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ABSTRACT 

The present project, Game-based learning strategies to improve English vocabulary in senior 
students was developed at Teodoro Gómez de la Torre High School in Ibarra city, province 
of Imbabura during the Academic year 2022-2023 with the collaboration of administrative 
staff, teachers, and senior students. The main objective of the project was to determine 
Game-based learning strategies to improve English vocabulary in senior students at Teodoro 
Gómez de la Torre High School. All the information was collected through mixed research 
since both quantitative and qualitative research methods were used, an interview with the 
authorities and teachers of the institution, and a survey with the senior students were applied, 
therefore, with the results obtained it was also possible to develop a didactic guide with a 
variety of innovative Game-based activities that will help in the proper development of the 
vocabulary of the students, as games are one of the best ways for students of all ages to learn 
new things and build their knowledge, including English vocabulary in this case.  

Keywords: Game-based learning (GBL), strategies, vocabulary, English language.  

 

 

RESUMEN 

El presente proyecto, Estrategias de aprendizaje basadas en juegos para mejorar el 
vocabulario de inglés en estudiantes de último año se desarrolló en el colegio Teodoro 
Gómez de la Torre de la ciudad de Ibarra, provincia de Imbabura durante el año 2022-2023 
con la colaboración del personal administrativo, docentes y estudiantes de último año. El 
objetivo principal del proyecto fue determinar estrategias de aprendizaje basadas en juegos 
para mejorar el vocabulario en inglés en los estudiantes de último año del colegio Teodoro 
Gómez de la Torre. Toda la información fue recolectada a través de una investigación mixta 
ya que se utilizaron métodos de investigación cuantitativos y cualitativos, una entrevista con 
las autoridades y docentes de la institución, y una encuesta con los alumnos de último año, 
por lo tanto, también se pudo elaborar una guía didáctica con una variedad de actividades 
innovadoras que ayudarán al buen desarrollo del vocabulario de los alumnos, ya que los 
juegos son una de las mejores formas para que los alumnos de todas las edades aprendan 
cosas nuevas y construyan sus conocimientos, incluyendo el vocabulario en inglés en este 
caso.  

Palabras clave: Aprendizaje basado en el juego, strategies, vocabulario, inglés. 
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Introduction 

English is a widely spoken and influential language around the world. It is the official 
language in many countries. According to Nishanthi (2018), "learning English is crucial as 
it allows you to interact easily with one's other people" (p. 871). In Ecuador, just like in any 
other country, students are required to master the four English skills: listening, speaking, 
reading, and writing. However, the development of these four skills is influenced by two 
essential aspects: vocabulary and grammar. Without undermining the importance of 
grammar, vocabulary is therefore a somewhat more significant factor in improving 
proficiency in the four key abilities.  

For learners, it is difficult to communicate clearly due to a lack of vocabulary. An 
example would be when students in a class decide not to participate in a conversation 
because they are not sure of what to say. According to Hua (2020), "it is impossible for a 
learner to interact successfully and freely with others if they do not have sufficient 
vocabulary, no matter how well they understand the grammar and no matter how idiomatic 
their pronunciation and tone sound" (p. 427). for this reason, it is important that classes not 
only focus on learning grammar but also on learning vocabulary. 

It is significant to note that when talking about teaching, "didactic techniques are 
composed of affective, cognitive and procedural processes that allow the creation of learning 
by the learner and the realization of instruction by the instructor" (Feo, 2015). Since the 
strategy of these activities will allow the student to acquire a variety of communicative skills 
that will then be manifested in the final work, the game is then exposed as an important tool 
and becomes a common resource in the classroom (Carmona, 2012)  

The idea of employing games in the classroom does not appear to have gained 
widespread acceptance or use just yet. Most teachers continue to believe that employing 
games might be a time waster. Nevertheless, some research has shown that employing games 
as a teaching tool for vocabulary can be successful. In reality, some authors have highlighted 
a few benefits of using games, such as context for meaningful conversation provided by 
games. Meaningful communication occurs as students try to comprehend how to play the 
game and as they talk about it before, during, and after the game, even if the game just 
contains discrete language elements, like a spelling game (Wright, Betteridge, & Buckby, 
2005). 

Background 

In the research conducted by Jaramillo Jordán and Vera Lilibeth (2021), whose topic 
was "Game-based didactic strategy for teaching basic vocabulary in English in elementary 
education" it was shown that the use of games has many advantages in the teaching of a 
language of any kind, since it helps the cognitive and physical development of the student, 
in addition, the results of the evaluations taken after the implementation of the didactic 
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strategies showed an improvement in terms of the acquisition and application of new 
vocabulary. Another research conducted by Wilson Yeilly (2016) in Esmeraldas, which aims 
to determine the effectiveness of games in the development of students' productive skills, 
concluded that the use of games helps students to develop in a free way since when playing 
they act and produce at the same time, also they leave aside fears and shame since they are 
having fun. Furthermore, Wilson (2016) mentions that games can be an important tool to 
work with students if these are applied correctly.   

Research problem  

The research problem is how to improve the acquisition of English vocabulary in 
senior students of Teodoro Gomez de la Torre high school in Canton Ibarra, through didactic 
games to help students learn and reinforce vocabulary during the academic year 2022-2023. 
There are some reasons why students do not learn new English words or don't know how to 
use them, among them are lack of motivation and lack of interest, this is because some 
English classes can become monotonous and boring. Seniors almost always want to interact 
with each other, this may be because it is their last year together, and some class activities 
do not allow this to happen. 

Justification  

This research project was developed because of the need to improve the acquisition 
of vocabulary in the English language among senior students of Teodoro Gomez de la Torre 
High School. It also aims to explore Game-based learning strategies that can be used with 
students to overcome vocabulary-learning problems. Therefore, students enjoy learning 
when there is a game involved, so teachers should think about how important it is to facilitate 
vocabulary learning through games. These strategies will give teachers the resources they 
need to help students in learning the vocabulary of the English language in an interactive 
way, which will encourage them to participate in the teaching-learning process. 

Significance of the study 

This research project's methodology includes elements and information that English 
teachers and students can find useful. Additionally, it emphasizes learning English 
vocabulary. This study's significance is subdivided into linguistic, academic, and affective 
impacts. 

Linguistic Impact. 

Seniors at Teodoro Gomez de la Torre High School will increase their vocabulary in 
English through the use of didactic educational tools, allowing them to communicate more 
easily. Students can be encouraged to use the new vocabulary in any spoken or written 
context. 
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Academic Impact. 

The learning of English vocabulary by senior students at Teodoro Gomez de la Torre 
High School can be improved in the classroom by teachers using the innovative strategies of 
Game-based language learning. With the help of these creative strategies, they can boost 
their grades and fluency in English as a foreign language (EFL). 

Affective Impact.  

The affective impact of this research is significant as it aims to improve senior 
students' motivation to use the target language by utilizing Game-based learning in 
vocabulary teaching. The use of such didactic tools can help to create an engaging and 
interactive learning environment, which can positively influence students' attitudes towards 
the language and their motivation to learn. 

Objectives 

General Objective 

Establish the most suitable Game-based learning strategies to improve English vocabulary 
in senior students at Teodoro Gomez de la Torre High School, Academic year 2022-2023. 

Specific Objectives 

• Determine why senior students have problems with the acquisition of English 
vocabulary at Teodoro Gómez de la Torre High School. 

• Identify the different strategies used by teachers of English in classes to develop the 
senior students’ vocabulary. 

• Investigate the basic concepts and benefits of Game-based learning strategy and 
English vocabulary. 

• Design a didactic guide with Game-based learning activities to improve English 
vocabulary that can be included at the Teodoro Gómez High School senior students’ 

classes of English as a Foreign Language. 
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CHAPTER I: THEORETICAL FRAMEWORK 

This chapter provides a thorough explanation of the research project Game-based 
learning strategies to improve English vocabulary in senior students at Teodoro Gómez de 
la Torre High School, Academic Year 2022–2023. It also provides information on English 
as a Foreign Language, Game-based language learning, and teaching resources to enhance 
vocabulary learning and fulfill the established objectives of the research project. 

1.1. English as a Foreign Language 

English is one of the most important languages which people use around the world, 
more than a billion people speak English as a foreign language (Lewis, Simons, & Fennig, 
2016). English as a Foreign Language (EFL) is a method of teaching and learning English 
in countries where it is not the official language or the official second language (Nair M. , 
2020). According to Nordquist (2019), English as a second language (ESL) is a conventional 
term that refers to the use or study of English by non-native speakers in an English-speaking 
setting. It is also sometimes known as "English for speakers of other languages" (ESOL). 
The term ESL can also encompass specialized approaches to language instruction that are 
tailored to individuals whose first language is not English, such as in Ecuador.  

1.2. English as a Foreign Language in Ecuador 

In Ecuador there is a curriculum that is designed to teach English as a foreign 
language in public schools and high schools, focused on the high school curriculum, this 
document states that it “aims to prepare Ecuadorian high school students for successful 
participation in a globalized, democratic society in the 21st century by focusing on the 
development of life skills, work skills, and entrepreneurship skills” (English as a foreign 
language, 2016). 

Therefore, this document states that through the values of honesty and academic 
integrity, the EFL curriculum embraces the development of creative and critical thinking 
abilities as well as attitudes like ethical behavior. The competencies are incorporated into 
the five curricular strands and promote responsible behavior and self- and other respect as 
students participate in communication activities. The curriculum thus promotes the ideals of 
justice and solidarity (English as a foreign language, 2016). It is notable that the "Ministerio 
de Educación" in Ecuador is trying to apply new strategies and methods that involve the 
student in the English class, as well as focus on learning more about culture, values, social 
competence, etc. This shift toward student-centered activities aligns with the trend in 
academic language teaching practices towards putting students at the center of the class 
(Brown, 2007, as cited in Andrade, Barba, & Bastidas, 2018).  
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1.3. CEFR Reference Levels in the Ecuadorian Educational System 

In order to evaluate competence levels and development at each stage of language 
learning, it is important to take into account the Common European Framework (CEFR). It 
is a method used around the world to evaluate language proficiency. It was created by the 
Council of Europe and is designed to verify language proficiency (Council of Europe, 2014). 

In the Ecuadorian educational system, the CEFR levels are used to guide language 
instruction and assess language proficiency. The six levels of the CEFR are A1 (beginner), 
A2 (elementary), B1 (intermediate), B2 (upper-intermediate), C1 (advanced), and C2 
(proficient). These levels describe what a learner can do with the language in terms of 
reading, writing, speaking, and listening (Ministerio de Educaciòn, 2012). 

Table 1 

Global scale according to Common European Framework Reference Levels 

PROFICIENT 
USER 

C2 

“Can understand with ease virtually everything heard or read. Can 
summarize information from different spoken and written sources, 
reconstructing arguments, and accounts in a coherent presentation. Can 
express him/herself spontaneously, very fluently, and precisely, 
differentiating finer shades of meaning even in more complex 
situations”a 

C1 

“Can understand a wide range of demanding, longer texts, and 
recognize implicit meaning. Can express him/herself fluently and 
spontaneously without much obvious searching for expressions. Can 
use language flexibly and effectively for social, academic, and 
professional purposes. Can produce clear, well-structured, detailed text 
on complex subjects, showing controlled use of organizational 
patterns, connectors, and cohesive devices” a 

INDEPENDENT 
USER 

B2 

“Can understand the main ideas of complex text on both concrete and 
abstract topics, including technical discussions in his/her field of 
specialization. Can interact with a degree of fluency and spontaneity 
that makes regular interaction with native speakers quite possible 
without strain for either party. Can produce clear, detailed text on a 
wide range of subjects and explain a viewpoint on a topical issue giving 
the advantages and disadvantages of various options” a 

B1 

“Can understand the main points of clear standard input on familiar 
matters regularly encountered in work, school, leisure, etc. Can deal 
with most situations likely to arise whilst traveling in an area where the 
language is spoken. Can produce simple connected text on a familiar 
topic or of personal interest. Can describe experiences and events, 
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dreams, hopes and ambitions and briefly give reasons and explanations 
for opinions and plans” a 

BASIC 
USER 

A2 

“Can understand sentences and frequently used expressions related to 
areas of most immediate relevance (e.g., basic personal and family 
information, shopping, local geography, employment). Can 
communicate in simple and routine tasks requiring a simple and direct 
exchange of information on familiar and routine matters. Can describe 
in simple terms aspects of his/her background, immediate 
environment, and matters in areas of immediate need” a 

A1 

“Can understand and use familiar everyday expressions and very basic 
phrases aimed at the satisfaction of needs of a concrete type. Can 
introduce him/herself and others and can ask and answer questions 
about personal details such as where he/she lives, people he/she knows, 
and things he/she has. Can interact in a simple way provided the other 
person talks slowly and clearly and is prepared to help” a 

Taken from: aCommon European Framework of Reference for Languages (2014) 

According to the most recent guidelines made by the Ministerio de Educación, third-year 
BGU students must get B1. 1 of the Common European Framework of Reference for 
Languages (CEFR), which specifies that students can handle in most scenarios that may 
happen while traveling to an area where the language is spoken; produce basic, coherent 
texts on topics familiar to them or of personal interest; describe experiences and events, 
thoughts, hopes, and ambitions (Ministerio de Educaciòn, 2012). Additionally, it is required 
that third-year BGU students learn a range of vocabulary that will help in their language 
development. Some of the topics include shopping vocabulary, health vocabulary, hobbies 
vocabulary, and technological vocabulary, among others (Council of Europe, 2014). 

1.4. English skills 

English language skills are specific skills or competencies related to the use of the 
English language. They can include the ability to understand and use the language in 
different contexts and for different purposes. Developing these English skills can open up 
opportunities for cultural exchange and international travel, as English is commonly used as 
a second language around the world. The main English skills are: 

1.4.1. Reading 

Reading skill is the ability to understand written text in English. It involves 
understanding the meaning of words, sentences, and paragraphs, as well as being 
able to identify the main idea and key details in a text. Good reading skills also 
involve being able to infer meaning from context and identify the author's tone and 
purpose. 
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1.4.2. Writing 

Writing skill is the ability to communicate effectively in written English. It involves 
being able to organize thoughts and ideas in a logical and coherent manner, using 
appropriate grammar, vocabulary, and sentence structure. Good writing skills also 
involve being able to adapt language to different audiences, purposes, and situations. 

1.4.3. Listening  

Listening skill is the ability to understand spoken English. It involves being able to 
identify and understand the main idea and key details in spoken language, as well as 
being able to follow the flow of conversation and understand idiomatic expressions. 
Good listening skills also involve being able to adjust to different accents and 
speaking speeds. 

1.4.4. Speaking 

Speaking skill is the ability to communicate effectively in spoken English. It involves 
being able to express oneself clearly and fluently, using appropriate grammar, 
vocabulary, and pronunciation. Good speaking skills also involve being able to adapt 
language to different audiences, purposes, and situations, and being able to engage 
in conversations and discussions. 

1.5. English Sub-skills 

To be completely effective in a language, we must acquire more than just the macro-
skills. We also require strong linguistic sub-skills in order to understand a language 
effectively.  For the main skills of learning and mastering a language, sub-skills provide the 
foundation. It implies that for language learners to succeed as learners and be able to master 
a language, ELT textbook authors must orient them all for the language learners. In other 
words, learning vocabulary, grammar, and pronunciation helps students not only understand 
a language but also make it possible for them to communicate with others (Katawazai & 
Haidari, 2019). Vocabulary will be very important in the development of this study project, 
since developing the linguistic abilities that form the four pillars of the English language 
requires a strong vocabulary foundation (Jose, 2015). 

1.6. Vocabulary 

1.6.1. Definition of Vocabulary 

Along with grammar and pronunciation, vocabulary is one of the language skills that 
students must learn when studying a language. According to Education and Training (2019), 
“vocabulary is an important focus of literacy teaching and refers to the knowledge or words, 
including their structure (morphology), use (grammar), meanings (semantics), and links to 
other words (word/semantic relationships). (“Vocabulary - Department of Education and 
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Training”) Likewise, vocabulary can help the student learn and facilitate the learning process 
in the classroom. Its meaning is to convey something so necessary vocabulary. 

1.6.2. The Importance of Vocabulary for Language Learning 

Learning vocabulary is an important part of English foreign language learning 

since the meaning of new words is often emphasized, whether in the classroom or in 

books. It is crucial to a language learner and is at the heart of language teaching. Schmitt 

(2000) as cited in Arumugam et al. (2020) emphasizes that “lexical knowledge is 

central to communicative competence and the acquisition of a second language”. On 

the other hand, according to Tovar (2016), vocabulary is regarded as a crucial element 

in achieving proficiency in any language-related ability, and it also plays a significant 

role in comprehending both written and spoken language. Therefore, the more 

frequent the exposure to new vocabulary, the more confident learners become in their 

ability to comprehend and interpret unfamiliar words based on context. 

According to Alqahtani (2015), many researchers, including Laufer and Nation 
(1999), Read (2000), and Marison (2008), have recognized the importance of vocabulary 
building for achieving proficiency in a second language, and have found that it significantly 
contributes to the development of coherent spoken and written discourse. Alqahtani also 
notes that in English as a foreign language (EFL) learning, vocabulary plays a critical role 
in all language skills, including speaking, listening, reading, and writing. Moreover, Rivers 
and Nunan (1991), cited by Alqahtani, argue that learning a sufficient vocabulary is essential 
for successful foreign language learning, as even with an understanding of grammar and 
language functions, clear communication is not possible without an extensive vocabulary. 

1.6.3. Types of Vocabulary 

Knowing the definitions of terms is what is meant by vocabulary, as was previously 
stated. That is, words are linked in a complicated system where knowledge of many lexical 
levels is necessary in order to obtain acceptable comprehension in listening or reading or to 
successfully express an idea in speaking and writing. According to Richard and Joana cited 
in Mardianawati (2017), there are three types of vocabulary, and these are: 

a. General vocabulary, consisting of common words that are used every day, 
these words are widely recognized (i.e., home, chair, etc). 
 

b. Special vocabulary, consists of general vocabulary from around the world, 
which acquires specialized meaning when adapted to the particular content 
area. 
 

c. Technical vocabulary, which includes words used only in a specific subject 
area, for example in science or medicine areas. 
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Therefore, according to Marshall (2010) argues that vocabulary is a crucial and 
fundamental component of language proficiency. He further claims that there are four 
different types of vocabulary that learners must master in order to achieve fluency, these 
types are: 

a. Speaking vocabulary 

It is the set of words that a person can use when speaking. It is a very powerful 
type of vocabulary because through it one can influence other people, for 
example, a person giving a speech with a strong speaking vocabulary can 
effectively communicate their ideas and persuade their audience. 

b. Writing Vocabulary 

These are all the words that a person can use when writing. By having a good 
ability to organize words there is the possibility for someone to influence 
many people using their writing. For example, a writer with a wide range of 
vocabulary can create powerful metaphors, use descriptive language to create 
vivid images in the reader's mind, and convey complex ideas with clarity and 
ease. 

c. Listening vocabulary 

These are all the words that a person can recognize through listening, i.e., 
listening to music. Listening plays an important role in overall vocabulary 
growth, as one can find new words from several different sources simply 
through hearing or listening. 

d. Reading Vocabulary 

These are all the words that a person can recognize when reading something. 
This is very important for understanding the content produced by those who 
frequently use the vocabulary of writing. It means that the vocabulary of 
reading and writing have a great correlation, good writing is readable for 
many people. By reading, people can find and learn new words. 
 

From these vocabulary types, it can be concluded that several types of vocabulary 
are always used in daily activities, such as reading, reading, writing, and speaking. 
Vocabulary used in everyday activities ranges from common vocabulary to unknown 
vocabulary. It's important to note that vocabulary is not just a list of words, it's also the ability 
to use them in context, to understand them when they are used by others, and to combine 
them in a meaningful way. 
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1.6.4. The Aspects of Vocabulary 

According to Lado (1972) as cited in Mardianawati (2017), there are several key 
aspects of vocabulary that learners, by mastering these key aspects of vocabulary, can 
improve their overall proficiency in a language and achieve greater fluency. These aspects 
are as follows: 

• Meaning 

The teacher should explain to the students that a word can have more than 
one meaning depending on the context in which it is used. The teacher can 
employ techniques like guided exploration and a dictionary to help students 
learn the meaning. 

• Spelling 

Spelling is essential for vocabulary development because it facilitates reading 
and works as a link between letters and sounds. Different acceptable written 
forms for the same word may exist within the same variety of English due to 
the fact that they belong to different varieties of English, as is the case with 
many British or American terms. 

• Pronunciation 

The way a particular person pronounces language terms is known as their 
pronunciation. Most words only have one pronunciation, but occasionally a 
word will have two or more. Some terms that demonstrate this include 
"present," which has the pronunciations /'preznt/ and /prɪ'znet/, and "read," 
which has the pronunciations /ri: d/ and /red/. Because it is independent of 
word spelling, English pronunciation is challenging to learn. The students 
want to be able to communicate effectively in English with understandable 
pronunciation so that they will not offend their listeners and so that they can 
communicate more easily with them. 

• Word Classes 

Word categories are known as word classes. According to Hatch and Brown 
(1995) cited in Lestari (2015), the division of words into parts of speech is 
based on their functional categories. The learner should practice using certain 
parts of speech with ease, including nouns, verbs, adjectives, adverbs, 
pronouns, prepositions, conjunctions, and interjections. 
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• Word use 

Word use is a crucial component of language proficiency, as it allows learners 
to effectively communicate their thoughts and ideas. However, as Lestari 
(2015) notes, word use can be a complex and nuanced topic that requires 
careful examination in order to truly understand. 

 

1.6.5. Definitions and Brief History of Vocabulary Teaching 

Nation (2013) states that vocabulary knowledge is essential for language learners to 
communicate effectively, comprehend written and spoken texts, and develop reading and 
writing skills. As a result, vocabulary instruction teaches students how to appropriately use 
words in a variety of circumstances in addition to giving them word meanings. Moreover, 
context and repetition are key components of vocabulary instruction. Students should be 
repeatedly exposed to the terms they are learning (Ankucic, 2019) 

On the other hand, the National Reading Panel (2000) cited in Diamond and Gutlohn 
(2013) concluded that explicit vocabulary education is very successful. Students should be 
deliberately taught both particular terms and word-learning techniques in order to 
purposefully build their vocabulary. 

Even though teaching English can be considered as the basis of language teaching, 
during the past few decades, most English language teachers have ignored it. According to 
Amiryousefi and Dastjerdi (2010), there were four main reasons why vocabulary teaching 
was neglected by teachers during the past few decades. 

In the first place, teaching vocabulary seemed less important than teaching grammar. 
Secondly, a specialist in the methodology used to think that teaching grammar should be 
done even before teaching vocabulary as the student tends to make mistakes in sentence 
construction if they know too many words before learning grammar. Thirdly, it was once 
thought that it was impossible to teach vocabulary in a class context because students could 
learn it most effectively through their own experiences. Last but not least, it was challenging 
for the teachers to anticipate and choose which words should be taught at that particular time. 

Due to these reasons, there was no specific teaching strategy or approach for teaching 
vocabulary in the past. When students came upon a new word, they frequently used 
dictionaries or received a brief oral definition from the lecturers (Moore, n.d.). In general, it 
might be claimed that vocabulary instruction simply blended in with the instructional 
strategies that had been employed in teaching English as a second language (Praia, 2007). 
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1.6.6. Methods Used in Vocabulary Teaching 

Since there was no clear teaching method for vocabulary teaching, it was mixed with 
the teaching methods that were invented to teach the English language. Grammar-
Translation Method (GTM), the conventional teaching technique that was regarded as the 
most popular and was consistently employed in teaching English as a foreign language, was 
utilized to teach vocabulary during the late 19th and early 20th century (Jaramillo, 2019). In 
addition to teaching vocabulary with the goal of improving the students' reading and writing 
abilities, this method's primary goal was to help them learn to read, comprehend, and 
translate literature in the target language (Asl, 2015). Today, educators recognize the 
importance of using a variety of techniques to teach vocabulary, including visual and 
auditory tools to support interaction among learners (Brown, 2007 as cited in Andrade, 
Barba, & Bastidas, 2018). Likewise, the use of GTM is so widespread because this method 
requires few specialized skills on the part of teachers because they use their native language, 
so even teachers who are not proficient in English can teach with this method (Brown, 2001, 
cited in Leka, 2012). 

Using this method, the teacher facilitated the student by translating and explaining 
new words directly. Therefore, this method put the teacher as the main actor in the learning 
process and its role was to provide all of the knowledge to the students and controlled each 
of the class activities. On the other hand, the learners’ role was a just and passive actor and 
just receiving the knowledge. Their role was just to memorize the forms and meaning of 
words that both teachers’ instruction and materials thought them. The students might practice 
utilizing the new terms by participating in drills and translation tasks that involved 
translating texts from the chosen language into their native language and texts from their 
native language into the chosen language (Ultraviolet, 2017). In addition, according to 
(Tanago, 2017) 

The learners were also exposed to some patterns in which each word was used. 
Having a chance to see various language patterns and structures helped the learners 
know what patterns each word could be used with. Although the Grammar-
Translation Method was relatively beneficial, it caused the learners some problems 
in using new words they had learned (p.13-14). 

Because the learners were only exposed to a small number of patterns, they 
occasionally were unable to utilize those terms in actual dialogue because those patterns 
were different from what they had seen (Leka, 2012). Consequently, the Grammar-
Translation Method of teaching vocabulary has little success in terms of giving students 
enough opportunities to engage with the chosen language (Mart, 2013). After the Grammar-
Translation Method (GTM), many other teaching methods were developed, for example, the 
“Reading Method” that was developed in the late 1920s. As its name implies, this method 

has the objective of developing the learners’ reading ability. In this way, students had many 

opportunities to develop their intensive and extensive reading skills. In terms of vocabulary 
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instruction, students were exposed to word lists and basic texts and were expected to interpret 
them in their native language. This method was not very different from the grammar-
translation method, as students learned vocabulary deductively (Tanago, 2017). 

After that. In the late 1950s, two methods, a ‘Direct Method’ and an ‘Audiolingual 

Method’ were developed. The Direct Method emphasized thinking and speaking entirely in 
the chosen language in the classroom in order to help students improve their listening and 
speaking abilities. It was thought that the target language could be taught similarly to the 
native tongue. The only vocabulary provided in this method was common vocabulary 
because the emphasis of the teaching was on speaking and listening abilities. The 
Audiolingual Method was similar to the Direct Method in how the focus was on listening 
and speaking skills. The chosen language was taught to the students through oral imitation, 
memorization, and exercises, as suggested by the program's name. There was no explicit 
vocabulary teaching strategy used in this method because it was assumed that exposure to 
the language led to vocabulary development organically (Tanago, 2017). 

In an effort to pay more attention to the development of learners’ communicative 

skills another approach was developed, and it was called Communicative Language 
Teaching (CLT) this approach had the objective of providing communicative competence to 
the learners. The emphasis on meaning and communication in this method encouraged 
children to participate in activities that involve real communication. As a result, the learners' 
communicative skills were encouraged in the classroom through a variety of communicative 
exercises.  

With this method, the professors encouraged their students to use the language rather 
than concentrate on its forms or patterns (Tuan & Doan, 2010). Learners did not need to 
know the forms or structures of the language, as it was more important to know when and 
with whom to use those forms or structures. The students were encouraged to employ the 
words they had learned in actual speech rather than memorizing words and sentences in 
which each word may be used (Seelig, 2012, cited in Tanago, 2017).  

Additionally, students were encouraged to participate in the lessons and activities, 
which allowed them to both teach and be taught by others. Because of this, communication 
and interaction centered on the students. This caused the professors' jobs to alter from being 
the directors of the class to being the facilitators, whose responsibility it was to observe, 
suggest, and assist the students as required rather than to provide them with all the 
information. There are many different teaching techniques available today for teaching 
vocabulary. As a result, it is the responsibility of teachers to choose the most successful 
teaching style or to establish the most appropriate learning environment for the students they 
are teaching.  
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1.6.7. Strategies for Successful Vocabulary Teaching 

Gu and Johnson (1996) as cited in Tanyer and Ozturk (2014) classify second 
language (L2) vocabulary learning mechanisms as metacognitive, cognitive, memory, and 
activation strategies. They explain that selective attention and self-initiative are two types of 
metacognitive methods. Students that use selective attention strategies are aware of the 
words they need to learn in order to understand a text correctly. Students who employ self-
initiation strategies adopt a range of techniques to explain the meaning of vocabulary words.  

Gu and Johnson's taxonomy of cognitive methods includes notetaking, dictionary 
use, and guessing strategies. Students who employ guessing strategies rely on previous 
knowledge and linguistic factors, such as the sentence's grammatical structure, to make 
accurate predictions about a word's meaning. 

Rehearsal and encoding are two categories for memorizing strategies. As examples 
of rehearsal methods, word lists and repetition are given. Word structure, association, image, 
visual, auditory, semantic, and contextual encoding are all examples of encoding techniques. 
The introduction of new words in various situations by learners constitutes one type of 
activation strategy. For instance, students can construct sentences employing the new 
vocabulary they have acquired. The following table provides a summary of all these 
suggested tactics: 

Table 2 

Gu and Johnson's taxonomy strategies 

Strategies 

Metacognative Cognative Memory Activation 

- Selective Attention: 
Identifying essential 
words for 
comprehension. 
 

- Self-initiation: Using 
a variety of means to 
make the meaning of 
words clear 

- Guessing: 
Activating 
background 
knowledge, using 
linguistic items. 

- Use of 
dictionaries. 

- Note-taking. 

- Rehearsal: Word 
lists, repetition, 
etc. 

- Encoding: 
Association 
(imagery, visual, 
auditory, etc.) 

- Using new words 
in different 
contexts 

Note: Jusuf Mustafai (2015) 

In addition, for the purpose of giving English teachers a manual for selecting 
instructional strategies and resources, such as designing contexts for learning vocabulary, 
Nation cited in Tanago (2017) advised that the teachers should center their lesson plans on 
the four strands of meaning-focused input, language-focused instruction, meaning-focused 
output, and frequency development. 
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The first strand involves providing learners with meaning-focused input. The 
teachers in this strand should encourage the students to concentrate on the concepts included 
in the communications they receive while honing their receptive abilities, which include 
reading and listening. The teachers should also encourage the students to practice listening 
to audio tapes or reading graded readers that contain new terms they should acquire in order 
to expand their vocabulary. Since their attention would be automatically diminished if they 
already know some of the content of what they are listening to or reading, teachers should 
avoid choosing listening or reading materials of which the students have prior knowledge. 

The second strand involves giving students language-focused education. Teachers 
should motivate students to concentrate on language aspects such as forms and patterns in 
this strand. As a result of being taught about words and how to apply them at the same time, 
learners may develop their meaning-focused input while learning through this strand. 

Giving the students meaning-focused output is the third thread. This strand is the 
polar opposite of the first since the learners' attention should shift from concepts in messages 
received to messages produced while developing their productive skills: speaking and 
writing. In this strand, teachers should encourage students to employ new words they have 
acquired in unfamiliar situations to improve their knowledge of those terms. This is done to 
guarantee that the students can apply what they have learned in the classroom to real-world 
communication. 

The fourth strand allows students to practice frequency development. Teachers 
should motivate students to work on improving their fluency and accuracy of what they have 
learned in this strand. Teachers should provide students the opportunity to practice new 
terms in a familiar environment. Practicing utilizing words, they have acquired in familiar 
situations might assist students to improve their fluency and accuracy when employing 
words and patterns they have learned. 

These four strands can be thought of as effective vocabulary teaching strategies. 
However, the success of teachers in teaching vocabulary is dependent on many other aspects, 
including how these four strands are applied in the classroom. It's important to note that 
different students may respond better to different strategies, and it's essential to use a variety 
of methods to cater to different learning styles. 

1.7.  Games-Based Learning (GBL) 

1.7.1. Definitions of Game-Based Learning 

Game-based learning is not a new concept in education, and many teachers and 
language teachers may have utilized it in their courses to encourage students to learn not 
only vocabulary, but any other component of the subject's contents, the curriculum, or the 
requirements students must achieve. Pho and Dinscore (2015) stated in an article entitled 
“Game-Based Learning, Tips, and Trends” that: 
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Game-based learning is the application of specific game elements to real 
word situations in order to engage participants. Game-based learning's motivational 
psychology allows students to interact with teaching material in an entertaining and 
dynamic manner. Game-based learning is more than simply making games for 
students to play; it is also about constructing learning activities that may 
progressively introduce concepts and direct users toward a common objective. 
Traditional games may have components like competition, scores, rewards, and 
feedback loops..  

Furthermore, Game-Based Learning (GBL) is defined by Kapp (2014) as a teaching 
technique in which games, both digital and non-digital, are used to teach knowledge and 
skills. Games are employed as tools in this teaching strategy to impart learning information 
to learners of each topic (MZ & SY, 2008). Although this strategy is founded on the use of 
games in teaching, it is intended to be used not only to help learners have more fun while 
learning but also to introduce what the learners need to learn in order to reach the learning 
goals (Pho and Dinscore, 2015, cited in Tanago, 2017). 

It might be claimed that games can be utilized to generate a positive atmosphere and 
learning environment in which the learner's attention is drawn to the activities at the task 
(Whitton, 2012). Not only that, but the obstacles kids face when playing games boost their 
attention and willingness to study since their competitive impulses are stimulated as they are 
challenged to defeat games or fellow players (Mubaslat, 2012). 

Additionally, games may be utilized to improve communication among learners 
since learners are expected to communicate with one another while playing and attempting 
to attain game goals (Zapata & Awad-Aubad, 2007). As a result, Game-Based Learning is 
considered a learner-centered method since learners are more likely to be interested and 
motivated to participate in learning activities (Ghazal & Singh, 2016). 

In conclusion, it is clear that incorporating games in the classroom can make the 
learning process more enjoyable and engaging for students. By doing so, students become 
active participants in their learning, with games providing an opportunity for them to take 
control of their learning experience (Andrade, Barba, & Bastidas, 2018). This approach 
places the learners at the center of the learning process, allowing them to guide their learning 
and take ownership of their progress. By employing games in the classroom, teachers can 
create a dynamic and interactive learning environment that encourages creativity, critical 
thinking, and communication skills among their students. 

1.7.2. Advantages of Game-Based Learning 

Effective English language learning requires a motivating and engaging environment 
that is tailored to students' interests (Guevara-Betancourt, 2015).  That is where Game-Based 
Learning (GBL) comes in as an innovative approach to language learning that can be used 
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to create a motivating and engaging environment for students. As Zin and Yue (2013) 
mention. 

Games can motivate students in learning especially for some ‘boring’ subjects such 

as history. Digital Game is used by educators to support the teaching and learning 
process because students enjoy and have fun learning when they are playing games. 
Students are motivated to continue the game until they win while learning all the 
contents at the end of the game. The motivation of playing computer games is much 
higher as playing is seen as pleasure and not as work. Many game features, such as 
challenge and performance feedback had been found to positively influence 
motivation for learning. (p.1) 

In fact, numerous studies have demonstrated that Game-based learning not only 
improves students' language skills, but also has a significant positive impact on their 
cognitive abilities. As defined by Piaget (1962) as cited in Plass et al. (2015)  

Games become more abstract, symbolic, and social as children mature through 
different developmental stages. One way that play is seen as contributing to 
children’s cognitive development is by activating their schemas in ways that allow 

children to transcend their immediate reality. For example, a child can pretend, or 
“act as if,”. (p.259) 

There are many more advantages that this method offers us, but as mentioned before 
the most important of all is to make the class lessons more fun, so that in this way the students 
feel attracted to participate in the activities and thus improve their learning, all this is 
achieved if the strategies are implemented correctly. It is essential to highlight that the 
learning materials and resources used in the classroom should be designed to support 
meaningful learning and encourage motivation and interest. They should also be structured 
to facilitate monitoring of the teaching-learning process (Guevara-Betancourt, 2015). 

A. List of advantages of GBL strategies 
 

• Engagement: Interactive and fun games can make learning more interesting 
for students, keeping their focus longer and boosting their desire to learn. 

• Active learning: Games frequently motivate students to actively engage in the 
learning process, which can aid in fostering a better comprehension and 
retention of new vocabulary. 

• Collaboration: A lot of games demand teams of players, which can foster 
cooperation and socialization among students. 

• Instant input: Games frequently give students feedback on their performance 
right away, which can enhance their comprehension and retention of new 
vocabulary. 
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• Gamified assessment: Using Game-based learning techniques, vocabulary 
understanding of students can be evaluated in an entertaining and interesting 
manner. 

• Personalization: Game-based learning strategies can be modified to meet the 
requirements and learning preferences of various students, resulting in a more 
customized educational experience. 

• Application in real life: Games that mimic real-world situations can help 
students comprehend how new words are used in everyday contexts. 

• Diverse activities: Games can be used to target a variety of abilities and keep 
learning engaging and dynamic. 

Even though Game-based learning is an effective strategy for learning languages, it 
is crucial to keep in mind that it must be combined with conventional teaching techniques to 
offer a thorough approach to word learning. Games can aid vocabulary learning and 
retention, but they shouldn't take the place of other crucial language learning tasks like 
speaking, reading, and writing. 

1.7.3. The role of Game-Based Learning in English language teaching 

Game-Based Learning is a highly effective and engaging teaching approach that is 
widely used in the classroom for a variety of courses, including English language learning. 
Game-Based Learning, according to Georgiou (2010), may be utilized to teach all four 
fundamental English language skills: listening, speaking, reading, and writing. 

Richards (2008) states that the majority of English language learners learn and 
develop their listening abilities through engaging in listening activities like dictation, close 
listening, and other similar ones. These exercises might bore learners since they are often 
asked to listen to the same items numerous times to verify that they comprehend the 
substance of those resources. Thus, employing games in teaching listening can overcome 
this problem since it prevents learners from becoming bored by giving them the opportunity 
to do activities or convey what they heard rather than simply listening (Rahmawati, 2013). 

Speaking skills are another skill that can be taught and developed through Game-
Based Learning. The traditional ways of teaching speaking include mimicking the instructor, 
memorization of conversation, and more. When the learners have to speak with other people 
in real life, they have some difficulties since what they have studied and memorized is 
sometimes insufficient for real conversation (Richards, n.d., cited in Tanago, 2017). As the 
real conversation is involved, utilizing games to educate speaking is beneficial. Learners 
may practice speaking not just by completing speaking exercises, but also by communicating 
with one another in real-time. As a result, the learners' language fluency improves 
(Sigurðardóttir, 2010; & Tang, n.d). 
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Besides from teaching and developing listening and speaking abilities, Game-Based 
Learning may also be utilized to teach and improve reading skills in students. According to 
Mikulecky (2008), a lot of teachers teach reading by translating and demonstrating to 
students how to apply a range of approaches to a book for improved comprehension. 
Although these strategies are seen to be beneficial, the learners' position in the classroom 
remains passive. Their responsibilities are simply to read and complete the homework 
assigned by the professors. Unsurprisingly, many believe that learning how to improve one's 
reading abilities is tedious (Sinambela, Manik, & Pangaribuan, 2015) 

Reading may be made more enjoyable by using Game-Based Learning to teach it. 
The learners' position in the classroom is no longer passive because reading activities have 
been transformed from an isolated activity to a social activity in which the learners may 
enjoy learning and strengthening their reading abilities alongside others (Ali, Aziz, & 
Majzub, 2011). 

Writing is the fourth and final English language ability that can be learned and 
enhanced through Game-Based Learning. According to Monaghan (2007), students are 
taught to write from sentences to paragraphs by following grammatical rules. Furthermore, 
students are supposed to write only what their professors want them to write. As a result, it 
may explain why people become bored and believe writing is tough. Because of the fun that 
games may provide, teaching writing using games can help to avoid this difficulty. Learners 
can learn to like writing since they have their motives to write and do not need to write 
anything to please the teachers (Sigurðardóttir, 2010). 

1.7.4. The role of Game-Based Learning in English vocabulary teaching 

Furthermore, the majority of teachers who have had experience teaching English 
vocabulary using games agreed that this method is helpful for developing other associated 
abilities in addition to vocabulary knowledge. For example, when the students play a game, 
they frequently talk with their teammates. As a result, their communication and collaboration 
skills were naturally developed because they were intended to assist one another in achieving 
the game's objectives (Yahoui, 2012). 

To teach English vocabulary using Game-Based Learning, new vocabulary may be 
taught in terms of form, meaning, and function. In relation to the four strands of the nation, 
the following paragraphs will explain how new words are taught through Game-based 
learning (Nation I. , Principles Guiding Vocabulary Learning through Extensive Reading. 
Reading in a Foreign Languag, 2015). 

A meaning-focused input, also known as the chance, to observe the material that will 
be taught, is one of the techniques developed by Nation as a way of effective vocabulary 
teaching. As a result of this technique, learners get the possibility to discover new terms. 
Through gameplay, students may see different forms of new words, and how they are 
spelled, and listen to how they are spoken. 
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This technique can also be employed to provide language-focused training, such as 
how grammar rules are applied in different settings. After the learners discover the 
unfamiliar terms, the teacher might urge them to recall those words by demonstrating how 
crucial those words are for the game. In other words, the learners will be provided more 
information about those terms or will be asked to find out more information on their own in 
order to boost their chances of completing the game's goal. By doing so, students not only 
learn more about the unfamiliar words in terms of their meanings, parts of speech, and so 
on, but they also are motivated to memorize them because they are part of a game.  

After learning more about the unfamiliar terms, students are asked to apply their 
knowledge to the game. To do this, it is possible to say that the learners are receiving a 
meaning-focused output, which indicates that they will be able to use the information in a 
real-life context. Because most games require a winner, learners are encouraged to utilize 
what they know to attain the game's objectives. Learners not only have fun in this strand, but 
they also get to practice utilizing unfamiliar terms. 

1.8. Types of Games Used in English Language Teaching 

Nowadays many types of games are used for language teaching. Even though there 
are a lot of choices, linguistic games and communicative games have consistently proven to 
be among the most effective. By combining both types of games, learners can benefit from 
a balanced approach that addresses both the form and function of language. This can lead to 
more meaningful and effective language learning outcomes. 

Linguistic games are the first type. This sort of game is designed to improve the 
learners' linguistic fluency. As a result, it emphasizes evaluating learners' linguistic 
understanding in terms of their ability to use language effectively in various settings, such 
as providing the right antonym. The second kind of game is a communicative game. This 
game differs from the previous one in that it focuses on improving the learners' linguistic 
proficiency. As a result, it emphasizes encouraging learners to employ language for 
interacting and exchanging ideas or information with other learners. (Ayu & Murdibjono, 
n.d.) 

Aside from these two major forms of games, there are other lesser sorts of games that 
are commonly utilized in language courses. Games are categorized according to their 
qualities, or the materials used while playing, such as guessing games, word games, digital 
games, non-digital games, and so on. As a result, practically any sort of game, with suitable 
customization by teachers, may be employed in language training. Non-digital games were 
employed as teaching resources in this study. 

1.8.1. Examples of Games Used for Teaching Vocabulary in a Classroom 

Nowadays, many types of games are used for vocabulary teaching. There are both 
digital and non-digital games that were invented to help students' learning needs, which 
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always change over time, and also to provide the teacher with the necessary tools for their 
implementation in the teaching process. In this study, the researcher emphasizes the 
usefulness of non-digital games exclusively, due to the limited teaching settings and study 
objectives. The following are some non-digital games that may be used to introduce new 
vocabulary in a classroom with numerous students. 

A. Vocabulary Board Game 

In the game for vocabulary acquisition, the teacher prepares a whiteboard, marker, 
eraser, and a list of words to be taught. The class is divided into two groups, A and 
B, and a volunteer from each team draws lots to determine the first playing team. The 
teacher reads the definition of a word, and the first team to guess correctly receives 
one point, while the other team has a chance to steal and receive 0.5 points. If they 
cannot answer, the first team gets another chance to respond. The game continues 
until all definitions are matched to words, with the team with the highest score 
declared the winner. 

B. True or False 

In the vocabulary acquisition game, the teacher prepares PowerPoint slides with 
words to be taught and large signs with "true" or "false." The class is divided into 
two teams, team A and team B, each with two large placards. The teacher displays a 
word and reads its definition, which may not correspond to the word. The students 
listen closely and predict if the definition matches the word, holding up "true" or 
"false" signs. The fastest team to respond correctly gets 1 point. The game continues 
with more words until the last one is displayed, with the team with the highest score 
declared the winner. 

C. Hot ball 

In the "Hot Ball" vocabulary acquisition game, a list of vocabulary words is written 
on a ball or slips of paper and placed in a basket. The students are divided into teams 
and take turns choosing a word, explaining it to the others without using forbidden 
words. The first team to guess correctly gets a point. The game continues until all 
words are used or a time limit is reached. The team with the most points wins. The 
game can be adapted for difficulty by increasing forbidden words or decreasing time 
limit. It is a fun and interactive way to reinforce vocabulary learning in the classroom. 

D. Matchup 

An instructor must create a set of word stripes with words and their explanations 
linked together in order to play this game. First, the teacher splits the class into groups 
(approximately five people per team). The teacher then gives each team a set of word 
stripes. It is the responsibility of each team member to match the terms with their 
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meanings. The team that matches all terms with their definitions the fastest and with 
the fewest errors wins the game. 

E. The whisper Game 

The "Phrase Pass" vocabulary acquisition game involves a teacher saying phrases 
with words to be taught to groups of students. The groups have one volunteer stand 
in front of the classroom and take turns whispering the phrases they heard to the next 
person in line. The last person in line must read the phrases aloud to earn a point for 
their team. The game continues with each team sending a new volunteer to listen to 
new phrases. The team with the highest final score wins. 

F. Word Chain 

"Word Chain" is a vocabulary learning game played in the classroom where a teacher 
divides the class into teams of around 5 people. Each team forms a circle and is 
assigned a different word to learn. Teams work together to determine the definition 
of their assigned word and then take turns repeating the words and definitions of their 
teammates. The teacher checks the accuracy of the definitions and the team with the 
most members who can recall all the words and definitions wins the game. 

G. Vocabulary Pictionary 

"Pictionary" is a game that helps students practice and reinforce new vocabulary 
words. Teams take turns drawing a word from a basket of vocabulary words on slips 
of paper, representing the word through a picture without using any words or letters. 
The other members of the team must guess the vocabulary word. Points are awarded 
for correct guesses. The game continues until all vocabulary words have been used 
or until a predetermined time limit is reached. It's a fun, interactive, and adaptable 
way to reinforce vocabulary learning in the classroom. 

H. The hangman 

"Hangman" is a classic word guessing game that can be used in the classroom to 
reinforce vocabulary learning. It involves drawing gallows and guessing letters of a 
vocabulary word until the word is correctly guessed, or the stick figure is completed. 
The game can be adapted to the needs and abilities of the students and can be made 
more challenging by increasing the length of the words or limiting the number of 
incorrect guesses. It's a fun and engaging way to practice vocabulary. 

I. Wordsearch 

"Wordsearch" is an educational puzzle game that helps students practice and 
reinforce new vocabulary words. The game is played on a grid of letters with hidden 
vocabulary words that need to be found and circled by the students. The game can 
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be adapted to different skill levels by using larger grids, longer words, or increasing 
the number of words to find. "Wordsearch" provides a fun and interactive way for 
students to practice vocabulary and improves their focus and concentration skills as 
they search for hidden words. It is an effective tool for reinforcing vocabulary in an 
enjoyable and educational manner. 

J. Tree or Bob Ross 

This game is a fun and interactive way to reinforce vocabulary in the classroom, 
while promoting teamwork, creativity, and critical thinking. By alternating between 
drawing and guessing, the game keeps students engaged and allows them to practice 
the vocabulary words in a unique and memorable way. The game can be adapted to 
meet the needs and abilities of different students, making it a versatile tool for 
vocabulary acquisition and reinforcement. 

K. Invisible Bridge 

"Invisible Bridge" is a creative and interactive way for students to practice and 
reinforce vocabulary words in the classroom. The game encourages teamwork, 
critical thinking, and communication skills as students work together to guess the 
words based on definitions provided. By providing a fun and engaging environment 
for learning, students are more likely to retain the new vocabulary words they learn 
during the game. The game can also be adapted to suit the needs and abilities of the 
students, making it an excellent tool for vocabulary acquisition for students of all 
levels. 

L. Improvisational Poetry 

Additionally, Improvisational Poetry can also improve students' public speaking and 
teamwork skills as they have to work together to create a cohesive poem. This game 
can also boost their confidence as they take turns in front of the class and express 
themselves creatively. Overall, Improvisational Poetry is a fun and interactive way 
for students to practice and reinforce vocabulary words in the classroom. 
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CHAPTER II: METHODOLOGY 

This chapter provides a summary of the research study. In other words, it gives 
information on the various research methods that were used to address the research question. 
This chapter presents the data collection techniques, research tools, study site, and overall 
number of participants. 

2.1. Type of research 

This research employs a mixed methods approach in order to gather data 
simultaneously from authorities, teachers and students at Teodoro Gómez de la Torre High 
School. A mixed-methods approach is an independent study methodology. A mixed-
methods research design, according to Creswell and Plano Clark (2011), cited in Dawadi et 
al (2021), is a research design with its own philosophical presumptions and methods of 
inquiry. It uses philosophical presumptions as a methodology to give instructions for the 
gathering and analysis of data from various sources in a single study.   

In other words, the researcher gathers or analyze narrative data, which is common 
for quantitative research, as well as numerical data, which is typical for qualitative research, 
in order to answer the research question(s) specified for a specific research study (William, 
2007). A qualitative method in this study will be useful to know about the opinion of one 
teacher from the high school about Game-based learning, on the other hand, the quantitative 
methods will provide information such as most played games and skills developed according 
to the students. Furthermore, the descriptive research method will be used in this study 
because it is about analyzing the way in which Game-based learning helps English 
vocabulary learning. 

Calderon (2006), defined descriptive research as a purposive process of gathering, 
analyzing, classifying, and tabulating data about prevailing conditions, practices, 
processes, trends, and cause-effect relationships and then making adequate and 
accurate interpretation of such data with or without or sometimes minimal aid of 
statistical methods. Also, this method ascertains prevailing conditions of facts in a 
group under study that gives either qualitative or quantitative, or both, descriptions 
of the general characteristics of the group as results (Rillo & Alieto, 2018) 

By implementing Game-based learning in English vocabulary teaching in the 
classroom, the researcher can gather valuable information about the effectiveness of this 
approach. Through observation and analysis, the researcher can gather data on student 
engagement, motivation, and learning outcomes. 

2.2. Methods 

This research was based on the use of three methods that contributed to carrying out 
the project. These methods are the deductive, the inductive and analytic, which are 
described below: 
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• Inductive method 

“In making use of the inductive research approach, the researcher begins with 
specific observations and measures, and then moves to detect themes and patterns in the 
data” (Soiferman K. , 2010). (“What is an example of inductive research? – 
Ventolaphotography.com”) This method is applied in the theoretical framework to create the 
basis for the proposal. In this case, based on this method, it becomes easier to define the 
theories for the organization of the information, objectives, and activities of the proposal. 

• Deductive method 

Creswell and Plano Clark (2007) as cited in Soiferman (2010) stated that the 
deductive researcher “works from the ‘top down’, from a theory to hypotheses to data to add 

to or contradict the theory”. As a result, this method is connected to the planning and research 
that were used to develop the context and define the methodologies. 

• Analytic method 

Finally, the analytic method helps researchers to synthesize all the data in a written 
product, to synthesize the collected information, tables, charts, and graphics are useful 
(Posso, 2011). Therefore, this method will be used to analyze the results of the surveys and 
interviews in order to form an appropriate guide organization.  

2.3. Techniques and research instruments  

As Hernandez (2014) mentions, there are different types of instruments for 
measuring the variables of interest. In some cases, these techniques can be combined 
according to the interest of the researcher. Therefore, for this study, the author has chosen 
two tools as the system to collect information from the participants. 

The first instrument the author will use is an interview. This instrument was chosen 
because it is useful to collect qualitative data and the opinion that the English teachers have 
about the use of Game-based learning strategies in the classroom. The second instrument is 
a questionary that will help the researcher to know what students think about English 
vocabulary learning. 

• Survey 

This technique allows the researcher to recruit participants and collect data. The 
survey is defined as "the collection of information from a sample of individuals through their 
responses to questions" (Check & Schutt, 2012). With the survey, it will be collected 
quantitative data and it will be applied to the students. 
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• Interview 

To gather information about a subject, this qualitative research tool is necessary. In 
this instance, the interview will be conducted in English. This will help us to have a better 
understanding of the issue. On the other hand, it gives the researcher the chance to investigate 
the beliefs, life stories, and actions of other class members. Because it helps to focus on the 
primary phenomenon, the interview will be structured. 

2.4. Research question 

• Why is it important to have a good English vocabulary?  

• What factors impact the development of English vocabulary? 

• How can Game-based learning strategies help students improve their speaking skills?  

2.4. Study site 

 Gómez de la Torre High School was chosen for this research. AMIE code: 10H00118. 
It is located in the parish of San Francisco de Ibarra, addressed on av. Teodoro Gomez 3-
101 and Pedro Vicente Maldonado streets, belonging to the Ibarra canton, in the province of 
Imbabura in Ecuador. Furthermore, the school has two periods of instruction for the 
beginning level, Basic Education and Baccalaureate, and is a public institution. 

Figure 1 

Teodoro Gomez de la Torre High school’s google maps 

 

 

 

 

 

 

 

 

Note: Google Maps of Teodoro Gomez de la Torre school. Retrieved February 11, 2023, from 
https://goo.gl/maps/fWz6g2rZ8acPx26x7 

2.5. Population and sampling 

This research will be carried out with the help of senior students, English teachers, and 
authorities of the Teodoro Gómez High School. For this research, a large sample will be 
employed. This is due to the fact that there will be ten classrooms, each having an average 
of 40 students. Taking into account the number of courses mentioned before, there are 372 

https://goo.gl/maps/fWz6g2rZ8acPx26x7
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students overall. However, because this research involves more than 100 students, the 
sample size selected by the probabilistic formula will be only 190. Therefore, 19 students 
from each parallel were randomly chosen to participate in the surveys. 

Sampling: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

2.6. Procedure 

In order to develop this project, the researcher used the theoretical foundation of all 
the topics as a basis. The first step was developing the research instruments, which included 
the survey and interviews (see annex 1). The instrument's questions were developed based 
on the proposed goals, with the knowledge that all of this information will be used to develop 
the final proposal, these questions focused on the English curriculum, learning methods, and 
educational materials for improving vocabulary acquisition. Following that, an English 
teacher approved and validated the research Instruments (see annex 2). Second, permission 
from the Universidad Técnica del Norte was requested in order to get in touch with the 
Teodoro Gómez de la Torre school's rector and conduct the research project there (see annex 
3). After the rector approved the request, the researcher and the rector scheduled a particular 
day to interview English teachers and senior students. 

n= 
Z2 ∙ p ∙ q ∙ N

e2 (N - 1) + Z2 ∙ p ∙ q 
 

n= 
(1.96)2 ∙ 0.5 ∙ 0.5 ∙ 372

(0.05)2 (372 - 1) + (1.96)2 ∙ 0.5 ∙ 0.5 
 

n= 
3.84 ∙ 0.5 ∙ 0.5 ∙ 372

 (0.05)2 (371) + 3.84 ∙ 0.5 ∙ 0.5 
 

n= 
357.12

0.92 + 0.96 
 

n= 
357.12

0.92 + 0.96 
 

n= 
357.12

1.88 
 

n= 190 students 

Z = Nivel de confianza (95%)  

N= Known population (372) 

p= 0.5 

q= 0.5  

e= 0.05 

n= Size of the sample we 
want to know. 
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Consequently, the researcher went to the Teodoro Gómez de la Torre High School 
to apply the instruments in person. Before conducting the interviews with the vice principal, 
English coordinator, and English teachers, as well as the survey with the senior students, the 
researcher gave a letter of consent informing them of the goal of the research (see annex 4). 
The data collection process started with an interview with the vice principal of High school. 
It took about ten minutes. The interview with the English area coordinator took place in 
fifteen minutes, and with the English teachers took about ten minutes. In order to gather 
accurate data, the surveys were then given to the senior students. Moreover, the researcher 
explained each question so that students may ask if something wasn't clear to them, leading 
to accurate survey findings. It is important to mention that each course's teacher was present 
when the survey was applied. 

Finally, after applying the research instruments, the interview and the survey, the 
relevant analysis and discussion were carried out, for the interview the qualitative method 
was used, while for the survey analysis the quantitative method was employed; all the 
information was necessary to create the proposal. These data are provided in the following 
chapter.  
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CHAPTER III: RESULTS AND DISCUSSION 

The outcomes of the data analysis and a discussion of the final findings will be given 
in this chapter. For this project, four interviews and a survey were used. To find out his 
thoughts on how senior students are taught and acquire English, an interview with the vice 
principal of the institution was conducted. An interview with the English area coordinator to 
get her perspective on how language teaching performs in the classroom. An interview was 
also conducted with senior high school English teachers to learn about their perspectives on 
teaching English vocabulary in the classroom. In order to learn more about how high school 
seniors felt about using games to acquire and enhance their English vocabulary, a survey of 
them was also conducted. Moreover, this chapter shows charts and the respective 
interpretation of the results. 

3.1. Vice principal’s Interview Translated into English 

1. Question 1: From the second year of primary education to the third year of high 
school, English is a compulsory subject in all institutions in the country, which 
means that according to data from the Ministry of Education (2017) at the end 
of the third year Bachelorette, students must meet the requirements of the 
Common Frame of Reference at foreign language level B1. This means that 
students must communicate in English using an adequate vocabulary and a 
certain level of fluency. Do you think that the students of the institution achieve 
the standards established by the Ministry of Education by complying with this 
regulation? 

According to the vice-principal, although the teaching process has improved, we 
cannot state that it is in conformity with the standards set by the ministry of education 
due to the fact that many students do not achieve a level of B1 in English according to 
the Common European Framework of Reference for Languages (CEFRL), which was 
established by the Ministerio de Educación (2014) and is "to ensure high-school 24 
graduates reach minimum B1 language proficiency according to CEFRL" (p.9). 
Furthermore, the vice-principal emphasizes that one of the primary obstacles that now 
exists is the decreasing time burden, which causes students to not fully complete their 
learning. 

2. Question 2: In your opinion, does the institution have the resources and 
innovative materials necessary to implement and develop the English language 
curriculum established by the Ministry of Education? 

This question focused on the resources that the institution has for the adequate 
development of English classes, at this point the vice-principal points out that the 
institution does not have the necessary resources for the classes of any subject, since 
although there are laboratories for English there are some deficiencies in the operating 
systems. He mentions that the way in which the classes are developed is with only 
markers and a blackboard, which is not very beneficial for both students and graduates. 
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3. Question 3: From your point of view, what do you think are the biggest 
difficulties in implementing the English curriculum in the third year of high 
school? Why? 

The third question is about the factors that limit the teaching and learning process; in 
this question, the vice principal remarks that one of the factors is the teachers because 
there are teachers with different levels, which causes some of them to really work in 
depth in their classes, while others are unable to reach that level, emphasizing that at this 
point, it is necessary that teachers have a basic level with which to help students develop 
their skills. The institution's infrastructure is another significant aspect because teachers 
are required to provide their own materials due to a lack of resources. 

4. Question 4: Do you know if research processes related to Game-based learning 
to improve English vocabulary have been previously implemented at the 
Teodoro Gómez de la Torre Educational Unit? 

In response to this question focused on the conduct of any similar research at the 
institution, the vice-principal comments that in his years working at the institution he has 
not heard of any similar study developed at the institution. 

5. Question 5: Would you be willing to allow and encourage English teachers at 
your institution to implement a guide that includes didactic activities to improve 
students' vocabulary learning? 

The last question focuses on the possibility of allowing teachers to employ a 
handbook with Game-based learning strategies to improve vocabulary in senior students. 
The answer was positive because it seems to be a truly innovative concept, emphasizing 
the importance of consistency in the teachers' classes to produce excellent outcomes. 

3.1.1. Vice principal’s interview summary 

The vice principal's perspective on English vocabulary instruction and learning was 
discussed in the interview. Although the teaching method has improved, the vice principal 
states that students still fall short of the requirements established by the Ministry of 
Education for an English B1 level in accordance with the Common European Framework of 
Reference for Languages (CEFRL). This is due to a reduction in the time of classes for 
students as well as a lack of resources and innovative materials in the school. The vice-
principal also notes that one of the most difficult aspects of implementing the English 
curriculum is the difference in English proficiency among teachers, as well as the 
institution's lack of resources and infrastructure. The vice principal acknowledged that he 
had not heard of any research projects involving Game-based vocabulary learning in the 
institution, but he did express his willingness to permit and encourage English teachers to 
use such a resource to help students learn vocabulary. 
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3.1.2. Vice principal’s interview discussion 

In the interview, the vice-principal expressed concerns about the difficulties in 
successfully teaching English vocabulary, pointing to a lack of resources, differences in 
teachers' English proficiency, and a reduction in the time of classes for the students as 
contributing factors. In order to effectively teach vocabulary, Nuriyya (2018) emphasizes 
the value of the proper resources and tools. She claims that by using authentic materials that 
students interact with in the outside world and real-world, they become engaged in using 
real language. Moreover, Swan discusses the difficulties that teachers may encounter when 
their own proficiency level is not significantly higher than that of their students, stating that 
"teachers' own English can sometimes be an obstacle to effective teaching" (Swan & Smith, 
2010) Harmer, on the other hand, emphasizes the effectiveness of Game-based learning for 
teaching vocabulary, a technique that the vice-principal has expressed an interest in 
exploring. He says that since games foster a positive learning environment where students 
are motivated to practice and retain new words, they are "highly successful for teaching 
vocabulary" (Harmer, 2015). These perspectives indicate that the challenges of English 
vocabulary teaching are complex and require creative solutions that take into consideration 
a variety of factors, extending from teacher proficiency to access to resources and innovative 
teaching methods. 

3.2. English area coordinator’s interview analysis 

This part will be described the data collected from the English area coordinator’s 

interview. 

1. Question 1: The Ecuadorian Ministry of Education (2017) states that students 
must have a B1 from CEFR by the end of their senior year. In your experience, 
do you consider that this objective can be achieved? Explain. 

Regarding this question, which focuses on the level of English that students should 
reach at the end of the school year, the coordinator of the English area states that it would be 
achieved, but it depends on some factors, such as the Ministry of Education, which is 
responsible for providing adequate training to teachers, so that in this way teachers know 
how to manage in the classroom in the development of their class since as mentioned by the 
area coordinator, this process should be given thanks to the students and the teacher from 
the beginning to the end of the class. 

2. Question 2: In your experience, does the institution have the necessary 
resources for the adequate development of English classes? 

This question was related to the resources that the institution has for the adequate 
development of English classes. In response to this question, the English area coordinator 
mentioned that the institution doesn’t count with the necessary resources for the correct 

development of the classes, since in some classrooms there are a large number of students, 
and the facilities are not enough for them. 
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3. Question 3: In your opinion, which of the four language skills—listening, 
speaking, reading, and writing—have you found to be the most challenging to 
teach and learn in EFL (English as a Foreign Language) lessons? Explain. 

In response to this question focused on the four English skills, the teacher area 
coordinator stated that in her opinion the four English skills are not easy to develop in the 
students, but from her point of view students tend to have problems with speaking because 
students sometimes are a little shy to talk and to express their ideas, so she thinks that could 
be the most difficult skill to teach. 

4. Question 4: From your perspective, how important is it that students learn 
vocabulary to achieve the established standards in the curriculum? Explain it. 

This question focuses on the importance of learning vocabulary, the coordinator of 
the English area states that in her opinion this is important, but not the most important thing. 
There are other factors that will help students express themselves and perform better in the 
language, which are cohesion and coherence. 

5. Question 5: From your point of view, what factors do you consider could make 
it difficult for senior students to acquire English vocabulary? 

In response to this question, the area coordinator comments that when students are 
learning a new word it is important that they know this word in different contexts and not 
only in one because the more we use this word the easier it is for them to learn. The English 
coordinator adds that the students can now use different technological tools to have a better 
understanding of the words. 

6. Question 6: According to your experience, do you consider that the use of 
games contributes positively to the learning of English? 

Regarding this question, the English area coordinator remarks that this tool would be 
of great help, but it is dependent on many factors, one being the teacher, who is from the 
start of the game sets out the rules correctly, the activity will develop achieving the desired 
results, another factor that may be negative to this strategy is the number of students, if the 
teacher cannot manage a large classroom, it would be impossible to implement games in the 
classroom. 

7. Question 7: Would you be willing to use a guide that includes Game-based 
learning strategies to improve your students' English vocabulary acquisition? 

The coordinator provided a positive reaction to this question, stating that it would be 
an interesting tool to use in English classrooms since it would help students learn in 
interesting ways. She also emphasized the fact that, as is well-known, not all students learn 
in the same way, and that by applying these strategies, all students would be fully engaged 
in the activities. 

3.2.1. English area coordinator’s interview summary 

During the discussion, a number of topics relating to the institution's EFL teaching 
were addressed. According to the English area coordinator, the Ministry of Education's target 
for students to have a B1 level of English by the end of their senior year is achievable, but it 
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depends on teachers who have received adequate training and who have access to sufficient 
classroom materials. The coordinator stated that learning vocabulary is essential, but not the 
most crucial element in the development of language, and that speaking is the hardest skill 
to teach. She also talked about the use of games in the classroom, saying that if the teacher 
understands how to control the class and establish the rules properly, they can be a useful 
tool. The coordinator indicated that she would be open to using a manual that encourages 
Game-based learning strategies to help students learn vocabulary. 

3.2.2. English area coordinator’s interview discussion 

In this interview, the English coordinator addressed a range of topics related to 
teaching English as a foreign language (EFL), such as the value of sufficient teacher training, 
classroom supplies, and the difficulties of teaching English skills. According to experts like 
Heng, it's critical to implement a teaching strategy that concentrates on communicative 
competence and the integration of skills if students are to meet the Ministry of Education's 
target of a B1 level of English by the end of their senior year (2014). The coordinator also 
emphasized the difficulties of teaching English language proficiency and the significance of 
vocabulary development in EFL classes. These ideas are in line with those of other EFL 
teaching authorities, such as Jeremy Harmer (2015) and Penny Ur (2012), who have 
highlighted the value of communicative skill development and the use of a variety of 
vocabulary teaching strategies. The coordinator also stressed the value of using games in the 
classroom to aid language learning, which is consistent with Paul Nation and Scott 
Thornbury's viewpoints (as cited in Lee, 2021). These viewpoints imply that effective EFL 
instruction needs a comprehensive strategy that emphasizes the value of communicative 
competence, vocabulary acquisition, and engaging teaching methods, backed by adequate 
teacher preparation and classroom resources. 

 

3.3. English teachers’ interview analysis 

The information gathered from the interviews with English teachers will be 
described in this section.  

1. In your opinion, which of the four language skills—listening, speaking, 
reading, and writing—have you found to be the most challenging to teach and 
learn in EFL (English as a Foreign Language) lessons? Explain. 

Teacher A 

Vocabulary, in my opinion, is crucial to the growth of a variety of abilities, including 
speaking, listening, reading, and writing. I think that by reading, listening, and asking 
questions, students can develop a broad range of vocabulary that will help them 
comprehend the activities better and give them more words to use in their writing. 
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Teacher B 

Getting students to develop their listening and reading abilities is one of the most difficult 
aspects of teaching English, according to teacher b. They have reading issues and 
frequently find it difficult to comprehend the tasks and what is anticipated of them when 
given reading assignments. 

Interpretation 

Both teachers think that vocabulary is essential in the development of language skills, 
with a focus on speaking, listening, reading, and writing. Teacher A believes that helping 
students learn new words will help them comprehend their coursework and develop their 
writing abilities. Teacher B, on the other hand, observes that it is difficult to get students 
to improve their listening and reading skills and that they have trouble comprehending 
the tasks and requirements of reading assignments. Overall, both educators place a strong 
emphasis on the value of vocabulary in language development and acknowledge the 
difficulties in enhancing hearing and reading abilities. 

2. In your experience, does the institution have the necessary resources for the 
adequate development of English classes? 

Teacher A  

Books are an essential resource for the development of language skills, according to 
Teacher A, and they contain vocabulary resources. Additionally, they value the internet 
as a resource because it allows them to obtain additional materials. 

Teacher B 

The public school lacks some of the amenities available to private institutions. The 
speaker thinks that in order to get around this, more effort needs to be put into getting 
tools like a record player, speaker, projector, etc. to improve their teaching materials. 

Interpretation 

Teacher A emphasizes the value of books and the internet as tools for expanding 
vocabulary and improving language skills. She sees books as an essential tool for helping 
students learn and expand their vocabulary, and She sees the internet as a great place to 
find extra resources. Teacher B, on the other hand, is aware of the shortcomings of the 
public institution they work for and the absence of amenities in comparison to private 
institutions. He feels that in order to get around this, they must put forth more effort in 
order to acquire tools like audio-visual equipment to improve their teaching materials. 
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3. In your experience, what are the problems senior students have in learning 
English vocabulary? 

Teacher A 

I think it's challenging to get students to memorize vocabulary terms. But as a teacher, I 
think it's crucial to introduce students to a variety of words and to give them experience 
using those words in speaking activities and sentences. Memorization is not, in my 
opinion, the most crucial component of language development. 

Teacher B 

Reading is frequently not a hobby for students, which can hinder language growth. I 
think it's critically to discuss vocabulary with students, teach them a variety of words, 
and encourage them to practice using the words in phrases, quick dialogs, and paragraphs 
in order to address this. This will help them to improve their vocabulary and organize 
their thoughts in English. 

Interpretation 

The opinions of the two teachers on vocabulary development vary. Teacher A thinks it's 
crucial to introduce students to a variety of vocabulary words and give them experience 
using those words in speaking activities and sentences. she disagree that memorizing 
words is the most crucial component of learning new language. Teacher B, on the other 
hand, thinks it's critically to emphasize the value of vocabulary by engaging students in 
conversation, teaching them a variety of terms, and encouraging them to practice using 
the words in phrases, quick dialogs, and paragraphs. This will assist students in 
expanding their lexicon and structuring their English-language ideas. 

4. Do you think that for the adequate development of the main skills (speaking, 
reading, writing, and listening) it is necessary to focus on the development of 
subskills such as vocabulary? 

Teacher A 

All aspects of English language proficiency should receive sufficient consideration. I 
think vocabulary development is especially crucial, and I think language instruction 
should similarly emphasize all skills and subskills. 

Teacher B 

For successful communication, having a strong vocabulary is crucial. I believe it is 
challenging to organize thoughts and express ideas clearly without a strong vocabulary. 
To be able to communicate with others successfully, a strong vocabulary is required. 

Interpretation 
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Both instructors agree that building a vocabulary is crucial for mastering English. All 
language skills, in the opinion of Teacher A, should be appreciated, but vocabulary in 
particular needs to be emphasized. The importance of having a strong vocabulary for 
successful communication is emphasized by Teacher B. 

5. What strategies do you usually apply to develop senior students’ vocabulary 

sub-skills in your classes? (Cognitive strategies, memory strategies, Game-
based learning strategies, Visual strategies) 

Teacher A 

Students learned vocabulary through interdisciplinary tasks. They used a variety of 
techniques, including games, exercises in sentence building, and speaking practice, to 
help the students in memorizing new words. Additionally, to assist students in 
connecting the new vocabulary terms with their meanings, visual aids like pictures and 
sentences were used. 

Teacher B 

I think that adding gamification and memory techniques to the English language classes 
can improve students' vocabulary levels and enthusiasm for the material. To help 
students in improved word and meaning retention, the teacher provides a variety of 
vocabulary through projects and interactive activities. I think involving students more 
actively in English lessons can increase their interest in the subject and their general 
language proficiency. 

Interpretation 

The importance of vocabulary acquisition and the use of interdisciplinary projects, 
memory techniques, and gamification to enhance vocabulary appear to be shared beliefs 
between the two teachers. In order to maintain students' interest in learning the English 
language, both teachers focus heavily on developing engaging and interactive lessons. 
Additionally, they both think it's critically to include speaking activities and visual aids 
to help students connect words to their meanings. 

6. What do you think about employing games in the teaching-learning process in 
the classroom? do you believe that it will help students in the learning 
English vocabulary process? 

Teacher A 

In general, it's crucial to include activities in the process of learning English. The use of 
games can increase students' involvement and interest in language learning while 
accounting for the boredom of traditional teaching methods. I believe that games can be 
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customized to the preferences and interests of the students and can enhance their 
enjoyment of and retention of English lessons. 

Teacher B 

Students will be more engaged and interested in learning the language if English lessons 
are made more interesting and incorporate memory techniques like games. Boredom will 
be less of an issue as a result, and learning will become more engaging and pleasurable. 
In order to improve the effectiveness of the learning process, I want to emphasize the 
significance of taking students' interests and motivations into account. 

Interpretation 

Incorporating games into the English language learning process appears to be essential 
for boosting student engagement and interest, according to both teachers. They both 
stress how crucial it is to make English lessons more engaging and fun for students, and 
they both think that adding games can help. While Teacher B emphasizes the importance 
of taking into account students' motivations and interests, Teacher A focuses on the 
significance of customizing games to students' interests and habits. Both instructors 
agree that varying the content of English lessons and including memory aids like games 
can help students get over their boredom and advance their language proficiency. 

7. Would you be willing to apply Game-based learning strategies in English 
classes to improve your students' vocabulary? 

Teacher A 

It's crucial for teachers to constantly search for fresh materials and teaching methods to 
use with their students. This is more than just sticking to the syllabus that the Ministry 
of Education provides. To make studying more interesting and enjoyable for the students, 
teachers should take the initiative to research and implement new strategies, such as 
games and activities. Students will have a better chance of successfully developing their 
skills and sub-skills, such as vocabulary, by doing this. 

Teacher B 

 I think it's crucial and beneficial for students to include games in their study of the 
English language. Young teachers are in a new environment where learning English can 
take place in various ways, and I believe that incorporating games into the school 
environment will improve students' language acquisition. Additionally, I think that a 
teacher's job is to go above and beyond what the ministry of education does, and that 
they should look into new tools and strategies to enhance their instruction for the benefit 
of their students. 

Interpretation 
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The benefit of including games and fresh tools in the English language learning process 
is acknowledged by both Teachers A and B. Both argue that the use of games and 
activities can boost students' engagement and interest in language learning while 
decreasing the boredom of traditional instructional strategies. In order to increase student 
engagement and enjoyment in the learning process, they also think that teachers should 
take the initiative to look into and implement innovative methods. Both instructors 
believe that a teacher's responsibility extends beyond simply enforcing the curriculum 
and includes taking the initiative to progress students' learning. 

3.3.1. English teachers’ interview summary 

The two teachers have opposing perspectives on the difficulties and significance of 
vocabulary acquisition in English as a Foreign Language (EFL) lessons. Teacher A considers 
books and the internet to be significant tools and views the acquisition of vocabulary as being 
essential for the development of a variety of skills, including speaking, listening, reading, 
and writing. Teacher B is aware of the limitations imposed on them by the public institution 
in which they are employed and the demand for more resources to improve their teaching 
materials. While they both agree that vocabulary is crucial for clear communication, they 
disagree on the best method to improve one's vocabulary. While Teacher B stresses the use 
of memory techniques and gamification in their lessons, Teacher A places a greater emphasis 
on interdisciplinary projects, games, sentence construction, and speaking exercises. 

3.3.2. English teachers’ interview discussion 

There are some similarities and differences between the two teachers' perspectives 
on the difficulties and significance of vocabulary acquisition in English as a Foreign 
Language (EFL) lessons and the results of recent research. Teacher A emphasizes the value 
of resources like books and the internet and sees the development of vocabulary as a basic 
component of learning different skills like speaking, listening, reading, and writing. This 
perspective is consistent with research findings that stress the value of clearly and 
methodically teaching vocabulary as well as the significance of reading and language 
exposure as essential elements of vocabulary development (Nation, 2013; Webb & Nation, 
2017). 

On the other hand, Teacher B recognizes the limitations of the public institution 
where they work and the need for additional resources to improve their teaching materials. 
This perspective is accurate in many educational contexts, where a lack of infrastructure and 
resources makes it difficult to teach languages effectively (González Fernández & Murillo 
López, 2020). Additionally, Teacher B's focus on gamification and the use of memory 
techniques in their lessons is consistent with current research that emphasizes the benefits of 
memory and games for boosting vocabulary acquisition (Khezrlou & Ellis, 2019; Mokhtar, 
Jusoff, & Mohamad, 2019). 
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Both teachers agree on the importance of vocabulary in successful communication, 
which is consistent with research results that show the importance of vocabulary in language 
proficiency (Schmitt, Jiang, & Grabe, 2011). However, their opinions on the best method to 
improve your vocabulary are different. While Teacher B prioritizes the use of memory 
techniques and gamification in their lessons, Teacher A places a greater emphasis on 
interdisciplinary projects, games, sentence construction, and speaking exercises. The use of 
games and interdisciplinary projects can effectively promote vocabulary development, 
according to current research (Cervetti, Pardales, Damico, & Pearson, 2018). Memory 
techniques and gamification have also been shown to improve vocabulary learning 
(Khezrlou & Ellis, 2019; Mokhtar, Jusoff, & Mohamad, 2019).  

3.4. Students’ survey 

Figure 2. Question 1 

 

Note: Researcher elaboration.  

Regarding the first question about the necessity of English language learning for the future 
of the students, most of the participants stated that the development of English language is 
a fundamental part of their life. For most of them, developing the language is essential. 
however, there is a small minority who mentioned that English language learning is not 
fundamental to their future lives. 

 

 

 

Figure 3. Question 2 

Yes
91%

No
9%

DO YOU THINK THAT LEARNING ENGLISH IS NECESSARY FOR YOUR FURTHER
EDUCATION?

Yes No



51 
 

 

Note: Researcher elaboration.  

The second question asks about the skill that students have found most difficult to learn. A 
good number of students commented that listening was the most difficult skill to learn, 
followed by speaking with only 2% less, followed by reading, and the last one that students 
found not so difficult was writing. 

Figure 4. Question 3 

 

Note: Researcher elaboration.  

The question was related to the students' experience in learning English. As Figure 
3 reveals, 79% indicated that they have found it difficult to learn English, while 21% 
mentioned that they have had no difficulties in learning the language. 

40%

13%
9%

38%

IN YOUR OPINION, WHICH OF THE FOUR LANGUAGE SKILLS—LISTENING, SPEAKING, 
READING, AND WRITING—HAVE YOU FOUND TO BE THE MOST CHALLENGING TO LEARN? 

Listening

Reading

Writing

Speaking

79%

21%

FROM YOUR EXPERIENCE, DO YOU FIND IT DIFFICULT TO LEARN NEW 
VOCABULARY IN ENGLISH?

Yes No



52 
 

 

Figure 5. Question 4 

 

Note: Researcher elaboration.  

As for question four, which refers to the factors that the students have when 
learning English vocabulary, as can be seen in Figure 4, 50.5% of the students indicate that 
the complexity of the words is the factor that hinders their learning, on the other hand, 
21.6% indicate lack of interest as a factor, followed by lack of motivation with 21.1%, and 
with less than 15% are lack of time and limitations of the sources of information about new 
words. 

 

Figure 6. Question 5

 

Note: Researcher elaboration.  

4
0

1
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6

9
6

9

L A C K  O F  M O T I V A T I O N T H E  L I M I T A T I O N S  O F  
S O U R C E S  O F  

I N F O R M A T I O N  A B O U T  
W O R D S .

L A C K  O F  T I M E T H E  C O M P L E X I T Y  O F  
W O R D  K N O W L E D G E .

N O N E

R E G A R D I N G  Q U E S T I O N  4 ,  W H Y  D O  Y O U  C O N S I D E R  T H A T  Y O U  H A V E  
T R O U B L E  D E V E L O P I N G  V O C A B U L A R Y ?

62%
19%

14%

5%

Which of the following strategies does your teacher use in the classroom to develop your 
English vocabulary? 

Cognitive strategies: repetition, translation.

Memory strategies: word association

Game-based learning strategies.

Visual strategies: flashcards
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As Figure 5 reveals, 62.1% indicated that the strategies used by the teacher in the 
classroom are cognitive, i.e., repetition and memorization activities; 18.9% indicated that 
memory strategies are used by teachers, 14.2% indicated that they use Game-based 
learning strategies, and the last 4.7% indicated that they use visual strategies. 

 

Figure 7.  Question 6 

 

Note: Researcher elaboration.  

In relation to question 6, which asked about what strategies they would like teachers to use 
in class, 66.3% of the students would like teachers to use Game-based learning strategies, 
while 13.2% of the students mentioned that they would like cognitive strategies, 11.6% of 
the students would like teachers to use memory strategies, and finally 8.9% of the students 
mentioned that they would like teachers to implement visual strategies, such as flashcards. 

 

Figure 8. Question 7 

66%

9%

13%

12%

WHICH OF THE FOLLOWING STRATEGIES WOULD YOU LIKE YOUR TEACHER TO
USE IN THE CLASSROOM TO DEVELOP YOUR ENGLISH VOCABULARY?

Game-based learning strategies. Visual strategies: flash cards.

Cognitive strategies: repetition, translation. Memory strategies: word association
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Note: Researcher elaboration.  

 

In this question, students responded about the use of games as a strategy to help English 
vocabulary improvement. As indicated in Figure 7, only 3.2 % of the students said that 
they would not like to implement games as a strategy in classes, while a high percentage of 
the students, 96.8 %, indicated that they do believe that implementing games in classes can 
make the teaching process more enjoyable. 

 

 

 

 

 

 

 

Figure 9. Question 8 

97%

3%

Do you believe including games in English classrooms would make learning new 
vocabulary a more enjoyable experience?

Yes

No
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Note: Researcher elaboration.  

Figure 8 represents the scenario of the responses of the students' impressions of their 
willingness to use games as a strategy to improve vocabulary acquisition in their English 
classes. Considering that 98% of the students marked that they are willing to use games in 
their English classes to strengthen their vocabulary acquisition, it is essential to have a 
guide that provides them with activities that motivate them and help them learn better. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

97%

3%

Would you like your English teacher implements games in the classes?

Yes

No
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Figure 10. Question 9 

 

Note: Researcher elaboration.  

Figure 10 illustrates the responses to Question 9, which requested students to rank 12 games 
from 1 (their favorite) to 12 (least favorite) in order of preference. According to the findings, 
"Vocabulary Board Game" was the game that students enjoyed the most, with 12.6% of them 
ranking it as their top pick. "Vocabulary Hangman" came in second place with 11.6%, 
followed by "Hot Ball" with 10.5%, "Word Chain" with 10%, and "Whispering Game" with 
9.5%. The least popular activities, however, were "Tree or Bob Ross" and "Poetic 
Improvisation," with only 3.7% and 6.3% of participants choosing them as their top picks, 
respectively. 

3.4.1. Students’ survey summary 

According to the survey's findings, the majority of respondents believe that acquiring 
English will be crucial for their futures. A small percentage of people do not believe it to be 
essential, though. The most challenging ability to master is listening, which is followed by 
speaking, reading, and writing. The majority of students reported having trouble learning 
English, and the complexity of terms was found to be the main obstacle to their vocabulary 
development. Although students would prefer game-based learning strategies to be used in 
the classroom, cognitive strategies like repetition and memorization exercises were found to 
be the most frequently used strategies by teachers. Most students agree that playing games 
can make learning more enjoyable, and almost all of them are open to using games as a way 
to improve their vocabulary learning in English classes. Vocabulary Board Game received 

0 20 40 60 80 100 120 140 160 180 200

Vocabulary Board Game

Vocabulary Hangman

The hot ball

Word Chain

The whisper Game

True or False

Word Scramble

Matchup

Invisible Bridge

Vocabulary Pictionary

Tree or Bob Ross

Poetry Improv

Rank the following list of games according to your preference, with 1 being the one you 
like the most and 12 being the one you like the least. 

1 2 3 4 5 6 7 8 9 10 11 12
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the most positive reviews, followed by Vocabulary Hangman, Hot Ball, Word Chain, and 
Whispering Game. The participants didn't particularly enjoy games that required quick 
thinking or physical contact, and they weren't as fond of those that required artistic 
expression or creative expression. 

3.4.2. Students’ survey discussion 

The survey findings emphasize the significance of developing English language 
skills for the majority of participants, which is consistent with Nation and Newton (2019), 
who claim that vocabulary development is critical for effective language learning. However, 
the small minority who do not think English language proficiency is important is worrying 
and indicates that more research is required to comprehend their motivations for this belief. 

 According to Richards and Schmidt (2010), who highlight the value of training 
listening skills in a meaningful context to improve comprehension, listening is the most 
difficult skill to learn. The findings that listening is the most difficult skill to learn are 
consistent with their opinions. Additionally, Nation (2012), recommends that language 
learners should concentrate on high-frequency words that are relevant to their needs, as the 
majority of students struggle with learning English and the primary factor limiting their 
vocabulary acquisition. 

In relation to teaching techniques, the results suggest that while teachers frequently 
employ cognitive strategies like repetition and memorization, students prefer game-based 
learning strategies. This reinforces Chen and Chen's (2018) argument that games can be a 
useful instrument for improving vocabulary learning and making it more enjoyable. The 
choice for games like "Vocabulary Board Game" and "Vocabulary Hangman" is also in line 
with the use of games that encourage word formation and recognition for vocabulary 
learning. 

Nevertheless, the finding that games requiring physical interaction or quick thinking 
are the least preferred indicates that teachers need to carefully select games that suit their 
students' interests and abilities. Additionally, it shows that when choosing game-based 
learning strategies for students, it is important to take their cultural and linguistic 
backgrounds into account. This is because games that encourage artistic expression or 
creative thinking are not very popular. 
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General Discussion 

Vocabulary development is critical for improving all language skills, including 
listening, speaking, reading, and writing, in both English as a second language (ESL) and 
English as a foreign language (EFL) learning  (Nation I. , 2012). The study's findings, which 
showed that most students and teachers who took part emphasized the significance of 
extending one's English vocabulary in order to communicate successfully, reflect this. 

On the one hand, the interviews with the Vice Principal and the English Coordinator 
showed similarities in their points of view. Both agree that the Common European 
Framework of Reference for Languages (CEFR) should be used to teach and evaluate 
languages, and they both think that more students practicing their language skills can help 
to meet the objectives established by the Ecuadorian Ministry of Education. They also agreed 
that Game-based learning techniques are an effective way to increase vocabulary while 
making learning more enjoyable, but it's essential to take the classroom environment into 
account. The English teachers, meanwhile, emphasized the value of expanding vocabulary 
as a means of enhancing language proficiency and expressed their willingness to incorporate 
games as a vocabulary improvement technique in their classes. 

On the other hand, the survey data reveals that senior students believe English to be 
a vital language for their future. They said they preferred using instructional tools, like 
games, to advance their vocabulary learning. In a variety of academic disciplines, Game-
based learning can successfully boost student engagement and motivation (Pesare et al, 
2016). This shows the significance of these strategies for learning English because they are 
meant to stimulate interest and curiosity in innovative approaches to language learning. 
Teachers should use materials that promote creativity, engagement, and innovation in order 
to optimize the advantages of vocabulary development.  
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CHAPTER IV: PROPOSAL 

This chapter details the proposal of Game-based learning strategies to improve 
English vocabulary in senior high school students at Teodoro Gómez de la Torre High 
School, Academic year 2022-2023. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



60 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



61 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



62 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



63 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



64 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



65 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



66 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



67 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



68 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



69 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



70 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



71 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



72 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



73 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



74 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



75 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



76 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



77 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



78 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



79 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



80 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



81 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



82 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



83 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



84 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



85 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



86 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



87 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



88 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



89 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



90 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



91 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



92 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



93 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



94 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



95 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



96 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



97 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



98 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



99 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



100 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



101 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



102 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



103 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



104 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



105 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



106 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



107 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



108 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



109 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



110 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



111 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



112 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



113 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



114 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



115 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



116 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



117 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



118 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



119 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



120 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



121 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



122 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



123 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



124 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



125 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



126 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



127 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



128 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



129 
 

CONCLUSION 

 As a first conclusion, vocabulary is a crucial subskill in learning new languages 
because it enables effective communication by enabling communication to be understood. 
For effective vocabulary learning, students have many choices. However, as some authors 
affirm, engaging in playful activities is one of the best ways to promote learning because it 
prevents the environment from becoming monotonous and allows comfort and enjoyment 
without losing sight of the educational goal. 

Regarding the methodology used, it can be said that the use of the mixed approach, 
that is, both quantitative and qualitative, is highly successful for the gathering of data, first 
and primarily numerical information as in the case of the survey, where information in 
quantities was necessary due to the enormous amount of population and sample, mainly 
represented in numbers and percentages, in this case. Although the study's use of an 
interview as a broad information source headed to an ideological interpretation of the data, 
it is also acceptable to collect information from other sources such as opinions, personal 
experiences, or notable speeches. stating that both methods made it possible to gather more 
information in order to provide a wider and, consequently, more comprehensive 
interpretation. 

According to the research results for this project, the majority of students are aware 
of the value of increasing their capacity for developing English vocabulary. Students are 
exposed to a variety of activities in order to acquire it, but they frequently only take part in 
the most common and repetitive activities. In other words, they are not interpreting the 
language in a fresh way that would motivate them to use the new vocabulary. Additionally, 
studies have shown that students prefer language practice activities that combine play and 
didactic material. Because of this, it is acknowledged that using games in this process is a 
very beneficial and valuable resource. 

Furthermore, the proposal presented could be considered as a useful teaching tool for 
improving students' vocabulary skills. A strategy for achieving specific learning objectives 
as well as a way to relax and have fun is to use Game-based activities. By using this strategy, 
teachers have access to a wide variety of well-planned, dynamic activities that help with 
teaching while students learn more efficiently and with less boredom.  
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RECOMMENDATIONS 

For the students' vocabulary development, it is advised to use more enjoyable 
activities. It is strongly recommended that English teachers use games more often in their 
lessons because they can effectively stimulate students' interests and help in their vocabulary 
improvement. It is also suggested do more research on this subject to back up the claim that 
vocabulary-building games are beneficial. 

It is recommended to keep using a mix of both quantitative and qualitative methods 
and tools in order to learn more about how Game-based activities affect students' vocabulary 
development. In addition to assessments to compare participants' language abilities before 
and after these interventions, surveys and interviews are useful data collection tools. 

According to the data gathered, it is recommended that the vocabulary learning 
process take students' preferences into account. This can enhance both the effectiveness of 
teaching and the learning outcomes of the students. In order to keep students interested and 
motivated throughout vocabulary lessons, which will eventually improve their oral 
vocabulary production, a variety of creative and innovative activities should be used. 

Finally, it is recommended to use the proposal's suggested Game-based strategy 
guide as an alternative tool to support vocabulary development in class. The guide includes 
an extensive range of activities that are most popular with students. Games can be an 
effective instrument for teachers to help their students express themselves because they are 
dynamic, active, and enjoyable.  
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ANEXXES 

Annex 1. Instrumnets. 

 

 

UNIVERSIDAD TÉCNICA DEL NORTE 

FACULTAD DE EDUCACIÓN, CIENCIA Y TECNOLOGÍA 

PEDAGOGIA DE LOS IDIOMAS NACIONALES Y EXTRANJEROS 

Tema: Game-based learning strategies to improve English vocabulary in senior students at 
Teodoro Gomez de la Torre High School, Academic year 2022-2023. 

Fecha:  

Posición: Vicerrector 

Objetivo: El objetivo de esta entrevista es conocer la percepción del Vicerrector sobre el 
proceso de enseñanza y aprendizaje del vocabulario inglés en la institución. 

Pregunta 1 

Desde el segundo año de educación primaria hasta el tercero de secundaria, el inglés es una 
materia obligatoria en todas las instituciones del país, lo que significa que según datos del 
Ministerio de Educación (2017) al finalizar el tercer año Bachillerato, los estudiantes deben 
cumplir con los requisitos del marco común de referencia en el nivel de lengua extranjera B1. 
Esto significa que los estudiantes deben comunicarse en inglés utilizando un vocabulario 
adecuado y un cierto nivel de fluidez. ¿Cree usted que los estudiantes de la institución logran 
los estándares establecidos por el Ministerio de Educación cumpliendo con esta normativa? 

Pregunta 2 

En su opinión, ¿la institución cuenta con los recursos y materiales innovadores necesarios para 
implementar y desarrollar el plan de estudios del idioma inglés establecido por el Ministerio 
de Educación? 

Pregunta 3 

Desde su punto de vista, ¿cuáles cree que son las mayores dificultades que existen al implementar 
el currículo de inglés en el tercer año de bachillerato? ¿Por qué? 
 

Pregunta 4 

¿Conoce usted si se han implementado anteriormente en la Unidad Educativa Teodoro Gómez 
de la Torre procesos de investigación relacionados con el aprendizaje basado en juegos para 
mejorar el vocabulario en Inglés? 

Vice principal’s interview 
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Pregunta 5 

¿Estaría dispuesto a permitir y alentar a los profesores de inglés de su institución a implementar 
una guía que incluya actividades didácticas para mejorar el aprendizaje del vocabulario en los 
estudiantes? 
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English area coordinator’s interview 

NIVERSIDAD TÉCNICA DEL NORTE 

FACULTAD DE EDUCACIÓN, CIENCIA Y TECNOLOGÍA 

PEDAGOGIA DE LOS IDIOMAS NACIONALES Y 
EXTRANJEROS 

Topic: Game-based learning strategies to improve English vocabulary in senior students at 
Teodoro Gomez de la Torre High School, Academic year 2022-2023. 

Date:  

Position: English coordinator 

Objective: The purpose of this interview is to learn about the English coordinator’s 
perception of the process of teaching and learning English vocabulary at the institution. 

Question 1 

The Ecuadorian Ministry of Education (2017) states that students must have a B1 from 
CEFR by the end of their senior year. In your experience, do you consider that this objective 
can be achieved? Explain. 

Question 2 

In your experience, does the institution have the necessary resources for the adequate 
development of English classes? 

Question 3 

In your opinion, which of the four language skills—listening, speaking, reading, and 
writing—have you found to be the most challenging to teach and learn in EFL (English as a 
Foreign Language) lessons? Explain. 

Question 4 

From your perspective, how important is it that students learn vocabulary to achieve the 
established standards in the curriculum? Explain it. 

Question 5 

From your point of view, what factors do you consider could make it difficult for senior 
students to acquire English vocabulary? 

Question 6 

According to your experience, do you consider that the use of games contributes positively to 
the learning of English? 
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Question 7 

Would you be willing to use a guide that includes Game-based learning strategies to improve 
your students' English vocabulary acquisition? 
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English teachers’ interviews 

 

UNIVERSIDAD TÉCNICA DEL NORTE 

FACULTAD DE EDUCACIÓN, CIENCIA Y TECNOLOGÍA 

PEDAGOGIA DE LOS IDIOMAS NACIONALES Y EXTRANJEROS 

Topic: Game-based learning strategies to improve English vocabulary in senior students at 
Teodoro Gomez de la Torre High School, Academic year 2022-2023. 

Date:  

Position: English teachers 

Objective:  The purpose of this interview is to learn about the teachers' perception of the 
process of teaching and learning English vocabulary at the institution. 

Question 1 

In your opinion, which of the four language skills—listening, speaking, reading, and 
writing—have you found to be the most challenging to teach and learn in EFL (English as a 
Foreign Language) lessons? Explain. 

Question 2 

In your experience, does the institution have the necessary resources for the adequate 
development of English classes? 

Question 3 

In your experience, what are the problems senior students have in learning English 
vocabulary? 

Question 4 

Do you think that for the adequate development of the main skills (speaking, reading, writing, 
and listening) it is necessary to focus on the development of subskills such as vocabulary? 

Question 5 

What strategies do you usually apply to develop senior students’ vocabulary sub-skills in 
your classes? (Cognitive strategies, memory strategies, Game-based learning strategies, 
Visual strategies) 

Question 6 

What do you think about employing games in the teaching-learning process in the classroom? 
do you believe that it will help students in the learning English vocabulary process? 
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Question 7 

Would you be willing to apply Game-based learning strategies in English classes to improve 
your students' vocabulary? 
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Senior students’ survey 

 

UNIVERSIDAD TÉCNICA DEL NORTE 

FACULTAD DE EDUCACIÓN, CIENCIA Y TECNOLOGÍA 

PEDAGOGIA DE LOS IDIOMAS NACIONALES Y EXTRANJEROS 

Topic: Game-based learning strategies to improve English vocabulary in senior students at 
Teodoro Gomez de la Torre High School, Academic year 2022-2023. 

Date:  

Position:  Senior students 

Objective:    Collect information from students’ perception towards learning vocabulary 
through Games-based learning (GBL). 

Instructions:  

• Read the questions carefully and choose the most suitable option for you. 
• Be honest in your answers. 
• This survey is private and was created purely for academic purposes. 

Question 1 

Do you think that learning English is necessary for your further education? 

• Yes 
• No 

Question 2 

In your opinion, which of the four language skills—listening, speaking, reading, and 
writing—have you found to be the most challenging to learn?  

Listening 

Speaking 

Reading 

Question 3 

From your experience, do you find it difficult to learn new vocabulary in English? 

• Yes 
• No  

Question 4 

Regarding question 3, why do you consider that you have trouble developing vocabulary? 

• Lack of motivation 
• The limitations of sources of information about words. 
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• Lack of time 
• The complexity of word knowledge. 
• Lack of interest 

Question 5 

Which of the following strategies does your teacher use in the classroom to develop your 
English vocabulary?  

• Cognitive strategies: repetition, translation. 
• Memory strategies: word association 
• Game-based learning strategies.  
• Visual strategies: flashcards 

Question 6 

Which of the following strategies would you like your teacher to use in the classroom to 
develop your English vocabulary? 

• Game-based learning strategies.  
• Visual strategies: flash cards. 
• Cognitive strategies: repetition, translation. 
• Memory strategies: word association 

Question 7 

Do you believe including games in English classrooms would make learning new vocabulary 
a more enjoyable experience? 

• Yes  
• No 

Question 8 

Would you like your English teacher implements games in the classes? 

• Yes 
• No 

Question 9 

Rank the following list of games according to your preference, with 1 being the one you like 
the most and 12 being the one you like the least. 

() Vocabulary Board Game  

() True or False 

() Erase a word 

() Matchup 

() The whisper Game 

() Word Chain 
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() Vocabulary Pictionary 
() Vocabulary Hangman 

() Word Scramble 

() Tree or Bob Ross 

() Invisible Bridge 

() Poetry Improv 
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Annex 2.  Instruments validation. 
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Annex 3. Authorization 
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Annex 4. Consent letter. 
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