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Abstract 

The poetry genre was part of the Literature 

Component which was introduced into the Malaysian 

English Language Secondary School Syllabus. 

Studying literature can be challenging for ESL 

learners, more so during online learning. With post 

covid and the opening of schools, interesting modes 

of delivery need to, and can be incorporated into the 

teaching and learning of literature, in face- to- face 

classroom sessions. In order to fill the gap for an 

interactive, engaging and fun way to teach literary 

texts (poems), the researchers had designed a board 

game five years before the Covid pandemic. The 

board game became a tool to facilitate learning the 

poetry selections before the Covid period. Feedback 

from students and teachers then, showed that the 

majority of the students and teachers responded 

positively to such an innovation. The objective of this 

study is to revisit board games post- covid and 

assess if these are effective and well received by 

students after purely online teaching and learning. A 

survey was carried out among students in two 

schools, whereby this innovation was found to be 

well received and an effective tool for teaching and 

learning of poetry, after online classes. Hence, with 

post-covid, innovations which are not digital or 

technologically driven, can and should be integrated 

into classroom teaching and learning modes, where 

possible. The authors suggest a combination of 

methods – digital and non- digital means, while 

being able to meet in face- to- face situations in 

classrooms, in the teaching and learning curriculum 

in schools. Hence, the case for the integration of 

board games, into the post-Covid era. 

Keywords: literature, poetry, board game, language 

game, face-to-face interaction, communication, 

hands-on 

1. Introduction

Board games were used in classrooms from time 

to time before the Covid 19 crisis. This was a fun 

way to introduce aspects of learning to students. This 

was especially so for language classes. Due to the 

pandemic, all teaching was conducted online. Board 

games were kept in storage and there were no means 

to use these. The pandemic period took two years, 

whereby students and teachers were forced into 

online teaching and learning. During this time, all 

efforts   were   focused   on   digital l  earning   and  a 

multitude of ways and platforms to teach and learn 

online. There were disruptions in terms of 

technology, lack of readiness on the part of both 

parties, students and teachers, in embracing this, 

among other challenges. However, measures were 

taken to cope with the sudden situation. According to 

Bates [2], the Covid 19 crisis brought forth a 

plethora of advice aimed at teachers with tips and 

tricks, mostly without contextualizing knowledge 

needed to gauge what would work and where, 

considering the location of students and the varied 

levels of cognitive abilities. Amidst this was the lack 

of pedagogical guidance for teachers despite efforts 

in trying to support them. This paper focusses on the 

learning and teaching of the poetry genre in an 

English Language Syllabus, shedding light on 

perceptions of students’ experiences in playing a 

board game devised by the authors, in face-to-face 

environments, in comparison to learning and 

teaching poetry through online modes. 

2. Research Rationale

ESL students studying literature have been 

reported to say that it is difficult and boring [4]. 

Students prefer interactive teaching and learning 

literature-environments [7], [17]. Otter [14] reports 

that students in online-only classes (which was the 

case during the Covid 19 pandemic), felt more 

disconnected from their peers and teachers, less 

aided by their teachers, than their teachers believed 

them to be.  

Technological expectations of online study also 

caused students to feel daunted [10], [23]. While 

many studies have focused on the efficiency, content 

and delivery methods that teaching staff have 

developed [13], [15],  [19], the perceptions and 

experiences of the students themselves have been 

largely neglected [1], [10], [11]. This study looks at 

the perceptions and experiences of students 

themselves, in an increasingly digital landscape of 

school education and focuses on their face-to- face 

perceptions in playing board games in classrooms in 

poetry learning, post covid. 

3. Literature Review

This literature review will begin with local work 

done on poetry learning and teaching among 

Malaysian students and teachers. One of the recent 
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studies reported are by the researchers themselves. 

This will then proceed to a brief review on learning 

via hands-on face-to-face games. 

 

3.1. Local School-Based Studies 
 

Wan Kamariah [21] reported in her study that 

poems are not preferred because students were 

unable to understand, hence unable to interpret, the 

figurative language found in literature. Students also 

found it difficult to understand foreign contexts of 

the poems, and the poems referred to in this study, 

are all foreign to Malaysia. Siddu [16] found in her 

study that students stated that class activities were 

teacher-centered, uninspiring and uninteresting. 

These added to the already negative perceptions of 

students towards the poetry genre. Wan Kamariah 

also added that students had a negative attitude 

towards class activities which were centered on 

memorization of facts and teacher- provided 

interpretations of the poems, for the purpose of 

answering questions and getting these answers 

“right”. Added to this was a study conducted by Siti 

Norliana Ghazali et al. [18], which found that 

students did not like literature taught in classes, with 

a special mention of the poetry genre. The reasons 

attributed were that the students found these to be 

challenging due to the difficult language used. In 

keeping with these findings, a study undertaken by 

Fauziah and Jamaluddin [6] reported that students’ 

motivation in literature was enhanced with student-

centered activities. 

These studies and the numerous complaints from 

both, students and teachers, on the teaching and 

learning of poetry for the Malaysian English 

Language Syllabus, drove the researchers to devise a 

poetry board game, four years ago. The researchers 

also spoke to students and teachers at random, from 

rural and urban schools in two states in Malaysia - 

Melaka and Negeri Sembilan. Most of their 

responses resonated previous research. 

The purpose for designing and putting together a 

board game, was firstly to introduce the fun element 

into the learning and teaching process in classrooms. 

Secondly, the researchers wanted to introduce 

student-centered activities, as this was found to be 

desirable from previous research findings. Thirdly, 

the researchers hoped that learning would take place 

via a game. Once, this task was complete, the 

researchers tried out these games in the two states in 

Malaysia, mentioned earlier. In their research 

findings from their study, Vijayarajoo et al. [20], 

found that both, students and teachers enjoyed the 

“Poetry Board Games” that they, the researchers, had 

designed. The perceptions of both, students and 

teachers were positive. The outcomes, in terms of 

their school tests also showed marked improvement. 

One of the findings from the interviews with students 

and teachers, was that the students were so motivated 

to play the game and to win, that they constantly 

referred to the poems, in order to understand the 

questions and work out the answers from their own 

understanding. This was certainly a breakthrough 

with the students, in terms of poetry learning. For the 

teachers, it was a break-through in terms of being 

able to sit back and allow the students to take charge 

of their learning with facilitation from time to time, 

without the stress of much explanation and teacher 

centered teaching. Additionally, the teachers played 

the game themselves and found it to be inspiring. 

They were also taken aback with the excitement and 

competitive spirit shown among the students, while 

learning was taking place, incidentally. 

  

3.2. Learning and the Use of Games  
 

Gee [8] claims that schools are in a dilemma as to 

how to get young people to learn something that is 

challenging and to be able to enjoy it too. Now, that 

schools have re-opened, it is a good time to bring 

back games into the classrooms as a complementary 

form of learning and teaching with a more balanced 

focus between digital learning and physical games in 

classrooms. While the Covid 19 crisis did not allow 

for physical games, the opening up schools does. 

This is a time to bring back successful and fun ways 

of learning, into the curriculum. 

Many studies have shown that games help to 

develop non-cognitive skills which are fundamental 

in explaining how we learn. Gee [9] also states that 

skills such as patience and discipline, which students 

should acquire as children, are acquired when 

engaged in games. Even though Gee was referring to 

video games, these ideas were a result of actual 

hands-on physical games, which he supports. 

Students should be prepared for life, beyond the 

classrooms. Hence, games, among many others, 

including that of the authors of this study, was found 

to have developed these skills and should be brought 

back into the classrooms, Post Covid. 

Going back to our own childhood, board games 

played a big role in our competitive spirit with better 

communication, patience and learning taking place 

simultaneously. Similarly, Bauer [3] remembered 

how his youth was filled with collaboratively 

building, taking risks and having fun while playing 

games. While working with the new, one should not 

forget the old, but instead find ways to integrate both 

in classrooms. 

 

4. Theoretical Framework Behaviourist 

Learning Theory 

 
In learning, the use of instructional cues, practice 

and reinforcement can be attributed to strategies 

recommended by behaviorists as a means to build 

and strengthen stimulus-response associations [5], 
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[22]. Language games of both traditional and digital 

varieties, in particular, employ positive and negative 

reinforcements that serve to provoke desired 

behaviours [12]. These reinforcements help learners 

remain motivated and emotionally invested in the 

language games that they play. 

In the poetry board game, created by the 

researchers, the players are motivated to reach the 

Finish tile first. Hence, the need to get as many 

correct answers as possible. Additionally, the 

element of luck introduces the surprise element by 

way of Chance cards, which help one to move 

forward. The opposite is so with Doom cards, where 

the function is punitive and one has to move 

backwards. The rules of the game, the goal and the 

knowledge of the poems help students achieve the 

objectives of the game. 

 

5. Methodology 

 
This paper is employed a case study involving 50 

students and 2 teachers, from two schools, located in 

one of the states in Malaysia. The study involved 

qualitative methods of analysis. 

 

5.1. Participants 
 

The 50 participants of the study were divided 

equally, from an urban and rural school. The 

researchers asked two of the teachers of the school if 

they could run the board game with their students as 

the researchers wanted to know if board games 

would still fulfill the purpose of learning and 

teaching the fun way, in classrooms, after a totally 

digital mode of learning. The teachers were willing 

to participate in the study as they were looking for 

some “hands-on” ways of teaching and learning, 

since the students were physically back in 

classrooms. 

 

5.2. Instruments 
 

The first instrument used in this study was the 

board game that the researchers had devised 4 years 

ago, and were used in classrooms then. The board 

game is called “Poetricks”. This game was created 

by the researchers as an alternative to the 

conventional ways of teaching poetry in schools. A 

total of two poems from the Malaysian syllabus were 

used for Form Five students. The poems were, ‘A 

Poison Tree’ and ‘What Has Happened to Lulu?’. As 

noted, both poems are foreign in contexts and 

authorship to the Malaysian scene. The next section 

gives a brief explanation of the game. 

These two poems provided the content for the 

questions on the cards. The players held individual 

tokens to represent themselves. A dice was thrown 

and the tokens moved along the board according to 

the number shown on the dice. The board had 

pictures depicting the two poems mentioned above. 

Apart from that, there were also Chance and Doom 

tiles, with cards, on the board. If the token landed on 

a poem card, there were a stack of that poem cards, 

with questions, for the players to answer. Likewise, 

if the token landed on a Chance or Doom card, the 

players had to follow instructions written on the card. 

Usually 

 Chance cards meant that players could proceed 

forward by a varying number of spaces while a 

Doom card would spell disaster, of moving 

backwards by varying number of spaces. The winner 

of the game is the one who reaches the Finish tile 

first. This means, the more poem questions answered 

correctly and yes, the luckier players were, if they 

landed on Chance cards, they had a better chance of 

getting to the Finish tile sooner. How did players 

know if the answers were correct? An answer key 

was provided for all the questions which were 

numbered. The students referred to the answer key 

card with the same number. Where an answer was 

given incorrectly, the player missed the next turn, 

remaining where he was. All used poem cards went 

back into the bottom of the card stacks, to keep the 

game going and to provide a revising platform for 

those who missed these questions earlier. If the token 

landed on a Doom tile, depending on the 

instructions, the player would have to move his token 

backwards. Wrong answers to the poems and Doom 

cards meant delaying reaching the Finish tile. The 

rules of the game were printed on the box and the 

poems were laminated and available for students to 

refer to. The first player to reach the Finish tile was 

the winner followed by the subsequent players. If the 

game took too long, the winner was the one closest 

to the Finish tile. 

Semi-structured Interviews formed the other 

instrument of this study, which was conducted as 

soon as the schools opened doors to receive students. 

Hence, it was somewhat a chaotic situation but 

having two supportive teachers who were friends of 

the researchers, was helpful in running a preliminary 

study, post- covid. The students were asked about 

their perceptions on learning poetry online, as during 

the Covid 19 crisis and that of their experience 

playing the board game, on returning to classrooms. 

All 50 students were interviewed, and their responses 

recorded and transcribed. 

 

6. Findings 

 
Each of the poetry board games played were 

video recorded, as well as observed while the 

researchers made observation notes. What was 

common in all the game experiences were the 

excitement, high noise levels and much enthusiasm. 

Within the noise levels were much negotiations on 
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the poem contexts and frequent referencing to the 

laminated cards with the printed poems on it. Well, if 

it was difficult to get students to read the poems 

before, this  

game fixed that and the students – 4-5 played at 

any one time, were trying to get hold of the poem 

copy. Each game had only one set of the two poems 

in laminated cards. All the players wanted to read the 

poem or look for specific information, at the same 

time. There was a scramble for the poem card. The 

students were reading aloud, pointing to the lines and 

sharing interpretations with each other, while asking 

and answering questions as well. This was the 

similar thread across ALL the games played in both 

schools. 

The interview questions on how they felt about 

poetry learning online during the pandemic, showed 

48 out of 50 who said that it was ‘boring’, that they 

‘did not bother to read’, ‘switched off’ during class 

time and preferred to do ‘other things’ during that 

time. When probed further on online teaching, some 

of the students’ responses ad verbatim were as 

follows: - Teacher give notes - Teacher ask 

questions, nobody wan answer teacher - teacher play 

recording someone reading poem - so boring lah - 

don wan to learn lah – sleepy. 

Two students reported having read the poems, the 

notes and references given by the teacher. When 

asked more, it was noticeable that their language 

competency and proficiency was far above the level 

of the other students. Hence, these were factors that 

also influenced their perceptions of learning poetry 

and what more, online. 

The students were then asked about their present 

experience of learning poetry via the poetry board 

game. 38 replied along these lines and some phrases 

are reported ad verbatim below: 

• Fun, enjoy, happy, like, wan like this more, read

and understand, friends help teach me, can ask

friend, teacher no near us, we happy children.

Eight of the students replied along these lines and

some phrases are reported ad verbatim.

• Understand better poetry, like to learn, can play

every day, learn already, enjoy talking,

sometimes about poem, sometimes other things,

feel free, like to win, so must learn lah. Two of

the students replied along these lines and some

phrases are reported ad verbatim.

• Too noisy lah, cannot hear, all talk together, all

shouting lah teacher. Two of the students replied

along these lines and some phrases are reported

ad verbatim.

• Ok, also, prefer to read alone, like to read notes

online, got lots online.

The last two students who reported a preference for 

reading alone were the students who preferred the 

online classes and found retrieving information on 

the poems online, to be useful. 

7. Conclusion

Our observation from this preliminary study 

shows that post-covid should be prepared to integrate 

board games into face-to-face classrooms. What the 

researchers suggest is a combination of learning 

modes – with digital and hands-on board games to 

better prepare students for lives outside the 

classroom. The researchers have often found students 

interacting with gadgets and computer screens for 

long periods of time without much verbal 

communication with one another or with the teacher. 

Going fully into online learning due to the Covid 19 

Crisis was a necessary makeshift solution, but there 

are other factors that need to be considered, 

especially since, students are back to physical 

classroom settings. 

Presently, this study shows that online learning of 

poetry may not have been the best way to go, in 

terms of student perspectives. However, this was a 

sudden move due to a crisis and teachers were also at 

a loss as to how to present poetry lessons best online. 

These are initial findings and much more research 

has to continue to make a definite statement. As 

mentioned, this is a preliminary study and the 

limitations of too few students, teachers and schools 

are just some to mention. There should also be more 

data via other instruments and together, these will 

help procure more accurate results for the betterment 

of 21st century learning. 
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