the teaching interventions (see Table 4). When both
grammar and vocabulary pre-test scores were calculated for all participants, no
statistically significant differences were found between the experimental and the control
groups at the beginning of the study - the mean score of the experimental group for both
grammar and vocabulary was 49,96% and the mean score of the control group was
43,83% (see Table 3). However, when we analyzed separately the mean scores of the
grammar and the vocabulary groups in the grammar and in the vocabulary pre-test
respectively, we observed that not all students were at the same level in grammar before
the teaching interventions, even though all students were supposed to attend the same
proficiency level class (B1 according to CEFR). This difference may have affected our
results. Thus, it is important when we study the data in order to observe students’
language performance in pre and post-tests to analyze each area separately — in this case,
grammar and vocabulary. With that in mind, a table of means by subgroup was used to
show separately students” scores in grammar and students’ scores in vocabulary, which
in the end highlighted differences between the subgroups’ pre-test scores and led to
further inferences and conclusions for future studies.

Additionally, the length of the teaching interventions was rather short compared
to the length of similar interventions in relevant studies (Dolati & Mikaili, 2011).
Applying the teaching interventions over an extended time period, adding some similar
board games or repeating the interventions for practicing more language structures
would probably provide more reliable results regarding the effectiveness of using board
games in adult language learning classes. In that case, of course, more time would be
needed, not only for implementing the interventions but also for preparing and adapting
the material of the board games. As several researchers comment, developing and
planning games for the foreign language class is time-consuming (Ketterlinus, 2017;
Petrovic, 2014; Talak-Kiryk, 2010), since it is important to ensure that the board game
meets the age, level and learning expectations of the target group. Practicing more
language structures via board games in order to assess their effectiveness as a language
strategy requires also adapting the board game to the target group’s needs. This means
taking into consideration whether the content of the game corresponds to the particular
learning objectives, the game mechanics and its complexity, the number of students, the
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time frame of the intervention, and, of course, the language and proficiency level
required. Taking all these factors into account for more than one or two classes, or for
examining more than one language structure, language skill or language area is quite
challenging for researchers and language educators alike.

Assessing the long-term retention of the language structures and vocabulary items
practiced by the experimental and the control cohorts may also provide us with more
reliable evidence regarding the impact of the use of board games on adults” language
learning outcomes. More and more studies aim to determine the longitudinal effect of
different educational methods and strategies by measuring students’” knowledge
retention over time (Baker & Robinson, 2018). Thus, the design and delivery of additional
post-tests in grammar and vocabulary after a longer period of time might be
recommended for similar future studies in order to assess the effectiveness of the use of
board games in adult language learning classes in comparison with the use of
conventional methods of teaching. Once more, this would require a longer period of time
for the experimental procedure and a more regulated sample of participants.

Finally, as content-based learning has inevitably shifted researchers’ and
educators’ interest in the study of the impact of CLIL on learners” language and content
learning, it would be worth exploring the effectiveness of board games on the acquisition
of both language and content by adult learners.

5. Conclusion

The purpose of this study was to determine whether modern board games are effective
as a tool for practicing Greek as a second/foreign language in adult classes. The results
demonstrated that adult students who practiced the Past simple and the Past continuous
tense in Greek as L2, as well as vocabulary items related to the theme “Travel and
Holidays” through board games performed better than the students who practiced the
same language phenomena through conventional methods. However, the difference
between the two groups did not reach statistical significance, either for grammar or for
vocabulary, which indicates that we cannot conclude that the use of board games is more
beneficial for adult students than the use of conventional methods when it comes to
practicing either grammar structures or vocabulary items.

The number of studies using board games in teaching interventions, particular for
adult learners, is still very limited if not non-existent. Although the findings of this study
are limited, they can be quite informative for future studies. The fact that students
responded positively to the use of board games in the practice of thematic vocabulary
(Travel and Holidays) suggests that board games may prove to be successful within CLIL
instructional contexts where thematic content is at the core of the instruction. Finally, it
is suggested that future studies investigate the effectiveness of modern board games as a
teaching strategy for adults by examining students” performance separately in grammar
and in vocabulary, but also by focusing on both students’ and teachers” preferences and
motivation towards game-like and game-based activities in language teaching and
learning.
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Appendix 1: Pre & Post Test in Grammar

O 00O OLVULVOLO O ULV

IvpTANP@WOTE Ta Keva pe ng Aédaig Mg mapévleong otov AGpICTO N} TOV
Napatatiko.

Eixe (0. Exw) diki0 0 NOANG. (1. eipa) oav aknBivry Bapxka n Bapéa. Exeivn
m pépa (2. yivopa) évag xafyac! Nati n Bapéda (3. xwpaw) povo
1peiC. Eyw (4. ynaivw) povo pia @opa ki Dotepa dev Mepipeva va’ pBel n oapa
Hou. (5. xavw) ma Bound... To mpato pynavio @érog. T1 dpopea mov &ival va
xoAvpmag! Kai va oke@rei¢ nwe vnapxouvv avBpwmol mov fpbav otn Lwh xai
(6. neBaivw) xar dev (7. BAénw) moté toug Balacoa. Aev &idav MOTE TOUG TO
Aapayapt...

Znv akpoyiakid 1a aidia (8. xorralw) MoAAf} wpa éva TEPAcTIoO YOoPio Yapl.
H Apteun (9. Aiw) ouvixaa nw frav deAgivi. Meta (10. puvalw)
TOV TIanmnoo.

BéBaia xai eival SeA@ivi - (11. Aéw) o manmoug, HOMG 1o £ide. Kai boTEpa pag
EiMe TV 10T0pia Tou deA@viod kai Tou Apiwva. O Apiwvag (12. sipai)
payovdioTig - OTa apyaia xpovia, QUOIKA - Kai (13. 1a&dedw) mavra pe éva
xapapi. O1 vaoteg (14. B£Aw) va ToUv KAEYPOULV 0,11 EiXE KaI va TOV METG¢ouv 01N
8alacoa. Exeivog Toug (15. napakaAw®) va 1oV a@roouv povo va Tpayouvdnioe.

(16. maipvw) Vv xiBapa tov, (17. 1payouvdw) xai LoTEPT
(18. nég1w) o Bdlacca. Eva deAgivi, OpwC, MoV (19. nepvw) exeivn
oty pr GKouoe 1o Tpayodd Tov Apiwva. Tov apece mapa MoAD yi'autd Tov (20.
naipvw) oV TAAT TOU Kai TOV (21. Byalw) omn otepid. H otepid avt
(22. givai) 10 vnoi pag.
- Ki €101, va 10 §épete, - EiME O MANMMOOC - O MPWIOE KATOIKOG TOL VNOI0L pag frav o
Apiwv.
H Apwpn 10 (23. éépw) mwg ota dedgivia apéoer n povoikr. Mia pépa Ta
(24. BAénw) mou (25. wpéxw) miow anod éva xOtEpo, OMou o1
avBpwrol (26. 1payovdw) xat (27. nailw) povoikn.

Awaoxevaopévo and 1o BiBAio g AAkng Zén To xamAdwr ¢ Bripivag.
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Appendix 2: Pre & Post Test in Vocabulary

©C 00000 0 0 0

Acknon 1
Evaote ug Aééeig pe avribetn onpacia.

. IEPIOOOTEPN a. agién

. Npepia. B. &exvaw

. anoyeiwon Y. acapia

. Bupapai 3. hiyotepn

. avaxapnon £. edyw anod
. VUXTMVEL, ot. KaBopai

. @ravw ot {. npooyeiwon
. onK@vopai n. Enuepavel

0 N U WN

Acknon 2
AlaAéyw T CWOTH anavinon.

9. MNarti BéAeI va ayopaoelg oknvry; Oa peivete ot .

a. {evodoxeio  B. kapruvyk Y. evoikialopevo dwpartio

10. AUpio €xel amepyia ota TPEva Kal O0Ta AEPOTAGVA. AUCTUXWC eV UTIOPOLHE va

£épBoupe otn Oecoalovikn.

- MNari dev épxeote ; Ze mévie Wpeg Ba eiote £80.

a. GEPOTIOPIKAS  B. 013NPodPopIKWG Y. 03IKWG

11. MNa va Bpolpe dwpario tov Aldyouvoto otnv Mapo, npéner va

Kpatmnon ané twpa. Nape tAépwvo oto &evodoxeio.

a. kavoupe  B. Bpoulpe y. MAPOVHE

12. Oa fBeAa va nape yia nelomnopia otov DAUPTO Kai va TEPACOUME T VOXTa OF

0pEVO . At Ba gival untépoxa;

a. dwpatio . k@umvyk  y. Kataguyio

13. Opiote 1a kAe1dia Tov dwpatiov oag. MNa 6,11 GAAO XPEIAOTEITE,

ot diabeon) oag.

a. épxopat B. gipat y. umtapxw

14. Avntapai, aAA@ n non oag £xel . Mpénel va nepipévete. Oa oag

EVNUEPWOOLUE, 6Tav HABOUUE KATI.

a. kaBuotépnon B. aién y. avaxwpnon

15. O NapBevavag kat 10 Mouotio ¢ AKPOMOANG ival and ta TO ONUAVTIKA
¢ ABrjvag. Na nare onwodnnorte!

a. SpopoAodyia B. adioBéata Y. Xwpia
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© @ © 0 0 0© 00

Acoknon 3
ZUPTIANPWOE TA KEVA PE TIG TLOPAKATW AEEEIC.

aKpoyiaAié, Raperise, xwpa, vuxtepiva, aiobéara, BuBO, TPOOPICUO, EMICKEMTEC,
appoudiéG, ToUpIoTIKG

Ztnv EAAGSa

MniAog

H MniAog eival yvwotr yia Ti¢ akpoylaAiég tng. Exel mavw anod 75 pIKPEG Kal PEYAAEQ

___napadiec___(0), xaBapd kai yalava vepd, TOAUXpwpa Bpaxia Kai XpuOEg
(16) kai yi' autdé n MAAog gival pia EEXWPIOTH) EUMEIpia yia GAOUG TOUC
17) tn¢. Ot TOUPIOTEG PTIOPOUV VA KOALUTIOOUV OF OPYAVWHEVEG TTAPAAIES

N va EMAZE0LY TUO POVAXIKEG Kal AYpPIES (18). Eniong, 1o vnoi eivat yvwoto

yla 1oV LTIEPOXO (19) tou, 0 omoiog £xel TOAAG Kai EEXWPIOTA Xpopata Kai

Baon.

ActuTtdAaia

H apxitektovikfp kai 10 Tomio OBupilouv KukAadeg, o xapmng, Opwg, ypager
«Awdekavnoar». H Baoikn eikéva 1oL vnoloy eivar n (20) pe 1o BEVETOIQVIKO
KGotpo. H ActwmndAaia amotelei ayannuévo (21) yia ta&idiidreg pe
COQIOTIKE aAAA Kal Veavikd Tipo@iA. AlaBétel KAummvyk Kal povadikda (22)
otékia. To vnoi dev gival 1diaitepa peyaro. ‘Exel KTEA alida kat (23) okaen,
Ta OTOIO HETAPEPOLV TOUG TOUPIOTES oTa KUpIa (24) tou vnoiol, OTWG 1O
Bépetpo g MaAteldvag, 1oV TOLPIoTIKO OIKIoNO AoBad! Kal TG TTaVEPOPPES TTapalieq
NG SUTIKAG TTIAELPAC.
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