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RESUMEN 

El presente trabajo se fundamenta en la importancia de que los estudiantes de primer año 

de Educación General Básica practiquen el vocabulario aprendido mediante actividades 

dinámicas que despierten su interés y participación, siendo los juegos una estrategia ideal para su 

carácter lúdico y motivador; el objetivo general fue analizar el impacto del uso de juegos para la 

retención de vocabulario en inglés en estudiantes del primer año EGB de la Unidad Educativa 

Bilingüe Maurice Ravel, para lo cual se aplicó una encuesta diagnostica a estudiantes y se 

entrevistó a las autoridades y profesores del plantel educativo, y se diseñó una guía didáctica con 

juegos contextualizados y adecuados a su edad. Aunque no fue posible aplicar la totalidad de la 

propuesta, se implementaron algunos juegos en el aula, observando una mayor motivación, 

participación activa, mejor retención del vocabulario y una actitud más positiva hacia el 

aprendizaje del inglés. Los estudiantes demostraron avances en pronunciación, reconocimiento 

de palabras y producción oral, además de una mejor interacción en clase; se concluye que el 

aprendizaje basado en juegos es una estrategia eficaz, para reforzar el vocabulario en niños, ya 

que responde a sus necesidades cognitivas, emocionales y sociales, mejora el ambiente del aula y 

promueve un aprendizaje significativo, participativo y feliz.  

Palabras clave: juegos, vocabulario, motivación, enseñanza del inglés, educación básica, 

aprendizaje lúdico, practica divertida  



ABSTRACT 

This study was based on the importance of allowing first-grade Educación General 

Básica students to practice learned vocabulary through dynamic activities that encourage their 

interest and participation, with games being an ideal strategy due to their fun and motivating 

nature; the general objective was to analyze the impact of using games for vocabulary retention 

in first-grade EGB students at Unidad Educativa Bilingue Maurice Ravel. For this purpose, a 

diagnostic survey was applied, and interviews were conducted with school administrators and 

teachers, and a didactic guide was designed with contextualized, age-appropriate games. Even 

though it was not possible to apply the whole proposal, several of the games were carried out in 

the classroom. Their implementation encouraged higher motivation, active participation, stronger 

vocabulary retention, and a more favorable attitude toward learning English. Students also 

showed noticeable progress in pronunciation, word recognition, and oral expression, together 

with better interaction during class. These results indicate that learning through games is a 

valuable approach for strengthening vocabulary in young children, since it addresses their 

cognitive, emotional, and social development, contributes to a positive classroom atmosphere, 

and fosters meaningful, enjoyable, and engaging learning experiences.     

Keywords: game-based learning, vocabulary, motivation, English teaching, basic 

education, fun practice.   
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CHAPTER I 

THEORETICAL FRAMEWORK 

1.1.TEACHING ENGLISH VOCABULARY TO YOUNG LEARNERS 

1.1.1. Characteristics of Young Language Learners 

Young learners possess unique characteristics that influence their vocabulary acquisition 

process. Their natural curiosity and enthusiasm make them receptive to new learning 

experiences, particularly when presented in an engaging manner. Children are natural language 

learners because of their ability to acquire language almost automatically and without apparent 

effort. (Pearson, 2023). Young learners' enthusiasm and natural curiosity can significantly aid in 

vocabulary acquisition, particularly when activities are well-designed and adapted to their 

context. Their cognitive flexibility and the critical period allow them to absorb language almost 

automatically and without apparent effort. The idea is that learning vocabulary involves 

exploring and engaging with imagination, tapping into innate curiosity, and a willingness to 

participate in new activities. Engaging in fun, contextualized activities can improve their 

vocabulary and retention. Pérez (2023) investigated the fact that interactive methods have been 

shown to significantly improve vocabulary retention in 5-6-year-olds compared to traditional 

memorization techniques. 

1.1.2. Vocabulary Acquisition Processes in Early Education. 

The vocabulary acquisition process among learners adheres to particular patterns that 

educators must comprehend to implement effective teaching strategies. Al-Harbi (2019) 

commented that teaching methods that include contextualized and meaningful experiences are 

more effective for vocabulary acquisition in young children. Effective teaching strategies require 
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educators to understand the patterns that emerge in vocabulary acquisition. Children are more 

likely to learn words relevant to their immediate environment and everyday experiences, so 

teachers should prioritize context and vocabulary pertinent to students, using methods that 

reinforce these connections, such as games, stories, or hands-on activities, to maximize learning.  

Recognizing this enables educators to adapt teaching strategies to the individual needs 

and developmental stages of learners, fostering more effective and enduring learning.  

Young learners depend more on visual and kinesthetic learning experiences and absorb 

language differently than older learners. Using the Total Physical Response (TPR) method in 

vocabulary learning is effective, as students retain words better when they are associated with 

physical movements. (Gomez, 2016).  

In addition to helping students learn new words, the TPR method also helps them learn 

through more than one sense, which improves understanding and makes the learning process 

more fun and meaningful.  This method is especially important for kids who are just starting 

school because their brains and bodies are growing in important ways.  Activities that link 

language with movement help both short- and long-term memory work better.  So, using TPR 

methods in vocabulary lessons not only helps kids learn a new language, but it also fits with how 

kids naturally learn. 

1.1.3. Challenges in early vocabulary teaching.  

Teaching English vocabulary to children is a challenging task, even though children are 

capable of learning the language naturally, as the main challenges include a short attention span, 

Susanto (2017) believed that kind of children require activities to be brief and active to maintain 

their interest, the need for continuous practice to strengthen vocabulary, and the difficulty of 
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understanding abstract concepts, which usually lack a physical basis. The challenges highlighted 

indicate that traditional teaching methods are inadequate for young learners. Therefore, it is 

imperative to incorporate new and valuable approaches, such as interactive games and visual 

aids, and continuous practice is essential to strengthen vocabulary, as students need repetition 

and constant use of words. (Elhamdi & Hezam,2020). This helps them overcome these 

limitations and promotes effective learning.  

1.2.GAME-BASED LEARNING IN LANGUAGE EDUCATION 

1.2.1. Theoretical Foundations of Game-Based Learning 

Game-based learning has become a powerful tool in education. It is not only more 

engaging and motivating but also allows for great efficiency in the learning process.  

One of the most notable GBL lies in its capacity to involve students in ways that 

traditional approaches often fail to achieve. Elements such as competition, collaboration, and 

storytelling increase learners’ motivation and participation (Alonso, 2021). Games provide 

students with a relevant and meaningful context, which makes it easier to comprehend and retain 

new knowledge. Similarly, Llamas (2009) pointed out that GBL promotes the development of 

essential skills like critical thinking, creativity, and problem-solving. Through these activities, 

students are encouraged to reflect, make decisions, and apply reasoning, which contributes to the 

strengthening of such abilities.  

Learning theories, such as Piaget's and Vygotsky's constructivism, form the basis of 

game-based learning. Piaget (1952) proposed that children actively construct their knowledge 

through interaction with the environment, which aligns with the interactive nature of educational 
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games. Vygotsky (1978) emphasized the importance of social interaction in learning, suggesting 

that knowledge is constructed through collaboration and dialogue.  

These ideas stress the importance of social interaction and active participation in these 

kinds of activities. When students work together, they not only learn but also share experiences 

with each other, which leads to better learning outcomes. 

1.2.2. Benefits of Educational Games in Vocabulary Acquisition 

Educational Games can positively influence vocabulary acquisition by increasing student 

motivation and engagement, learning to higher levels of participation and practice. (Kurniawan 

et al., 2017). They are an effective tool for learning vocabulary in a fun and engaging way. They 

provide a relaxed environment where students can experiment with new words without fear of 

making mistakes, which builds confidence and a willingness to learn. In addition, these games 

usually include repetition and constant practice, which are essential for memorizing new words. 

Their immediate feedback allows students to connect mistakes instantly and learn from them 

quickly.  Deterding et al. (2015) concluded that games benefit vocabulary learning by improving 

students’ ability to memorize words, encouraging interaction between students, and improving 

their communication skills.  

Educational games can help in word retention by promoting repetition and fostering a 

play-game environment. In addition, games encourage collaboration among students, resulting in 

improved vocabulary acquisition and better communication skills. Using an interactive and 

social approach is essential for improving language proficiency as it allows students to apply 

new vocabulary in practical and vital situations. It should also be noted that the competitive and 

challenging nature of many educational games also motivates students to participate actively.  
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The inclusion of narratives or story elements in certain games makes the learning process 

more engaging and meaningful, which in turn enhances students’ motivation.   

1.2.3. Types of Educational Games for Vocabulary Development.  

Many educational games have been shown to be very helpful for kids ages 5 to 6 who 

want to learn new words.  These kinds of activities make learning more fun and help students 

remember new words and use them more easily. 

• Guessing Games:  

Children’s Guide (2025) investigated the fact that guessing games effectively enrich 

vocabulary and improve descriptive skills in children. They represent an extraordinarily effective 

didactic strategy for teaching English to children from 5 to 6 years old, enhancing linguistic 

development in a fun and natural way.  

In this game, a child mentally selects an object, animal, or character and describes it 

using English sentences without revealing its identity. The other participants listened attentively 

to the descriptions and competed to be the first to guess correctly. The dynamic stimulates 

vocabulary and develops communication and strategic thinking skills. The game mechanics 

encourage linguistic creativity. The child describing must construct short sentences using 

adjectives, verbs, and basic English grammatical structures learned in the classroom. For 

example, if they think of a cat, they might say, “It is small”, Its sound is mew, etc. The other 

student must interpret these clues to identify the object or animal. This helps students expand 

their vocabulary, practice oral expression, develop listening comprehension, and strengthen 

communicative confidence. As a game, it reduces the pressure and anxiety traditionally 

associated with learning a second language. Children learn without perceiving the process as an 
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academic task, improve their descriptive skills, develop analytical thinking, and acquire 

confidence in expressing themselves in English.  

• Simon says:  

“Simon Says” is a classic game that goes beyond fun and becomes a valuable educational 

tool for teaching English to children aged 5 to 6.  

The game has a simple but very effective dynamic. One student or teacher takes the role 

of Simon and gives instructions that others must follow only if they begin with “Simon Says”. 

This activity promotes selective attention and active listening while fostering both cognitive and 

linguistic skills. The level of difficulty can be adapted according to the age of the participants. 

For kids between the ages of 5 and 6, instructions are usually short and easy to understand, like 

"Simon says touch your head”. "The different commands make it fun and easy to learn new 

words over time”.  The game helps students improve their listening comprehension, vocabulary 

related to actions, and ability to quickly process information in English.  Also, "Simon says" 

helps kids learn important skills like paying attention, following directions, and controlling their 

impulses, which are all very important when they are young. 

• Word Bingo: 

Word Bingo is a creative educational strategy for teaching English to children aged 5 to 

6. It combines learning with a fun and engaging activity.  

The game consists of preparing cards with English vocabulary. The teacher acts as a 

narrator, giving definitions or clues about the words, while the children listen carefully to 

identify and mark the correct words on their cards.  
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This activity enables children to develop multiple language skills at the same time. 

Besides recognizing words, they reinforce their listening comprehension, broaden their 

vocabulary, and enhance their ability to connect concepts. Furthermore, the motivation generated 

by the desire to win keeps them engaged and concentrated, fostering abilities such as selective 

attention, working memory, and quick information processing.  

The game is also very flexible because the cards can have themes like animals, colors, 

jobs, or daily activities, which makes learning more relevant and meaningful. 

• Word Chain Game: 

The chained words game is a dynamic activity that encourages linguistic development in 

children aged 5 to 6. It combines creativity with the learning of new English vocabulary.  

In this game, each person has to say a word that begins with the last letter of the word 

that the last player said. This simple rule makes your mind more flexible, helps you remember 

things, and helps you deal with new problems. It has a wide range of teaching because it helps 

kids learn new words and helps them connect ideas, remember words, and process information 

well.  

 The activity is also interactive and challenging, which keeps students interested and 

involved. It also helps them develop important metacognitive skills like sustained attention, 

short-term memory, and quick information retrieval. 

In early education, play is fundamental since it allows children and teachers to access 

knowledge meaningfully. Play is also the bridge that leads them to relate to others. Children’s 

rounds and games not only bring joy but also strengthen the skills, abilities, values, and attitudes 

necessary for the integral development of children. (Alboleda, 2018) 
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Games help students enjoy the learning process rather than just memorizing it. There are 

many reasons for games to be implemented in the classroom. They are fun, which is very 

important because they activate students who may have been inactive before. This means that by 

keeping them active, teachers can easily get their attention and provide the required subject 

matter to teach. Playing games creates a friendly atmosphere as they interact, and active 

participation in the classroom fosters joy and excitement when they are learning.  

When kids are 5 to 6 years old, they are in their first year of basic education. This is a 

very important time for their language development because they start to practice and build on 

skills like understanding, speaking, and early reading. They can learn new words in class and use 

them in simple conversations. This process gives them a strong base for language growth, which 

helps them communicate better with both teachers and other students.  As learning progresses, 

these skills enhance and reinforce each other, facilitating the fundamental language development 

crucial for future academic success. 

Young learners at the A1 level can understand and use basic everyday expressions, 

enabling them to engage in simple interactions. (Council of Europe, 2020)  

1.3. IMPLEMENTATION STRATEGIES FOR VOCABULARY GAMES 

1.3.1. Game Selection Criteria.  

Books ABC (2024) explain that games should be selected considering the students' age 

and educational context to maximize their effectiveness.  

The contents must be close and relevant to the children. At this age, they are developing 

their vocabulary, so working with concepts that are part of their daily lives is key. Words related 
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to animals, household objects, everyday actions, and simple emotions are essential as they are at 

the core of meaningful learning.  

This view emphasizes a basic idea about education: learning should feel like a natural and 

fun process.  Games should not be viewed as ancillary activities; instead, they should be 

regarded as primary instruments that facilitate language acquisition. When kids are emotionally 

involved, they learn new words better because learning becomes a fun and interesting activity.  

 It is just as important to think about how kids this age is growing mentally. They learn 

best when they have real-life examples and activities that connect new words to things they can 

see, hear, and touch. This is true for kids ages 5 to 6. Because of this, the best games for kids are 

ones with simple rules, structures, and goals that they can understand. 

Selecting vocabulary that children are familiar with in their daily routines, or connecting 

new words to their immediate environment, is an effective strategy for supporting vocabulary 

learning. Words are acquired more easily and meaningfully when they have a clear relevance in 

everyday life, allowing children to use them to express needs, emotions, and observations. 

According to Reading (2023), prioritizing words that students are likely to encounter in different 

contexts is essential, since this facilitates both learning and practical use.  

This method makes learning English natural and practical because each new word 

expands their knowledge and gives them more confidence in communicating. Children are 

motivated and enjoy the process by using what they learn right away, making it more enjoyable 

and exciting.  

Providing children with diverse opportunities to interact with words through physical, 

visual, and auditory is essential for effective learning (Curriculum Online, 2023).  
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Play for 5—to 6-year-olds should be a multisensory experience that stimulates different 

learning channels. The variety of activities not only maintains their interest but also taps into 

their natural disposition for active play as a method of exploring and understanding the world, 

allowing English language learning to be a dynamic, fun, and effective process involving 

movement, sound, and image.  

Akdogan (2017) explains that the best educational games are those that can be easily 

implemented in the classroom, allowing educators to focus on teaching.  

It is important to remember that games in the classroom should be simple and practical. 

Teachers benefit from activities that require minimal time and effort to prepare, as this allows 

them to focus more on teaching than on organizational tasks. Games such as “Simon says” or 

“Word Bingo” illustrate this idea well, since they depend primarily on the teacher’s creativity 

and the active involvement of students. These types of activities become valuable tools for 

enjoyable teaching English vocabulary, without adding unnecessary complexity to lesson 

planning.  

1.3.2. Classroom Management During Game Activities. 

To have fun in the classroom, it's important to give clear directions.  Before the kids start, 

teachers should make sure that everyone understands the rules and goals. This keeps them from 

getting confused and helps them know what they need to do during the activity.  Children can 

focus on participating and having fun when the instructions are simple and easy to follow. This 

turns any confusion into a positive and enriching learning experience. To reduce confusion and 

get most people involved, it is important to give clear instructions.  (Rivera & Johnson, 2023).  
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Good classroom management during playtime is important for learning new words.  When 

instructions are clear, students know what is expected of them and the mood is set from the start.  

 To learn well through play, you need to know how to manage your time well.  Setting 

clear time limits for each activity or round helps keep students' attention, keeps them from 

getting distracted, and makes sure that everyone is involved.  Teachers who know how to 

manage time can keep the game going at a good pace to keep kids interested, keep them from 

getting tired, and make sure the activity is both fun and educational.  Setting limits is important 

to keep your attention and interest.  Putting students into strategic groups also encourages them 

to work together and makes learning more fun.  

 Also, keeping good behaviour while playing is very important for getting good learning 

results. 

 Explaining the rules from the beginning, using precise gestures or signals, and 

reinforcing and rewarding positive behaviors help maintain a calm and respectful environment. 

A teacher who controls the group well can take advantage of these situations to teach social 

skills, encourage discipline, and get children to commit to the activity, using order in the 

classroom to support them to learn English effectively. Behavior modification techniques are 

fundamental to improving classroom behavior as they allow for establishing positive 

reinforcement and correcting inappropriate behaviors. (Jurado, 20215).  

Lastly, it's important to use the right behaviour management techniques to keep the 

environment organized and good for learning.  When students feel safe and supported, they are 

more likely to take part in activities. 
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 In short, using classroom management techniques in play-based activities not only helps 

students remember new words, but it also makes the learning environment livelier and more 

effective, allowing all students to do well. 

1.3.3. Assessment and Monitoring Progress 

Assessment is essential to the educational process, especially in contexts where games 

teach vocabulary. Remo and Velasco (2022) affirm that a systematic approach to assessing 

vocabulary acquisition through games can significantly improve learning outcomes.  

Evaluating vocabulary learning through games may present challenges, yet it remains 

essential to approach it in a structured and effective manner. In addition to observing children’s 

participation, it is necessary to apply strategies that reveal how much vocabulary they have 

acquired and how they can use it. This requires creating assessment tools that are suited to the 

playful nature of activities, while also considering the quantity of words learned and their 

application in authentic contexts. The evaluation should maintain a balanced perspective, 

reflecting both learners’ progress and their capacity to use vocabulary in a practical and 

meaningful way. 

1.3.3.1. Proposed evaluation strategies.  

• Observation Rubrics:  

Zambrano et al. (2023) wrote that observation rubrics allow educators to systematically 

and objectively evaluate the use of vocabulary in play activities, facilitating the identification of 

areas for improvement.  
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Rubrics are tools that teachers use to evaluate how well students are doing during play-

based activities. Some of the requirements could be things like being actively involved, using the 

right words, and working with other students. These tools give teachers a fair and organized way 

to grade students, which helps them find specific areas where students may need more help. 

• Progress Tracking Tools 

Using digital tools for progress tracking allows educators to monitor learning in real time 

and adjust pedagogical strategies according to individual needs. (López et al., 2018). 

Charts, learning journals, or digital apps that keep track of and show how well students 

are doing in learning new words can all be used as process-tracking tools. These tools not only 

help teachers keep track of their students' progress, but they also encourage students to think 

about their own progress and set goals for themselves. 

For these methods to be effective, teachers must be well prepared to implement them 

successfully. It is equally important to create a positive classroom environment where children 

feel confident to participate and learn from mistakes. Incorporating playful elements into 

assessment increases motivation and makes the evaluation process more dynamic and enjoyable. 

When tools like observation rubrics and progress tracking tools are used regularly, the 

results can help you learn new words.  These strategies help teachers change how they teach, 

which makes the lessons better and the students' experience better. 

1.4. TECHNOLOGY INTEGRATION IN VOCABULARY GAMES 

1.4.1. Digital Games and Vocabulary Learning 
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González and Álvarez (2021) point out that digital games provide a promising platform 

for engaging students in second language practice, as they support vocabulary acquisition 

through interactive and motivating experiences.   

Integrating digital games in vocabulary practices has proven to keep students engaged 

and motivated. Digital games make learning more interactive and allow students to practice 

vocabulary in a fun, no-pressure environment.  

Digital games are now seen as new ways to teach English vocabulary because they let 

students learn new words in a fun and interactive way.  These tools, which include educational 

apps and online platforms, encourage more active and engaging practice. 

Textbooks are increasingly offering digital features that complement the traditional 

material. Incorporating games into learning not only makes the process more engaging but also 

allows students to practice at their own pace and level. Many educational applications adapt their 

difficulty based on each student’s progress, creating a personalized learning experience that 

responds to individual needs.  

What makes digital games special is that they let you interact with them.  Digital games 

put students in real-life situations where they can learn vocabulary and get feedback right away, 

which is different from traditional methods. This method lets them make mistakes, try again, and 

get better without the stress of a real test.  

 Also, gamification features like points, levels, and rewards help keep kids interested and 

motivated. These games make learning new words more fun and useful by combining fun 

activities with clear learning goals. 
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1.4.2. Blended Learning Approaches. 

Blended learning is a way of teaching that combines traditional classroom teaching with 

digital learning tools.  This model lets students talk directly to their teachers while also taking 

advantage of the flexibility and variety of resources that online learning offers. 

There are different benefits of Blended learning, such as:  

• Learning flexibility: Students can balance their studies with other 

responsibilities, allowing them to learn independently.  

• Personalized experience: Combines activities that take place online and in 

person, changing the way the child learns based on their skills and progress. 

• Active engagement: The inclusion of interactive elements, such as games and 

digital tasks, fosters students’ active participation, making learning more dynamic 

and appealing.  

• Better results: Using a variety of teaching methods helps students understand 

and remember vocabulary better. 

•  Self-directed skill: This helps kids learn to be responsible and disciplined by 

letting them control their own learning and keep track of their progress. 

Blended learning enhances flexibility and personalization, fosters active engagement, and 

improves knowledge retention among students. (Gonzalez et al., 2016) 

Combining traditional and digital games within the blended learning framework creates 

effective educational environments, encouraging active participation and improving vocabulary 

retention. Educators can offer more dynamic and personalized experiences that benefit all 

learners by integrating technology with traditional methods. 
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CHAPTER II 

METHODOLOGY  

2.1. Type of research: 

This study follows a mixed-methods approach (qualitative and quantitative). The 

qualitative part includes interviews with school staff to explore their perspectives in depth, while 

the quantitative part involves surveys to identify trends in students’ responses. This combination 

provides a more comprehensive understanding of the topic.  

The research is also descriptive, since it focuses on analyzing and describing the current 

perceptions of students and teachers regarding the use of games for vocabulary learning. There 

will be no direct intervention, rather, the goal is to understand the current context. (Omair, A, 

2015) 

2.2. Methods, Techniques, and Instruments 

2.2.1 Methods 

• Inductive method 

This method will be applied to analyze data collected directly from the field. 

Based on the results of interviews and surveys, general conclusions will be drawn 

about the role of games in vocabulary learning.  

• Deductive method 

This method will be used to apply general theories about vocabulary learning 

through games to the specific context of primer año Educación General Básica 

students at Unidad Educativa Maurice Ravel. The aim is to assess whether these 

theories are consistent with the realities of the classroom.  
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2.2.2 Techniques:  

Two main instruments will be used for data collection:  

• Interview 

This qualitative technique will allow the collection of detailed, direct, and 

contextualized information from key institutional actors. It will be used to 

understand the perceptions, experiences, and suggestions of the vice principal, the 

first-grade English teacher, and the English area coordinator regarding vocabulary 

instruction and the use of educational games.  

• Survey 

This quantitative technique will be implemented with primer año de Educación 

General Básica students in order to gather information about their interests, 

experiences, and attitudes toward learning English through games. The collected 

data will then be organized and examined using statistical analysis.  

2.2.3 Instruments 

Based on the techniques mentioned, the following instruments will be used:  

• Questionnaire for students:  

A structured questionnaire was designed for primer año de Educación General 

Básica students at Unidad Educativa Maurice Ravel. The designs considered the 

students’ cognitive and language development levels; therefore, the questions 

were written in simple and clear language and, when necessary, accompanied by 

visual elements and support comprehension.  
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The questionnaire consists of closed-ended multiple-choice questions and a 

pictorial Likert scale (using smiley, neutral, and sad faces), aimed at evaluating 

how much students enjoy English class, their experience with games in the 

classroom, and their perceptions of learning new words.  

• Interview for the authorities and the teacher 

The interview was developed for three key members of the institution: the Vice 

Principal, the first-grade English teacher, and the English area coordinator. This 

instrument aims to collect qualitative information related to the process of 

vocabulary teaching in English and the potential implementation of a didactic 

guide based on games.  

The questions are about the strategies that are currently being used, the needs of the 

students, and how willing the school is to try new methods.  They were created to fit with the 

research goals and the theoretical framework, which let participants give honest and detailed 

answers based on their own experiences. 

The instruments were validated, and reviewed by the Magister’s Degree Program 

Coordinator, who verified the clarity, relevance, and appropriateness of each item, ensuring its 

applicability to the educational context of the authorities, teachers, and students.  
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CHAPTER III 

ANALYSIS OF RESULTS 

3.1 Survey results 

3.1.1 Do you learn English vocabulary better through educational games? 

Figure 1  

 

Source: Own elaboration 

Analysis 

The answers to this question show that 100% of the students (23 out of 23) answered 

“Siempre” when asked if they learn English vocabulary better through educational games. None 

of the students selected “Casi siempre”, “A veces”, or “Nunca” 

This result clearly indicates that all the students surveyed recognize educational games as 

a helpful and effective tool for learning English vocabulary. Young learners are highly 
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responsive to visual and interactive stimuli, and this result supports the idea that play-based 

learning is well aligned with their cognitive and emotional development. It also highlights the 

importance of incorporating games as a regular strategy in early English language instruction, as 

they appear to enhance motivation, attention, and retention of new vocabulary.  As Vázquez 

(2022a) points out, play during childhood growth and learning allows children to develop both 

mental and physical skills, supporting the acquisition of knowledge in a natural and enjoyable 

way, which enhances motivation and vocabulary learning at early ages. 

3.1.2 Does your teacher use educational games to teach new English 

vocabulary? 

Figure 2 

 

Source: Own elaboration 

Analysis 
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According to the results, 35% of the students (8 out of 23) answered “Siempre”, while 

65% (15 students) responded “Casi siempre”. None of the students selected “A veces” or 

“Nunca” 

This indicates that the majority of students perceive the consistent use of educational 

games by their teacher when introducing new vocabulary. Although not all responded “Always,” 

the fact that 100% of the students chose positive frequency options (“Always” and “Almost 

always”) reflects a strong presence of game-based strategies in their English learning experience. 

This result suggests that the teacher is effectively incorporating playful elements into her 

methodology, which is essential at this stage of development. Regular exposure to educational 

games appears to be part of their classroom routine, which likely contributes to students’ 

engagement and vocabulary acquisition. Moreira & García (2022a) state that the teacher 

frequently uses games as part of their teaching resources, which allows all students to participate 

successfully.  

 

 

 

 

 

 

3.1.3 Does your teacher use educational games related to the new vocabulary 

to make learning easier? 
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Figure 3 

 

Source: Own elaboration 

Analysis 

For this question, 100% of the students (23 out of 23) selected “Siempre”, while the 

options “Casi siempre”, “A veces”, and “Nunca” received no responses.  

This result reinforces the perception that educational games are not only used in general 

but are also strategically related to the vocabulary being taught, enhancing comprehension and 

memorization. It reflects a deliberate methodological approach by the teacher to align playful 

activities with specific learning objectives. For young learners, such integration is highly 

effective, as it allows them to internalize new words through context and interaction, rather than 

rote memorization. This result supports the idea that game-based learning, when properly 

applied, becomes a powerful tool in early vocabulary instruction. Peralta (2010) highlights that 

verbal games aimed at specific objectives, such as verbal fluency and vocabulary development, 
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stimulate creativity, memory, and phonological awareness, making them effective tools for 

vocabulary teaching in children. 

3.1.4 How is it easier for you to understand new vocabulary? 

Figure 4 

 

Source: Own elaboration 

Analysis 

In this question, 74% of the students (17 out of 23) indicated that educational games help 

them understand new vocabulary more easily, while 26% (6 students) selected flashcards as the 

most helpful strategy. Notably, none of the students chose translation into Spanish as a preferred 

method.  

These findings highlight a clear preference for interactive and visual resources instead of 

traditional translation techniques. The fact that most children chose games indicates that playful, 
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context-rich learning environments are more effective for vocabulary development at this stage. 

Even flashcards, which also use visual and sometimes interactive elements, were preferred over 

direct translation. This suggests that young learners learn more when they interact with the 

language in a meaningful way.  Carrera (2023a) says that using game-based strategies helps 

students build their knowledge, including their English vocabulary, in a new and interesting way, 

instead of just translating words one at a time.  This evidence underscores the significance of 

integrating dynamic and engaging strategies in early English education. 

 

3.1.5 Do you use flashcards to remember new English vocabulary? 

Figure 5 

 

 

 

 

 

 

 

Source: Own elaboration 

Analysis 
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The responses to this question show that 44% of the students (10 out of 23) selected 

“Siempre”, while 17% (4 students) responded “A veces” and 39% (9 students) chose “Nunca”. 

Interestingly, no students selected “Casi siempre”. 

These results suggest that the use of flashcards in the classroom is not consistent for all 

students, with a notable portion indicating they never use them. While some learners benefit 

from this tool, as seen in the 44% who always use them, a significant group does not engage with 

flashcards at all. This could indicate either a variation in classroom practices or differing levels 

of attention or participation among students. Additionally, it may reflect that flashcards, while 

useful for visual reinforcement, are not the central method used by the teacher for vocabulary 

practice, especially when compared to more dynamic strategies like games. This aligns with the 

preference for educational games observed in earlier questions. Although flashcards are useful 

for visual reinforcement, studies indicate that their use should be complemented with dynamic 

and communicative activities in order to achieve deeper vocabulary acquisition in basic 

education (Vázques, 2022b). 
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3.1.6 Do you do interactive activities in English class based on the vocabulary 

you have learned? 

Figure 6 

 

Sources: Own elaboration 

Analysis 

In this question, 83% of the students (19 out of 23) answered “Siempre”, while the 

remaining 17% (4 students) responded “A veces”. None of the students selected “Casi siempre” 

or “Nunca” 

This result demonstrates that the vast majority of the students are regularly engaged in 

interactive activities related to vocabulary learning during their English classes. The presence of 

such activities appears to be a consistent part of the instructional routine, reinforcing vocabulary 

through practical and dynamic use. The remaining 17% who selected “A veces” may reflect 

occasional inconsistencies or individual differences in classroom participation or perception. 
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Overall, the findings suggest a strong emphasis on active learning, which is especially beneficial 

at this early educational stage, as it promotes greater retention, engagement, and enjoyment in 

the learning process. Pujota (2024a) explains that gamification leverages game design principles 

such as competition, rewards, and challenges to make learning more enjoyable and effective, 

promoting greater retention, engagement, and enjoyment. 

3.1.7 Do you practice new vocabulary in class using interactive games? 

Figure 7 

 

Sources: Own elaboration 

Analysis 

According to the results, 52% of the students (12 out of 23) responded “Siempre”, while 

26% (6 students) answered “A veces”, 22% (5 students) selected “Nunca”. The option “Casi 

siempre” received no responses.  
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These results reveal that just over half of the students consistently practice vocabulary 

using interactive games in class, which suggests this strategy is implemented regularly but not 

universally. The combined 48% who responded “A veces” or “Nunca” reflects that, for nearly 

half of the students, this practice may be limited or inconsistent. This could be due to factors 

such as time constraints, variability in classroom routines, or differences in how games are 

integrated into lessons. The data suggest that while interactive games are a commonly used tool, 

there is room to strengthen their implementation to ensure all students benefit from this approach 

equally. Moreira & Bailón (2022b) argue that playful games have become an innovative method 

and a reference for new pedagogical models in educational settings, allowing all students to 

participate successfully. 
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3.1.8 When you see words in English, can you understand what the story is 

about? 

Figure 8 

 

Sources: Own elaboration 

Analysis 

In this question, 39% of the students (9 out of 23) responded “Siempre”, while 61% (14 

students) selected “Nunca”. The options “Casi siempre” and “A veces” were not chosen by any 

student. 

This result indicates that a majority of students have difficulty understanding the general 

meaning of a story in English just by reading the words. Although a portion of the group (39%) 

feels confident in doing so, the fact that more than half of the students answered “Nunca” 

highlights a possible gap in reading comprehension or vocabulary acquisition.  
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Given the students’ young age (5 to 6 years), it is understandable that full comprehension 

of written English remains a developing skill. However, this also reinforces the importance of 

using visual aids, context clues, and interactive strategies like games to support meaning-making. 

This may also indicate that existing methodologies could be improved to reinforce 

vocabulary retention and comprehension, allowing a greater number of students to follow and 

understand the stories presented in English class. According to Carrera (2023b), the use of game-

based learning strategies enhances English vocabulary, which in turn supports comprehension 

and the overall development of language skills.  

3.1.9 Do you know any special games to practice English vocabulary? 

Figure 9 

 

Sources: Own elaboration 
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Analysis 

The responses show that 65% of the students (15 out of 23) answered “Sí, y lo uso”, 

while 22% (5 students) selected “Sí, pero no lo uso”, and 13% (3 students) indicated “No lo 

conozco”  

These results suggest that most students are familiar with games specifically aimed at 

practicing vocabulary, and actively engage with them. This reflects a positive level of exposure 

and participation in fun learning strategies. However, the 22% who know such games but do not 

use them may indicate a lack of opportunities in class to apply those games or a disconnect 

between knowledge and practice. Additionally, the 13% who do not recognize any vocabulary-

related games point to the need for more consistent and inclusive implementation of fun 

strategies to ensure that all students have equal access to these learning tools. Overall, the data 

support the idea that games are present and effective, but could be reinforced more   

 

 

 

 

 

 

 



32 

 

 

3.1.10 Do pictures help you understand better what a story in English says? 

Figure 10 

 

Source: own elaboration 

Analysis 

According to the results, 74% of the students (17 out of 23) selected “Siempre”, while 

26% (6 students) responded “A veces”. The options “Casi siempre” and “Nunca” were not 

chosen. 

This finding indicates that a most of students rely heavily on visual aids, such as images, 

to enhance their comprehension of English narratives. The absence of adverse reactions indicates 

that all learners, to a certain degree, gain advantages from the incorporation of visual 

components during language engagement. 
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This is consistent with the cognitive characteristics of children between 5 and 6 years old, 

who process information more effectively when it is supported by concrete and visual cues. The 

use of illustrations, flashcards, and visual storytelling is therefore an essential resource in early 

language instruction, as it facilitates comprehension, reinforces vocabulary, and increases 

motivation. These results highlight the importance of maintaining and enhancing the use of 

visual aids in English classes. Vázquez (2022c) emphasizes that visual learning through 

illustrations and graphic resources is essential in early language teaching, as it facilitates both 

comprehension and vocabulary retention. 

3.1.11 Would you like to have games and fun activities to learn English words? 

Figure 11 

Source: Own elaboration 
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Analysis 

 In this question, 100% of the students (23 out of 23) responded “Si”, indicating interest 

in learning English through games and fun activities. 

This finding shows that all students are very motivated by fun learning experiences, which 

is in line with their stage of development. At ages 5 and 6, children attain superior learning 

outcomes when they are engaged and emotionally invested in the process. The fact that everyone 

agreed shows that adding games to English lessons is not only effective, but also something that 

the students enjoy.  

 This high level of motivation provides a solid basis for creating and applying teaching 

strategies that are both meaningful and engaging, promoting improved retention and participation 

in vocabulary learning. These findings further underscore the significance of creating a didactic 

guide focused on educational games. Pujota (2024b) says that adding gamification to education 

changes traditional classrooms into dynamic, interactive, and motivating spaces. This makes it 

easier for students to remember things and get involved in vocabulary development. 
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CHAPTER IV 

PROPOSAL 

4.1 Proposal title 

Game Guide for Practicing English Vocabulary in primer año de Educación 

General Básica. 

4.2 Objectives 

4.2.1 General Objective 

To strengthen English vocabulary learning in primer  año de Educación General Básica 

students through the design and implementation of a game-based activity guide inspired by the 

Phonics World 1 textbook. 

4.2.2 Specific objectives 

To design a didactic guide with fun activities aimed at reinforcing the vocabulary 

presented in the Phonics World 1 textbook.  

To implement the WorldPlay ABC! Game guide with primer año de Educación General 

Básica students in order to observe its impact on vocabulary practice and retention.  

4.3 Introduction.  

Learning vocabulary is essential to learning English, especially in the early years of 

schooling.  The teaching process must be engaging, age-appropriate, and dynamic for students in 

the first year of Educación General Básica.  Children can learn organically when games are used 

as pedagogical resources, which promotes language development and vocabulary retention 

through practical experiences. 
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This proposal aims to design a guide titled WordPlay ABC! That integrates fun activities 

and educational games to facilitate vocabulary practice based on the Phonics World 1 textbook. 

There are four units in the guide, and each one has three interactive activities that are meant to 

help learners practice, repeat, connect, and remember new words in a fun and meaningful way.  

The goal of this proposal is to create a motivating learning environment that keeps students 

interested and helps them build a strong language base from the very beginning of their 

education. 

4.4 Justification 

Teaching English vocabulary to primer año de Educación General Básica students 

presents several challenges, including the need to maintain their attention and motivation. In this 

context, games provide an effective alternative by turning learning into an enjoyable and 

meaningful experience. This proposal arises from the need to complement the content of the 

Phonics World textbook with a methodology that fosters active and participatory learning.  

The WordPlay ABC! guide will be created with the purpose of supporting vocabulary 

practice through fun activities that respond to the cognitive and emotional characteristics of 

young learners. Its implementation will make it possible to assess the usefulness of games as a 

methodological strategy, contributing to language development in a real communication context. 

This proposal could also be used in other schools, making English language teaching more 

interactive and welcoming.  
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4.5 Impacts 

This research needs the analysis of three impacts. 

• Linguistic impact 

• Academic impact 

• Affective impact 

Also, it is necessary to know the numerical impact levels. 

Table 1 

Numerical impact levels 

-3 High negative impact 

-2 Medium negative impact 

-1 Low negative impact 

0 No impact 

1 Low positive impact 

2 Medium positive impact 

3 High positive impact 

Taken from: Posso (2013) 

Finally, it is important to show the formula to gather the final result.  

 

                                            ∑ (15) 

IL (Impact level):                                              = 3 

                                     5 
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∑ = The results of each indicator are added.  

5= Number of indicators included in the table. 

4.5.1 Linguistic impact  

Table 2 

Linguistic impact indicators 

Indicator Impact levels (-3  -2  -1   0   1   2   3) 

a) Identifying vocabulary through flashcards 

and drawings. 

3 

b) Practicing the pronunciation of vocabulary by 

using puppets and imitation games.   

3 

c) Connecting each sound with its 

corresponding letter through phonics activities 

(Phonics games). 

2 

d) Using vocabulary in oral activities like “Act 

it Out” or “Phonics Puppet Show”. 

2 

e) Recognizing and recalling vocabulary in 

memory-based games. 

3 

Total 13 

Author: Nayeli Díaz 

                                                            13 

Linguistic impact level:                                             = 2.6 / 3 
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                                                             5 

Linguistic impact level: High positive impact. 

Analysis 

It is evident that most of the indicators reached the highest level of impact, leading to a 

high positive linguistic outcome. 

The kids did a great job of recognizing and remembering words when they used 

flashcards and drawings. Students were able to understand and remember the vocabulary better 

when they used visual aids along with verbal practice. This was especially true for activities like 

Draw & Say and Flashcard Flip. Playing with puppets and pretending to be someone else also 

helped improve pronunciation.  Phonics-based activities like the Puppet Show got even shy 

students to join in and say words again in a fun, low-pressure way. 

A positive impact was also seen in phonics-based tasks. Children were able to associate 

letters with sounds during Phonics Hop and Sound Relay. However, some needed extra time and 

support to make clear connections between letters and their sounds, which places this indicator at 

a medium-high level.  

Students were actively involved in oral production activities like Act it Out and Guess the 

Letter, showing that they could use the vocabulary in creative ways.  In games like Memory 

Match and What's Missing?, they also showed that they could remember words well, which had 

a big effect on their language skills. 
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4.5.2 Academic Impact 

Table 3 

Academic impact indicators 

Indicator Impact levels (-3  -2  -1   0   1   2   3) 

a) Improvement in vocabulary test results after 

using the guide. 

2 

b) Involvement in classroom activities centered 

on vocabulary. 

3 

c) Capacity to remember vocabulary 

independently, without teacher cues.  

2 

d) Application of learned vocabulary to other 

classroom routines or subjects.  

1 

e) Successful completion of vocabulary-related 

tasks with accuracy.  

2 

Total 10 

Author: Nayeli Díaz 

                                                            10 

Academic impact level:                                             = 2.0 / 2 

                                                             5 

Academic impact level: Medium positive impact 
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Analysis 

The implementation of the “WordPlay ABC!” guide had a medium positive academic 

impact, as shown in the average of the five academic indicators. 

Students did much better on vocabulary tests. The results were different for each child, 

but most of them were able to correctly identify and match words after playing the game-based 

activities. This shows that they were making progress in school.  

 A lot of people took part in vocabulary-building games like Sound Bingo and Flashcard 

Flip.  These games got students more involved in class, which made the learning environment 

livelier and more interactive. 

The recall of vocabulary improved, although not all students were able to do it 

independently. Many still required cues or group support, which is expected at this learning stage 

but shows room for continued growth. 

The use of vocabulary in other classroom settings, like songs, daily routines, or classroom 

commands, only happened sometimes, which lowered the score for this indicator.   Students 

mostly used the new words when they were playing games. 

Finally, the students did the tasks very well, especially the ones that included repetition, 

visual aids, and movement.  The fun way of teaching helped them learn new words as part of 

their overall academic growth. 

4.5.3 Affective Impact 

Table 4 

Affective impact indicators 
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Indicator Impact levels (-3  -2  -1   0   1   2   3) 

a) Motivation to participate in vocabulary 

games. 

3 

b) Demonstrating enjoyment and a positive 

attitude during learning activities. 

3 

c) Showing willingness to use new vocabulary 

orally in front of others.  

2 

d) Exhibiting confidence in independently 

recognizing and using words.  

2 

e) Experiencing reduced anxiety or frustration 

while learning vocabulary.  

3 

Total 13 

Author: Nayeli Díaz  

                                                            13 

Affective impact level:                                             = 2.6 / 3 

                                                             5 

Affective Impact level: High positive impact 

 

Analysis 

The affective impact of the guide was highly positive. From the beginning of the 

implementation, students showed enthusiasm and energy while participating in the vocabulary 
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games. Their motivation was evident in their voluntary involvement and desire to play and repeat 

the activities. 

Games like Phonics Hop, Act it Out!, and Mimic the Sound made the classroom a fun 

place to be, which helped students feel less stressed and anxious about speaking English.  Kids 

laughed, moved around, and talked to each other freely, which helped them feel good about the 

language.  

 Some students were unsure at first, but the fun environment made them want to use the 

words they had learned in front of others.  Over time, a lot of people became surer of themselves, 

especially through group games and activities with puppets.  

Students also showed that they were becoming more confident in their ability to 

recognize and use vocabulary on their own, without help from the teacher.  When they did their 

homework right or helped their classmates during memory or guessing games, you could see 

how proud they were of themselves.  

 The guide helped create a safe and motivating learning environment overall, which 

helped students enjoy learning English and feel more confident. 
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CONCLUSIONS 

• Game-based learning is a highly effective strategy for teaching English 

vocabulary to young learners, as it aligns with their cognitive, emotional, and 

social development. The use of play not only increases motivation and 

engagement but also enhances retention and active use of vocabulary in the 

classroom. 

• The initial diagnostic results showed that most students were already familiar with 

educational games and expressed a strong preference for them. However, the use 

of games in vocabulary instruction was not always consistent or strategic, 

indicating the need for a more structured approach like the one proposed in this 

thesis. 

• The design and implementation of the didactic guide WordPlay ABC! responded 

directly to students’ needs by offering meaningful, fun, and age-appropriate 

activities. The guide provided teachers with specific tools to reinforce vocabulary 

through contextualized and playful experiences. 

• The analysis of the linguistic, academic, and emotional outcomes revealed that 

using vocabulary games generated highly positive effects on students’ motivation, 

confidence in oral production, and word recognition. 

• The use of the guide also showed that adding games to the classroom makes it 

more dynamic.  Students were more involved, worked better with their 

classmates, and had more fun during English lessons. This made them feel better 

about learning the language overall. 

• Finally, the proposal confirms that integrating games into early English 

instruction not only facilitates vocabulary acquisition but also fosters a positive 

emotional environment where children feel confident, involved, and happy to 

learn. 
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RECOMMENDATIONS 

• To implement structured game-based strategies, such as those in the WordPlay 

ABC! guide, in first-grade English classes to support vocabulary development in a 

playful and age-appropriate way. 

• To encourage school authorities to provide training and resources for teachers on 

how to apply game-based learning effectively and consistently. 

• To use the WorldPlay ABC! Guide as an extra resource in the school and to make 

changes to it as needed for different grades or levels of English proficiency. 

• To conduct further studies that apply the guide in different educational contexts to 

evaluate its adaptability and effectiveness. 

• To use technology in game-based activities when it makes sense to do so, mixing 

old and new ways of learning to make the experience better.  

• To always think about the educational goals of each game, making sure that the 

activities stay in line with those goals and meet the needs of all students. 
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Annex 1. Transcription of the interview to the Vice-principal 
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Annex 2. Transcription of the interview to the English area coordinator. 
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Annex 3. Transcription of the interview to the first grade English teacher 
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Annex 4. Survey for junior students at Unidad Educativa Maurice Ravel.  
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Annex 5. Images of application surveys 
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