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The Covid-19 pandemic has affected various aspects of the world,
including education. The adaptive policy to this phenomenon is distance
learning where the use of technology is something that is inevitable. In this
case, the use of technology-based media is absolutely necessary so that
distance learning is more qualified and effective. This study aims to tell
about “tearcher’s experience of online game based learning in teaching
vocabulary by using wordwall. Optimizing the use of the Wordwall
application will very likely prepare a person to be able to master vocabulary
effectively. This activity has also been able to increase the insight and ability
of teachers to implement media in learning activities, namely through
assistance in making learning designs using wordwall application.
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