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ABSTRACT
The present study aimed to investigate students' perspectives on the effectiveness of

interactive Wordwall games in vocabulary learning. A total of 87 students from 10th to
3rd BGU (38 male 49 females) participated in a descriptive, non-experimental research
design. The data was gathered using an 18-item survey on a Likert scale and two open-
ended questions were included. The reliability of the survey was confirmed by
Cronbach's Alpha coefficient (0.854). The study was based on three research questions
aligned with the objectives. The results revealed that interactive Wordwall activities
such as memory games, quizzes, and matching activities were the most popular among
students due to their dynamic and engaging nature. However, Quickfire Games or
limited-time activities were not favored as they generated pressure among students. In
addition to these activities, students also reported using other applications such as
Duolingo and Quizlet for vocabulary learning, while Kahoot, Liveworksheets, and
Quizizz were used less frequently. Furthermore, many different strategies were
employed by students to expand their vocabulary. The most used among these were
memory strategies like repetition, visualization, and listening. Interestingly, receptive
skills such as reading or listening were found to be less effective than more enjoyable
methods like reading funny stories or watching movies with subtitles. Finally, it was
noted that visual strategies were not widely favored by students as they did not find
them attractive or useful for their learning purposes. Overall, this study provides
valuable insights into the preferences and practices of students when it comes to
learning new vocabulary through interactive Wordwall games and other techniques.

Keywords: Interactive games, strategies, vocabulary learning, types of interactive

games
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RESUMEN

El presente estudio tuvo como objetivo investigar las perspectivas de los estudiantes
sobre la efectividad de los juegos interactivos de Wordwall en el aprendizaje de
vocabulario. Un total de 87 estudiantes de 10th a 3rd BGU (38 hombres y 49 mujeres)
participaron en un disefio de investigacion descriptivo no experimental. Los datos se
recopilaron mediante una encuesta de 18 items en una escala Likert, que incluia dos
preguntas abiertas. La confiabilidad de la encuesta se confirmé mediante el coeficiente
alfa de Cronbach (0.854). El estudio se basd en tres preguntas de investigacion
alineadas con los objetivos. Los resultados revelaron que las actividades interactivas de
Wordwall, como juegos de memoria, cuestionarios y actividades de emparejamiento,
fueron las mas populares entre los estudiantes debido a su naturaleza dindmica y
atractiva. Sin embargo, los Quickfire Games o actividades de tiempo limitado no fueron
bien recibidos, ya que generaban presion entre los estudiantes. Ademas de estas
actividades, los estudiantes también informaron el uso de otras aplicaciones como
Duolingo y Quizlet para el aprendizaje de vocabulario, mientras que Kahoot,
Liveworksheet y Quizizz se usaron con menos frecuencia. Ademas, muchos estudiantes
emplearon diversas estrategias para ampliar su vocabulario. Las mas utilizadas fueron
las estrategias de memoria como la repeticion, la visualizacion y la escucha.
Curiosamente, se encontré que las habilidades receptivas, como la lectura o la escucha,
eran menos efectivas que métodos mas agradables, como leer historias divertidas o ver
peliculas con subtitulos. Finalmente, se observo que las estrategias visuales no eran
ampliamente preferidas por los estudiantes, ya que no las encontraban atractivas ni
utiles para sus propésitos de aprendizaje. En general, este estudio proporciona
informacién valiosa sobre las preferencias y practicas de los estudiantes en cuanto al
aprendizaje de nuevo vocabulario a través de juegos interactivos de Wordwall y otras

técnicas.

Palabras clave: Juegos interactivos, estrategias, aprendizaje de vocabulario, tipos de

juegos interactivos
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CHAPTER |
1.1 Research Background

In order to ensure the credibility and reliability of this research, a multitude of study
sources were utilized. These sources included various academic platforms such as
Google School and Researchgate, among others. The information gathered from these
sources was centered around the application of the Wordwall app in enhancing students'
understanding of vocabulary. Through careful analysis and examination of these
sources, valuable insights were gleaned that shed light on the efficacy of using

technology to support learning in educational settings.

Hasram et al. (2021) ascertained that interactive educational games were employed as a
supplementary tool to augment students’ vocabulary learning. Furthermore, the
magnitude of advancement in their performance was evaluated. The quantitative data
was scrutinized utilizing descriptive statistics and a dependent t-test. A cross-sectional
survey based on the ACRS-V model was dispensed to fifth-grade pupils at a national
primary school in Negeri Sembilan, adhering to the English language curriculum for
primary schools (KSSR).

The results showed a moderate level of satisfaction, engagement, relevance, trust, and
willingness among the students. Furthermore, a paired samples t-test revealed a
significant enhancement in students' vocabulary scores when WordWall (WOW) was
used as a supplementary tool for vocabulary learning. In conclusion, the study
demonstrated remarkable benefits of using interactive games, such as WordWall, to

improve students' vocabulary.

This research delves into the impact of specific online games in effectively imparting
vocabulary knowledge, Employing an experimental analysis approach, the study
utilized a pre/post-test instrument to gauge the vocabulary level of 160 tenth-grade
students assigned across four sections - two male and two female. The test comprised 20
items, furthermore the results revealed a significant disparity between the control and
experimental groups. Moreover, there were no noteworthy variations in student

performance based on their gender (Muhanna, 2023).

Jannah and Syafryadin (2022) concluded that previous studies have mainly focused on

utilizing ICT tools to teach vocabulary in language education. However, this particular
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study aims to delve deeper into the specific perspectives of students regarding the
utilization of Wordwall.net. The motivation behind this research is rooted in the lack of
investigations conducted in Indonesia that explore students' views on using this app to
enhance their English vocabulary skills. To achieve its objective, this study employed a
survey method with a sample size of 29 eighth-grade students from a secondary school
located in Bengkulu Tengah. Data collection was accomplished via a structured
questionnaire consisting of closed-ended questions, and subsequent analysis was
quantitatively carried out by employing the Likert scale.

The findings revealed that an extensive number of students had positive perceptions
towards Wordwall.net and its usefulness for enhancing their vocabulary acquisition
efforts. They expressed high levels of satisfaction with this, recognizing it as an
efficient tool for promoting teamwork and encouraging healthy competition among
peers. Students perceived this app as an appealing, engaging, motivating, and enjoyable

for improving their vocabulary skills.

Pradini and Adnyayanti (2022), pandemic period has resulted in a lack of motivation
among students during online learning. Consequently, educators require more
innovative and compelling teaching methods to capture their students' attention and
boost their motivation levels in the vocabulary learning process. Thus,The main
objective of the investigation was to observe the development or progress of vocabulary
in young learner students following exposure to Wordwall in young learners' English
vocabulary at SDN 1 Mambang . The material provided was composed of three key
vocabulary components: nouns, verbs, and adjectives. Employing a single participant
for treatment through a one-shot case study design was used in this research. It is
important to note that this research adopts a quantitative approach with data obtained

from both pre-tests and post-tests being presented quantitatively.

The results reveal that prior to intervention via Wordwall usage student scores were
categorized as satisfactory on pre-test assessments; however post-intervention scores
increased significantly reaching good category standards with an average score
increase.These outcomes demonstrate conclusively that using Wordwall can enhance
student's motivation towards learning English while also improving their mastery over

its associated lexicon.



Aursini, et al. (2022) conducted that research on the efficacy of Wordwall as a learning
tool for students at Apollonia Hotel School in Indonesia, with the objective of assessing
its impact on their English vocabulary during online instruction. The study employed
qualitative methods and gathered data from 10 participants who had been selected based
on their activity ratings and consistent participation in the learning process. Data was
collected via a brief questionnaire distributed through Google Form and analyzed using

a qualitative descriptive model.

The findings indicate that students showed great enthusiasm for utilizing Wordwall's
various creative and interactive vocabulary games to enhance their language skills.
Furthermore, the analysis demonstrated that this app is an effective medium for

increasing students' vocabulary, which can benefit them in future career opportunities.

Shabrina and Taufig (2023) assert that the integration of innovative teaching and
learning methods necessitates the incorporation of interactive and didactic websites.
Wordwall stands out as an excellent option in this regard, enabling students to
memorize and recall vocabulary through engaging games. The objective of this study
was to investigate the impact of Wordwall.net on English vocabulary acquisition among
students at SMP Negeri 1 Wonoayu. Employing an experimental research design, 35
participants were assigned to both the experimental and control groups. Data collection
involved a comprehensive vocabulary test administered over three weeks, resulting in a

significant improvement within the experimental group.

Additionally, data analysis utilized SPSS version 26 with independent sample t-tests
employed for statistical significance testing purposes. Therefore, results suggest that
implementing Wordwall.net is instrumental in enhancing students' vocabulary

knowledge effectively.

The Wordwall platform is a valuable tool for instructing students in vocabulary.
Consequently, the aim of this investigation is to ascertain educators' perspectives
concerning the implementation of the Wordwall app. Correspondingly, this inquiry's
analysis employs a descriptive approach with quantitative methods. The research data
comprises instructors' viewpoints on utilizing the Wordwall.net application to teach
English vocabulary, sourced from SDN Makassar 06 teachers in East Jakarta through
questionnaires as data collection instruments. Subsequently, questionnaire responses

were collated and analyzed before being interpreted. This study reveals that teachers

3



hold favorable opinions regarding the use of Wordwall.net as an educational resource

for teaching English vocabulary (Paksi et al., 2022).

After careful analysis of the aforementioned research, it becomes apparent that utilizing
learning applications is an effective and powerful strategy for improving vocabulary
acquisition. These studies show a remarkable consistency in their findings across
populations of children and adolescents. The application was found to be highly
effective in various experimental, descriptive, and quasi-experimental settings. The
results consistently demonstrate favorable outcomes with regard to the implementation
of this technology. Furthermore, students reported a significant increase in their
confidence levels while practicing their English language skills. This indicates that
incorporating such technology into classrooms can lead to positive impacts on students'
academic performance and overall educational experience. Therefore, it is
recommended that educators consider integrating learning apps into their teaching
methodology to enhance the learning process in a more engaging and interactive

manner.

1.2 Theoretical foundation
Independent variable

Information and Communication Technology (ICT) tools in education

According to Pandey (2021), Information and Communication Technology (ICT) has its
roots dating back to the 20th century which was significantly influenced by
advancements in computer technology alongside telecommunications - ultimately
leading to various ICT tools and solutions. Furthermore, there has been an explosive
proliferation of ICT tools since then thanks largely due to mobile device usage
including smartphones, tablets and laptops. Aditionally, the use of ICT Tools is all
pervasive in our everyday life, and use of ICT tools has almost revolutionized the way
teachers impart knowledge to students and students receive knowledge from their

teachers.

Anton et al. (2023), Information and Communication Technology (ICT) tools have
become an indispensable aspect of education, offering a multitude of advantages for
both students and teachers. These innovative tools provide a wide range of capabilities
that facilitate the development of creative ideas and engaging teaching methods, which

are essential in today's fast-paced world. The integration of high-tech devices such as
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projectors, internet access, and computers into classrooms has revolutionized learning
by making it more interactive and enjoyable. Moreover, Information and
Communication Technology (ICT) has become an indispensable aspect of modern-day
life, revolutionizing the way we communicate, work, and live. At the heart of this

technological evolution lies.
Networks and Communications:

Garzo (2023) argumented that this type of tools that have revolutionized the way we
communicate and connect with one another, particularly in the field of education. These
resources comprehend a wide range of platforms including the Internet, email, video
conferencing, social networks, and more. These platforms play a crucial role in
supporting modern educational practices by facilitating remote learning, enabling
collaboration among students and educators, and encouraging the exchange of

information.

Purwanto et al. (2023) determined that student who tends to remain passive in class may
actually have a lot to offer when it comes to co-creating their own learning experience
alongside their teacher. By collaborating with peers and utilizing social media platforms
like Facebook, Twitter, or YouTube, they may feel more at ease expressing themselves
and sharing resources and ideas. Moreover, with the help of educational tools such as
Google Apps for Education, students can gain access to valuable learning resources
anytime and anywhere, which can greatly enhance their overall academic progress.
Therefore, it is crucial for educators to recognize the importance of student engagement
beyond the traditional classroom setting and create a supportive environment that

encourages active participation and collaboration.

WEB 2.0

In the early 2000s, following the dot-com bubble's burst, a select group of online
services not only survived but also experienced a significant uptick in user engagement.
These companies were praised for their technical proficiency and innovative utilization
of internet technology that distinguished them from their counterparts. In recent years,
there has been chatter about a second iteration of the internet - one that is more dynamic
and interactive than its antecedent. It was during this epoch when Dale Dougherty, an
O'Reilly vice president (and co-founder of O'Reilly Media Inc.), coined the term Web
2.0 to describe this new wave of digital innovation. Nevertheless, it is vital to note that

5



Dougherty's phraseology was never intended to encapsulate these advancements' true
essence; instead, it functioned as an umbrella term employed to describe this nebulous
concept (Sharma, 2023).

The term "Web 2.0" has been a topic of much discussion and debate, with varying
opinions on its significance in the realm of online interaction. Some view it as a catalyst
for technological evolution, while others dismiss it as a fleeting trend. According to
Kara (2023), web 2.0 encompasses a range of services and tools that have
revolutionized how we exchange information on the internet. These include blogs,
wikis, podcasts, and content syndication feeds, among others. However, the impact of
this web extends far beyond each individual component to encompass broader
economic, technological, and social elements. It has become a powerful phenomenon
that shapes digital interactions and deeply impacts how information is generated and

shared in contemporary society.

The new generations of students have grown up with modern technology, as they
harness its advantages to share knowledge and information beyond traditional
boundaries (Simdes,2008). It is essential that the introduction of Web 2.0 as a
fundamental tool in education be of superior quality, marked by enhancements in
servers and a wide array of educational resources, such as games, knowledge

assessment applications, and more.

According to Anderson ( 2019), In the realm of Web 2.0 services, it is common
practice to utilize horizontal scaling in order to effectively address any issues that may
arise. This involves increasing the number of computers or servers available, ensuring
that the service remains accessible and functional for all users. In the realm of
education, having a diverse range of educational websites available is crucial for
enabling students to hone their skills and expand their knowledge base. Therefore, this
approach takes on paramount importance when considering how best to provide

students with access to these necessary resources.

Interactive games (wordwall)

Hania (2023) determined that wordwall is a highly popular application within the
educational realm, and it has been widely embraced by both educators and students
alike. This platform was created by a team of experienced software developers with the

ultimate aim of providing interactive and didactic teaching tools that would significantly
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enhance the learning experience. As such, Wordwall comprises an array of resources
and tools that are geared towards teaching and learning, with a particular emphasis on

vocabulary instruction.

One of the core objectives of this platform is to enhance students' vocabulary skills.
According to Mahfiroh (2023), wordwall offers an extensive range of activities and
games designed to help learners improve their retention abilities. These games are
carefully crafted to cater to different learning styles, ensuring that every student can find
an activity that resonates with them. In the same way, wordwall's versatility makes it an
ideal tool for teachers looking to spice up their lessons and make them more engaging.
The platform's user-friendly interface makes it easy for educators to create custom
activities tailored to their students' needs, allowing them to incorporate multimedia
elements such as images, videos, and audio recordings. Overall, Wordwall is an
excellent resource for anyone looking to improve their vocabulary skills or teach others
how to do so effectively. With its diverse range of activities and games designed

specifically for vocabulary instruction.

Wordwall is a platform with a wide range of educational games, which are
indispensable for the learning process of students. These games found on Wordwall
provide a more didactic and enjoyable teaching method, as opposed to traditional

teaching. Among these games, you can find:

Quizzes: Quizzes are a widely used tool in the education to evaluate students' enhance
of specific subjects. They serve as an effective and objective means of assessing
students' knowledge and understanding, allowing educators to evaluate their progress
and identify areas where they may require additional guidance or support. Furthermore,
quizzes offer immediate feedback to students, permitting them to correct any errors they
may have made and deepen their understanding of the subject matter. On the other hand,
by regularly incorporating quizzes into the curriculum, educators can create an engaging
and interactive learning experience that promotes active participation and enhances

overall student achievement (Johnson, 2022).

Crossword Puzzles: can be a fantastic tool for students to acquire new vocabulary and
concepts. By creating crossword puzzles with clues and key words, educators can

engage their students in a fun yet educational activity that reinforces learning. With the



ability to customize the level of difficulty, teachers can ensure that their students are

challenged at an appropriate level while still making progress (Lippay, 2023).

Memory Games: are an effective way for students to retain and recall important
information. These games are designed to stimulate the brain and enhance memory
function, enabling students to better retain key concepts and ideas. By engaging in
memory games, students can improve their ability to focus, concentrate, and remember
details. By incorporating memory games into their lessons and activities, teachers can
help students become more confident learners who are better equipped to succeed
academically (Cerasi & Dougrusadik, 2022).

Matching Games: One effective way to engage students in the learning process is
through the use of matching games. These games can be created to require students to
match related elements, such as words and definitions. By incorporating this type of
interactive activity into the classroom, students are able to actively participate in their
own education. This not only helps them retain information better, but it also makes

learning more enjoyable and memorable (Benedek, 2023).

Puzzles: Puzzles are an excellent tool for developing problem-solving and critical
thinking abilities. They are a fun and engaging way to challenge your mind while also
providing a sense of accomplishment when completed successfully.By working on
puzzles regularly, individuals can improve their cognitive skills such as spatial
reasoning, pattern recognition, and logical deduction. Moreover, solving puzzles
requires patience, persistence, mi rasocinio porq tienen patrones de reconocimiento
and attention to detail, which are essential qualities for educative success (Tu et al.,
2022).

Quickfire Games: are a type of educational game that puts students' knowledge and
skills to the test under time pressure. The objective is to answer as many questions as
possible within a specified time frame, which can range from a few seconds to several
minutes. These games are designed to be both fun and engaging, while also promoting
critical thinking and problem-solving abilities. Students must think quickly and act
decisively in order to succeed, making Quickfire Games an effective way to enhance

cognitive abilities and boost academic performance (Krishnamurty et al., 2022).

Flashcards are an effective tool for students to review and retain important information.

These study cards can be created to focus on definitions, terms, or key concepts that are
8



essential to understanding the subject matter. With flashcardsferent, es can easily quiz
themselves and reinforce their knowledge through repetition. This method of studying

has been proven to increase retention rates and improve overall academic performance.

Anagram is a word puzzle that involves shuffling the letters of a given word and then
rearranging them to form a new word. This activity is often used as a fun and engaging
way to improve spelling and vocabulary skills in students of all ages. By challenging
them to think creatively and critically, anagrams can help learners develop their
problem-solving abilities while also expanding their knowledge of language and word
structures. Whether used as a classroom exercise or as a fun pastime at home, anagrams
are an excellent tool for promoting cognitive development and building essential
literacy skills (Panagiotakopoulos, 2013).

Board games have been a classic form of entertainment for generations, and now they
can be brought into the digital age through virtual adaptations. With this in mind,
educators have been using virtual board games as a tool to engage students in learning
and testing their knowledge. These virtual board games are designed to allow students
to advance by answering questions correctly, making them an effective and fun way to
reinforce important concepts and assess student understanding. By incorporating
elements of competition and strategy, teachers can create an environment that
encourages active participation and fosters a deeper understanding of the subject matter
(Sousa, 2023).

Maze one interesting and engaging way to challenge students to test their knowledge
and understanding of various topics is by creating a labyrinth, or maze, that incorporates
questions or concepts related to the subject matter. This interactive approach can be a
fun and effective tool for educators to assess the progress of their students while also
providing an opportunity for them to apply what they have learned in a practical setting.
As participants navigate through the twists and turns of the maze, they must answer the
questions posed at certain points along the way in order to progress further. By
incorporating this type of activity into lesson plans, teachers can foster a dynamic
learning environment that promotes critical thinking, problem-solving skills, and active

engagement with course material (Asadnia, 2021).



When it comes to the acquisition of vocabulary, studies have shown that using
educational apps can lead to a higher or comparable level of vocabulary acquisition
compared to not using such apps. Specifically, research has found that children who use
educational apps on portable touch-screen devices tend to make significant
improvements in their vocabulary and achieve higher vocabulary scores than those who
receive traditional lessons. This highlights the potential benefits of incorporating
technology into education, particularly for language learning. By engaging students
with interactive and engaging tools, educational apps may offer a more effective and
engaging way for learners to expand their vocabulary and enhance their language skills.
Overall, these findings suggest that educational apps can be a valuable resource for
educators looking to support their students' language development, among them are:
Quizlet, Duolingo, Memrise, Babbel (Aspiranti, 2023).

The applications most used by students for interactive activities are Quizlet and
Dulingo. Acording to Abdulaziz (2018) quizlet is a very useful web and mobile study
application that has been designed to help students in their academic activities. Its main
function is to allow students to study information by using various learning tools and
games. These modules are presented to students through a variety of different learning
modes, including flashcards, games, collaborative activities, and quizzes.On the other
hand, According to Caroline (2022) kahoot! is a learning platform based on educational
games. The main function of the platform is to allow users to design and participate in
interactive quizzes, called "kahoots", which serve as an exciting and immersive tool for
learning. One of the standout features of Kahoot! is its remarkably easy-to-use interface,
which makes it easily accessible to people of all ages and proficiency levels, regardless

of their previous experience with similar technologies.

Lutfi et al. (2022), by infusing game mechanics, such as points, levels, and rewards, into
educational activities, educators can craft interactive and immersive learning
experiences that resonate with contemporary learners' preferences and interests. The
result is a powerful tool that not only amplifies student motivation but also nurtures
active engagement, information retention and competitiveness. More over, With this
dynamic approach, education is transformed from a routine task to a fun-filled
adventure that students fun.

Competitiveness
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Butera (2021) argued that An essential point to emphasize is that promoting
competitiveness in students is beneficial, but only when it is healthy. Healthy
competition stimulates both academic and personal growth in students. By fostering
healthy competition in the classroom, students are encouraged to bring out the best in
themselves and reach their full potential. They no longer view their peers as rivals but
rather learn to collaborate with one another. Furthermore, healthy competition can aid in
the development of crucial skills such as perseverance, resilience, and self-assessment.
Competing is indeed beneficial, as achieving a goal can motivate a student. However, it
is important to note that healthy educational competition does not generate stress,

anxiety, or exclusion.

Dependent Variable

Language Proficiency

According to Persici (2022), language proficiency, refers to is the degree of knowledge,
ability, and expertise that someone has in a particular language. This can encompass a
wide range of skills, from basic vocabulary and grammar to more advanced abilities like
reading comprehension, writing fluency, and conversation proficiency. Linguistic
proficiency is a crucial factor in many areas of life, including education, employment,
social interaction, and personal growth. Some people may choose to focus on
developing their linguistic proficiency in order to enhance their communication skills or
pursue new opportunities, while others may simply enjoy the process of learning and

mastering a new language as a rewarding intellectual challenge.

The evaluation of linguistic proficiency is a crucial aspect in the world of language. It
involves the assessment of one's knowledge and ability to communicate effectively in a
particular language. The standards and exams that are used for this evaluation have been
developed by organizations and teams of language experts therefore, These standards
and exams play a vital role in education and communication worldwide, as they provide
a benchmark for measuring the proficiency levels of individuals in different languages.
Furthermore, these standards and exams have a significant impact on international
communication, as they allow individuals from different parts of the world to

communicate effectively with each other (Ali, 2022).

Language proficiency is regarded as the general competence and ability of person to

interact in L2 (Nejad, 2019). Language proficiency is crucial for individuals who need
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to interact with others in their L2 for academic, professional or personal reasons. It
involves mastering grammar rules, vocabulary usage, pronunciation and intonation
patterns specific to the target language. Furthermore, achieving high levels of language

proficiency requires consistent practice and exposure to the target language.

According to Lee (2023) Mastery of vocabulary is considered a fundamental
cornerstone in the acquisition of a second language (L2), serving as a comprehensive
gauge of successful progress in L2 development. The acquisition and retention of new
words and phrases can greatly enhance one's ability to communicate effectively and
understand complex ideas within the L2 context. Thus, it is crucial for language learners
to prioritize the expansion and reinforcement of their vocabulary knowledge as they

progress towards fluency.

English skills

mastering the L2 is crucial for anyone seeking to broaden their horizons and achieve
their personal and professional goals on a global scale. Rusmiyanto et al. (2023)
concluded that as the demand for English language skills continues to grow,
educators and researchers are exploring innovative approaches to enhance language
learning outcomes. In the realm of language learning, various approaches are employed

to enhance the four major skills: listening, speaking, reading, and writing.

When it comes to improving listening skills, technology has become a valuable
resource. Audio and video materials are integrated into lessons to provide students with
exposure to authentic accents and real-life conversations. Podcasts and videos in the
target language are commonly used for this purpose. Additionally, gamified exercises,
interactive quizzes, and online dictation tools engage students and give them immediate

feedback on their listening comprehension (Maulina et al., 2022).

To improve speaking skills, language exchange programs or associations with native
speakers through the internet offer opportunities for learners to enhance their
pronunciation and fluency. Voice recognition tools can also be utilized to assess
students' pronunciation and provide feedback so that they can practice oral expression
independently. As well, reading skill is an effective way to develop vocabulary,
comprehension, and reading speed. Online articles serve as an excellent source of

reading material for learners at all levels. Simplified books with controlled vocabulary
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and grammar levels are designed specifically to help learners gain confidence while

progressively developing their reading skills (Miranda, 2023).

Writing skills can be improved by keeping blogs or online diaries as a means of
practicing written expression. Such activities also promote critical thinking among
learners. Blended learning models combine traditional classroom instruction with online
resources and interactive platforms.Furthermore, This approach provides a personalized
learning experience tailored to each student's needs allowing them to focus on specific
language skills that require improvement. By employing these techniques effectively,
students can become proficient in all four key language skills in a fun, engaging manner
that suits their individual learning style (Maulida et al., 2023).

In spite of minor advancements, it can be asserted that there is a lack of clearly defined
standards delineating the necessary proficiency in language skills at the primary level,
along with corresponding appropriate assessment tools in the field of early language
learning assessment (Giingdra & Onder, 2022). Early language learning is not limited to
academic proficiency alone but also encompasses the development of communication
skills and language acquisition, which cannot be effectively measured through
traditional assessment tools.In this way,to address this issue, assessment tools for early
language learning must consider the stages of development when acquiring the
language, these include the 4 skills. These assessments should also be age-appropriate

and tailored to the cognitive abilities and linguistic development of young learners.
Vocabulary learning

Woodeson et al.( 2023), vocabulary, an important aspect of learning a foreign language,
plays a crucial role. It is impossible to communicate without a diverse vocabulary.
Learning to read, speak, write, and listen also requires a strong vocabulary. People who
lack a sufficient vocabulary may be unable to effectively communicate and express
themselves, both orally and in writing. Having a wide range of vocabulary is an
essential factor in learning a foreign language, Effective communication becomes
almost impossible without having a diverse and rich vocabulary. In this way become
proficient in reading, writing, speaking, and listening requires a solid foundation of
vocabulary. Therefore, it is safe to say that vocabulary serves as the fundamental
building blocks upon which language skills are constructed, making it an indispensable

asset for effective communication and mastery of any language.
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Vocabulary learning is a complex process that can be examined from various angles,
each offering unique in sights into language acquisition and usage. Acording to Gu (
2019), When it comes to examining the task of learning vocabulary, there are multiple
perspectives to consider. These include the breadth of one's vocabulary, meaning how
many words a person knows, as well as the depth of their knowledge, or how well they

understand each word.

Firstly, vocabulary breadth refers to the sheer number of words a person knows in a
language. In contrast, vocabulary depth delves into the nuanced understanding of each
word, including its meaning, connotations, collocations, and usage in different contexts.
Both breadth and depth are crucial for effective communication. Another important
aspect of vocabulary learning is automaticity. This involves the ability to recognize and
use words effortlessly without conscious effort. Achieving automaticity requires
practice and exposure to words in real-life situations. In addition to this, it is essential to
use vocabulary appropriately in different social, cultural, and situational contexts.
Inappropriate word choices can lead to miscommunication or even offense.
Understanding the nuances of word usage is therefore crucial for effective

communication (Ghazal, 2022).

Throughout history, there have been numerous individuals who have contributed to the
field of vocabulary learning in a variety of ways. These creators and pioneers have
developed innovative methods and approaches aimed at enhancing our understanding
and mastery of language. From ancient civilizations to modern-day educators, the

pursuit of effective vocabulary acquisition has remained a key focus for many.

Paul Pimsleur, born in 1927 and passed away in 1976, made significant contributions to
the field of language education. One of his most notable achievements was the creation
of the widely recognized Pimsleur method, which positioned him as one of the greats in
the field. This approach places a strong emphasis on vocabulary acquisition and
conversation skills through a combination of listening exercises and repetition. Its
effectiveness has been repeatedly proven, as it has been utilized by countless individuals
seeking to learn a new language (Sabokhat, 2023).

Strategies

In order to improve one's vocabulary in a language, it is crucial to employ effective

strategies that can be sustained over time and personalized to meet individual needs.In
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this way, By utilizing diverse approaches and tools, the process of learning new words
can become more dynamic and engaging, ultimately resulting in a greater level of
proficiency in the language. Whether it be through flashcards, reading extensively, or
actively seeking out new words in conversation, there are countless methods available
to enhance one's vocabulary acquisition. It is important to note that no single strategy
will work for everyone; each learner must experiment with different techniques until
they find what works best for them. The main intent of language learning strategies is to
evolve communicative competence. In the words of Oxford, language learning
strategies are categorized into two broad groups, namely direct and indirect strategies
(Masharipovna et al., 2019).

According to Alsharif (2022), VLSs refer to particular techniques and methods that
learners employ to help them “comprehend, store, and remember information” about the
learnt vocabulary. There has been a prolific strand of scholars who tried to identify how
learners use vocabulary learning strategies in their L2. The acquisition of vocabulary
plays a vital role in the language learning process. To enhance this process, there are
five crucial strategies that learners can use. These strategies cover different aspects of
vocabulary acquisition and include Memory Strategy (MEM); Determination Strategy
(DET); Social Strategy (SOC); Cognitive Strategy (COG); Metacognitive Strategy
(MET).

Firstly, (Alsharif) asserted that memory Strategy is a cognitive approach that utilizes
various mental techniques and pre-existing knowledge to enhance the retention of
information in long-term memory. It is a highly effective tool, especially when
attempting to learn and retain new vocabulary on a large scale. By employing
mnemonic devices, visualization, repetition, and other similar techniques, individuals
can improve their ability to recall information over extended periods of time. This
strategy can be applied across various fields and disciplines, making it an essential skill

for anyone seeking to improve their memory capacity and overall cognitive functioning.

Determination Strategy is an approach that puts emphasis on the learners' own
resources to decipher the meanings of new words. It involves utilizing various methods
such as educated guesses based on context or consulting dictionaries. This strategy
requires learners to take an active role in their learning process, promoting

independence and self-reliance. With this approach, learners are encouraged to use their
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critical thinking skills and problem-solving abilities to understand unfamiliar words,
which can lead to a deeper understanding and retention of language (Isakovna et al.,
2023).

Social Strategy is a crucial aspect in classroom settings, whereby educators play an
instrumental role in facilitating and bolstering students' journey towards vocabulary
acquisition. Through the use of some strategies and techniques, instructors can guide
learners to develop effective communication skills and foster a supportive learning
environment. The incorporation of Social Strategy also allows for the integration of
interactive activities that encourage collaboration and engagement among students,

ultimately enhancing their overall learning experience (Almosa, 2023).

Cognitive Strategy is a term used to describe a variety of techniques that aid in the
retention of new words by language learners. These techniques include activities such as
taking notes, engaging in verbal and written repetitions, and articulating lexical items
aloud. By implementing these strategies, learners are able to more effectively encode
new vocabulary into their long-term memory, which can ultimately lead to greater
proficiency in the target language. Whether through note-taking during lectures or
repeating newly-learned words out loud, cognitive strategies are an essential tool for
anyone looking to improve their language skills (ldris et al., 2023).

Metacognitive Strategy is a powerful tool for language learners to enhance their
vocabulary acquisition skills. This strategy involves the implementation of a plan or
self-assessment of the learning process, which allows learners to monitor and regulate
their own progress in acquiring new words. The strategies encompass a wide range of
techniques, including memory techniques, self-determination in discovering word
meanings, social factors influencing learning, cognitive actions like note-taking and
repetition, and metacognitive processes for effective self-assessment during the learning
journey. By utilizing these strategies, language learners can significantly improve their

ability to acquire new vocabulary (Idris et al., 2023).
Productive and Receptive vocabulary

In the realm of language learning, it is important to distinguish between two types of
vocabulary: receptive and productive refers to words that can be easily understood when
listening or reading. On the other hand, productive vocabulary pertains to words that

can be actively used in speech or writing. It is crucial for learners to develop both types
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of vocabulary in order to effectively communicate and comprehend in a given language.
While receptive vocabulary may be acquired through exposure and immersion, building
productive vocabulary requires practice and application in real-life situations. It is also
easier to acquire a receptive control of words than a productive control, which often
develops later. Traditionally, vocabulary is taught in three modes of instruction: visual,
verbal and translation (FundaKémeg & OzkanKirmizi, 2019).

Visual techniques are an incredibly effective tool for language teachers to utilize in their
teaching practices. These techniques involve implementing a variety of visual aids, such
as flashcards, realia, drawings, mime or gestures. By incorporating these methods into
lessons, language educators can enhance the learning experience for their students by
providing them with a more engaging and interactive environment. One of the primary
benefits of utilizing visual techniques is that they allow learners to associate the
language being taught with tangible items and real-life situations. This is particularly
useful when introducing vocabulary related to specific objects or descriptions of people
and places. By utilizing visual aids such as flashcards or realia (real-life objects used in
teaching), learners can more easily make connections between words and their

corresponding meanings (Aliakbari et al., 2023).

1.3 OBJECTIVES

General objetive

To analyze the usage of the Interactive games (Wordwall) for enhancing vocabulary
learning.

Specific objetives

1. To identify the types of interactive games(wordwall) to improve vocabulary.

2. To examine alternative types of interactive games employed by learners for
vocabulary learning.

3. To determine the strategies employed by learners in their vocabulary learning
endeavors.

Fulfillment objectives

To enhance the development of the first objective, the research concentrated on a
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thorough investigation of interactive wordwall games, their advantages, and distinct
characteristics. A pivotal component of this exploration involved conducting a
comprehensive survey comprising 18 questions designed on a Likert scale. The survey
aimed to gauge student perspectives and preferences related to interactive wordwall
games. On the other hand, to ensure the reliability and internal consistency of the
survey, Cronbach's alpha, a statistical measure, was employed for validation. This step

was crucial in affirming the survey's reliability and the consistency of responses.

To further enhance the comprehensiveness of the study, an open-ended question was
incorporated to better address the second objective. This addition provided students
with the opportunity to share with each other other types of interactive activities they
commonly engage in, using various apps such as Duolingo, Quizlet, and Quizzes
Liveworksheet. This approach not only broadened the scope of the investigation but
also allowed for a more nuanced understanding of the diverse interactive learning

experiences students encounter beyond wordwall games.

Finally, to conclude the last objective, students utilized the survey along with a second
open-ended question. This allowed students to express their opinions on various
strategies used to learn vocabulary. Through this comprehensive approach, all
objectives were successfully achieved. The collected data yielded valuable insights into

students' behaviors and preferences regarding language learning tools and interactive

techniques.
CHAPTER 1l
METHODOLOGY
RESOURCES AND MATERIALS
2.1 Materials

Several resources were considered for the research. Initially, the human resource
consisted of students of Unidad Educativa “Glenn Doman”. Additionally, technological
assets like laptops, cellphones, and printers were essential. Finally, data was collected
using Google forms and analyzed using SPSS (Statistical Package for Social Science)

software.
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Population

The research on interactive games (Wordwall) and vocabulary learning was carried out
at the Unidad Educativa “Glenn Doman”, involving a total of 87 students. Students
from the 10th grade of Educacion General Basica to the 3rd grade Bachillerato General
Unificado were considered, comprising 38 males and 49 females. All of them were
mestizos, with ages ranging from 13 to 17 years old. These participants were selected to
understand how the new generations engage with interactive games. The institution
provides a comprehensive, dynamic, and enjoyable education equipped with various
technological devices such as computers, projectors, among others.

Table 1

Population

Population Participants Percentage
Male 38 43.6%
Female 49 56.3%
Total 87 - 100%

Note: Pre-service teachers su'rveyed

Instruments

A comprehensive survey was conducted through the use of Google Forms to gather and
analyze data that would determine the effectiveness, significance, and contribution of
interactive Wordwall games in the development of vocabulary learning. This research
started with the constructed survey validated by Cronbach’s Alpha with a result of
0,854 that was applied to 87 students. The survey comprised a total of 18 items and two
open ended questions, for this survey the Likert scale was applied. Additionally, added
an introductory section consisting of 5 questions related to nationality, age, gender, and
other relevant information, on the other hand, the first section was related to types of
interactive wordwall activities It contained 10 items and one open ended question.
Second section included one open ended question corresponding to the other types of
interactive games that students typically utilize. Finally, the last section was about the
strategies that learners use to learn vocabulary, It involved 8 items and one open ended
question as well. furthermore, the survey was divided in three main sections that
correspond to the research questions: What wordwall interactive activities are used to
enhance vocabulary learning? and What other types of interactive games do learners use

when learning vocabulary?
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Procedure

The research was conducted with great attention to detail and a methodical approach,
ensuring a comprehensive examination of the topic at hand. The first and foremost step
involved delving the interactive wordwall activities, with extensive efforts made to
gather relevant information from diverse sources such as books, articles, and academic
publications. Additionally, 1 explored other types of applications that offer interactive
games beyond wordwall applications, including Duolingo, Quizlet, and Kahoot, in order
to gain a more complete understanding of the subject matter. By taking this thorough
and diligent approach to the research process, it was obtained a wealth of valuable

insights and information that will help in the research.

One of the key steps in the research process was to create a survey that would examine
the use of interactive wordwall games. In order to develop this instrument, specific
objectives were identified that focused on the three research questions that had been
previously asked. These objectives aimed to investigate all aspects related to these
questions, including relevant theories and topics. Additionally, three open-ended
questions were incorporated into the survey in order to gain a better understanding of
students' perspectives on the topic being researched. Throughout the development
process of the survey, multiple iterations and revisions were undertaken in order to
ensure that each question was clear, relevant and easily understood by participants. This
attention to detail was crucial in ensuring that accurate data could be collected from
respondents, which would ultimately contribute to a more comprehensive understanding

of the use of interactive wordwall games in educational settings.

In order to ensure the reliability of the survey, a thorough process was implemented.
Firstly, a pilot test was conducted on a sample of 10 students to gauge the effectiveness
and accuracy of the survey questions. Based on the result obtained from this pilot test,
necessary adjustments were made to improve the overall quality of the survey.
Subsequently, data collected from the survey were entered into the SPSS program for
validation purposes. To obtain a consistent and reliable value, Cronbach's alpha was
utilized in this process. With these measures in place, it can be assured that the survey is

not only effective but also reliable in its results.

After successfully validating the survey, the research progressed to the next crucial

phase of data collection. This phase involved meticulously administering the survey to
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both 2nd and 3rd-grade high school students and 10th-grade Educacion General Bésica
students at the Unidad Educativa “Glen Doman”. To facilitate a smooth and effective
survey process, an intervention was conducted beforehand. This intervention
familiarized the students with key concepts, such as "What is Wordwall?" and its
various uses, among other important details. The aim of this intervention was to make it
easier for the students to comprehend and accurately complete the survey. With this
approach, the researcher ensured that all relevant data was efficiently collected in a
manner that would not compromise the overall integrity of the study.

In order to streamline the survey process, a link was provided to each individual teacher,
who then disseminated it amongst their respective classes. The students were urged to
provide their honest opinions and perspectives on the activities in question in order to
ensure the accuracy of the results. Once all responses had been collected, they were
analyzed using the SPSS program, which allowed for an assessment of both their
reliability and validity. Overall, this comprehensive approach ensured that the resulting

data was both accurate and informative.

Methods

Research approach

My research was conducted with a mixed approach because both qualitative and
quantitative methodologies were used. It is qualitative because, according to Aspers and
Corte (2021), Qualitative research is a valuable method for delving deeply into complex
social phenomena. This approach allows researchers to gain insightful perspectives on
participants' experiences and viewpoints. By using qualitative methods, researchers can
collect rich data that goes beyond mere statistical analysis and numbers. Qualitative
research is particularly useful for investigating topics that are difficult to quantify or
measure, such as cultural beliefs, social relationships, and individual experiences. For
this reason, a survey was conducted to gather information about the interactive games of

the Wordwall app.

On the other hand, this research took a quantitative approach to analyze the results using
statistics. Hans et al. (2023), Quantitative research is a scientific approach that involves
collecting data through measurement. It assumes that the phenomenon being studied can

be measured. Therefore, this type of research is objective and systematic, with a focus
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on quantifiable data. By employing rigorous methods of measurement and analysis,
quantitative research helps ensure reliable and valid conclusions about the world around

us.
Descriptive

This research had a descriptive level, as the characteristics of the variables are given.
Furthermore, According to Siedlecki (2020), Descriptive research serves the purpose of
providing a comprehensive representation of individuals, events, or conditions in their
natural state. This type of research does not involve any manipulation of variables, and
instead focuses solely on describing the sample and/or variables under investigation.
Such studies are useful for identifying problems within a unit, organization, or
population; analyzing the characteristics of a population; or comparing variations in

practices and characteristics between institutions or countries.

The primary objective of this inquiry was to provide a comprehensive depiction of the
impact that interactive games, specifically Wordwall, have on vocabulary learning and
their role in enhancing this important skill. To achieve this aim, a survey was utilized as
an instrument to collect data regarding the participants' experiences and perceptions of
using interactive games like Wordwall to facilitate vocabulary acquisition. By doing
that, we aimed to get valuable insights on how these innovative tools can be used to

improve vocabulary learning outcomes.

RESEARCH QUESTIONS
1. What wordwall interactive activities are used to enhance vocabulary learning?
2. What other types of interactive games do learners use when learning vocabulary?

3. What are the strategies that learners use to learn vocabulary?

CHAPTER 11
RESULTS AND DISCUSSION

3.1 Analysis and discussion of the results

In this particular chapter it was deepened based on analyzed data that has been collected
with the specific purpose of providing answers to three key questions based on the
objectives of the study. The results obtained after conducting a survey will be presented
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in an organized manner to facilitate comprehension and clarity. To ensure accuracy and
precision, the data was processed via SPSS, which allowed for the acquisition of
meaningful insights. Furthermore, this approach enabled us to effectively tabulate the
results of open-ended questions, thereby enhancing our understanding of the topic at
hand.

1. What wordwall interactive activities are used to enhance vocabulary learning?

2. What other types of interactive activities do learners use when learning vocabulary?
3. What are the strategies that learners use to learn vocabulary?

Table 2

Wordwall interactive activities

Items mean

When | complete quizzes, | improve my understanding. 3,64

I improve my vocabulary and learn new ideas and concepts when | complete 3,40
different crossword puzzles.

I concentrate more when | work with activities to retain information. 3,82

I like working with line-matching activities because they help me learn 3,59
more words and definitions.

When | work with various puzzles, they help me enhance my reasoning as 3,53
they have recognition patterns.

I like to answer different questions that need to be answered within a 2,64
limited time.

| use various online flashcards to retain different definitions and terms. 2,75

When | create new words with jumbled letters, | learn and retain more 3,14
vocabulary.

I use activities of answering questions consecutively to retain more 3,41
vocabulary.

I improve my vocabulary and learn new ideas and concepts when | play maze 3,44
games.

Note: The following scales were used to derive the measures: 1. Always, 2. Often, 3.
Sometimes, 4. Rarely, and 5. Never.
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Analysis and Interpretation

Research Question: What interactive wordwall activities are used to enhance vocabulary
learning?

The findings of the study revealed that students mainly use memory activities, with a
mean of 3.82 as they prove to be more effective in retaining information. These games
are designed to stimulate the brain and improve memory function, which ultimately
helps students retain knowledge better. However, interactive activities like quizzes
were also popular among students, with a mean of 3.64. Wordwall quizzes are dynamic
and widely used to evaluate student progress and identify areas where academic support
is required. Matching activities were frequently employed by students as well, scoring
an average of 3.59 for their effectiveness in relating elements and facilitating significant
learning. Besaides, Quickfire Games or answering questions under time pressure
received the lowest mean of 2.64 as it tends to make students more susceptible to

failure.

In conclusion, the study highlights that employing a variety of interactive activities in
wordwall can significantly enhance student engagement and improve learning
outcomes. It is essential for educators to incorporate such techniques into their teaching
methodologies to promote effective learning and retention among students.

Table 3

Strategies to learn vocabulary

items mean
I can memorize more vocabulary when | read, repeat, or listen. 4,16
I learn new vocabulary when | associate it with a general context. 3,56

I learn new vocabulary when | share ideas with the class and do group 3,69

activities.

I learn vocabulary best by taking notes or repeating the words out loud. 3,47

I learn vocabulary best when | have conversations with my classmates and 3,67
transcribe.

I increase my vocabulary when | use online flashcards, and real materials. 3,33
I increase my vocabulary when | use class objects. 3,54

I increase my vocabulary when listening or reading. 3,94

Note: The following scales were used to derive the measures: 1. Always, 2. Often, 3.
Sometimes, 4. Rarely, and 5. Never.
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Analysis and Interpretation
Research Question: What are the strategies that learners use to learn vocabulary?

The study conducted has revealed some of the most popular strategies used by students
when it comes to learning vocabulary. One of the most frequent strategies identified
was memory strategies, which involve stimulating long-term memory through
techniques such as visualization, auditory and repetition. This strategy had a mean of
4.16, indicating its effectiveness in improving retention for prolonged periods of time

compared to other strategies.

According to the results, it was found that the receptive skill was the second most
frequently used strategy by students with a mean of 3.94. This technique primarily
involves listening and is especially beneficial for auditory learners who have a tendency
to grasp new words more efficiently when they hear them in music, podcasts, or
audiobooks. In addition, reading is also deemed as an effective method for students to
retain new vocabulary. On the other hand, cognitive strategy, was one of the least used
by students with a mean of 3.47. In particular, the visual strategy appears to be the least
used among students, with an average rating of 3.33. However, research has shown that
this approach can be incredibly effective in terms of capturing students' attention and
enhancing their overall learning experience. By incorporating visual aids such as
flashcards, mimes, and gestures into their studies, students are able to focus more
intently on the material at hand and retain more information over time. Despite these
clear benefits, it is surprising to note that the visual strategy remains one of the least

favored options among students today.

In summary, the study highlights that memory and receptive skills are among the most
popular strategies that students use when learning new vocabulary while cognitive and
visual strategies are less frequently used. It is important for educators to understand
these preferences so that they can tailor their teaching methods accordingly to improve

student engagement and retention rates.

Table 4

Open-ended questions

Question 1 Answer Total
Duolingo 50
quizlet 12
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What other types of interactive Memrise 10

activities do you know to learn Quizziz 2
vocabulary (Quizlet (gravity), Liveworksheets 7
Duolingo (pronunciation), Other answers 6
Memrise(Stories and Practical Total 87

Situations)?

Question 2 Answer Total
I underline to learn vocabulary. 18
I learn through subtitles 13

What other strategies do you use | learn when | copy vocabulary on paper. 22

to learn vocabulary, for example | learn when | watch movies and videos in 7

(copying vocabulary on paper, English

underlining, learning through | learn when I read books or stories 10
subtitles)? I learn when 1 listen to music 17
Total 87

Analysis and Interpretation

The first open-ended question, what other types of interactive activities do you know to
learn vocabulary (Quizlet, Duolingo, Memrise, Babbel)?The results revealed that
Duolingo is widely favored among students due to its comprehensive approach to
vocabulary and grammar learning. Offering a variety of dynamic activities, it allows for
flexible studying methods tailored to each student. However, Quizlet is another
frequently utilized application. It provides a broad range of enjoyable and interactive
activities that contribute to the development of visual skills, primarily through the use of
flashcards. Additionally, students often turn to Memrise, which relies on repetition to

stimulate the brain for enhanced long-term retention.

In addition to these applications, Liveworksheets, Quizz, and Kahoot are also popular
choices among students. These platforms offer a diverse set of activities for vocabulary
learning. In summary, there are numerous options available for interactive vocabulary

learning activities, each presenting unique features and benefits.
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The second open-ended question, what other strategies do you use to learn vocabulary,

for example (copying vocabulary on paper, underlining, learning through subtitles)?

Based on the results, it appears that most students tend to write words as a way of
learning vocabulary. This is because writing involves physical movement, which can
help reinforce kinesthetic memory. Writing also helps internalize words, leading to
better retention and comprehension. Another effective strategy for retention is
underlining key words. By highlighting important information visually, students can
focus on relevant material for later review and recall. Using subtitles is another effective
tool for learning vocabulary as it provides both visual and auditory context for learners.
This not only reinforces the association between words and their meanings but also
improves contextual understanding and pronunciation skills. On the other hand,
exposure to visual and auditory media like movies and videos can enrich one's
vocabulary by presenting words in authentic situations. This approach enables students
to understand colloguial language and diverse contexts better. Reading books or
listening to music are also popular methods used by students to learn new vocabulary.
In conclusion, these various strategies reflect the diversity of approaches that students
find effective in learning vocabulary. Each approach takes advantage of different
learning channels and individual styles, ensuring that everyone has an opportunity to

succeed in this essential aspect of language acquisition.
Discussion

The three research questions presented below were designed to explore students'
perspectives on interactive wordwall activities and their impact on students' vocabulary

learning process.

Question 1 What wordwall interactive activities are used to enhance vocabulary

learning?

Through the analysis, it was found that the majority of students commonly utilize two
types of interactive wordwall activities: memory games, and quizzes. These interactive
activities are frequently implemented in English language teaching, particularly in the

context of vocabulary subskills.

Cerasi and Dougrusadik (2022) argued that the memory games can be incredibly

beneficial for individuals looking to enhance their brain function and improve long-term
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retention. These games are specifically designed to stimulate the mind and challenge
individuals to remember specific details and information. 1 On the other hand,
according to Johnson (2022) Quizzes have become an indispensable tool in the field of
education Seeing that they provide educators with an effective and objective way to
evaluate their progress and pinpoint areas where they may need further assistance or
direction. Moreover, quizzes offer an immediate feedback mechanism that enables
students to correct any mistakes they may have made and deepen their comprehension
of the subject matter.

Krishnamurty et al (2022) noted that quickfire Games are a specific type of educational
game that assesses students' cognitive abilities and expertise while they face time
constraints. These games offer numerous benefits, including enhancing critical thinking
skills and problem-solving abilities. However, despite their advantages, research

outcomes suggest that such games are not frequently utilized by students.

Question 2 What other type of interactive activities do learners use when learning

vocabulary?

The results of the study indicated that the majority of students use two main types of
interactive activities: duolingo and quizlet, the use of educational applications usually
play a very important role in vocabulary acquisition, according to Aspirantes (2023) the
incorporation of technology into education has been found to have significant potential
benefits, especially when it comes to language learning. One key advantage is the
ability to engage students through interactive and stimulating tools, such as educational
apps. These apps can provide learners with a more effective and engaging way to
expand their vocabulary and improve their language skills. By offering personalized
learning experiences, such apps can help students to progress at their own pace and in
ways that are tailored to their individual needs. Abdulaziz (2018) noted that quizlet is an
incredibly helpful web and mobile application designed to aid students in their studies.
This innovative tool offers a range of learning resources such as flashcards, games,
collaborative activities, and quizzes to help students study effectively. However,
According to Carolline (2022) Quizlet, students have the flexibility to choose from
different learning tools that best suit their individual needs and preferences. Kahoot! is a
highly innovative and interactive learning platform that revolves around educational

games. Designed to augment the traditional classroom experience with a user-friendly
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interface and intuitive design. This makes it easily accessible to learners of all ages and
proficiency levels. The results show that Kahoot and Quizlet are applications commonly

used by students due to their flexibility and popularity.
Question 3 What are the strategies that learners use to learn vocabulary?

Previous results indicated that one of the most used strategies to learn vocabulary is the
memory strategy according to Alsharif (2022). memory strategy involves the use of
various methods that target specific aspects of the brain's capacity for memory retention.
One such method is the use of mnemonic devices, which are essentially memory aids
that help individuals remember complex or abstract information by associating it with
more easily remembered concepts. Visualization is another technique that involves
creating visual images or mental pictures that represent the information being learned.
Repetition is also an essential aspect of memory strategy as it helps reinforce neural
connections between different pieces of information. However, According to
FundaKéme¢ & OzkanKirmizi (2019) Receptive vocabulary skill is a crucial aspect of
language acquisition, as it involves the ability to comprehend and identify words when
they are spoken or written. For students looking to enhance their language proficiency,
there are several effective ways to improve receptive vocabulary. One such method is
reading beloved stories in English, which can help learners associate familiar phrases
and expressions with new words and concepts. Additionally, watching movies with
subtitles or listening to music in the target language can also be highly beneficial for
expanding one's understanding of vocabulary.The results obtained by this strategy were

good since it was the second strategy that students most often use.

Aliakbari (2023) mentioned that the use of visual aids in language teaching has been
proven to enhance retention and comprehension among learners. When students are
presented with visual representations of new vocabulary or grammar concepts, they are
more likely to remember them long-term among them we find Flashcards, drawings,
illustrations, mime or gestures. This strategy, despite having a variety of advantages,
has been the least used by students.
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CHAPTER IV
CONCLUSIONS AND RECOMMENDATIONS

4.1 Conclusions
After the survey results were analyzed and processed, the following conclusions.

were reached:

Based on the findings, it has been determined that students primarily use interactive
wordwall games, such as quizzes and memory games, to improve their vocabulary
comprehension and retention. This is because students are naturally drawn to
interactive, entertaining and enjoyable activities in the same way, students tend to prefer
line matching activities. However, most students tend to avoid Quickfire games or time-
limited activities because they often experience nervousness or discomfort when
working under pressure. Consequently, this was found to be the least used wordwall
activity among students. Despite this finding, incorporating interactive games into
vocabulary learning can greatly benefit overall comprehension and retention of new

words in the students.

When it comes to learning vocabulary, students have a lot of interactive tools at their
disposal. From games to applications to websites, the options are endless. However,
among these tools, Duolingo has emerged as the most successful application due to its
numerous benefits that students can enjoy while using it. On the other hand, Quizlet
also holds a prominent place in student learning thanks to its diverse range of dynamic
games. Despite this, many students reveal that they often utilize other lesser-known
applications such as Memrise, Kahoot, Liveworksheet, Quizz and more. These
applications may not be as popular as Duolingo or Quizlet but they offer unique features

that cater to specific learning styles and preferences.

When it comes to learning vocabulary, there are several strategies that students
commonly employ. The most frequently used method for students is the memory
technique, which is the simplest approach for teaching and acquiring new words.
Additionally, many students tend to rely on their receptive skills of reading and
listening as they find it easier to comprehend and retain new information when exposed
to music, stories, or movies with subtitles. However, it's worth noting that only a small
percentage of students use cognitive strategies despite their numerous benefits. On the

other hand, some learners reported using visual strategies such as flashcards, gestures,
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and mimes in order to enhance their language acquisition. As such, it's crucial for
teachers to consider these various strategies during the vocabulary learning process
since each one offers countless advantages and could serve as an alternative method of

language instruction.

4.2 Recommendations

After analyzing the survey results, several recommendations have emerged to enhance
students' vocabulary learning. Interactive wordwall games, specifically quizzes and
memory games, have proven to be highly effective in improving vocabulary
comprehension and retention. Therefore, it Is recommended that educators to
incorporate these engaging activities into their teaching methodologies to create an

interactive and dynamic learning environment.

To provide students with a comprehensive and personalized learning experience, it is
recommended that educators explore a diverse range of vocabulary learning
applications. This includes lesser-known applications such as Memrise, Kahoot,
Liveworksheet, and Quizz. By doing so, students will receive exposure to various tools

that can aid them in their vocabulary acquisition journey.

Moreover, the survey highlights the importance of incorporating memory techniques,
receptive skills development, and visual strategies into teaching practices. To achieve
this goal, educators are encouraged to expose students to vocabulary in context through
music and stories. They should also promote the use of visual aids like flashcards as
they have been proven effective in aiding memory retention. Finally, it is essential for
educators to adopt a flexible and diversified approach that acknowledges individual
preferences when catering to varied learning styles. This approach ensures a more
enjoyable and effective vocabulary learning journeys for all students. In conclusion, by
implementing these recommendations effectively, educators can optimize their teaching

methodologies for enhanced vocabulary learning outcomes among their students.
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Annex 2. Survey Validation Cronbach’s Alpha

Estadisticas de fiabilidad

Alfa de Cronbach N de elementos
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