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Abstract- This paper is related to the application of the agile 

methodologies and learning sprints in a private university in 

Colombia, considering its use for teaching and learning grammar 

in English as a Foreign Language (EFL), allowing students to 

strengthen teamwork, develop autonomy to work with other 

peers through the designation of specific roles based on these 

methodologies, and learn English grammar differently. This 

study considered a qualitative approach and was applied in 

English courses from regular semesters, incorporating different 

topics from the current English grammar curriculum, so students 

could develop them with other peers from different faculties. The 

results and findings described that 108 students were strongly 

identified with applying the different methodologies in a 3-month 

period basis during a semester, so that it could be applied in other 

core topics of their careers, considering advantages and 

disadvantages these methodologies could derive in. It was also 

stated that implementing these learning methodologies requires 

planning, organization and motivation to students for developing 

and recognizing their academic skills to participate actively; 

besides, the obtained findings proved that teachers or professors 

might find hinders in giving dynamism to the regular functioning 

of the methodologies, more learning and communication 

effectiveness between students, and more collaborative work 

between peers within the classroom. 

 

Index Terms- Agile learning; Colombia; EFL; higher education; 

learning sprint; teamwork.  

 

I. INTRODUCTION 

he Agile methodologies are a set of concepts used by 

software enterprises and other production sectors to develop 

teamwork and collaborative work among the members of a team 

to fulfill a specific project. It considers several iterations (sprints) 

to develop each part of the project to work together, providing 

cooperation among team members which improves 

communication and interaction; besides, it enhances their 

individual talents in teams to reach common goals efficiently 

[13]. 

Since Agile methodologies have proved to be helpful in the 

management of engineering teams and software projects, the 

perceptions of different researchers (Breakspear as the founder 

(2019), [17]) show that it is a proper time to include them and 

readjust them to an educational environment and this inclusion 

has changed in current times; for instance, SCRUM (process 

framework used in business projects to strengthen teamwork in 

different given trial-and-error tasks) or the Kanban methodology 

(methodology to visualize the workflow from a process executed 

by a team in different stages) could be used more often as a way 

of teaching a specific topic, including the concept of learning 

sprints [9] in which students, working in teams within short 

periods, can learn any topic in any subject, including English as a 

Foreign Language (EFL).  

As this concept is not new in engineering environments, the 

incorporation of Agile methodologies and the learning sprints in 

the classroom makes teachers consider the possibility of using 

and setting up new teaching methods which allow richer and 

much more active learning for students, boarding the concepts of 

team working and collaborative work as the main principles. 

Otherwise, teachers must interrogate themselves in their practices 

to promote an innovative change in the classroom, considering 

the positive and negative aspects within the process [6], so that it 

can be more effective and more student-oriented.  

The purpose of this study was to explore and implement the 

application of agile methodologies and learning sprints in the 

classroom for teaching EFL (English as a Foreign Language) in a 

private university located in Medellín, Colombia, as an initial 

and different approach to teaching and learning EFL in higher 

education, which could provide a better learning praxis to the 

area. Additionally, this study's main goal is to show the 

effectiveness and innovation in teaching and learning EFL 

grammar in the classroom under Agile methodologies, use 

learning Sprints [9] as one of the main actions to develop 

different grammar topics, seeing that they have been proven to be 

effective in teaching other subjects, for instance, Mathematics 

[18] or main subjects from systems engineering, such as software 

development or programming language related; among the 

execution of the study, it was studied the different factors that 

could facilitate or hinder the application of Agile methodologies 

in the classroom.  

The type of study was given in qualitative research with a 

phenomenological focus, where the focus was to collect the 

opinions and perceptions from students who worked under these 

concepts (learning sprints and agile methodologies), likewise 

with the evidence of their developed work within these 
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methodologies during the classes. Besides, these learning 

methodologies were applied as an innovative approach in higher 

education, since elements such as teamwork, collaborative work 

and EFL learning, some elements are being required to be 

developed and strengthened in general education nowadays and 

which require a continuous process in future professionals. 

II. THEORETICAL BACKGROUND 

New literature has been coming up regarding the application of 

Agile methodologies and learning sprints, and it is getting more 

interest from teachers to apply these approaches in the classroom, 

such as the work from [31], [17], [36], [12], [21], [11], and [23].  

The study was supported on three key aspects which will be 

further explained below: Agile in education, Learning Sprints, 

and the innovational factor in teaching and learning EFL. 

  

The concept of Agile in education 

Agile learning is considered as a practical teaching method 

where students are called to develop teamwork and critical 

thinking skills [22] to learn as members of a team, along with the 

abilities to solve problems and  dynamically expand their 

knowledge; moreover, it gives teams an important role in 

promoting the equitable distribution of roles and responsibilities, 

extending the communication among them, and dividing the 

workload into academic tasks [26]. The relevance of agile 

learning arises in its implementation as a learning system that can 

be applied in any subject, in different time frames of an academic 

period for specific topics, even for a whole subject if desired [1], 

and the possibility to foment the acquisition of transversal skills 

so highly required these days [38].  

SCRUM framework (not an acronym), created by Ken 

Schwabber and Jeff Sutherland, is known as an iterative agile 

methodology for managing product development and teamwork 

between the members or a team, where they work as a unit to 

reach a shared goal, and enables teams to self-organize by 

encouraging physical co-location or close online collaboration of 

all team members [24]. When we take the concept to an 

educational environment, there is no difference between applying 

it for software development or applying it for Math or Foreign 

languages learning, and that is where the concept of EduSCRUM 

appears. EduSCRUM is an academic framework taken as an 

adaptation of SCRUM methodology to education, created and 

first applied in secondary education in the Netherlands, it can be 

used in any class context, and it is defined by [15] as a 

methodology where students can face complex and adaptive 

problems, while they define learning goals and allow them to 

work autonomously throughout different educational workflows 

and learn how to collaborate and self-regulate their collaboration 

effectively [25] through learning sprints, a concept introduced by 

Simon Breakspear [8] as an organizational routine that can 

support the adoption of evidence-informed practices and develop 

the collective efficacy of teacher teams, defining the learning 

topics to learn in a specific time for a particular area.  

EduScrum manages certain roles, where we have the teacher 

(Product Owner), a team leader (SCRUM Master), and a three-

member team (students). Within each team, each one of the 

members possesses unique abilities and personal qualities that 

will determine the team’s success. Each team is responsible for 

its results and the team leader is in charge of promoting 

collaborative tasks and autonomous work, setting goals and 

setting the behaviors and attitudes between each member, so it 

can guarantee success in the established learning goals. Then, in 

this instance, the teacher becomes Product Owner, providing not 

only liberty to students to work on the class activities, but also 

allows him/her to provide feedback when a student needs it; 

providing advice on the different problems, students might face 

during the development of the activity [30]. 

The SCRUM methodology is usually supported by the Kanban 

methodology, a visual system which defines, improves and 

manages services that result in new knowledge work [3] that 

must go through different work stages until obtaining the final 

product. When both are being used, it enhances not only 

eduSCRUM but other Agile methodologies [2] as well. What is 

important in this matter, is that the impact that they could have 

on subjects different from software development or information 

systems has not yet been defined [34] when integrating them 

both; additionally, recognizing that these methods have 

similarities in operation performance and functionalities to learn 

content (Agile Learning), making it necessary to consider the 

learning needs students might have and the learning preferences 

of the teacher, even when some aspects of the Agile and 

pedagogical strategies can be used in a traditional or innovative 

class environment [33]. 

 

1. The process of Teaching and Learning Sprints  

The sprint is a concept from Agile methodologies, which is 

described as a short repeatable action that can last from one to 

four weeks, and it is characterized by the consistency in time 

throughout the development process, has a start and end date, and 

a new sprint starts after the conclusion of a previous one. 

Adapting this concept to a teaching and learning environment, 

[9] describes teaching sprints (covering the learning sprints 

among the concept) as a team-based process that activates a 

continuous development of teacher and students’ professional 

practices and supports the definition of specific areas of student 

learning to improve. Also, it allows the molding of strategies 

involving the collection of evidence to check the impact of 

previously designed learning strategies.  

The whole process has been created to be easily adapted by 

teachers and educational leaders, along with the manageability to 

be adapted to any academic context, focusing on the specific 

challenges that the classroom requires. This process consists of 

three phases: 

 Preparation: In this phase, teams employ in a quick chat about 

what they must do, considering the first steps to follow, 

setting up the proper strategies to improve within the team, 

and coming after in-depth research to identify the key 

concepts of the work to develop. 

 Sprint: Phase where students put into practice the knowledge 

acquired, adjusting the different concepts from each member 

of the team through short and manageable cycles of 

teaching/learning in the classroom so that all team members 

can properly manage the same information and knowledge. 

This phase can take between 2 to 4 weeks. 

 Review: This phase involves the last part of the process, 

where teachers and students analyze the impact of the 

collected evidence and pedagogical knowledge. Moreover, 
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sharing all the insights from the sprints to the whole 

classroom. 

 

2. Innovation in teaching and learning EFL Grammar 

In the current generation, learning English grammar is being 

measured more in terms of communicative skills rather than the 

grammatical rules themselves, due to the fact that, even though 

all skills are important, understanding how to write and how to 

build sentences is crucial for having proper language For this 

reason, it is the teachers’ responsibility to find different 

methodologies to explain the different English grammar contents 

and get students motivated and engaged in the language, because 

previous experiences has given teachers a lot to learn about 

teaching these topics using different types of activities and 

resources without being successful. Therefore, applying 

innovative components might provide additional learning for 

seeking success stories within the classroom [10]. 

The use of Agile methodologies like SCRUM or a Kanban board 

altogether as an innovative teaching methodology has become a 

key element within the different traditional teaching methods and 

its implementation of Agile automatically fit for courses that 

include a final project [33]; however, adjusted to teaching and 

learning EFL can provide a special impact on students, 

considering that the focus of learning a second language should 

improve academic and technical learners’ skills [4] and mainly, 

the strengthening of knowledge in English grammar that can 

keep them interested in the language domain, but also gives the 

teacher the spirit of creativity in this field up to the point that it 

can expand it to its fullest potential (Ávila, 2015).  

Subsequently, the current educational reality calls learners and 

educators for new roles, to increase the creativity and innovation 

within a classroom. In the case of implementing Agile 

methodologies, it can be taken as an innovative method for 

teaching and learning EFL skills in the classroom, thus 

implementing new teaching methods for learning a new language 

allow teachers to move from being a knowledge transmitter to 

become a facilitator and a guide to students in their learning 

process, then students can now become more self-directed and 

active in their learning processes [29].

 

III.     RESEARCH METHOD 

 

The research method applied to this project was through a 

qualitative focus.  It was required to use a phenomenological and 

ethnographic approach, starting from a phenomenological point 

of view to know the experiences lived by students regarding the 

application of these new teaching and learning methodologies 

[37].  

 

Data collection 

For the data collection in the study, it was necessary to apply 

three instruments organized by parts: in the first part, the semi 

structured surveys were piloted by three students, in order to 

understand each one of the statements given to answer; the 

participant observation was piloted in the classroom, letting 

students know that they were part of a research study; and a 

document analysis, where the pilot was executed by the 

researchers, where they reading and analyzing the different 

curricula in the Foreign Languages and Cultures. 

After the development of the study, students completed an online 

semi-structured survey with 7 closed-ended and 3 open-ended 

questions, which evaluated the different perceptions and feelings 

of agile learning, knowing the sensation of implementing this 

methodology over traditional EFL learning methods. The survey 

included definitions of agile learning and the definitions of the 

different SCRUM roles along with identifying the key success 

factors for this methodology and included open and closed-ended 

components (See Figure 1: Survey). 

Along with this, participant observation was applied in every 

class where the methodologies were used, in order to check the 

students’ perceptions and the different gestures and speaking 

practices throughout the application of the study. This data 

gathering method was chosen because this enabled researchers to 

learn more about the different activities students participate and 

integrate within the activities as well and provides a wide context 

for the development of guides useful to determine the sample of 

students and the types of questions to apply in the survey or 

questionnaire [16]. 

Finally, a document analysis was performed, taking the syllabus 

from levels 1, 2 and 3. From this process, it had to be considered 

the topics, the level of difficulty, and the purpose of choosing the 

topics to work on for each level. 

 

Context 

This study was generated to promote the implementation of new 

teaching methodologies within the classroom to learn English as 

a foreign language as well as to start promoting teamwork and 

collaborative work within the different faculties of the University 

(Medicine, Veterinary, Law, Engineering). Besides, the study 

was considered pertinent to evaluate different follow-up 

activities within the regular curricular topics, so that students 

could not only know the main concepts of agile methodologies 

but also how they are used in real life and how they can be used 

inside the university.  

These methodologies have been implemented during the last 

three out 4 semesters (3 times per semester) by three teachers in 

the English department, who were led by one of them who was in 

charge of explaining the operation of the methodologies, how to 

implement them in the classroom and how to collect the evidence 

of this application. Subsequently, it was decided to choose at 

certain levels such as 1, 2 and 3 to use them with intermediate-

level topics (prepositions,verb tenses and/or the use of 

adjectives). 

 

 

Participants 

The population chosen was 108 students who belonged to each 

regular course of the researchers, where either their English level 

or career faculty was not important for the sample, and whose 

age ranges were between 17 and 50 years. The characteristics of 

the population managed diverse qualities, based on their 

knowledge (from a basic level (A1) to an advanced level (B2)), 

their academic performance, so each teacher could designate how 

the teams would be conformed to develop the designated topic 

(for this, each teacher chose one B1-B2 student as the leader, and 

the other three with an A1-A2 level). 
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Procedure 

The introductory procedure assigned for this study, considering 

the class scheduled time, took approximately 1.30 hours to each 

teacher, given as follows: 15-20 minutes to prepare students, 

where initially, each teacher gave a brief introduction about this 

concept of Agile methodologies, how they were used in the 

current world and which methodologies are the most used; then, 

a context of these methodologies was given in the learning 

environment from different areas of knowledge and subsequent, 

explained the different roles that exist within each of them. 

After the explanation, 10 minutes were assigned for teachers to 

write the names of the members for the selected teams (between 

3-9 members is the suggested by the Scrum Guide (2020), 

whereas all members should manage necessary skills to show a 

final product, and such number is determined by the needs of the 

product to hand in). It was decided to work in groups of four, 

since most of the classrooms had an even number of students, 

and each group was designated a leader (in this case, the Scrum 

Master) and designated three other team members responsible for 

developing each one of the parts of the topics to learn.  

Afterward, the teacher (the product owner) drew a matrix or table 

(similar to a Kanban Board) on a white board, in which he placed 

the names of the teams, as well as three columns where the tasks 

were shown to be developed, the ones that were in execution and 

the tasks that had been completed by each one of them (To do / 

In Progress / Done). 

When all instructions were clear for students, the team leader 

distributed the topics in three parts, so that each of the team 

members had to learn each topic well and then be able to explain 

it to each of the team members; in that way, the whole team 

could assimilate and understand the topic completely. For this, 

the teacher assigned one-hour time limit for students to cover the 

topics, as each team worked and developed their respective part 

of the topic; while they were working on their respective tasks, 

each member was moving their post-it stickers on the white 

board from one column to the other, and the Scrum Master (the 

team leader) was constantly validating that each member was 

working on their tasks at the designated times. Meanwhile, the 

teacher allowed students to surf on the Internet with their mobile 

devices and computers, so that each member could search and 

practice the given task and also review what was explained or 

taught by the other members. 

Regarding the role of the Product Owner (the teacher/professor), 

they were in charge of verifying and ensuring that each student 

had understood the topic(s) at its fullest while providing advice 

and supporting each of the teams in any of the topics that had a 

certain degree of difficulty. As each of the team members was 

finishing their homework, each of them was moving their post-it 

stickers to the final column of the Kanban board (DONE); then, 

after the time expired, the teacher started evaluating the acquired 

knowledge with each of its team members (including the scrum 

master). 

Finally, when all the teams had already moved their post-it 

stickers to the DONE column or completed tasks, the teacher 

stopped the activity and began to assess the knowledge of each of 

the team members through open-ended questions oriented to the 

grammar topics assigned (e.g. working with tenses: Where does 

she work?, What have you learned so far?), or through examples 

which allowed the validation of the acquired knowledge, not only 

through speaking questions but also in writing and the other 

skills (e.g. Complete the following sentences using the correct 

form of the tense or create sentences using the respective given 

topic in a real-life context). 

After the first time, the methodologies were assigned through the 

semester, whereas each group knew the dynamics and the 

procedure to follow. 

IV. FINDINGS AND DISCUSSION 

After the application of the given survey for the study, the 

document analysis and the participant observation, a 

triangulation process was done to obtain relevant information 

about the knowledge and impact of the methodologies in the 

classroom, as well as to discover some of the factors that could 

hinder or have a negative impact on the implementation and 

application of these methodologies (See figure 8). This item 

would give a better view of the aspects to improve in the activity 

for a future application in the subject and other subjects if the 

case.  

 

Knowledge and impact of the methodologies 

Based on the obtained results, 67 % of the surveyed students 

identified the concept of agile methodologies (See figure 1).  

 

Figure 1. Chart related to the knowledge of agile methodologies 

 
Also, students were able to recognize the fundamentals for 

developing activities in the classroom using the methodologies, 

because it offered many advantages in the educational 

environment that can be taken as a big benefit in experimentation 

[14] by teachers, and allow others the exploration of different 

aspects to implement in the classroom (See figure 2).  

This determines that students, despite of their study field or 

career, are in context with the current concepts of Agile 

methodologies and its different uses and applications, which 

allows to have a contextualized classroom and students with a 

basis for working with them, making the dynamics easier for all 

of the participants involved.  

 

Figure 2. Chart related to the most difficult part of working in 

teams 
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Reviewing the opinion of the students, it was noticed that all of 

them had a good impression of the application of agile 

methodologies for learning English as a Foreign language 

because they were able to see an innovative class and a different 

way to learn English, which is very difficult to obtain in the 

institution due to the disavowal or disapproval towards it. 

Therefore, when innovation is brought to subjects like English as 

a Foreign language or transversal subjects, students become more 

motivated and more engaged to develop the activity [6]. (See 

figure 3). 

Based on the results of this question, teamwork is not an easy 

task to make it work in the classrooms of this generation; 

however, with good motivation and good engagement, it is 

possible to organize them or to make them self-organize to work 

properly for common goals.  

 

Figure 3. Chart related to the relevance of the experience in 

students 

 
According to the results obtained in this question, the level of 

acceptance towards these methodologies had a high impact (95 

%) for learning English and developing an agile learning culture, 

where learning, growth, challenge, agility, risk-taking, and 

mistake-making as main aspects must be incorporated [20] and 

included by students and teachers as well. Also, it was well seen 

by students that the concept is in context and well-adapted 

because it promotes simplicity and flexibility to deliver products 

(learning topics) that are relevant [5] for any subject (See figure 

4). 

 

Figure 4. Chart related to the concept of future application of the 

methodologies in other subjects 

 
Another important aspect obtained through this question, is that 

34 % of students didn’t find difficulty working on their 

respective learning topics and with their respective teams, which 

means that they were able to develop an understanding about the 

roles (Team Member and Scrum Master), the collaboration 

between them facilitates the exchange of ideas and knowledge 

necessary for the team to come to agreements on the topics 

involved [32], and most importantly, having clear that trust 

among academic peers contributes to students' satisfaction [35] 

without having differences regarding which academic programs 

they make part of, or even which topic was assigned to work on.  

Additionally, when the feedback survey was applied, some items 

were considered to make the methodology better for a future 

application in the classroom (See figure 5). 

 

Figure 5. Chart related to changes to be applied to make the 

methodologies more successful 

 
When teams like these can achieve this, then the success of 

implementing this activity is reflected in their way of working. 

Next to this, students self-evaluated their performance, a 

significant aspect due to their self-criticism with all they did, 

how they learnt the assigned topic and how they worked as a 

team (See figure 6). 

This provides a wide background regarding the feedback to make 

Agile more effective and more adequate for students to continue 

working under this modality. Moreover, there is no better 

feedback to teachers applying these methodologies than students 

themselves because they're the key to develop more and better 

practices in the classroom.  

 

Figure 6. Chart related to the self-evaluation of students in the 

development of the activity 
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About the logistics and organization, students expressed that the 

way it was applied by teachers was appropriate and were able to 

understand all the instructions, the definition of the roles, the 

Kanban board for assigning tasks to each member of the team 

and the development of each topic using smart devices (desktop 

computer, laptops, tablets, mobile phones), along with the 

respective suggestions on what to improve and to be applied to 

make it more successful in the classroom (See figure 7).  

As a result of the collected answers, it is concluded that, the more 

tools can be provided to students, the better the dynamics can be 

for teachers and students as well.  

 

Figure 7. Chart related to changes to be applied to make the 

methodologies more successful 

 
Likewise, this methodology must be at the service of learning 

and the integral development of the students, adapting always to 

the educational needs of the same [1], and adjust the necessary 

changes during the process, knowing that the teacher may make 

mistakes but most importantly, find them out in time and correct 

them [5]. 

 

Factors that hinder the implementation of Agile 

 

Figure 8. Chart related to barriers that could hinder the 

application of methodologies 

 
After analyzing the collected data and as part of the findings 

discovered in this study, three key factors were found during the 

application of Agile: lack of communication between team 

members, positive and negative students’ attitude towards 

innovations in the classroom, and lack of leadership. These 

findings allowed to explore and determine which best practices 

should have been improved as a result of the activities performed 

in the classroom and also, to provide feedback to students in their 

behavioral development through innovative activities.  

 

Table 1. Factors that hinder the application of Agile 

methodologies in the classroom 

 

Factor Definition 

Lack of communication  Factor that could hinder the 

application of the 

methodologies, due to the low 

interaction between students 

from different faculties and 

different egos. 

Students’ attitude towards 

innovations 

Positive and negative aspects 

that influence the application 

of innovational activities in 

the classroom, due to the 

traditionalistic methodologies 

and no interest in educational 

innovation. 

Lack of leadership Role that most of the 

participant students do not 

have, due to their traditional 

mentality of being a regular 

worker with no maximum 

responsibilities 

 

Below are explained these factors that hinder the implementation 

of Agile methodologies: 

Lack of communication: After collecting and analyzing the 

data, it was seen that the lack of communication between the 

team members and the Scrum Master was a very common aspect 

that negatively influenced the development of the methodology.  

The main reason was that, to build trust between team members, 

it may be difficult to motivate or making students aware of the 

activity, more specifically in learning environments [28]; 

additionally, when there is a lack of trust in a team, it leads to the 

increment of efforts spent by teachers in monitoring and 

verifying the behaviors of the members [19] that could be 
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causing the dysfunctionality and lack of commitment throughout 

the activity.  

On the other hand, the different stated reasons come due to a lack 

of understanding in the instructions to execute their respective 

part of the project (in this case, the distribution of the topics to 

learn), the absence of leadership in students who have excellent 

knowledge of the topics makes it difficult for the other to follow 

him/her throughout the activity.  

 

Students’ attitude towards innovations: Through the results 

given from the triangulation, it could be observed that the main 

cause of why these methodologies cannot be well implemented 

or well developed, is related to the student's attitude towards a 

different type of teaching in the classroom. 

Based on the experience in the classroom, there was a small 

group of students who argued even before starting the activity of 

not working under Agile because they only wanted to have 

classes with a traditional EFL teaching methodology. This states 

that students are so used to be greatly dependent on teachers in a 

way that they fail to develop their skills in English [27], avoiding 

being the focus of the class and becoming passive agents, which 

in this generation should be the opposite.  

 

Lack of leadership and time: Considering the different roles, it 

is relevant to show that from the sample of students taken within 

the study, assigning the roles within agile methodologies were 

proportional, in terms of who wanted to be SCRUM Masters or 

team members, thus there was a lack of leadership in terms of 

choosing or being assigned the SCRUM master role, and many 

preferred being a team member because it was considered as the 

easiest role to play and in which they felt they didn’t have too 

much responsibility to carry, and this was seen in the different 

scheduled courses given by the University: weekly and weekend 

courses. Certain behaviors such as confidence and management 

were detected on the part of the students who attend weekly 

schedule (Monday to Friday, two times per week), in which the 

majority of students defined themselves their characteristics and 

qualities as they were those who possessed the ability to lead 

teamwork and the ability to learn quickly, which provides an idea 

of the type of psychological and motivational preparation they 

have not only to learn a second language but also when they put 

their role into practice as professionals in the workplace. 

On the other hand, it was observed in the students who studied 

on weekend schedule (once per week), that many of the students 

lack leadership skills or are afraid to take that role, considering 

the level of responsibility they must assume for their work team. 

This is an aspect to consider, especially when we perceive that 

leadership is everyone’s responsibility [7] and when we speak of 

shared common goals and learning objectives. 

V. CONCLUSIONS 

Based on the obtained results, we can conclude that these 

methodologies require an important amount of planning time for 

students to apply them for learning EFL, knowing the population 

of students considered for this study. Besides being always 

supported by the teacher, a teacher can provide the necessary 

support to students with explanations or how to work during a 

regular learning sprint, and more specifically, when it comes to 

explaining EFL grammar topics.  

Another conclusion from the reported experience and the 

answers collected throughout the application suggests that 

learning sprints could be effective and applied to teach in other 

subjects (See figure 5). Within this process, the use of Agile 

methodologies and Kanban boards are very useful and dynamic 

for teaching EFL, because changing the regular educational 

paradigms about teaching English grammar from a traditional 

method to an Agile method entails a wide setup process in the 

design and planning of the classes. However, innovational 

settings must be well introduced to students, so the basic 

concepts can be clear and concise to understand and apply later. 

Considering the results from the application, many of the factors 

that hinder the application of these methodologies must be 

prevented from the beginning (establish good communication 

between students, provide motivation to leadership and 

innovation in the classroom), so students can value more the 

dynamics of the activity. Additionally, applying these 

methodologies along with the learning sprints to promote 

teamwork and a different way of learning and teaching can 

transform the pedagogical praxis in higher education, certainly 

considering that all actors have their roles and allow them to 

become better in each one of them in a flexible way. Besides, it 

is important to establish a good organization, the definition of 

rules, and planning to make this a high-valued methodology in 

the classroom. 
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