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motivation to learn vocabulary of elementary students at Popodoo 

English Centre in Bac Ninh city. Language games were applied for 

15 weeks during the English lessons of 40 elementary students. 

Research instruments including questionnaires, semi-structured 

interviews and classroom observation were used to gather the data 

to be reflected upon. The results that were gained did confirm the 

positive effects of the language games on the student vocabulary 

learning motivation and progress, in which motivation was 

significantly increased in comparison with what came before games 

were added to the lessons. It was also found that the students had a 

very positive attitude towards the language games in their 

vocabulary lessons. 
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THÔNG TIN BÀI BÁO TÓM TẮT 

Ngày nhận bài:  20/3/2023 Bài báo này nghiên cứu việc sử dụng các trò chơi ngôn ngữ để tăng 

động cơ học từ vựng của học sinh trình độ sơ cấp tại Trung tâm Anh 

ngữ Popodoo, thành phố Bắc Ninh. Các trò chơi ngôn ngữ đã được 

áp dụng trong 15 tuần trong giờ học tiếng Anh của 40 học sinh trình 
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1. Introduction 

In the era of globalization, English takes its stance as the predominant language, spoken by 

around 400 million people across the globe. English is used as a means of verbal and written 

communication worldwide to bridge the gaps in economic, political and social aspects [1, p. 1]. 

1.1. Vocabulary  

Vocabulary learning is so important in learning English as it also needs to be broad enough to 

convey a range of thoughts and feelings otherwise with just grammar and definitions alone, then 

communication cannot happen in any meaningful way [2, p. 8]. In other words, Harmer [3] said 

that if grammar makes up the structure then vocabulary gives it the understanding.  

Vocabulary is, according to Hatch & Brown [4], a list of words that speakers can use. 

Vocabulary is crucial for teaching and learning and so it should be taught for the full range in 

years from the youngest to the oldest which when mastered will really help with teaching 

speaking, reading and writing. As new words are added in such activities, this should be coupled 

with information they have already learned in order to improve retention with activities for 

comparing, matching, combining, sorting, visualizing and rearranging words.   

Learners usually learn English vocabularies by means of rote learning, therefore; it can be so 

boring for them because there is lack of motivation for learners who want to continue 

memorizing vocabularies [5]. So, as Huyen’s opinion [6, p.4 ], “in order to learn and retain new 

words, learners should participate in different task-based activities in their classroom whether it is 

a guessing task, a describing exercise  or conversation making”. This would make lessons more 

enjoyable for those learners, so it is essential to investigate how effectively students can learn via 

vocabulary games. 

1.2. Language games  

A game is a task or sport which is governed by a set of rules where individuals or teams 

compete against each other [7]. When employed in teaching languages, they generate student 

self-confidence and enhance their academic performance. In bringing context-based meaning into 

the classroom, they keep student minds active and help improve their communication skills as 

they are having to make use of the words that they know. 

Many researchers across the world have noted the important role of games in the classroom. 

All ages and genders appear to react positively to games and can relieve tension after many hours 

study [8]. Furthermore, McCallum [9] noted that games inherently improve student interest and 

motivation. Avedon (1971) (referenced in [10]) described how they also feel excited and do their 

best to take part in such games.  

A number of studies have acknowledged the use of games in vocabulary learning [11], [12]. 

According to Rui Li [13], game-based vocabulary learning that is well documented to improve 

students’ vocabulary learning outcomes is gaining increasing attention. One problem is that 

learners do not enjoy committing tedious techniques to memory, but by using a game to teach 

this vocabulary, it can be made into an enjoyable process for them rather than the normal run of 

events in such vocabulary sessions. Thus, teaching vocabulary using games can obtain valuable 

benefits because we learn knowledge and have fun with the learning media. Esra Akdogan [14] 

showed a wide variety of different types of games that could be used including, sorting and 

organizing, guessing, filling knowledge gap, searching, matching, labeling, exchanging and 

roleplaying. These all vary from simple games with cards and matching words to full 

dramatizations of scenes for roleplaying. 

1.3. Motivation 

Motivation is the “inner determination” that drives somebody to do something. Once a goal is seen 

to be worth doing and appealing to us, then the goal may be strived for. This is known as “the action” 



TNU Journal of Science and Technology 228(03): 207 - 214 

 

http://jst.tnu.edu.vn                                                209                                                   Email: jst@tnu.edu.vn 

and is driven by motivation [15]. Motivation is a key to get students to study well and there are 

various ways to motivate students and so it is important to provide a good environment for this to 

happen. The use of games is one such way of improving their motivation. Many researchers have 

stressed their importance of using such games to gain such improvement and getting students to put 

their best efforts into acquiring language [16].  Studies by McCallum (1980) and Avedon (1971) 

(referenced in [10, p.2]) show how student interest can peak so students feel excited and 

determined to do their best in these games.  

There are different categories of motivation and Harmer [15] categorized it into two types: 

short-term goals when students wish to achieve in doing something in the near future, and long-

term goals:  a wish to get a better job in the future or to be able to converse with people who use 

the language that they study. In other studies, motivation is further divided into two main 

classifications as Extrinsic motivation and Intrinsic motivation. Extrinsic motivation indicates a 

need to avoid punishment and gain a reward. It stresses the external need to convince the students 

to do their part in a learning activity  [17]. Intrinsic motivation means learning for learning’s sake 

– it is a reward in itself  [17]. When intrinsically motivated, they have the inner desire to learn 

and so there is no need for any external outcomes.  

In this article, language games were relied on with a view to enhance intrinsic motivation for 

long-term effect. Therefore, teachers are expected to provide classroom activities with supportive 

environment to facilitate their learning in which language games are included. 

1.4. Previous studies 

Perveen et al. [18] tried to figure out the effectiveness of language games in acquiring 

vocabulary while learning English as a second language (ESL) in the Pakistani context. The 

results of the investigation showed that, in comparison to memorization, games could help 

students become familiar with new words or phrases and facilitate deep learning of vocabulary. 

The ability of students to communicate is also facilitated through games. The majority of students 

concurred that learning new methods through games was effective in enhancing vocabulary.  

A study by Neyadi [11] investigated the impact of engaging in games to improve vocabulary 

acquisition in a school where Arabic is the primary language of teaching. Through observations 

of how vocabulary is taught in schools, it is concluded that drilling the vocabulary is necessary 

for students to pronounce words correctly. Rarely, and for a brief period of time, do other 

methods of teaching vocabulary such as the usage of games employed. Teachers choose to utilize 

drilling as a quick method of teaching and learning vocabulary because using games is thought to 

take more time. 

Huyen [6] conducted research to determine how language games assist students to acquire 

English vocabulary efficiently. They believed that combining games with other learning activities, 

like computer-assisted language learning, would be advantageous. After reviewing the relatively few 

academic views on this topic, they started their action research, which involved implementing games 

in their own classes, watching other teachers' classes, and interviewing both teachers and students to 

get their reactions and feelings about the value of games in vocabulary learning. According to 

research, games are a good way to assist students to develop their vocabulary. 

All of the above studies confirmed the benefits of games in students’ learning process. However, 

there is no research carried out in the context of a language centre. That is the reason why the 

researcher would like to investigate the use of language games to enhance the motivation to learn 

English vocabulary among elementary students at Popodoo English centre in Bac Ninh city. 

1.5. ARCS Motivational Design Model 

As the definition of motivational design is “the process of arranging resources and procedures to 

bring about changes in people’s motivation” [19]. The Attention, Relevance, Confidence, and 

Satisfaction (ARCS) Model, is another name for Keller's Instructional Model of Motivation.  
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a. Attention: Gaining the full attention of the students for learning to occur, regardless of the 

learning environment, is vital for the tutor. This must be maintained throughout the session, in 

order to be meaningful. It is vital to gain student interest in the subject matter, which can be 
achieved by making use of the group’s own interests.  

b. Relevance: Students need to realize that their experience is significant or necessary in order 
to memorise the information. They should be able to take pleasure in their learning and reach 

their studying objectives as a result. The teacher should make themselves aware of student 
interests and link them to the lessons. 

c. Confidence: Getting students to believe in themselves and their abilities. There are several 
ways to include techniques for improving student confidence in every day lessons such as 

providing objectives and prerequisites, growing the learners, feedback, learner control  
d. Satisfaction: For learning to continue to be successful, satisfaction is essential. If the 

students are happy with the output, they will be more motivated to learn. Different methods 
might be used in class by instructors to encourage satisfaction. 

2. Methodology 

2.1. Research aims and questions 

Two goals for this study are to answer: How do language games affect student vocabulary 

learning? and what are student attitudes towards the use of games in vocabulary learning? 

2.2. Participants 

This study was conducted with the assistance of 40 elementary students from an English class 
at Popodoo English Centre in Bac Ninh city.  All of the students were at elementary level and the 

study was conducted during the second semester of the school year 2020-2021. Throughout this 
study, the author herself played the role of teacher for these students. 

2.3. Action research 

Action research is understood to be an accurate reflection of its name as it strives to carry out 
actions as well as research simultaneously [20]. McNiff [21] defines this as being self-reflective 

and practitioner-based with self-evaluation. The study of a real school is set with the idea of 

improving the outcomes and actions taken [22]. To enhance professional judgment, to adapt 
practices to accomplish educational goals for the best practice approach, action research allows 

the educator to look into a particular technique for the improvement of their professional 
environment) [23]. The teacher’s efforts can be assessed and if successful or not, and if not, 

adjustments can be made and things can be tried again. Regardless of definition, action research 
always involves the teachers conducting the research themselves and then intend to make 

changes on the results of that research. The whole process of the research was divided into four 
steps: planning, action, observation and reflection [24]. 

2.4. Data collection instruments and analysis 

In order to analyze the levels of motivation and to gain insight into student attitudes to the use 
of language games in their lessons, the following instruments were used such as survey 

questionnaires, semi-structured interviews with some open-ended questions and observation. 

During the 15-week implementation, the author observed the process and recorded the student’s 
engagement in the classes and their activities. These descriptive observations were recorded and 

maintained after each lesson. 

2.5. The study procedure 

The survey questionnaire data was collected throughout the first and second weeks. In the 

fifteenth week, interviews on student motivation were collected and kept for data analysis. 

Meanwhile, observations were conducted throughout the course. 
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3. Results and discussion 

3.1. Questionnaires  

3.1.1. Questionnaires about students’ motivation 

Table 1 aims to provide the descriptive statistics of student motivation in learning vocabulary. 

Table 1. Descriptive statistics of student motivation in learning vocabulary 

 Mean N Std. Deviation Std. Error Mean 

Pre-intervention 2.8484 12 0.23799 0.06871 

Post-intervention 4.0693 12 0.56758 0.16386 

Table 1 compares the mean scores for each question from the pre- and post- interventions. 

According to the results, which were displayed in table 1, students' average motivation scores 

were significantly higher after the intervention (Mean = 4.0693, SD = 0.56758) than they were 

before (Mean = 2.8484, SD = 0.23799). It demonstrates that motivation in learning vocabulary 

was much higher after the intervention rather than beforehand. 

3.1.2. Questionnaire on the use of language games to learn vocabulary  

SPSS was used to calculate the scale reliability for the overall and each scale of the ARCS 

model. Internal consistency and reliability were both measured by Cronbach's alpha. Values of 

0.7 or above were regarded as satisfactory. In general, all scales demonstrated acceptable 

dependability, which was above the value of 0.7, as shown in table 2. 

Table 2 reveal that the overall dependability of all scales on the standardized Cronbach Alpha 

was 0.96 (n = 28 on 36 items). Particularly, 12 attention-related items had a satisfactory 

reliability of 0.86. Because the alpha value was 0.81, nine questions that were relevant 

demonstrated adequate dependability. Nine confidence-related questions displayed acceptable 

reliability with an alpha value of 0.88. Six satisfaction-related questions were included, and they 

display acceptable reliability with an alpha value of 0.90. The findings in table 2 showed that the 

scales accurately measured the concept, which meant that the survey questionnaires had good 

dependability. 

Table 2. Scale reliability based on Cronbach’s alpha 

Scale Cronbach's Alpha N of Items 

Total scale 0.96 36 

Attention 0.86 12 

Relevance 0.81 9 

Confidence 0.88 9 

Satisfaction 0.90 6 

3.1.3. Overall game evaluation 

The following degrees of interpretation in the survey data on students' attitudes toward using 

language games were shown in table 3.  

Table 3. Range of motivation level 

Motivation Level Scores 

Very high 4.51-5.00 

High 3.51-4.50 

Moderate 2.51-3.50 

Low 1.51-2.50 

Very low 1.00-1.50 

Table 3 shows that there were five levels of student opinion regarding the usage of language 

games: Very high (4.51-5.00 score), High (3.51-4.50), Moderate (2.51-3.50), Low (1.51-2.50), 

and Very low (1.00-1.50). 
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Table 4. Overall mean scores of students’ evaluation 

Scale N Mean 

Total scale 28 4.41 

Next, table 4 shows the total mean score from questionnaires on the use of language games. 

Accordingly, the mean overall score was 4.41, which indicated that students gave the games a 

high rating (4.51-5.00 score).  

The number of respondents in each level was counted and is shown in table 5 in further detail. 

Table 5. Numbers of respondents in each level 

Motivation Level Total N = 28 

Very low 1 

Low 5 

Moderate 6 

High 9 

3.1.4. Questionnaires about students’ attitudes toward language games  

     The percentages of respondents in each level related to students’ attitudes toward language 

games was given in figure 1. 

 

Figure 1. Percentages of respondents in each level 

Figure 1 indicated that the majority of students had good comments about the usage of 

language games in English lessons. More than half of the 28 respondents had high or extremely 

high levels of motivation. While less than 20% of people had low and very low motivation levels, 

more than 20% had moderate levels. The study's findings showed that the 40 survey respondents 

were mostly motivated to learn vocabulary by playing language games, with about 80% of them 

reporting very high, high, or medium degrees of motivation. 

3.2. Semi-structured interview 

The four ARCS model scales were the subject of open-ended questions for 5 students to respond 

to in terms of 3 scales: Attention, Relevance and Confidence, the interview results were available. 

For “Attention”, all students had their attention captured by what was on screen and how it 

was arranged, with some particularly indicating the bright shapes and sound effects helped them 

pay attention. 

For “Relevance”, 4 students thought the game was very beneficial and definitely relevant to 

what they learned inside class and outside though only one student thought it was only relevant to 

the lesson itself. 

For “Confidence”, 4 students did not see the game as either too complex or too difficult. Most 

thought it was not overly challenging. Only one student actually said that learning vocabulary 

was very important and wanted to see if they knew the answers to questions or not. 
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For “Satisfaction”, all students said that getting feedback after every question had helped them 

get the right responses. This kept them motivated to carry on learning and see the errors where 

they were going wrong. They did say that feedback scoring should not happen throughout the 

game but left to the end of the game to see all the results together. 

3.3. Observations 

The process of teaching and acquiring vocabulary has some issues, such as (1) students not 

paying attention; (2) students talking to each other or using their phones during instructor 

explanations, and (3) students sitting passively and not actively participating in the lesson. Based 

on the issue in the classroom, it can be concluded that the students’ issues were brought on by 

their lack of interest in learning English. The fact is that the class's low interest in acquiring 

vocabulary was validated by the pre-intervention results. The researcher sought to teach 

vocabulary through language games to increase student motivation. 

In initial observations, it was noticed that the majority of the students lacked any motivation 

for their vocabulary learning. They displayed behavioral issues including lack of attention, 

talking or using their phones whilst the teacher was speaking or simply sitting passively and 

not participating actively in what they were supposed to be doing. It was clear that this was 

because of a lack of interest in learning English. This is why the author wanted to teach 

vocabulary using games for greater motivation. There was at first anticipated that using games 

would not be a challenge, however some students were at first, not enthused and even 

questioned why they were being done at the first implementation. After several weeks, this 

status was seen to be changing, and because of their increasing enjoyment of the games, their 

motivation to learn from their lessons increased, with more and more of them visibly enjoying 

themselves. 

Overall, the observations of the students learning vocabulary via the use of games showed that 

they became very much more interested in learning by the time the course came to an end. 

3.4. Discussion 

From the findings from the surveys, interviews and observation it can be concluded that 

language games in the classroom have a really positive impact upon student enthusiasm to learn 

new words. Thus, it can be concluded that the use of these games does increase student 

motivation to learn their vocabulary. It was also seen that students gave the games a very positive 

rating across the ARCS spectrum. The four components of the ARCS model were used to assess 

student motivation level and attitudes towards these quiz games. This dramatically increased 

learner motivation in learning their vocabulary.   

This can be explained in a number of reasons. Firstly, it is thought that the language game 

elements that were employed are appropriate for attention-grabbing, with the colorful and sound-

rich elements of the software being well designed to catch the player’s eye, and having been 

given quizzes set at an appropriate level for their abilities. The answers were only displayed on 

the main screen, under the teacher’s control, rather than on player devices – which ensured the 

student’s close attention. The students were also able to compete with their friends via a mobile 

phone app when taking part.   

Even the shyest students found it easier to participate fully in the lessons. Students also 

showed a high level of satisfaction with the feedback from the game. Immediate feedback had a 

big effect on how motivated they were. They could see who were the top scorers, with the final 

round announcing the winner on the screen. Prior to the use of the game, the only way of 

assessing their learning was to give them paper-based tasks – to which feedback would have 

been much slower. 

So using games via an Internet program is preferable to conventional teaching methods. This 

is helpful as the students have grown up with the digital age and are more accustomed to using it. 
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4. Conclusion 

With the objectives achieved in seeing the effect of language games on students learning 

vocabulary, language games have had a very significant impact upon them, with increased motivation 

levels and an overall very positive reaction from the students themselves. The use of language games 

has been shown to be effective, however, sometimes student understanding of the instructions led to 

some confusion and problems when playing the games and as a result some fell behind the pace of the 

teacher. It is recommended that the teacher makes sure that the tasks, roles of the students and other 

details are made very clear to the class to avoid possible game failure. Therfore, teachers should 

encourage the students to push themselves by providing original, interesting and varied approaches 

ensuring student enjoyment in the participation in learning their vocabulary. 
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