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b. RESUMEN 

Este estudio investigó el uso de juegos en el progreso del aprendizaje de vocabulario con 

los estudiantes de séptimo año de la escuela  Carlos Burneo Arias Se aplicó un plan de 

once sesiones  para mejorar el aprendizaje del vocabulario. La investigadora diseñó 

instrumentos  para medir el progreso y la percepción del uso de los juegos en diez 

estudiantes. Una  guía de observación y un diario de campo se utilizaron para  monitorear 

el progreso de los estudiantes. Los resultados indicaron que el uso de juegos facilitó  el 

aprendizaje del vocabulario, lo que se refleja en las calificaciones del último examen y el 

progreso observado durante la intervención. Las respuestas a los cuestionarios 

confirmaron la actitud positiva hacia el trabajo. En conclusión, este estudio ayudó a los 

estudiantes a mejorar el aprendizaje del vocabulario, al investigador a perfeccionar  sus 

destrezas docentes y  a la comunidad a contar con un  docente bien preparado. 
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ABSTRACT  

This descriptive study investigated the use of games in the improvement of the vocabulary 

learning with seventh year students at “Carlos Burneo Arias” public school.  An 

intervention plan with eleven sessions was carried out to improve vocabulary learning. A 

researcher's-made test and a questionnaire were designed and used to measure the ten 

students' progress and perception of games use.  Additional instruments like checklist, 

field diary were also used to see the students' progress. The results indicated that using 

games facilitated the meaningfully the improvement of vocabulary learning which was 

reflected in the noticeable increase of the posttest scores and students' progress during the 

intervention.  The answers to the questionnaires confirmed the enthusiasm and the 

positive attitude toward working with vocabulary. To conclude, this study helped the 

students to improve their vocabulary learning, the researcher to sharpen her teachings 

sub-skills and the community to have well-prepared candidate teachers. 
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c. INTRODUCTION 

This study was focused on the use of games to improve the vocabulary learning 

with children from eleven, twelve and thirteen years old in a public school. These students 

took English classes once a week with the support of just a few resources and activities 

that motivate them to learn.  Also, they had difficulties to understand what the teacher is 

explaining and asking during the class. The study examined the use of games as a strategy 

through the question: Can games help to improve vocabulary learning in the English 

Language with students of 7th year of Basic Education at “Carlos Burneo Arias” School 

during the academic period 2013- 2014? 

The researcher chose this topic for three reasons: first, during the development of 

the community practices she found that vocabulary was the sub skill that students needed 

to improve in order to face the learning process. Second, there is enough research that 

enables her, to recommend the use of games as part of the classroom activities in order to 

solve the limitations in the English vocabulary learning. Third, vocabulary influences the 

learning of the four language skills: speaking, listening, reading and writing. Furthermore, 

vocabulary is an essential component for successful communication in the second or 

foreign language classroom. (Numan, 2011) 

The aim of this study was to improve the vocabulary learning of the English words 

by using games among seventh year students. In order to reach this goal the researcher 

investigated the theoretical references about games as a strategy to improve vocabulary 

learning. Then the negative factors that limit the vocabulary learning in the English 

Language were diagnosed. After that, the researcher selected the most appropriate games 
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to improve the vocabulary learning in the English Language. Then, she used the 

appropriate games as part of the classroom activities in order to solve the limitations in 

the vocabulary learning in the English Language. Finally, she reflected about the 

effectiveness that the games had on the vocabulary learning in the English Language. 

The variables that the researcher considered within the study were: Vocabulary 

Learning and the use of Games. The intervention stage was carried out in the form of 

eleven academic periods developed in two weekly 60 minutes sessions during four weeks. 

During the intervention the researcher applied two kinds of games to potentiate memory 

and to follow written commands. The games (Can you remember? Snakes and Ladders) 

provided significant contribution in improving the students’ vocabulary as it was 

measured through the use of a vocabulary post-test and the information in the Field Diary 

and Checklist. 

The investigator considered Action Research as the most convenient design for 

the situation, it allows her to have a real professional practice development through the 

emerging evidence-based outcomes. It was developed by collecting data systematically 

in order to draw the conclusions for future practices and also, it followed a self-reflective 

cycle of identifying the problem, planning a change and observing all the process to make 

a re-planning. After that, the researcher is able to collect the necessary information to set 

some modifications or amendment to improve the students’ language learning.  

This research work has given the researcher more experience in using this 

techniques and contribute to her professional growth. Hopefully, it may inspire other 

educators to use Action Research to solve the issues encountered within their teaching 
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practice. It is important to remark that this kind of action research is done for first time at 

Universidad Nacional de Loja in the English Language Department.  

During the intervention, the researcher found some strengths in the group. 

Students were participatory, enthusiastic, interested and respectful. Also, they cooperated 

to perform the tasks assigned within the schedule. They were very punctual. The 

cooperation of the school director was also decisive in developing this intervention plan.  

On the other hand, some weaknesses also emerged such as: the space was limited, 

sometimes the researcher had to share the classroom with other classmate, causing 

discomfort in teaching, due to the students’ noise. There were not enough classrooms for 

students. Another situation was the lack of materials such as: posters, Cd player, projector, 

speakers and devices in order to learn the new words. Therefore the researcher solved the 

problem by bringing her own material to work in class. 

The general results that were obtained through the application of the pre and post-

test, pre and post questionnaire, were, analyzed, interpreted according to the significant 

data. Finally, the researcher analyzed the most important results, contrasting them within 

her own findings in the theoretical frame in order to verify if the intervention plan was 

effective or not. 

This research work had a successful impact on students, they were motivated to 

learn English by using games, and they got more self-confidence which is essential in 

learning. Students were more active and participatory, they learned new words by playing 
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and they were able to remember, pronounce, understand meaning and try to use them in 

their real context. 
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d. LITERATURE REVIEW 

VOCABULARY 

DEFINITION 

According to Richards & Renandya (2002) vocabulary is a list of words that 

teacher introduces and explains to the students. As well as, vocabulary usually grows and 

evolves with age, and serves as a useful and fundamental tool for communication and 

acquiring knowledge. 

Richards (2002) states that vocabulary is gather the meaning of the words to make 

the speakers easily to communicate with others. If someone has limited vocabulary, this 

person cannot communicate effectively orally or in writing form. 

Vocabulary is a set of words within a language that are familiar to that person; it 

has a significant role in language learning. Vocabulary is a core component of language 

proficiency and provides much of the basis for how well learners speak, listen, read and 

write. According to (Numan, 2011) vocabulary is important aspect in language. 

Vocabulary is one of the language components and as a base of a language. 

Vocabulary influences the four language skills: speaking, listening, reading and writing. 

In mastering the language, students usually think of mastery the vocabulary or learning 

words.  
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When we use the term vocabulary, sometimes we are talking about the words that 

students use in speech (oral vocabulary) but are not yet able to figure out in written text 

(reading vocabulary), sometimes they can understand a word they hear (listening 

vocabulary) but cannot use the same word in speech or writing.  

TYPES OF VOCABULARY 

Vocabulary can be into two groups according to use. 

Expressive vocabulary refers to words that a person can use to express or produce 

language, for example, by speaking or writing. 

Receptive vocabulary refers to all the words that can be understood by a person, 

including spoken, written, or manually signed words. (Vásquez, Hansen & Smith, 2013). 

For Blachowicz, Fishe & Ogle (2013), expressive use of words is considered more 

difficult than receptive use. For reading or listening, students need to have a general idea 

and can use syntactic and semantic context clues for better understanding. 

In school it is necessary to develop all these areas: oral receptive vocabulary (for 

listening) oral expressive vocabulary (for speaking), reading (receptive) vocabulary, and 

writing (expressive) vocabulary.  Another form to express the same idea is to consider 

the following classification. 
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Passive vocabulary contains all the words that we understand when we read or 

listen, but which we do not use or cannot remember in our own writing or speaking.  

Active vocabulary contains all the words we understand and use. (Scribd, 2010). 

THE IMPORTANCE OF VOCABULARY IN ENGLISH LEARNING 

Vocabulary knowledge plays an important role in language learning. The 

vocabulary is more important than grammar as the basic of language. Moreover, 

Vocabulary is an essential component for successful communication in the second 

language classroom. (Linse, 2006). 

  According to Hiebert & Kamil, (2005) mastering vocabulary is very important 

for the students who learn English as a foreign language. It means, who learns a foreign 

language should know the words, because it would facilitate communicate with others. 

Vocabulary is an important thing in language learning in spite of other language 

components such as grammar, phonology, and so on. Vocabulary is the core to English 

language because without sufficient vocabulary students cannot understand others or 

express their own ideas. (McCarthy, 1990). 
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GENERAL CONSIDERATIONS IN TEACHING VOCABULARY 

STEPS TO TEACHING VOCABULARY 

Step One:  Getting the students ready and engaging their interest.   

 Signal that vocabulary instruction will take place and explain why.  

 Specify what students will do. (e.g. Today you will learn to use a new word. 

You will be taking notes. You will be listening to me carefully and responding

 orally and in writing.    

 Prepare students to take notes (e.g. with a graphic organizer). 

  Step Two: Teaching the word explicitly.  

 Introduce the new word to your students.  

 Pronounce the new word clearly a few times.  

 Ask your students to pronounce the word after you.  

 Break up polysyllabic words.  

 Write the word on the board or overhead and point to it. Tell them to write 

it.  

 Teach the meaning of  the word by giving  the students a student‐friendly 

definition. The definition should be succinct and comprehensible and applicable

 to learning math. 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 Provide student‐friendly examples and when possible appropriate non‐examples. 

Tell students to write them.  

 Identify the part of speech of the word for the students. Remind students to 

write it.  

 Give students any additional information about the word they need to use the 

word. You could explain its related word forms, the words it is used with,  

and/or the particular way it is used in math contexts. Remind students to 

take notes.  

 Guide the students in reading a sentence containing the word two or three 

times. 

Step Three: Providing  independent practice – additional opportunities  for 

students to hear and/or read the target word  (input)  and use the word in 

speech and writing  (output).   

In this step, you need to use a familiar instructional strategy to engage students 

in an activity. e.g. (ThinkPair, Share the Frayer Grid or a vocabulary game).  

Model the activity students are to participate in and the language students are to use. 

Make sure to give students clear guidelines for participating, including a time limit. Tell 

them to use the target word incomplete sentences. 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Step Four:  Providing formative assessment.   

 Hold each student accountable  for using the word. Provide  feedback,  as 

appropriate. For example, ask each student to use the word to complete a 

task in which they write a complete sentence using the word. (Marzano & 

Kinsella, 2004). 

SIX-STEP VOCABULARY PROCESS 

 The teacher provides an informal description, explanation, or example of the term. 

 Linguistic definition – ask students to restate the description, explanation, or example 

in their own words. 

 Nonlinguistic definition – ask students construct a picture, pictograph, symbolic 

representation, or act out the term. 

 The teacher extends and refines understanding of the word by engaging students in 

activities that help them add to their knowledge of the terms in vocabulary notebooks. 

 Periodically ask students to discuss the terms with one another. 

Involve students in games that enable them to play with the terms and reinforce word knowledge. 

(Marzano R. J, 2004, pp. 14-15)  
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ASPECTS TO TEACH VOCABULARY 

There is a variety of aspects that need to be taken into account when talking about 

vocabulary in the EFL classroom. These are the form, its grammar, collocations, different 

aspects of meaning and the word information. 

 The form of new vocabulary is so important, its pronunciation and its spelling. If you 

want to learn new words you need to know “what a word sound like (its 

pronunciation) and what it looks like (its spelling)”. The pronunciation of a word is 

the way which a language is spoken. The spelling is to name or write the letters of a 

word in their correct order. 

 Grammar and with it grammatical rules which are rules in a language for changing 

the form of words and combining them into sentences. It is the person`s knowledge 

and use of the language and certain situations and how to use it in grammatical 

context. 

 

 Collocations of words which is a part combination of words. To collocate words 

means to combine words that are regularly used together in a language. 

Different aspects of meaning which are denotation, connotation and appropriateness. 

Denotation means that something is a sign or a symbol of something. The meaning of 

a word is “what it refers to in the real word”. The connotation of a word is “an idea 

suggested by a word in addition to its mean meaning”. The appropriateness of a word 

means that a speaker should think about the words he uses before he says them and 

he should ask himself whether they are suitable or acceptable in this context or no. 
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 Word information which is the way in which words are put together and into the right 

order in a sentence. This means that words can be broken down into their single 

components which do have single meanings as well but a different meaning when 

they are being put together. (Flohr, 2008, p. 4)   

STEPS TO TEACH VOCABULARY THROUGH GAMES 

There are five steps in teaching vocabularies through game.  

1. First is making motivation by greeting and doing warm-up activity. Strong motivate 

makes learners be interested in language learning.  

2. Next, the presentation of vocabulary is presented through the variety of materials such 

as pictures, flash cards, songs or real object and situation. The various materials can attract 

learners to language learning.  

3. Then, skill practice is used for evaluating learners’ memorization and understanding. 

4.  After that, the assessment is started for checking progress of learners’ understanding. 

The assignment is provided to learners as the assessment for checking progress of 

learners’ understanding. The assignment can be worksheet, examination or presentation 

by learners. 

5. Finally, teacher and learners are participation of reviewing the lesson they have learnt. 

(Huyen & Nga, 2003)  
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TIPS FOR TEACHING VOCABULARY 

Raymer (2005) argues that to teach vocabulary we should take into account the 

following tips. 

Read aloud to students  

Discuss the selection before, during and after reading. As you read, define 

unfamiliar words, using synonyms, short definitions and examples. Help students connect 

new words and concepts with their prior knowledge and experiences. 

Encourage students to read on their own 

The more students read independently, in school in at home the more new words 

they will learn. Students can keep reading journals that include list of words their 

encounter in their reading. Encourage them to collect hundred-dollar words (long, fancy 

ones), words they want to use in their writing, and words whose sounds and spellings they 

like. 

Pre-teach words in teaching selections  

You may wish to use pre-reading vocabulary activities provided by your basal reading 

program`s teacher guide. When choosing your own list of words to pre teach, focus on these 

words types: 

 Key words whose meanings students will need to know in order to understand the reading 

selection`s central concepts. 



 

17 

 Useful words that students are likely to read, hear, say and write again. 

 Difficult words such as multiple meanings words homographs, homophones, and 

unfamiliar idiomatic expressions, all of which can be troublesome for English Language 

Learners.   

 

2. NEGATIVE ISSUES THAT LIMIT THE DEVELOPMENT OF 

VOCABULARY  

DIFFICULTIES IN LEARNING VOCABULARY 

Some problems involved in vocabulary understanding such as: polysemy, the 

word´s idiomatic usage, false cognates and distinction between homophones, can also be 

solved by the context and the dictionary.  

 Usually the first things you learn about a new English word are what it means and its 

translation in your own language. 

 

 Furthermore, you need to know how it is spelled, how it is pronounced, how it is 

inflected (i.e. how it changes if it is a verb, noun or adjective), other grammar 

information about it, how it collocates (i.e. what other words are often used with it). 

 

 Deciding which words are worth learning. There are a lot of words in English 

compared with many other languages, and it is impossible to know them all - even 

native speakers frequently meet words they have never seen before in their reading.  
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 Another problem can be how to organize our vocabulary, here are some ways of 

classifying your vocabulary that you might consider: according to alphabetical order; 

the order in which you found the words; topics; situations; families of similar word 

meanings; frequency of occurrence. 

 

 Remembering vocabulary (Vocabulary learning has largely been construed as a 

memory problem) seems to be another difficulty for vocabulary learners. (Scribd, 2010)  

SOME SUGGESTED METHODS FOR REDUCING THE FORGETTING 

PROBLEM 

Some suggestions for reducing the students' forgetting problem: 

Learn words repeatedly, with increasing intervals between learning sessions. If the words 

are not repeated they will be forgetting easily.  

According to the researchers, most of our forgetting occurs within 20 minutes after 

we have first learned something. More is forgotten within one hour, and still more within 

8 hours - but after 8 hours, the rate of forgetting stays surprisingly steady. 

On other hand, is necessary the teachers before to start classes do a reviewing the last 

class.  
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Have the words you want to learn with you wherever you go so that you can use 

any ‘dead’ time, e.g. travelling to and from university. Word cards or vocabulary 

notebooks are useful. 

Set aside a regular time for vocabulary learning or memorizing. E.g. just before 

you go to bed, or when you travelling to and from university. 

Spend more time on the words that you find difficult. Often, when learning 

vocabulary, people create a list with the target words on one side and meanings on the 

other, and go down the list from the first word to the last, trying to memorize each one. 

(Scribd, 2010) 

3. GAMES TO IMPROVE VOCABULARY LEARNING IN THE ENGLISH 

LANGUAGE 

CONCEPT 

According to Salen & Zimmerman (2004) state that a game is a system in which 

players engage in an artificial conflict, determined by rules that results in a quantifiable 

outcomes. 
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For Adams (2010) a game is a type of play activity, conducted in the context of 

the pretended reality in which the participant (s) try to achieve at least one arbitrary, 

nontrivial goal by acting in accordance with rules.   

Dickey (2005) argues that games are activities, are processes, where players make 

decisions, waiting meaningful results. Also they are built with clear goals and provide 

immediate feedback. 

Games may be one of the most underused instructional tools in education. Many 

types of games can help teachers keep new terms in the forefront of students' thinking 

and allow students to reexamine their understanding of terms. 

IMPORTANCE OF GAMES 

Playing is the one of the most important needs your child has. It is one of the ways 

children learn and it also helps children to manage their feelings and to cope with 

upsetting things that happen in their lives. (Pierce, 2005) 

Play helps build relationship among relaxation and fun.  Games should be thought 

of as a family of related items, they are not all alike, they are not designed for the same 

audiences, nor do they incorporate the same features of game play. 
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Why Educational Games are Important in the Classroom? 

Educational games are very important in the classroom, no matter what the age of 

the students.  There are a variety of reasons for this, including the following. 

 They can be useful to students who have trouble focusing during lectures 

The truth of it that many students feel that lectures are boring.  They may tune out what 

the teacher says.  If they are reading books they may re-read the same statement twelve 

times and still not really know what it said.  For many students with a short attention span, 

educational games can be very useful.  They may be fun for the student to play thus they 

may pay more attention to them.  A good educational game will teach at the same time 

that it entertains. The students may also find it to be an easier way to learn.  

 

 It can add variety to a classroom 

Even if students pay attention, they may find it boring to always do the same sorts of 

things in a classroom.  Educational games can provide a different way to learn about the 

same lessons.  The students may be able to better remember the lessons if they learn it in 

different ways.  They may also find an educational game to be more memorable and they 

may remember the subject material with it.  

 

 There are many good lessons in playing a game itself 

Games can teach more than just the subject matter about which they explore.  Many 

games teach about the importance of taking turns, which in itself is an important lesson.  

Students can learn about needing to wait and sometimes just watching while others play.  

Also, learning the rules of a game can help the children use their minds. 
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 They may get the child excited about a subject 

If the game is a lot of fun then the student might equate learning about a subject as fun.  It is 

good to get the students excited about learning.  It may even help pave the way to a particular 

interest the student has. 

  Educational games can take many different forms.  Some might be on the computer.  In 

this case, it can be important because it can help teach the students about using a computer, 

which is a very important thing to know in today’s modern world.  It can even help them with 

their typing skills.  Consider these and the above benefits when deciding whether or not 

educational games are right for your classroom. (Rose, 2010). 

ADVANTAGES OF USING GAMES IN THE CLASSROOM 

Games play the important part of children’ development and learning language. 

There are many advantages for using games in the classroom: 

1. Games are a welcome break from the usual routine of the language class. 

2. They are motivating and challenging. 

3. Learning a language requires a great deal of effort. Games help students to make and 

sustain the effort of learning. 

4. Games provide language practice in the various skills: speaking, writing, listening and 

reading. 

5. They encourage students to interact and communicate. 

6. They create a meaningful context for language use.  (United State Information Agency, 

1995).  
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TYPES OF GAMES 

Language learning is hard work. Effort is required at every moment and must be 

maintained over a log period. Games help and encourage many learners to sustain their 

interest and work. There are many kinds of games which can be used in teaching English. 

Lewis and Bedson (2002) divided games according to their general character and spirit. 

Movement games in which children are physically active. 

Card games in which children collect, give away, sort and count cards, they can have a 

meaning in a game, or simply serve as symbols for objects or actions.  

Dice games during which players use one or more dice; a dice can have numbers on the 

faces or colors, letters or alphabet. 

Board games all games which mainly involve moving makers along a path. 

Drawing games they require creativity and sensitivity towards world, the children must 

be able to understand instructions and describe their art.  

Guessing games the aim in these games is to guess the answer to questions of some kind. 

Role play games they can vary from guided drama to free speaking activities but it 

depends on the language level, curiosity and confidence of players.  

Team games they can belong to other categories but also require cooperative team work. 
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Word games this kind of games allow to develop children’s enjoyment with words. 

A board game is a game that involves counters or pieces moved or placed on a pre-

marked surface or "board", according to a set of rules. Games can be based on pure 

strategy, chance (e.g. rolling dice), or a mixture of the two, and usually have a goal that a 

player aims to achieve. (Hinebaugh, 2009) 

Overall benefits of board games 

 Provide reach learning opportunities and improve their learning ways. 

 Connect to real life situations. 

 Encourage the use of authentic materials and guarantee fresh content. 

 Enhance their motivation as they perceive them as fun and enjoyable. 

 Help them be creative.  

 Tap into the emotional side: students discover their passions and reflect inwardly. 

 Satisfy their competitive urges. 

 Have health benefits: help relax and de-stress.       

 

4. GAMES TO TEACH VOCABULAY IN THE ENGLISH LANGUAGE 

Knowing that vocabulary is important in learning of a language the researcher 

chose two kinds of games to improve students’ vocabulary learning. 
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CAN YOU REMEMBER?   

 

 

 

 

 

 

Level: Beginner to intermediate 

Age: Children 

Players: Competing pairs or small group 

Timing: 10 minutes 

Location: Classroom 

Main Language: Vocabulary as it appears on the cards. 

Description: Two packs of cards are used, one set of pictures and a corresponding set of 

word cards. They are laid face down on the table. Players complete colleting pairs of word 

and picture cards which go together. They do this by turning two cards face up at each 

turn. If the cards go together the player will collect the cards, if not the cards are placed 

face down again. Players have to observe and remember where the cards are. When all 

the cards have been taken, the player with the greatest number of them is the winner. 

Goal: To match every picture with the appropriate vocabulary word. Winning team is the 

one that matches the most words and pictures correctly. 

REMAKS: I find it helpful if you make the children read words loud, otherwise the 

pronunciation cannot be checked. 
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MATERIALS: 2 sets of cards 20 word cards and 20 corresponding picture cards. (Rixon, 

1996). 

 SNAKES AND LADDERS 

 

 

 

 

 

Snakes and Ladders is a popular game for children in many countries of the word. It is 

easy to make it from basic materials and can be adapted to suit many learning situations.  

The aim of the game is to be the first player to reach the end by moving across the board 

from square 1 to square 64. You will travel the board from base to top, right to left and 

so on. 

Level: Beginners to intermediate 

Players: Two, three, or four people 

Time: 10 to 15 minutes 

Material: Board, 1 die, instructions, rules of the game and markers (counter) 

Rules to play:  

Each player throws the dice. The player who has the highest number starts the game by 

throwing the dice and moving his/her counter at space according to the number shown on 

the dice. 

If a player scores a six he or she has to throw the dice again. 
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If a counter stops on the head of the snake, the player must slide the counter down the 

snake until it gets to the tail and carries on from that point. 

If a counters lands at the foot of a ladder, the player has to move it to the top. 

The first player to reach the square with the highest number on is the winner.    

Description 

The game can be played by two or more players up to a maximum of 6- 8. 

Each player should have their own marker (counter) different shaped sells or stones, or 

colorize pieces of paper or plastic, or bottle tops make good markers. Each player start 

with their marker on the square marked START, which it at the bottom left hand corner 

on the board. (Rixon, 1996) 
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e. METHODS AND MATERIALS 

In this section by methods and materials it is meant the methodology of this 

research work. The section is developed considering: design, context, participants, 

methods, techniques, and instruments, materials and procedures. 

DESIGN 

The spiral model of action research proposed by Kemmis and McTaggart (2000) 

was followed in this study. Action research is a general name for research done by 

undergraduate and postgraduate students. Action research has the potential to make a 

substantial impact on the process of teaching and learning. Thus, it is a methodological 

technique that connects research to practice.  

It involves a self-reflective cycle of identifying a situation or problem, planning a 

change, acting and observing the processes and consequences, and then re-planning, and 

so forth; that is why action research was applied to this study. It has assisted the researcher 

of this thesis to follow the first cycle of the Kemmis and McTaggart’s spiral. This process 

facilitated his reflections of his teaching and improved his students’ situation. 

CONTEXT 

Carlos Burneo Arias public school was selected as the place for the present 

research work, and it is the school where the researcher had the opportunity to teach as 

part of her teaching practicum; therefore, she has insight into the spectrum of English 

teaching within the school. Carlos Burneo Arias School is located in Punzara Grande 

neighborhood and it is not organized according to Ecuadorian School System 

requirements for a basic education school. Currently the school offers education from 1st 
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to 7th grade; it has students from 5 to 13 years old. These children live around the school. 

Student attending this urban public school live under the social surroundings which 

characterizes developing communities in Latin American countries as Ecuador.  

Having English as a subject within the curriculum in Ecuadorian public 

elementary schools is not compulsory as it is for middle and high schools. In the case of 

Carlos Burneo Arias public school, the treatment of English as a subject within the 

curriculum of the school is optional and it is reflected in the limited class periods devoted 

to teach it. It does not have an English teacher as part of its teaching staff and the only 

English instruction children receive is that coming from the teacher trainees who are 

required to complete a certain number of classes as part of their undergraduate students. 

PARTICIPANTS 

The subjects in this study were ten students of seventh grade of basic education. 

The subjects´ age ranged between 12-13 years of age. They were more male than female 

subjects. They receive one period of English classes per week by a student of the 

University of the English language career; each period is about 60 minutes. The students 

have an English book called “Learning Together 4”. The English classes are developed 

without any other didactic material rather than a course book. 

METHODS, TECHNIQUES, INSTRUMENTS AND MATERIALS 

This general denomination includes description of research design, methods and 

techniques used along the research stages as well as the data collection instruments and 

resources. The procedure followed in conducting the study is also described in this 

section. 
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METHODS 

Action Research was adopted as the research design of the study and was 

integrated within the development of the academic course. This study aimed to describe 

the data resulting from the application of an intervention plan. The following general 

methods were applied along the descriptive research: 

The Scientific method assisted the study of the use of using games applied in the 

improvement of vocabulary learning. It helped in the observations done before and during 

the intervention. This one also assisted during the anticipation of the possible solution, it 

supported during data collection in order to make relevant predictions and further analysis. 

The Descriptive method enabled the researcher to describe the different stages of 

the study and the kind of resources used. It served to explain and analyze the object of the 

investigation. 

The analytic-synthetic method was used to analyze the obtained results through 

the tests and questionnaires of six questions each one, and teacher’s field diary.  It was 

adopted also to make the interpretation of data, the logical analysis and drawing up the 

conclusions. 

The statistic method made possible the quantitative statistical analysis of data 

derived from the pre and post tests and pre and post questionnaires as well as the 

qualitative text analysis of the data received from the checklist, and teacher’s diary for 

monitoring skill progress. 
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TECHNIQUES 

Specific techniques were adopted along each stage of the research process starting 

from the conformation of the theoretical framework to the discussion of results. In the 

conformation of the Theoretical Framework and Literature Review, extensive reading 

was conducted and the use of outlines and index cards make concise understanding 

possible. Technology offered valuable help in the process of administering 

bibliographical sources and citations. APA style was assumed as the formal system for 

format organization and citation. 

DATA COLLECTION INSTRUMENTS 

Interviews, questionnaires, students’ grade, students’ work, field diaries & notes, 

systematics observations, pictures, and researcher’s made test were used to gather 

information.      

MATERIALS 

This research work was accomplished with the help of three main resources.  

The Human resources that participated during the different stages were: the target 

population, the students of 7th grade of Carlos Burneo Arias school; another human 

resources was the school principal who facilitated general information about target 

students.  

 

The thesis advisor who tutored along the stages of the study and the researcher 

that worked motivated and eager to learn from the relevant moments were active subjects 
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in the development of this work. 

A personal computer, internet, removable memory stick, and multimedia were 

some of the technological resources used. Office supplies such as handouts, flashcards, 

videos, textbooks and bibliography, made it possible. 

PROCEDURE 

The study started with the observations of the English classes of seventh grade 

students in order to identify the issues the students were facing. The analysis of the 

community practices facilitated the problem statement and figuring out a possible 

solution. At the same time, the structuring of a theoretical framework based on the use of 

games to improve vocabulary learning was done to support the questions raised along the 

observations.  

An intervention plan, organized in eleven lessons, was designed with the help of 

the literature framework. After that, the application of the plan was carried out. During 

this stage quantitative and qualitative data was collected using the instruments mentioned 

above. 

After, collecting the data it was tabulated and analyzed. The discussion of the 

outcomes was completed with the triangulation of the findings and the literature that 

supports this study. The conclusions were drawn considering the initial inquiries. Finally, 

the reporting of the thesis was written and disseminated. 
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f. RESULTS 

PRE -TEST RESULTS 

The quantitative data came from the vocabulary pre -test administered to ten 

students of seventh grade at “Carlos Burneo Arias” at the beginning of the intervention 

period. Participants’ performance was measured in terms of percentage of correct 

responses to four parameters. To assess the vocabulary improvement a pre and a post-test 

were conducted to measure the following parameters: image and oral word association, 

image and written word association, recognize a word in context, oral and written word 

association. These components describe the learning of vocabulary in a foreign language. 

The data of the pre- test scores is shown in the table below. 

Table 1 

Pre-test Result Data 

Note: I.O.W.A= Image and oral word association; I.W.W.A= Image and written word association; 

R.W.C= Recognize a word in context; O.W.W.A= Oral and written word association. 

Ss` Code  I.O.W.A I.W.W.A  R.W.C   O.W.W.A   Total 30  100% 

 Part 1    5/5 Part 2  10/10 Part 3  10/10 Part 4    5/5   

CBA 1 5 8 3 4 20 67 

CBA 2 5 9 9 5 28 93 

CBA 3 5 10 10 5 30 100 

CBA 4 5 10 9 3 27 90 

CBA 5 5 9 7 4 25 83 

CBA 6 5 7 1 2 15 50 

CBA 7 5 7 1 2 15 50 

CBA 8 5 9 8 3 25 83 

CBA 9 3 10 6 3 22 73 

CBA 10 4 8 1 2 15 50 

totales 47 87 55 33 222 74% 

M 4,70 8,70 5,50 3,30 22,20  

% 94% 87% 55% 66% 74%  
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The results in table 1 show that five of the ten participants, who were tested, 

obtained lower scores than 24(80%) that is the limit value adopted for the analysis. The 

other five students reached scores higher than the level required (24), which is the passing 

grade adopted for this study. The table indicates also that only one student reached the 

highest score (30/30), which is the maximum grade. On the other hand, three students 

obtained the lower scores (15/30). Probably, those students were not familiarized with the 

vocabulary tested. 

According to the parameters described before, the students got lowest scores in: 

recognize a word in context (55%) and oral and written word association (66%). These 

results demonstrated a performance high below the average score adopted, suggesting 

that students have more difficulties in these abilities.  On the other hand, in the parameters 

image and oral word association, and image and written word association   the students 

got higher scores (94% -90%) which revealed that students were more familiar with these 

abilities. 

Consequently, the results provided by the pre-test showed that students had 

problems in recognizing and associating oral and written words in context but they were 

more skilled in associating oral and written words with images.  

Considering these results, an intervention plan using games to improve vocabulary 

learning was applied. 
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POST TEST RESULTS 

After conducting a four- week intervention period, a post-test was administered to the 

same group of students. The post-test was similar to the pre-test. It was structured according to 

the four parameters described before.  

The data of the post-test scores is shown below.     

Table 2 

 Post -Test Results Data 

Note: I.O.W.A= Image and oral word association; I.W.W.A= Image and written word association; 

R.W.C= Recognize a word in context; O.W.W.A= Oral and written word association. 

 

As it can be observed in table 2, the participants’ level of proficiency in the post-

test increased in the four parameters in a significant degree. Most of the students who 

were tested got scores far above the passing grade adopted for this study. Two of the ten 

students got the perfect scores (100%) and two students got a very high degree (97%), the 

Ss` Code  I.O.W.A I.W.W.A  R.W.C   O.W.W.A  Total 30  100% 

 Part 1    5/5 Part 2  10/10 Part 3  10/10 Part 4   5/5   

CBA 1 4 10 9 5 28 93% 

CBA 2 5 10 9 5 29 97% 

CBA 3 5 10 10 5 30 100% 

CBA 4 5 10 10 5 30 100% 

CBA 5 5 10 8 5 28 93% 

CBA 6 5 10 9 4 28 93% 

CBA 7 4 10 9 5 28 93% 

CBA 8 5 10 10 4 29 97% 

CBA 9 5 10 9 4 28 93% 

CBA 10 5 10 8 5 28 93% 

totales 48 100 91 47 286 95,33% 

M 4,80 10,00 9,10 4,70 28,60  

% 96% 100% 91% 94% 95,33%  



 

36 

other students reached a 93%. These facts demonstrate that the students’ proficiency 

improvement was very high.  

The recognition a word in context parameter that reached a low score in the pre-

test, improved in a 45% in the post-test; the students obtained 91% in this ability. The 

oral and written word association parameter that reached a low score in the pretest, 

improved in a 34% in the posttest, they obtained 94%. In the image and written word 

association all students got a perfect scores (100%) in the posttest, their improvement 

was very significant. 

The results of the post-test demonstrate clearly that the techniques applied and the 

materials used to teach vocabulary had a positive effect. Consequently, it is deduced that 

the intervention period to teach vocabulary by using games as a teaching strategy, had 

contributed to improve the English learning of students of seventh grade at “Carlos 

Burneo Arias” School. 

COMPARING TESTS RESULTS 

In order to demonstrate the degree of students’ vocabulary learning, the researcher 

compared the two sets of scores. The pretest scores correspond to variable X, and the 

post-test scores to variable Y, as it is indicated in Figure 1. It is also important to mention 

that the researcher used the Pearson coefficient in order to quantify the correlation 

between the two variables to support the research findings. 

 The Pearson Correlation coefficient was used to find out the relationship between 

the application of the use of games and the improvement of vocabulary learning. Both 

variables were expressed in terms of quantitative scores and the statistical analysis was 
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used to determine whether there was a significant change in achievement from the 

baseline data to the post-test results.   

The correlation coefficient is expressed by.  

𝑟 =
n∑XY − (∑X) (∑𝑌)

√[n∑X2 − (∑𝑋)2] [n∑Y2 − (∑𝑌)2]
 

r= 0, 7 

Table 3 

 

Figure 1. Comparison of Pre-test and Post-test Scores 

 

 
Figure 1. Bar Graph showing the Pre and Post Test Results Comparison. 
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  Ss` 
Code 

Variable X  
Pre test scores 

Variable Y  
Post test scores 

 

X2 
 

Y2 
 

XY 

CBA 1  20 28 400 784 560 

CBA 2  28 29 784 841 812 

CBA 3  30 30 900 900 900 

CBA 4  27 30 729 900 810 

CBA 5  25 28 625 784 700 

CBA 6  15 28 225 784 420 

CBA 7  15 28 225 784 420 

CBA 8  25 29 625 841 725 

CBA 9  22 28 484 784 616 

CBA 10  15 28 225 784 420 

N= 10 ∑X = 222 ∑Y = 286 ∑X2 = 5222 ∑Y2 = 8186 ∑XY = 6383 
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The pre and post-test comparison shows that using games was very significant to 

improve students’ vocabulary learning, in the four parameters investigated (image and 

oral word association; image and written word association; recognize a word in a 

context; oral and written word association)  

In order to demonstrate the level of knowledge obtained from the intervention 

period, the researcher used the statistics measure, mentioned before, to find out if there is 

a relationship between vocabulary learning and the application of games during this 

experience. The statistical values in the variable ∑X = 222 and variable ∑Y = 286, shows 

that students had a low level of vocabulary in the pre-test in relation to the post-test. This 

difference is very significant because it represents clearly the level of vocabulary gained 

by the students during the intervention period.  

According to the Pearson Product- Moment Correlation the coefficient for this 

study is 0, 7 which is positive. This means that the researcher obtained positive results in 

the intervention applying the strategy selected for improving students’ vocabulary. 

 

QUALITATIVE DATA ANALYSIS 

In this section a comparison of the students’ perception toward language learning 

is included in the form of tables constructed around students’ answers to the pre and post 

questionnaire. 
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QUESTION 1 

1. Do you prefer to work in groups or in pairs? 

 Table 4 

Students’ preferences concerning class work organization 

 

Class 

organization 

Pre- 

questionnaire 

% Post- 

questionnaire 

% 

Group 8 80% 10 100% 

Pair 2 20%   

Total 10 100%  100% 

Source: Students’ questionnaire  

Author: Samanta Soto Ludeña 

 

Students’ preferences concerning class work organization 

 

 
Figure 2. Bar Graph showing students’ preferences concerning class work. 
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indicated that all students want to work in groups (100%). This means that most of the 

students preferred to work in groups, after experiencing playing board games in teams 

and having a good time learning. They felt highly motivated.  

QUESTION 2 

2. Do you believe that games help to maintain the class more active? 

Table 5 

Students’ opinions about the role of games in the English class  

  

Participation Pre- 

questionnaire 

% Post- 

questionnaire 

% 

Yes 6 60% 9 90% 

No 4 40% 1 10% 

Total 10 100% 10 100% 

Source: Students’ questionnaire  

Author: Samanta Soto Ludeña 

 

Students’ opinions about the role of games in the English class 

 

 
Figure 3. Bar Graph showing Students’ opinions about the role of games in the English class. 
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The results shown in the pre-questionnaire indicated that the majority of students 

(60%) believed that games maintain the class more active a 40% didn’t believe, while in 

the post questionnaire´s results a (90%) believe that this fact is true. This facts can be 

explained because during the intervention the researcher applied a set of games making the class 

fun and interesting and students could work together interacting in groups as the same time. 

QUESTION 3 

3. Do you like that teacher implement games in the English class? 

Table 6 

Students’ opinions regarding the implementation of games in the English class  

Useful 

Game 

Pre- 

questionnaire 

% Post- 

questionnaire 

% 

Yes 8 80% 10 100% 

No 2 20% 0  

Total 10 100% 10 100% 

Source: Students’ questionnaire  

Author: Samanta Soto Ludeña 

 

Students’ opinions regarding the implementation of games in the English class  

 
Figure 4. The graph showing the references of opinion regarding games in the English class. 
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Figure 4 shows that   in the pre questionnaire the majority of students (80%) 

wanted the teacher to use games in class, a 20% didn’t like that the teacher use games in 

class. But in the post questionnaire all students (100%) agreed that the teacher should use 

games to teach English, because they could experience how easy and enjoyable it was to 

learn vocabulary through games. 
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g. DISCUSSION  

This study performed a one group pretest-posttest experimental design to 

determine the relationship between the use of games and the improvement of English 

vocabulary learning at "Carlos Burneo Arias" public school. The expectation was that 

there would be an increase in students' vocabulary learning by implementing games 

during eleven sessions of the intervention period. The findings support the research 

question: Can games help to improve vocabulary learning in the English Language? 

Which is also consistent with the previous literature. Learning a language requires a great 

deal of effort. Games help students to make and sustain the effort of learning and provides 

language practice in the four skills: speaking, writing, listening and reading. They 

encourage students to interact and communicate. (United State Information Agency, 

1995)   

Salen & Zimmerman (2004) also declare that a game is a system in which players 

engage in an artificial conflict, determined by rules, that results in a quantifiable outcome. 

Games help learners to develop a positive relationship among them and share their 

knowledge with each other. Also it helps to students to improve vocabulary in speaking 

skill. 

The data was measured through the application of vocabulary pretest and posttest. 

The parameters used to evaluate were: image and oral word association, image and 

written word association, recognize a word in context; oral and written word association. 

The researcher informed that the results gathered from the pretest indicated that students 

got highest scores in image and oral word association / image and written word 
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association than recognize a word in context/ oral and written word association while in 

the posttest they improved in these two parameters in a significant degree which was 

determined after the four weeks of intervention period. 

Likewise, to have a clear point of view about how the growth of students' 

vocabulary learning was, the Pearson Correlation Coefficient was calculated. It was 0,7. 

This means that there was a moderate degree of correlation between both variables which 

may tell about a positive relationship between vocabulary improvement and the 

application of the strategy selected. 

To carry out this research work the investigator informed and motivated students 

to be part of this experience. The time was organized according to the school schedule. 

Furthermore, the researcher applied a vocabulary pretest in order to know the students' 

learning level. After that, she applied the teaching strategy in 11 academic sessions where 

students were involved in active learning through 3 vocabulary topics: family members, 

occupations and animals. Supporting activities were developed by means worksheets: 

listen and write the correct answer, match the picture, complete the sentences, filling the 

blanks, word association through flash cards and word cards, underline the words and 

recognize a word in context. 

  At the beginning of the intervention period students were enthusiastic to improve 

their vocabulary learning, their attitude was the most appropriate and they were 

participative, communicative and respectful. Also, they cooperated to perform the tasks 

assigned within the schedule and they were very punctual. Another strength was the 
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positive attitude of the school director who helped the research to carry out the 

intervention.  

On the other hand, some weaknesses also emerged: the space was limited, 

sometimes the researcher had to share the classroom with another teacher, causing 

discomfort in teaching, due to the students' noise. There were not enough classrooms for 

students. Another situation was the lack of materials such as: posters, Cd player, projector, 

speakers, and diveces in order to learn the new words. Therefore, the researcher solved 

this problem by bringing her own material to work in the class. 

Applying games seems to be a great strategy that helped students in the 

improvement of vocabulary learning. Also, it helped students to gain more self-

confidence at the time to participate in the class. Based on the quantitative data gathered 

from the two-tests and qualitative from observation guide, field diary and questionnaires, 

it can be concluded that the use of games is an effective resource for teaching English 

vocabulary. The games applied were related to the topic addressed in the class. 

After the intervention period was completed, the researcher analyzed that being 

an English teacher is not a simple profession, however, if teachers teach with passion and 

love this profession will become the best one. On this experience the researcher claims  

that working with children is not a hard task, they have an interest for learning and they 

are will responsible for their own learning. Applying games was a good strategy that 

worked affectively with students of seventh year of basic education at Carlos Burneo 

Arias School. 
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Furthermore, it is important for the reader to know that, Action Research was a 

great practice for the researcher, not only for meeting formal requirements but also for 

gaining experience as a future qualified teacher. This work reflects the importance of 

making practices as a teacher by using innovative strategies before starting as a 

professional in the educational field. 
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h. CONCLUSIONS 

After the intervention period which was 4 weeks sessions, and after of a statistical 

analysis on the results of the applied instruments, the researcher conclude that the use of 

Games was a good strategy that contributed to the improvement of the vocabulary 

learning in the English Language with students of seventh year of basic education at 

Carlos Burneo Arias school. 

Concerning the development of vocabulary learning, the researcher found support 

in (Adams) 2010 who recommends the use of games as an effective strategy to improve 

vocabulary in the foreign language learning. Furthermore, the use of games provides 

language practice in the four skills: speaking, writing, listening and reading. 

Consequently, games encourage students to interact, communicate and maintain a 

permanent interest for learning. 

On the other hand, Richards (2012), claims that if someone has limited 

vocabulary, this person cannot communicate effectively orally or in written form. For that 

reason, before starting any intervention it is important to know the students' limitations. 

The researcher was able to realize that the main issue that limited the improvement of the 

vocabulary learning of seventh year of basic education students was the lack of being 

exposed to appropriate learning experiences in the English language. If students are not 

motivated to learning a foreign language, they have difficulties to remembering and 

establishing meaningful connections among contents and language skills, but after the 

intervention period the researcher reaffirms that many of those problems were overcome 

in a high positive percentage as it can be seen on the post test results. 
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The 11 planned sessions in the intervention plan were addressed to face the issues 

that students had in the improvement of the vocabulary learning. The 11 sessions were 

reinforced with worksheets in order to see how students were increasing their learning 

level session by session. The worksheets were divided in four parameters: image and oral 

word association, image and written word association, recognize a word in context, oral 

and written word association, which were considered to grade students, in that way the 

researcher would have a clear idea about the students' progress in each parameter, it 

facilitates the researcher to have a general and clear view of all learning process. 

Therefore, the change of the scores from the pre and post-test is a relevant 

evidence that demonstrates the positive impact that games had in this intervention. The 

pre-test data showed that the students had more difficulties in two parameters: 

recognizing word in a context and establishing oral and written word association. The 

eleven sessions designed in the intervention plan addressed the critical factors that the 

students had in vocabulary learning. 

The application of two specific games: Can you remember? And Snakes and 

Ladders helped students to improve their thinking skills, word association and word 

recognition abilities as well as to learn new words in a fun way. Board games encouraged 

participation, increased enjoyment during development, contributed to the physical, 

cognitive and social development, and promote understanding among students.  In 

addition, board games also encouraged concentration, cognitive development, partnership 

capacity and mental agility, acceptance of the rules, problem solving, social skills, 

participation, perseverance, team play and autonomy. 
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It was clearly demonstrated in the post-test that the resources applied to teach 

vocabulary through games had a positive effect.   

In conclusion, the researcher can states that games provided a significant 

contribution in improving the vocabulary learning in the students of seventh grade of 

Basic Education. 
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i. RECOMMENDATIONS 

Once the conclusions have been presented, the researcher provides the following 

recommendations: 

The researcher recommends the use of games to help students in the improvement 

of vocabulary learning, since they have proved to be useful to improve communicative 

skills as Adams (2010), states that the use of games is an effective strategy to improve 

vocabulary in the foreign language learning. 

Based on her experience, the researcher suggests, that selecting the appropriate 

games is essential to work with 11-13 year old children. Games such as: Snakes and 

Ladders and Can you remember? can be useful and effective tools to be applied during 

the consolidation and assessment stages in the process.   

Board games like Snakes and Ladders and Can you Remember? can be motivating 

and effective in consolidating learning only if students are previously trained in following 

and respecting the rules of the games. Otherwise, the teacher will find very difficult to 

monitor progress within a noisy and disorganized class.   

Action Research is characterized by knowing the real problems that students have 

in learning, for that reason the researcher suggests that, before starting any classroom 

research, the investigator must have a clear knowledge about the difficulties that students 

are facing in order to treat them with the selection of an appropriate strategy. 
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b. PROBLEM  STATEMENT 

1. BACKGROUND 

The present work will be developed at “Carlos Burneo Arias” School that is why it is 

necessary to present a background of it.  

The school was created in 1961, at the beginning; this school did not have its own 

location, for that reason the teachers worked in several private houses and they felt 

uncomfortable, because they did not have the conditions to work well. Later the school 

took the name in honor of Dr. Carlos Burneo Arias, who was the donator of the land 

where the school was built.   

Its mission is to train people with positive habits, knowledge, to be generators of ideas 

and skills that promote individual development in each student. 

Its vision is to build up exemplary education based on social cultural and productive 

development, community stability, enhancing the natural environment to improve the 

quality of life and provide principles and values of our society.  

Currently the school offers a general basic education from first to seventh year. There are 

students from 5 to 12 years old. These children live around the school. 

2. CURRENT SITUATION OF THE RESEARCHED OBJECT 

Nowadays, the English Language Learning is a concern that implies a wider range of 

technique procedures, strategies and difficulties for teachers, sometimes they have 

problems with their classes due to their students get bored easily and they have limitations 

in the English Vocabulary learning.  
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In “Carlos Burneo Arias” school students do not have a basic knowledge of vocabulary 

and they have difficulties to understand what the teacher is explaining and asking during 

the class. They do not recognize the basic vocabulary and they have many complications 

especially when they have to write it down. They only take classes two hours per week, 

which is not enough, neither to learn nor to practice a foreign language. Their limitation 

of vocabulary knowledge was discovered by the researcher who began working with the 

group of students one year ago developing the community practices. 

Furthermore, students have never worked with games to learn vocabulary. For this reason 

it is important that students learn the English language through games because it´s useful, 

meaningful, and effective which causes motivation, relaxation and fun to learners in class. 

The learners can learn languages fundamentally and easily through games. 

In this field, Games as an essential and creative activity to improve vocabulary learning 

and it can be the solution for many problems in the English teaching. The games make 

learning more enjoyable and enhance the development of different abilities in the 

students. They will cooperate and complete activities without being aggressive, and will 

learn to be a good loser. 

On the other hand, it is necessary to identify the most needed games for the development 

of the students’ vocabulary learning, in order to improve the students’ Vocabulary 

Learning.  Games help learners to develop a positive relationship among them to help and 

share their knowledge with each other. Game activities help students to improve 

vocabulary in speaking skill and achieve a common objective.  

As a result, this group was selected to carry out the research work. This course is 

integrated by 10 students. They are between 10, 11 and 12 years old and the majority of 
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them belong to low socio- economic resources. Some of them are children of single 

mothers and divorced parents, so that, the researcher is going to help them by applying a 

new methodology to teach vocabulary. 

3. RESEARCH PROBLEM 

Can games help to improve vocabulary learning in the English Language with students 

of 7th Year of Basic Education at “Carlos Burneo Arias” School? Academic Period 

February- April 2014. 

4. DELIMITATION OF THE RESEARCH 

a) Temporal 

The research project will be done during the period February- April 2014. 

b)  Spatial 

The present research project will be carried out at “Carlos Burneo Arias School” which 

is located in the south of Loja city. 

c)  Observation units 

The groups who will facilitate information about the research theme are: 

 The students of 7th Year of Basic Education at “Carlos Burneo Arias School” of the 

Loja city. 

 Researcher who is developing the community practices during the academic period 

2013-2014. 
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d) Sub-problems 

The sub problem that has been divided from the general problem is: 

 What kind of theoretical references about games are effective to improve the 

vocabulary learning in the English Language with students of seventh year of Basic 

Education at “Carlos Burneo Arias” school? Academic Year 2013- 2014. 

 

 Which are the negative factors that limit the vocabulary learning in the English 

Language with students of seventh year of Basic Education at “Carlos Burneo Arias” 

School? Academic Year 2013-2014. 

 

 Which games are useful to improve the vocabulary learning in the English Language 

with students of seventh year of Basic Education at “Carlos Burneo Arias” School? 

Academic Year 2013-2014. 

 

 How do games as part of the classroom activities improve the limitations in the 

vocabulary learning in the English Language with students of seventh year of Basic 

Education at “Carlos Burneo Arias” school? Academic Year 2013-2014.  

 

 How effective was the application of games in the vocabulary learning in the English 

Language with students of seventh year of Basic Education at “Carlos Burneo Arias” 

school? Academic Year 2013-2014.  
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c. JUSTIFICATION 

The present research work is justified itself because using games as activities to develop 

vocabulary learning in the English Language with students of 7th Year of Basic Education 

is an interesting theme. 

From the educational point of view the use of games is considered as an important point 

that can motivate students to get involved actively in the English Language Learning and 

it is important, because students will be able to improve their learning and vocabulary. 

From the social point of view, nowadays the laws in our country are demanding a better 

quality of life, for that reason everyone, who are involved in this process are engaged to 

improve every day and become an important part of the productive sector in our society. 

From the scientific point of view, it is important to carry out this project because there is 

enough information that can be gathered to give some theoretical elements in order to 

establish some alternatives of the solution to the problematic found around the vocabulary 

learning in the English language. 

The present investigation is pertinent, thus it is a relevant topic that could help both 

teacher and students to solve some problems that are affecting the English Learning, 

through a short introduction of useful games that will help to increase the English 

vocabulary on students. 

Finally, it is also justified, because it is a requirement that the National University of Loja 

demands to students in order to get the Bachelor´s degree in Science of Education, English 

Language Specialization.       
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d. OBJECTIVES 

1. GENERAL 

To use games in order to improve vocabulary learning with students of seventh grade of 

Basic Education at “Carlos Burneo Arias” School. Academic Period 2013-2014. 

2. SPECIFIC OBJECTIVES 

 To investigate the theoretical references about games as a strategy to improve the 

vocabulary learning in the English Language with students of seventh grade of Basic 

Education at “Carlos Burneo Arias” School. Academic Period 2013-2014. 

 To diagnose the negative factors that limits the vocabulary learning in the English 

Language with students seventh grade of Basic Education at “Carlos Burneo Arias” 

School. Academic Period 2013-2014. 

 To select the most appropriate games to improve the vocabulary learning in the 

English Language with students of seventh grade of Basic Education at Carlos Burneo 

Arias School. Academic Period 2013-2014. 

 To use the appropriate games as part of the classroom activities in order to solve the 

limitations in the vocabulary learning in the English Language with students of 

seventh grade of Basic Education at “Carlos Burneo Arias” School. Academic Period 

2013-2014. 
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  To reflect about the effectiveness that the games had on the vocabulary learning in 

the English Language of students of seventh grade of Basic Education at “Carlos 

Burneo Arias” School. Academic Period 2013-2014.  
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e. THEORETICAL FRAME  

1. VOCABULARY LEARNING 

1.1.  DEFINITION 

Vocabulary is the set of words within a language that are familiar to that person. A 

vocabulary usually develops with age, and serves as a useful and fundamental tool for 

communication and acquiring knowledge. Acquiring an extensive vocabulary is one of 

the largest challenges in learning. (Cambridge Dictionary, 2014) 

Vocabulary is stored information about the meaning and pronunciation of words 

necessary for “communication” (National Institute of Child Health and Human 

Development (Holmes, 2007)  

Holmes (2007) identified three general processes involved in vocabulary learning. They 

are noticing, retrieval, and generative use. He also explores the distinction between 

receptive and productive vocabulary knowledge. If learners can understand the meaning 

of the words through reading or listening they have receptive knowledge but if the 

learners can use the words meaningfully in writing or speaking and can spell words it will 

be productive knowledge. 

 As Holmes (2007) points out, receptive vocabulary involves perceiving the form of the 

word through listening or reading and retrieving its meaning. Productive vocabulary 

involves expressing meaning through speaking or writing and producing appropriate 

forms. 

1.2.  TYPES OF VOCABULARY  

Vocabulary can be divided into two groups: 

http://en.wikipedia.org/wiki/Words
http://en.wikipedia.org/wiki/Language
http://en.wikipedia.org/wiki/Communication
http://en.wikipedia.org/wiki/Learning
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 Passive vocabulary contains all the words that we understand when we read or listen, 

but which we do not use or cannot remember in our own writing or speaking.  

 Active vocabulary contains all the words we understand and use.  

The same as the word, active vocabulary is vocabulary we can call up and use in 

writing or conversation without having to think very much about it. Passive 

vocabulary is vocabulary we can recognize when we hear it but cannot remember 

when we actually have to produce it.  

These words are easily forgotten since the connection between them and our memory is 

weak. Besides that, vocabulary can be divided based on word group those are: Noun, 

Pronoun, Adjective, Verb, and adverb. 

Initially, in the infancy phase, vocabulary growth requires no effort. Infants hear words 

and mimic them, eventually associating them with objects and actions. This is the 

listening vocabulary. The speaking vocabulary follows, as a child's thoughts become 

more reliant on its ability to express itself without gestures and mere sounds. Once the 

reading and writing vocabularies are attained – through questions and education – the 

anomalies and irregularities of language can be discovered. 

In first grade, an advantaged student knows about twice as many words as a 

disadvantaged student. Generally, this gap does not tighten. This translates into a wide 

range of vocabulary size by age five or six, at which time an English-speaking child will 

know about 2,500–5,000 words. An average student learns some 3,000 words per year, 

or approximately eight words per day. After leaving school, vocabulary growth 

plateaus. People may then expand their vocabularies by reading, playing word games, 

participating in vocabulary programs. 



 

65 

1.3.  THE IMPORTANCE OF VOCABULARY  

Vocabulary is obviously a very important element within a language as the overwhelming 

majority of meaning is carried lexically; and, the reformer, something to be taken into 

consideration both in Second and Foreign Language Teaching- although not the only one 

that conveys meaning. (McCarthy, 1990) 

  An extensive vocabulary aids expression and communication. 

  Vocabulary size has been directly linked to reading comprehension. 

  Linguistic vocabulary is synonymous with thinking vocabulary. 

  A person may be judged by others based on his or her vocabulary. 

  Wilkinson (1972) once said," Without grammar, very little can be conveyed, without 

vocabulary, nothing can be conveyed." 

Why is vocabulary so important? 

Vocabulary, much more than grammar, is the key to your child understanding what she 

hears and reads in school; and to communicating successfully with other people. For this 

reason it is very important for her to quickly build up a large store of words. Research 

studies have shown the strong links between having an extensive vocabulary and 

achieving school success. 

Which words should my child learn? 

I have collected together about 1,500 of the words that your child needs to learn in the 

first two years at Frankfurt International School. These words are taught through different 

vocabulary worksheet exercises. And they can be seen and practiced on the vocabulary 

section of this website.  
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As well as this, your child has to collect about 15 words of her own each week. These are 

the words she meets in her reading or other school situations, and which seem useful or 

interesting to her. She keeps a record of these words, either in a vocabulary journal, or on 

vocabulary cards. I then select from these words the ones that I consider to be worth 

learning. Your child is tested 4 times each school year on these selected words. 

How can I help my child learn words? 

Research studies have shown that in most cases words have to be met 5-7 times before 

they are admitted to long-term memory. This is how, through reading, we learn the words 

of our own language. Words are also more easily learned if your child is active - drawing 

a picture of the word, writing her own definition of it in English or the mother tongue, 

thinking of an example sentence to use it in. This is better than simply writing the word 

and its native language equivalent. 

You can help by encouraging your child to read at home. More than this, you can test 

your child on the words she has collected on cards or in a vocabulary book. Your child 

has been instructed in the various ways that words can be tested, and can instruct you! 

(Shoebottom, 2011). 

2. NEGATIVE ISSUES THAT LIMIT THE DEVELOPMENT OF 

VOCABULARY 

2.1.   DIFFICULTIES IN LEARNING VOCABULARY 

Learning vocabulary is a very important part of learning a language. The more words you 

know, the more you will be able to understand what you hear and read; and the better you 

will be able to say what you want to when speaking or writing. The vocabulary we know 
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can be divided into two groups - passive vocabulary and active vocabulary. Passive 

vocabulary contains all the words that you understand when you reader listen, but which 

you do not use (or cannot remember) in your own writing and speaking. Active 

vocabulary is all the words you understand, plus all the words that you can use yourself. 

Special problems involved in vocabulary understanding, such as polysemy, the word’s 

idiomatic usage, false cognates and distinction between homophones, can also be 

solved by the context and the dictionary. Usually the first things you learn about a new 

English word are what it means and its translation in your own language. But there are 

other things you need to find out before you can say that you know a word like a native 

speaker does. For example, you have to learn: how it is spelled, how it is pronounced, 

how it is inflected (i.e. how it changes if it is a verb, noun or adjective), other grammar 

information about it, how it collocates (i.e. what other words are often used with 

it).Learning vocabulary seems to be one of the easiest things about learning a language, 

but it's also one of the hardest things to do, especially when you have reached a certain 

level. Learning vocabulary needs practice and time and in our days’ time is a problem. 

We can face some difficulties, such as: 

 Deciding which words are worth learning. There are a lot of words in English 

compared with many other languages, and it is impossible to know them all - even 

native speakers frequently meet words they have never seen before in their reading.  

 

 Another problem can be how to organize our vocabulary most people find that it's 

useful to organize the vocabulary they write down in some way, either to break the 

words/phrases into groups for learning, to show relationships between similar words, 

or to make it easier to find a particular word. Here are some ways of classifying your 
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vocabulary that you might consider: according to alphabetical order; the order in 

which you found the words; topics; situations; families of similar word meanings; 

frequency of occurrence. 

 

 Remembering vocabulary (Vocabulary learning has largely been construed as a 

memory problem) seems to be another difficulty for vocabulary learners. One of the 

biggest problems with vocabulary learning is that what’s learned today is often 

forgotten tomorrow. 

2.2.  SOME SUGGESTED METHODS FOR REDUCING THE FORGETTING 

PROBLEM 

a) Learn words repeatedly, with increasing intervals between learning sessions. We all 

know that if learning is not repeated, we will forget the words we have learned. But 

research in Psychology shows that we do not forget things gradually. Instead, most of 

our forgetting occurs within 20 minutes after we have first learned something. More 

is forgotten within one hour, and still more within 8 hours - but after 8hours, the rate 

of forgetting stays surprisingly steady. 

b) Have the words you want to learn with you wherever you go so that you can use any 

‘dead’ time, e.g. travelling to and from university. Word cards or vocabulary 

notebooks are useful. 

c)  Set aside a regular time for vocabulary learning or memorizing 

 E.g. just before you go to bed, or when travelling to and from university. 

d) Spend more time on the words that you find difficult. Often, when learning vocabulary, 

people create a list with the target words on one side and meanings on the other, and 
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go down the list from the first word to the last, trying to memorize each one. (Scribd, 

2010). 

2.3.  SIX STEPS TO EFFECTIVE VOCABULARY INSTRUCTION 

The importance of vocabulary knowledge to reading and general literacy has been 

recognized for decades. Additionally, years of research and theory have provided rather 

clear guidance about direct instruction in vocabulary terms. Much of that research has 

been described and interpreted in the book Building Background Knowledge for 

Academic Achievement (Marzano, 2004) In brief, the research and theory point to 

instructional activities that help students understand new vocabulary terms that are taught 

directly and also remember what they have learned at a later date. Those instructional 

activities can be organized into six instructional steps. 

The first three steps are used to introduce a new term to students. 

The last three steps address different types of multiple exposures that students should 

experience over time to help them shape and sharpen their understanding of the terms. 

The six steps are as follows. 

Step 1: The Teacher Provides a Description, Explanation or Example of the New 

Term. 

First, a teacher should provide students with information about the new term. There are a 

number of different ways that teachers can help students build their initial understanding 

of the term. Teachers can: 

• tell a story using the term. 

• use video or computer images as a source of information. 

• use current events to connect the term to something familiar. 
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• describe their own mental pictures of the term. 

• find or create pictures that exemplify the term. 

Notice that some of these suggestions include providing images. 

Using both linguistic and nonlinguistic explanations of a new term will help students 

develop an initial understanding of the term, as well as help prepare them to create their 

own pictures or graphic representations in Step 3 of the process. 

Step 2: Students Restate the Explanation or the New Term in Their Own Words. 

During the second step, the teacher asks students to restate the meaning of the term in 

their own words. It is critical that instead of simply copying what the teacher has said, the 

students “own” the new terms by constructing their own descriptions, explanations, or 

examples. Their constructions need not be comprehensive, but efforts should be made to 

ensure they do not contain major errors. 

It is very useful to have students record their descriptions, explanations, and examples in 

a vocabulary notebook. For each term, the notebooks should provide a space for students’ 

descriptions (Step 2), students’ picture or representation of the term (Step 3), and room 

for additional information students might add as a result of Steps 4, 5, and 6. 

Step 3: Students Create a Nonlinguistic Representation of the Term. 

In Step 3: Students are asked to construct a picture, symbol, or graphic representation of 

a term; this forces them to think of the term in a totally different way. Written or oral 

descriptions require students to process information in linguistic ways. Pictures, symbols, 

and graphic representations require students to process information in nonlinguistic ways. 

If students are not accustomed to creating pictures and graphics for ideas, they might 

initially need significant guidance and modeling. Even if they have experience with 
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nonlinguistic representations, it is likely that they will still need help with terms that are 

difficult, new to them, or abstract. 

Step 4: Students Periodically Do Activities That Help Them Add to Their 

Knowledge of Vocabulary Terms. 

During the fourth step, students are engaged in activities designed to help them discuss 

and review the terms in their vocabulary notebooks. These activities include having 

students compare and contrast terms, classify terms, identify antonyms and synonyms, 

and create analogies and metaphors using the terms. During this time, students should be 

provided with opportunities to add to or revise the entries in their vocabulary notebooks. 

Step 5: Periodically Students Are Asked to Discuss the Terms with One Another. 

Both research and common sense suggest that interacting with other people about what 

we are learning deepens the understanding of everyone involved—particularly when we 

are learning new terms. 

During Step 5, students examine the entries in their vocabulary notebooks to make 

changes, deletions, and additions. The teacher might ask students to do this in pairs or 

small groups. Students might: 

• compare their descriptions of the term. 

• describe their pictures to each other. 

• explain to each other any new information they have learned or new thoughts they have 

had since the last time they reviewed the terms. 

• identify areas of disagreement or confusion and seek clarification. 
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Step 6: Periodically Students Are Involved in Games That Allow Them to Play with 

the Terms.  

Games might be one of the most underused instructional tools in education. Many types 

of games can help teachers keep new terms in the forefront of students’ thinking and allow 

students to reexamine their understanding of terms. It is important to set aside blocks of 

time each week to play games in order to energize students and guide them in the review 

and use of important terms. 

Direct instruction in vocabulary is a critical aspect of literacy development. Synthesizing 

research and theory on direct vocabulary instruction into an innovative six-step 

instructional process enables classroom teachers to teach and reinforce selected 

vocabulary terms with success. (Marzano, 2004) 

2.4. STEPS OF TEACHING VOCABULARIES THROUGH GAMES 

There are five steps in teaching vocabularies through game.  

1. First is making motivation by greeting and doing warm-up activity. Strong motivate 

makes learners be interested in language learning.  

2. Next, the presentation of vocabulary is presented through the variety of materials such 

as pictures, songs or real object and situation. The various materials can attract learners 

to language learning.  

3. Then, skill practice is used for evaluating learners’ memorization and understanding. 

4.  After that, the assessment is started for checking progress of learners’ understanding. 

The assignment is provided to learners as the assessment for checking progress of 
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learners’ understanding. The assignment can be worksheet, examination or presentation 

by learners. 

5. Finally, teacher and learners are participation of reviewing the lesson they have learnt. 

(Huyen & Nga, 2003). 

3. GAMES TO IMPROVE VOCABULARY LEARNING IN THE ENGLISH 

LANGUAGE LEARNING   

3.1 CONCEPT 

According (Crawford, 2003) game is a form of art in which participants, termed player, 

make decisions in order to manage resources through games tokens in the pursuit of a 

goal. (Abt, 1987) Games are effective teaching and training devices for students of all 

ages and in many situations because they are highly motivating, and because they 

communicate very efficiently the concepts and facts of many subjects. 

Games offer a unique structure to complement traditional teaching strategies and infuse 

teaching with energy, spark innovative thinking and provide diversity in teaching metho

ds.Games make learning concepts more palatable for students and supply learners with 

a platform for their creative thoughts to boune around.Games encourage creative behavi

or and divergent though andare excellent ice breakers. (Fuszard,2011). 

Games will often act as learning triggers inducing lively discussion on learning   concep

ts amongst students its following game play. (Ginnis, 2011). 

3.2  IMPORTANCE OF GAMES 

Why Educational Games are Important in the Classroom? 

Educational games are very important in the classroom, no matter what the age of the 

students.  There are a variety of reasons for this, including the following. 
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 They can be useful to students who have trouble focusing during lectures 

The truth of it that many students feel that lectures is boring.  They may tune out what the 

teacher says.  If they are reading books they may re-read the same statement twelve times 

and still not really know what it said.  For many students with a short attention span, 

educational games can be very useful.  They may be fun for the student to play thus they 

may pay more attention to them.  A good educational game will teach at the same time 

that it entertains. The students may also find it to be an easier way to learn.  

 It can add variety to a classroom 

Even if students pay attention, they may find it boring to always do the same sorts of 

things in a classroom.  Educational games can provide a different way to learn about the 

same lessons.  The students may be able to better remember the lessons if they learn it in 

different ways.  They may also find an educational game to be more memorable and they 

may remember the subject material with it.  

 There are many good lessons in playing a game itself 

Games can teach more than just the subject matter about which they explore.  Many 

games teach about the importance of taking turns, which in itself is an important lesson.  

Students can learn about needing to wait and sometimes just watching while others play.  

Also, learning the rules of a game can help the children use their minds. 

 They may get the child excited about a subject 

If the game is a lot of fun then the student might equate learning about a subject as fun.  

It is good to get the students excited about learning.  It may even help pave the way to a 

particular interest the student has.  

Educational games can take many different forms.  Some might be on the computer.  In 

this case, it can be important because it can help teach the students about using a computer, 
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which is a very important thing to know in today’s modern world.  It can even help them 

with their typing skills.  Consider these and the above benefits when deciding whether or 

not educational games are right for your classroom. (Rose, 2010). 

3.3 TYPES OF GAMES 

Teacher may still wish to branch out and make something new of your own. The choice 

is between adaptation of games not intended for the classroom into something that can be 

useful as teaching aid, and creation from scratch of your own teaching game. They are: 

 Adapted games 

 Invented games 

a. Adapted games 

Not everyone has an immediate flair for inventing games, but a lot can be learnt about 

what goes into a good game for trying to adapt existing games to one’s purposes. They 

raw material has been widely successful with ordinary people; now the amount of 

language used during the game must be increased without distorting it beyond recognition 

and enjoyment. 

b. Invented games 

Someone who is designing a language game from scratch has quite difficult task. He has 

to create something that not only works as a game but also stimulates a significant amount 

of language. It is a good thing if the structures or functions that will most frequently be 

used in a game predictable. (Rixon, 1996) 

3.4 TEN GOOD GAMES FOR RECYCLING VOCABULARY 

1. Taboo   (aka Hot Seat) 
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Divide the class into Teams A and B. Team A sits in a group on one side of the classroom, 

Team B sits on the other side.  

Bring two chairs to the front of the room so that when seated, a student is facing his or 

her respective team and their back is to the blackboard or white board. One member from 

each team sits in their team's chair. The teacher writes a word, phrase, or sentence on the 

board. The students in the chairs mustn't see what's written on the board. Once the teacher 

yells 'go', the teams have one minute, using only verbal clues, to get their seated teammate 

to say the item written on the board. The only rule (or taboo) is that they MUSTN'T say 

the item written on the board, in full or part. The first student in the hot seat to utter the 

word scores a point for their team. When the round is over, two new team players are 

rotated into the hot seat and a new item is written up. The first team to score X number 

of points wins. 

2.  Memory Challenge 

Put the students into pairs or small groups. Give them a time limit (e.g. 3 minutes) and 

ask them to write down as many words, phrases, and/or expressions as they can from the 

last lesson on topic X. The pair or group that can remember the most items wins. 

Variation: To add a spelling accuracy component, teams can also earn an extra point for 

each correctly spelt item. 

3.  Last One Standing  

Give the class a topic (e.g. food, clothes, animals, things in a kitchen) and ask them to 

stand up, in a circle if possible. Clap out a beat and say, one, two, three, followed by a 

topic-related word. After the next three beats, the next student in the circle gives a word 
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related to the topic, and so it continues. Anyone who can't think of a word or repeats a 

word already said has to sit down and it's the next person's turn. The winner is the last 

one standing. 

4.  Pictionary 

Divide the class into Teams A and B. Team A sits in a group on one side of the classroom, 

Team B sits on the other side. One member from each team goes to the board. The teacher 

flashes them a word, phrase, or expression written on a piece of paper. The students have 

one minute to get their respective team to say the item only by drawing pictorial clues on 

the board. Written words, verbal clues, or gestures are forbidden. The first team to say 

the word scores a point.  

Variation: The teams review their notes from prior lessons, and collectively come up with 

a list of items the other team will have to draw. 

5.  Bingo 

The teacher writes up 10 words, phrases and/or expressions on the board. Each student 

chooses any 5 of the items from the board and writes them down. The teacher then selects 

one of the items at random (bits of paper from a hat, for example) and offers a brief 

definition or synonym of the item but does not say the word itself. If a student thinks they 

have the word the teacher described, they tick it. When a student ticks all of their words, 

they shout BINGO!! The first student to shout BINGO wins the round. Additional rounds 

can be played with different sets of words. 
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6. Outburst 

Divide the class into Teams A and B. The teacher assigns each team a particular topic 

(e.g. sports, vehicles, things in an office) which is to be kept secret from the other team. 

Each team meets for 5 minutes in private and collectively draws up a list of ten items 

related to the topic. After the lists are made, the game begins. The teacher tells Team A 

the name of Team B's topic. Team A then has one minute to try to guess the items on 

Team B's list (hence producing a noisy outburst). The members of Team B must listen 

and tick the items which Team A manages to guess. For every word Team A guesses 

correctly, they score a point. For every word they miss, Team B gets a point. After the 

points are recorded, its Team B turn to guess Team A's list. Additional rounds can be 

played with different topics assigned by the teacher. The first team to score X number of 

points wins. 

7. Concentration 

Divide the class into small groups. Each group is given a set of cards which are spread 

out on the table face-down. The sets are made up of two kinds of cards: word cards + 

definition/picture cards. Students in turn pick up a card, turn it over, and try matching it 

to its corresponding card. If there's no match, the cards are returned to their original place 

on the table and play passes to the next student. If a match is made, the student keeps the 

pair and tries to make another match. Once all the cards are matched, the winner is the 

player who has matched the most number of cards. 

Variation: Rather than using word + definition/picture cards, students can match the first 

and second half of common phrases, expressions, idioms or other multi-word lexical 

items; e.g. "have" on one card, "a good time" on the other card. 
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8.  Scrambled Letters   

Write up eight words with their letters shuffled on the board. When the teacher says 'go', 

the students, individually or in pairs, endeavor to untangle the words as quickly as they 

can. The first student or pair, to do so wins. The teacher can then quickly run through 

each of the scrambled letter groups on the board, eliciting information about each word 

or concept. Tip: Don't make them too difficult.  

Variation: Phrases, expressions, and idioms larger than 2 words can also be used (e.g. 

"you're having when time flies fun" for "time flies when you're having fun".) 

9.   Q & A 

Write up two separate word lists on the board; an A list and a B list. Assign half the class 

the A list and the other half list B. Each student takes each word from their list and 

contextualizes it into a coherent question. Ideally, the question should demonstrate some 

understanding of the word (e.g. is your family very hospitable? NOT what does hospitable 

mean?). If students need help, they can consult the teacher, their notes, or their textbook. 

When the students have finished writing their questions, As and Bs pair up and exchange 

their list of questions. The students read each question and write an answer to the question 

on the same piece of paper. In their answer, they need to use the same word that is 

underlined in the question. After the answers are written, the papers are exchanged again 

and read by the original student. 

 Example: Student A's question:    Are there any skyscrapers in New York City?          

Student B's answer:      Yes, New York City has several skyscrapers.  
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10.   Categories (aka The Alphabet Game) 

Divide the class into 3 or 4 teams and assign a secretary for each group. On one side of 

the board, write down six categories related to the current topic or syllabus of your course 

(e.g. countries, sports, jobs, movies, furniture, verbs, things that are round). To start the 

game, the teacher randomly selects a letter of the alphabet and scribbles it onto the board. 

Each team must then work together to quickly find a word for each of the six categories 

that starts with the chosen letter. The first team to complete all six categories shouts 

"stop!" The class then stops writing, and a member of the team goes to the board to fill in 

the categories. The teacher then checks each word with the class and also elicit what other 

teams had for each category. If the quickest team has filled in each category correctly, 

they earn one point for their team. The teacher then chooses a different letter and another 

round is played. The first team to score X number of points wins. 

3.5 . ADVANTAGES OF USING GAMES IN THE CLASSROOM 

There are many advantages for using games in the classroom: 

1. Games are a welcome break from the usual routine of the language class. 

2. They are motivating and challenging. 

3. Learning a language requires a great deal of effort. Games help students to make and 

sustain the effort of learning. 

4. Games provide language practice in the various skills: speaking, writing, listening and 

reading. 

5. They encourage students to interact and communicate. 

6. They create a meaningful context for language use.  (United State Information Agency, 

1995).  
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3.6 OBJETIVES 

Objectives Games should provide players with clear goals at appropriate times. Games 

must have an object or goal but to achieve flow, the goals must also be clear Games should 

present players with a clear overriding goal early in the game which is often done through 

an introductory cinematic that establishes the background story.  

The goal should be conveyed to the player in a clear and straightforward way. Each level 

should also have multiple goals and games often use “briefings” to describe a “mission” 

that outline the immediate goals of the current part of the game and suggest some of the 

obstacles that the players might face.  

3.7 USING GAMES IN THE CLASSROOM 

3.7.1 CAN YOU REMEMBER? 

 

 

 

 

 

 

Level: Beginner to intermediate 

Age: Children 

Players: Competing pairs or small group 

Timing: 10 minutes 

Location: Classroom 

Main Language: Vocabulary as it appears on the cards 
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Description: Two packs of cards are used, one set of pictures and a corresponding set of 

words cards. They are laid face down on the table. Players complete to collet pairs of 

word and picture cards which go together. They do this by turning two cards face up at 

each turn. If the cards go together the player way collect the card, if not the cards are 

placed face down again. Players have to observe and remember where the cards are. When 

all the pairs have been taken by the player with the greatest number of pairs is the winner. 

Goal: To match every drawing with the appropriate vocabulary word. Winning team is 

the one that matches the most words and drawings correctly. 

REMAKS: I find it helps if you make the children read words loud, otherwise the 

pronunciation cannot be checked. 

MATERIALS: 2 sets of cards 20 word cards and 20 corresponding picture cards. (Rixon, 

1996). 

3.7.2 SNAKES AND LADDERS 

 

 

 

 

 

Snakes and Ladders are a popular game for children in many countries of the word. It is 

easy to make from basic materials and can be adapt to suit many learning situations.  

The aim of the game is to be the first player to reach the end by moving across the board 

from square 1 to square 64. You will travel the board from base to top, right, and then left 

and so on. 

Level: Beginners to intermediate 
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Players: Two, three, or four people 

Time: 10 to 15 minutes 

Material: Board, sheets, 1 die, instructions and rules of the game. 

Rules to play:  

Each player thrown the die or spin the spinner. 

The player who has the highest number starts the game by throwing the die and moving 

his/her counter, starting at space according to the number show on the die or spinner. 

If a player scores a six he or she throws the die or spins the spinner again. 

If a counter stops on the head of the snake the player must slide the counter down the 

snake until it gets to the tail, then carries on from that point. If a counter lands at the foot 

of a ladder the player move it to the top and carries on front there. 

The first player to reach the square which has the highest number on it is the winner.    

Description 

The game can be played by two or more players up to a maximum of 6- 8. 

Each player should have their own marker (counter) different shaped sells or stones, or 

colorize pieces of paper or plastic, or bottle tops make good markers. Each player start 

with their marker on square I, marked START, which it at the bottom left hand corner on 

the board. (Rixon, 1996). 

 

3.7.3 CROSSWORD PUZZLE 
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Crossword Puzzles:  

This is a good activity to do any time, once the students are familiar with the vocabulary 

of the lesson. 

Goal: To create a crossword puzzle that uses about 50% of the listed vocabulary. 

Depending upon the level of student, the clues are to be in the L2 if at all possible. 

Preparation: I usually prepare the grid for the students, so there is some uniformity in 

size; this makes it easier for me to read. Instead of asking the students to number each 

word individually as in a real crossword puzzle, I put numbers across the columns and 

letters down the rows. This way as a student finds a spot to place a word, he designates 

it, for example, as H12 (the word starts on row H, column 12) and places it either in the 

horizontal or vertical list of clues. I often place one of the longer words or phrases in the 

grid with a definition or clue to help them get started. 

Procedure: If this is a homework assignment, I usually give the students 2 or 3 days to 

work on it. If it is an in-class project, I usually spread it out over 2 to 3 days. The clues 

may be definitions in the L2, synonyms or antonyms in the L2. Very rarely will I permit 

a direct translation between L1 and L2 for the clues. All words must be interconnected 

and no floaters are permitted. If students wish, they may use a highlighter to block out the 

unused squares on the grid. A variation is for the teacher to prepare the clues and have 

the students fill in the grid. 

Hints: I prefer crosswords to word searches because a crossword requires that the words 

be inter-laced. This requires a bit more attention to the spelling of the word. If I give this 

as a homework assignment, I know that some students will put the words into a crossword 

making computer program. They must come up with their own clues, so it is still an 
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effective method for them to have contact with the words. If I prepare the clues and simply 

ask the students to fill in the grid, I find that one student does the work and others borrow 

the answers. So, often it becomes an assignment to work on in pairs in class on a day 

when I am attending a meeting and not in class. (National Capital Language Resource 

Center, 2006). 

3.7.4  WORD SEARCH 

 

 

 

 

Word Search: This is a good activity for early in a lesson to help students recognize and 

become familiar with their new vocabulary.  

Goal: To locate all of the words listed in the clues. 

Preparation: Most students really do not care for word searches that include backwards 

and upside down words, so I generally stay away from them. Place the desired words in 

a grid. Fill in the remaining squares of the grid with random letters. Provide a list of words 

or clues. I tend to create clues based on definitions, synonyms, or antonyms in the L2, 

rather than direct translations from L1 to L2. 

Procedure: There are two ways to approach this activity. One is to prepare the grid with 

the words and clues and just have the students highlight the hidden words. The other 

requires a bit more work on the part of the student, wherein the student prepares the grid 
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and the clues himself before highlighting the hidden words. I prefer the later because it 

requires more attention on the part of the student. 

Hints: Some learning disabilities make word searches an almost impossible task. 

(National Capital Language Resource Center, 2006)  

4. GAMES TO TEACH VOCABULARY LEANRING IN THE ENGLISH 

LANGUAGE. 

 CAN YOU REMEMBER? 

Step 1 

Motivation: Teacher doing a warm up in order to build their initially understanding of 

the new vocabulary, and they will have interest in the vocabulary learning.   

Step 2 

Presentation and Practice 

Teacher explains the meaning of the new vocabulary related with the topic using different 

types of material like: videos, flash cards, posters, songs, etc., and teach how to play the 

games. 

Students find cards that are laid face down on the table.  

Students complete to collect pairs of word and picture cards which go together. They do 

this by turning two cards face up at each turn. If the cards go together the player way 

collect the card, if not the cards are placed face down again.  

Students can remember where the cards are; who has the greatest number of pairs is the 

winner. 
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 Step 3  

Assessment 

Teacher give student a worksheet related with the topic, they have to fill into the puzzles 

(crossword or word search) 

 SNAKES AND LADDERS 

Step 1 

Motivation: Teacher develops a warm up in order to build their initially understanding 

of the new vocabulary, and they will have interest in the vocabulary learning.   

Step 2  

Presentation and Practice 

Teacher explains the meaning of the new vocabulary related with the topic using 

different types of material like: videos, flash cards, posters, songs, etc, and teach how to 

play the games. 

The student who has the highest number starts the game by throwing the die and moving 

his/her counter, starting at space according to the number show on the die. 

If a player scores a six he or she throws the die again. 

If a counter stops on the head of the snake the student must slide the counter down the 

snake until it gets to the tail, then carries on from that point. If a counter lands at the foot 

of a ladder the player move it to the top and carries on front there. 

When the die fall on the question student must answer according to the topic. 
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The first player to reach the square which has the highest number on it is the winner. 

Step 3 

Assessment 

Teacher give student a worksheet related with the topic, they have to fill into the puzzles 

(crossword, or word search). 

5. APPLYING THE GAMES IN ORDER TO IMPROVE THE VOCABULARY 

LEARNING OF THE ENGLISH LANGUAGE 

 

In this phase the researcher is going to apply games like: can you remember, snakes and 

ladders with some activities.   

 

WORKSHOPS GAMES TOPICS 

Workshop 1   Pre- Test  

Workshop  2 Snakes and Ladders Family members 

Workshop  3 Snakes and Ladders Family members 

Workshop  4 Snakes and Ladders Family members 

Workshop  5 Can you remember? Animals 

Workshop  6 Can you remember? Animals 

Workshop  7 Can you remember?  Animals 

Workshop  8 Can you remember? Occupations 

Workshop  9 Can you remember? Occupations 

Workshop  10 Can you remember? Occupations 

Workshop  11  Post- Test 
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f. METHODOLOGY  

1. DESIGN OF THE RESEARCH 

This investigation is considered as an action research because; it allows the researcher to 

have a real professional practice development through the emerging evidence-based 

outcomes. It will be developed by collecting data systematically in order to draw the 

conclusions for future practices and also, it will follow a self-reflective cycle of 

identifying the problem, planning a change and observing all the process to make a re-

planning that. After that the researcher will be able to collect the information necessary 

to set some modifications or amendment to improve the students’ language learning.  

1.1. METHODS 

In the present research work the following methods will be used: 

1.1.1. COMPREHENSIVE METHOD: This will be used as a means to study the 

vocabulary learning in children of ten, eleven, twelve years old and how it is developed 

or taught. It will also help to understand the importance that vocabulary learning as a sub 

skill of the English language learning process. 

It is important to know that by analyzing the development of vocabulary learning it will 

possible to understand the best way that it should be taught into the English class. This 

method will facilitate this analysis and it will improve b by the application of games 

during a period of time that let the researcher get effective results.  

To make a theoretical relation between games with the development of vocabulary 

learning the researcher will use the analytic and synthetic methods.  
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1.1.2. ANALYTIC
 
METHOD:  

This method will help to know more about the benefits of games to improve vocabulary 

learning of the children who will participate in the project.  

According to (Snow, Griffin, & Burns, 2005) vocabulary is the set of words within a 

language that are familiar to that person. Vocabulary usually is developed with age, and 

serves as a useful and fundamental tool for communication and acquiring knowledge; 

therefore, its development will let become more active learner into the English language 

teaching learning process. Moreover they more words.  

1.1.3. SYNTHETIC METHOD: It will help in the right understanding of the core 

problem in the vocabulary learning in the students of ten, eleven and twelve years old, 

which will help the research to synthesize the models of games that are appropriate and 

are useful to improve vocabulary learning in children.  

1.1.4. PARTICIPATIVE DIAGNOSTIC METHOD.  It will let the real situation of 

vocabulary learning of students of 10, 11, and 12 years old in a determined moment. It 

will let start knowing the specific limitations and difficulties that they have in this sub 

skill. It will let the researcher correct this reality by applying new strategies through 

games as a possible solution that will help the children into the English Language process.  

To select the appropriate games to improve vocabulary learning the proactive method will 

be used:  

1.1.5. PROACTIVE METHOD: This is useful to identify the difficulties that students 

have in vocabulary learning and to determine the improvements that the application of 

games have and which will help to solve the problem found in this sub skill. It will let 
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select the best models or alternatives that games has in order to improve the students’ 

limitations in the vocabulary learning into the English language process. 

1.1.6. WOKSHOPS METHOD:  

It is a practical alternative that will help the researcher to plan and apply the contents that 

will be useful to work through the application of games, so students are able to solve their 

limitations and be more active learners into the English learning process. It will also help 

to state specific objectives for each workshop which are directly related to the 

improvement of students’ limitations in vocabulary learning and they will let get better 

outcomes in the new strategies used in this intervention.  

Finally to assess the every workshop the researcher will use comprehensive assessment 

method: 

1.1.7. COMPREHENSIVE ASSESSMENT METHOD:  

It will be useful to assess the students’ outcomes after every session that the researcher 

will develop through the application of the games strategies and it will be checked in the 

observation guide which will include items that let the researcher specifically detect the 

students’ improvements in the development of vocabulary learning. 

2. TECHNIQUES AND INSTRUMENTS 

2.1. Data Collection 

Through the use of two multiple choice test, researcher`s will observe closely the 

students’ performance and she will collect all data during the class. Quantitative data 

come from the observation guide, field dairy. All the data will be triangulated to confirm 

validity.  
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2.2. Test     

It will be used with the purpose of measuring the students’ knowledge about vocabulary. 

It will have some games about vocabulary.  The way each item is framed and the type of 

response required determines whether the item is recall, Interpretation, or Problem 

Solving. 

2.3. Observation  

The researcher will carefully observe students’ performance during lessons. She will use 

an observation guide to record what has happened in class that helps them investigate, 

analyze and reflect upon their findings when the project comes to an end. 

2.4. Field Diary and notes 

The researcher will use a dairy to record what happens in each lesson. In this way, it will 

help her to write up the findings during the intervention, significant events during the 

observation or any particular situations that could happen. 

2.5. Portfolio  

This instrument will be used only for keeping the students’ worksheets used to assess 

them each during each class that will be developed during the intervention. 

2.6. Post test 

The researcher will use a post-test to collect students´ progress during the period of 

intervention also; it will be useful to collect quantitative data. 
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3. PROCEDURES 

The action research work process will include the following stages: 

 With the purpose of getting information about the research object, will be applied a pre-

test to the students of 7th Year of Basic Education, in order to contrast if the students 

know about vocabulary learning. The pre-test will be games test the same that will be 

graded out of ten. The instruments that will be use are: 

3.1. Plan  

This action research will be done in sessions of sixty minutes; the researcher will work 

two sessions per week, during two months. The researcher will apply a set of games 

like: crossword and word search puzzles snakes and ladders and can you remember, at 

Carlos Burneo Arias School. 

3.2. Act 

In this stage the researcher is going to apply a set of games such as can you remember, 

snakes and ladders, crossword puzzle and word search puzzle to make students increase 

the amount of words they know about the English Language.  

3.3. Observe 

The researcher will observe and analyze how students learn vocabulary using Games in 

the English Language Learning. During this stage, the researcher is going to observe the 

reaction the participants in each session. Furthermore, the researcher is going to use 

different instruments like: field diary and observation guide. These instruments will help 

the researcher to gather information data; it is going to be quantitative or qualitative.      
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3.4. Reflect 

At this point the investigator is going to interpret and reflect on the data whether the 

results were useful or not. The interpretation of the results will be presented in a thesis 

report which will be displayed in a graphic and descriptive way. 

3.5. Dissemination  

In this steps the researcher will show the results with a demonstrative class where 

students will be able to participate demonstrating what they have learnt about 

vocabulary,  all these activities will be presented to the authorities of the institution and 

their parents. 

4. POPULATION 

The population will be an important part in the development of this research there are 

11 students of the 7th Year of Basic Education. 

Age Men Women N
0 
Population 

10 3   3 

11   1 1 

11 2   2 

12 3   3 

12   1 1 

Total     10 
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h. BUDGET AND FINANCING 

1. RESOURCES 

1.1. Human 

 Researcher 

 Thesis Coordinator 

 Students of 7th Year of Basic Education at “Carlos Burneo Arias” School 

1.2. Material 

 Books 

 Sheets 

 Worksheets 

 Graph papers 

 Notebook 

 Copies 

 Folders 

 Dictionaries 

 Office implement 

1.3. Technical 

 Computer 

 Internet 

 Printer 

 Flash memory 

1.4. BUDGET 

1.5  FINANCING 



 

97 

All the expenses in this research work will be covered by the researcher. 

  

 

 

 

 

Elaboration of the project $ 300 

Printing and photocopies $ 200 

Thesis work $ 400 

Book cover  $ 100 

Typewritten $ 100 

Transportation  $ 50 

Unexpected expenses $ 200 

TOTAL $ 1,350 
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ANNEXES 

 

ENGLISH LANGUAGE TEST 

Students’ name: ______________________     Score: ______________ 

Date: _______________________________      Grade: _____________ 

 

1. Listen and write the number that you hear.  
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2. Match the picture to the correct occupations.  

 

a.  

 

b.  

 
 

c.  

 

d.  

e.  

 

 

 

barber 

 

 

baker 

 

 

doctor 

 

 

fireman 

 

 

teacher 

 

 

policeman 
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3. Complete the sentences by looking at the family tree. Use words from the box.  

 

 
    

 

 

 

 

 

 

a. Helen is the ……………………………………………........ 

b. Walter is the …. …………………………………………… 

c. Timmy and Alan are ………………………………………. 

d. Jennifer is the ……………………………………………… 

e. Linda is the ………………………………………………………………………. 

 

 

 

cousins                         grandfather                 wife 

grandmother                 sister                           brother 



 

103 

4. Underline the word that you hear. 

1. giant          giraffe                  guitar    

2. dog               frog                       blog 

3. crayon          line                      lion 

4. chicken         kitchen                 children 

5. host     horse                    horn    

  

       

5. Write the name of the animals. Use words from the box.  

 

 

 

 

 

 

                                      
a.______________                     b. _______________                   c.  _______________ 

 

 

                               

d. ______________                 e.   _____________                              

 

 

 

 

 rabbit                      horse                         pig 

 bear                        elephant                     zebra                     
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6. Complete the sentences with the missing word. Use words from the box. 

     

 

     

         brother      dog      father      chicken      fireman      doctor  

     

 

a. My ………………………….. and my mother are happy. 

b. My ………………………….. is a boy. 

c. The ………………………….. sleeps in his house. 

d. A ……………………………. wears a red uniform. 

e. The ………………………….. is yellow. 

 

 

How do you feel during the test? 

 

 

       
  

    Happy                 Surprised                  Worried                   Sad                     Angry 
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Questionnaires 

 

 

 

 

UNIVERSIDAD NACIONAL DE LOJA 

ÁREA DE LA EDUCACIÓN EL ARTE, Y LA COMUNICACIÓN 

DEPARTAMENTO DE IDIOMA INGLÉS 

 

Estimado maestro solicito su colaboración respondiendo las siguientes preguntas que 

me permitirán llevar a cabo mi trabajo investigativo sobre: El uso de juegos para mejorar 

el aprendizaje de vocabulario en el idioma inglés con los estudiantes del 7mo Año de 

Educación Básica de la Escuela “Carlos Burneo Arias”. Le estaré muy agradecida por 

su colaboración. 

 

ENTREVISTA AL DIRECTOR DE LA ESCUELA. 

1. ¿Cree usted que el aprendizaje del inglés es importante para sus 

estudiantes? En qué medida. 

_____________________________________________________________________

_________________________________________________________________ 

2. ¿En qué nivel considera usted que se encuentra el aprendizaje del Idioma 

Inglés en su institución? 

_____________________________________________________________________

_________________________________________________________________ 

3. ¿En qué horarios reciben la materia de Idioma inglés sus estudiantes? 

_____________________________________________________________________

_________________________________________________________________ 

4. ¿La asignatura de inglés está a cargo de un  maestro especializado? 

                           
   Si    (    )                                 No (    ) 
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¿Si este no es el caso a cargo de quién se encuentra la enseñanza del Idioma 
inglés? 

_____________________________________________________________________

_________________________________________________________________ 

 

5. ¿Se aplica un modelo de planificación en su institución? 

_____________________________________________________________________

_________________________________________________________________ 

 

6. ¿Considera usted que los estudiantes de la Universidad Nacional de Loja 

brindan ayuda a la comunidad en el campo académico? 

_____________________________________________________________________

_________________________________________________________________ 

 

7.   ¿Cree usted que la enseñanza del Idioma Inglés que brindan los estudiantes de la 

UNL favorece en la formación de los estudiantes? 

_____________________________________________________________________

_________________________________________________________________ 

 

8.  ¿Se considera la asignatura de inglés dentro de la calificación formal del 

aprendizaje? 

_____________________________________________________________________

_________________________________________________________________ 

 

 

Gracias por su colaboración 
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UNIVERSIDAD NACIONAL DE LOJA 

ÁREA DE LA EDUCACIÓN EL ARTE Y LA COMUNICACIÓN 

ENGLISH LANGUAGE DEPARTMENT 

 

Dear student I request your cooperation by answering the following questions to help 

me carry out my research work which is about: Using Games to improve vocabulary 

learning with students of 7th grade of Basic Education at "Carlos Burneo Arias" School. 

I will be very grateful for your help. 

 

SURVEY 

 1. Do teachers use games in teaching? 

 

 Yes (  )            No (  ) 

 

 2. How often does the teacher implement games in class? 

 Always (  ) 

 Sometimes (  ) 

 Almost never (  ) 

 Never (  ) 

 

 3. Do you prefer to work in groups or in pairs? 

 Group (  ) 

 Pair (  ) 

 4. Do you believe that games help to maintain the class more active? 

 Yes (  )       No (  ) 
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 5. What type of resources does the teacher use in the classroom? 

 Songs   (  ) 

 Videos  (  ) 

 Games  (  ) 

 Charts  (  ) 

 Books  (  ) 

 Posters (  ) 

 

 6. Would you like that the teacher implement games in the English class? 

 Yes (  )     No (  ) 

 

Thanks for your collaboration 
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INTERVENTION PLAN 

 

 

WORKSHOP N° 1 

THEME: Pre- test  

Teacher’s objectives 

 To find out the prior 

knowledge of students 

about vocabulary. 

 To know the issues that 

students have in 

vocabulary learning. 

ACTIVITY DESCRIPTION: 

 

 Teacher starts the activity with a warm up.  

 Teacher introduces the pre- test by telling the 

students the purpose of the test and provides 

enough time to answer it. 

 Teacher explains the test structure and 

procedures to solve the test. 

 Teacher distributes the handouts to each 

student. 

 Teacher explains every question.  

 Teacher monitors the test development and 

asks students if they need any help. 

 

MATERIALS: 

Test papers 

Pencil 

Eraser 

Board 

Markers 

TIME: 60 minutes 

LEVEL: Beginners 

11- 12- 13 years old 

STUDENTS: 10 
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WORKSHOP N° 2 

 

 

 

 

THEME: Family Members 

Teacher´s objectives 

 To introduce vocabulary 

set of family members. 

STARTING ACTIVITY  

Warm up: My Family Song.  

Teacher have students listen to the song about family 

members and motivate them to sign it.   

PRESENTATION 

 Teacher introduces the new vocabulary about 

family members by using flash cards. 

 Students guess the name of each picture  

 Teacher pronounce each word correctly and ask 

students repeat after her. 

  

PRACTICE 

 Teacher points out each family member and students 

say the name of each one. 

 

 Teacher shows a picture and asks students to 

confirm true or false. Eg. Is this the father? 

 

 Teacher shows a chart introduces her family tree: 

This is my father.  This is my sister.     True or false 

 

 Teacher asks students: Eg: Is he my father? 

Is she my mother? 

 

 Teacher asks students to draw their own family tree 

and explain to the class.  

 

ASSESSMENT 

 Teacher asks students to listen to the recording. 

Then they draw an X under the correct picture. 

 (textbook  page 12) 

 

Students’ objectives 

 To associate image and 

oral word.  

 To name family 

members.  

CONTENT 

 Aunt, brother, cousin, 

daughter, father, grandfather, 

grandmother, grandparents, 

husband, mother, parents, 

sister, son, uncle and wife. 

MATERIALS: 

 Pictures  

 Poster 

 Worksheets 

 Pencil 

 Eraser 

 Book Learning   Together 

4 

 Record player 

 CD 

TIME: 80 minutes. 

LEVEL: Beginners. 

10- 11- 12 years old 

STUDENTS: 10 

SOURCE: Textbook Learning Together 4. 
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WORKSHOP N° 3 

THEME: Family Members 

Teacher´s objectives  

 To review the family 

members in oral form. 

 To introduce the spelling 

of family members. 

 STARTING ACTIVITIES 

Warm up: Dynamic “Pass the ball” 

 T gives the students a ball and they pass it on very 

quickly. T keeps saying pass it on. When T says 

stop, the student who has the ball in her/his hand 

will say a family member name.    

PRESENTATION  

 T introduces the vocabulary by showing 

flashcards with the images of family members 

and encourage students to say them aloud.  

 

 T presents flashcards with the words of each 

family member and make students read each 

word and associate them with the image. 
 

PRACTICE 

 Teacher sticks pictures of family members on the 

board and asks students to find the written word 

and stick it under the correct image.  

 

 T puts the flashcards and word cards down on the 

desk and asks students to match each word with the 

image and show them to the class. 

 T asks some information questions related to the 

vocabulary learned: Who is he? 

Who is she? What´s his/her name? (Use poster 

as context.  

Ss play “Find your partner” game, teacher gives 

word cards to a group of students and pictures 

cards to another. At the teachers’ signal they look 

for their partner. 

ASSESSMENT 

 On worksheets, students match the picture to the 

correct family members. 

Students’ objectives 

 To associate image and 

written word.  

CONTENT 

 Aunt, brother, cousin, 

daughter, father, 

grandfather, 

grandmother, 

grandparents, husband, 

mother, parents, sister, 

son, uncle and wife. 

MATERIALS: 

 flash cards  

 worksheets 

 pencil 

 eraser 

 book 

 word cards 

TIME: 80 minutes 

LEVEL: Beginners. 

10-11-12 years old 

STUDENTS: 10 

SOURCE:Textbook 

Learning Together 4. 
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WORKSHOP N° 4 

THEME: Family Members 

Teacher´s objectives  

 To assess the family 

members by applying 

sentences. 

 To apply Snakes and Ladders 

Game. 

STARTING ACTIVITY  

Warm up: Students “Pass the ball” in order to 

review the vocabulary learned in the last class.  

PRESENTATION 

 T present all the vocabulary learned by 

showing flashcards (family members) 

 T shows word cards and encourages Ss to say 

each word aloud. 

 Teacher presents a poster with Snake and 

Ladders Game introducing the strategy being 

used.  

PRACTICE 

T sticks a poster on the board, and Ss look at the 

family tree and answer yes/no questions. 

For instance: Is Frank the father?   Yes, he is. 

Is Jennifer the mother?   No, she isn’t  

 T gives a brief explanation about the activity.  

 T divides the class into groups A-B.  

 Each group has a marker; each student throws 

the die the one who has the highest number 

starts the game.  

 When the die falls on a square she or he must 

answer the question about family members or 

perform the direction given. 

  If the die fall on the head of the snake the 

student must slide the counter down the snake 

until it gets to the tail. 

  If the die falls on lands at the foot of a ladder 

the student move it to the top and carries on 

from there.  

 The first player to reach the square which has 

the highest number on it is the winner. 

ASSESSMENT 

 T gives students worksheets and they must 

complete it by looking at the family names on 

the box. Ex: My .….is Helen. 

 

Students’ objectives 

 To identify the family 

members in a sentence. 

CONTENT 

 Aunt, brother, cousin, 

daughter, father, grandfather, 

grandmother, grandparents, 

husband, mother, parents, 

sister, son, uncle and wife. 

MATERIALS: 

 Pictures  

 Worksheets 

 Pencil 

 Eraser 

 Book 

TIME: 80 minutes 

LEVEL: Beginners. 10-11-12 

years old 

STUDENTS: 10 

SOURCE: Textbook Learning 

Together 4. 
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WORKSHOP N° 5 

THEME: Occupations 

Teacher’s objectives 

 To introduce vocabulary 

set of occupations. 

STARTING ACTIVITY  

Warm up: Teacher makes an adaptation of the song 

“Good morning teacher” 

PRESENTATION 

 Teacher introduces the new vocabulary about 

occupations using pictures and ask students to 

repeat correctly 

 Teacher asks students to recognize the new 

vocabulary. 

PRACTICE 

 Teacher points out each occupation and students 

say the name of each one. 

 Teacher introduces a chart with pictures about 

occupations and says: He`s an actor.    She`s a 

teacher. 

 Teacher explain the use of a and an. 

 Teacher shows a picture and asks students to 

confirm true or false. e.g.  

He is an actor.       True or false 

She is a teacher.      True or false 
Teacher asks students to answer yes/ not 

questions. 

Is he an actor?    Yes, he is.   

Is she a dentist? No, she isn’t  

ASSESSMENT 

Teacher gives students a worksheets and have 

them   

 Listen to the occupations and circle it in the 

picture. e.g. 

Actor, carpenter, musician, astronaut, 

detective, policeman, and doctor. 

Students’ objectives 

 To associate image and 

oral word.  

 To name the vocabulary 

about occupations. 

CONTENT 

 Actor, astronaut, baker, 

barber, carpenter, dentist, 

detective, doctor, fireman, 

musician, policeman, and 

teacher.  

MATERIALS: 

 pictures 

 poster  

 worksheets 

 pencil 

 eraser 

 flash/ word cards 

 book Learning Together 4 

TIME: 80 minutes 

LEVEL: Beginners. 

10-11-12 years old 

STUDENTS: 10 

SOURCE: Textbook Learning Together 4. 
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WORKSHOP N° 6 

THEME: Occupations 

Teacher’s objectives 

 To review the 

occupations in oral form. 

 To introduce the spelling 

of occupations. 

STARTING ACTIVITY  

Warm up: Students have to guess the word that 

teacher spells. (actor, teacher, carpenter, and 

barber) 

PRESENTATION 

 T presents word cards with the name of each 

occupation and asks students to read and 

associate each occupation. 

 T have students to identify the word cards with 

the image of each occupations and encourage 

students to say them aloud.  

 

PRACTICE 

 Teacher shows word cards with the spelling and 

have students repeat after her. 

 Teacher puts the word cards and the flash cards on 

the desk. Students have to match each word with 

the occupations.  

 Teacher gives each student a word card with the 

name of a different occupation and asks yes/no 

questions.  Ss answer yes or no according to the 

word card that they receive. e.g   

 Are you a student?  Yes/no 

Is he a doctor?   Yes/no 

 Students write a sentence according to the 

occupations their classmates have. Eg: Maria is a 

teacher,  Pedro is a carpenter, etc. 
 Teacher asks the students what do you want to be 

when you grow up? Students choose the 

occupations that they prefer.   

ASSESSMENT 

 Teacher gives the students a worksheet with the 

occupations they have learned, shows a word card 

and says: listen and write the number that you hear 

in the circle provide it. 

Students’ objectives 

 To associate image and 

written word.  

 To ask and answer some 

questions related to the 

topic. 

CONTENT  

 Actor, astronaut, baker, 

barber, carpenter, and 

dentist. 

 

MATERIALS 

 pictures  

 worksheets 

 pencil 

 eraser 

 book 

 flash cards 

TIME: 80 minutes 

LEVEL: Beginners. 

10-11-12 years old 

STUDENTS: 10 

SOURCE: Textbook Learning Together 4. 
Rixon, S. (1996). How to use Games in Language Teaching.  

http://www2.arnes.si/~oskplucija4/ces/workers.htm 

 

 

http://www2.arnes.si/~oskplucija4/ces/workers.htm
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WORKSHOP N° 7 

THEME: Occupations 

Teacher’s objectives 

 To assess the occupation 

vocabulary 

 To apply Can you 

Remember? Game. 

STARTING ACTIVITY  

Warm up: “Tingo Tingo Tango” students pass a ball 

to each other. Teacher says tango. The students who 

has the ball in his/her hand will say an occupation. 

PRESENTATION 

 Teacher writes sentences on the board about 

occupations as a model in order to have students 

write other sentences.  

 Teacher presents a poster with the Can You 

Remember? Game 

PRACTICE 

 Teacher gives students worksheets and they will 

complete it by looking at the occupations´ names 

from the box. Ex: A…….. makes chairs. 

A ………….flies in a spaceship. 

 Teacher gives a brief explanation about the Can You 

Remember?  Game.  

 Teacher divides the class into groups A-B.  

 Through the game can you remember? Students 

use two packs of cards: one set of pictures and a 

corresponding set of word cards. The cards are laid 

face down on the table.  

 Students collect pairs of cards and picture cards 

which the corresponding go together. They do this 

by turning two cards face up at each turn. Students 

have to observe and remember where the cards are. 

  When all the cards pairs have been taken, the 

student with the greatest number of pairs is the 

winner. 

ASSESSMENT 

Students complete the worksheet according to the 

correct occupation. 

Students’ objectives 

 To recognize the 

occupations vocabulary 

in the sentences. 

CONTENTS 

Actor, astronaut, baker, barber, 

carpenter, dentist, detective, 

doctor, fireman, musician, 

policeman and teacher. 

MATERIALS 

 pictures  

 worksheets 

 pencil 

 eraser 

 book 

 flash cards 

TIME: 80 minutes 

LEVEL: Beginners. 

10-11-12 years old 

STUDENTS: 10 

SOURCE: Textbook 

Learning Together 4. 

Rixon, S. (1996). How to use 

Games in Language Teaching. 
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WORKSHOP N° 8 

THEME:  Animals 

Teacher’s objectives 

 To introduce vocabulary 

set of animals. 

STARTING ACTIVITY  

Warm up: T introduces a domestic animal’s video. Ss 

watch it and T encourages them to recognize the name 

of each one. 

PRESENTATION 

 T introduces the vocabulary by showing flash cards 

of domestic animals. 

 Students remember the vocabulary their already 

know and the teacher reinforces or correct the 

mistakes.   

PRACTICE 

 Teacher introduces a chart with pictures about 

animals and says: It`s a horse.    It`s a duck. 

 T sticks the flashcards on the board and animates Ss 

to say the name of each one. 

 T shows the flash cards picture and asks students to 

answer yes or no. e.g. 

Is this a cat?          Yes, it is  

Is this a rabbit?    No, it isn’t 

 Teacher asks students to confirm or deny true or 

false. e.g.  

This is a duck.   True or false 

 Teacher introduces some animals’ pictures and 

says: It´s a chicken its meat is very delicious.  

It’s a cat its meat is not delicious. 

 Students complete the sentences :  

It´s a chicken, its meat ….. 

It’s a cat, its meat …... 
 

ASSESSMENT 

 On worksheets students listen and circle the animal 

they hear. 

 

Students’ objectives 

 To associate image and 

oral word.  

 To name the animals. 

CONTENT 

 Duck, rabbit, dog, chick, 

horse, pig, zebra, 

elephant, lion, snake, 

bear, giraffe and tiger. 

MATERIALS: 

 pictures  

 worksheets 

 pencil 

 eraser 

 flash cards 

 Book Learning Together 

4 

 computer 

 speakers 

TIME: 80 minutes 

LEVEL: Beginners. 

10-11-12 years old 

STUDENTS: 10 

SOURCE: Textbook Learning Together 4. 
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WORKSHOP N° 9 

THEME: Animals 

Teacher’s objectives  

 To review the animals in 

oral form. 

 To introduce the spelling 

of animals. 

STARTING ACTIVITY  

Warm up: T introduces a wild animal’s video. Ss 

watch it and T encourages them to recognize the name 

of each one. 

PRESENTATION 

 T introduces the vocabulary by showing flash cards 

(wild animals) 

 T introduces the written form (word card) and 

relates image and written word. 

PRACTICE 

 T shows flash cards with the image of animals and 

says: It´s a lion.       It´s a bear.  Ss repeat them 

aloud after her. 

 T asks yes/no questions related to the new 

vocabulary, students confirm or deny. e.g.  

Is it an elephant?  T/F        Is it a tiger?  T/F   

 Ss see the image and say the animal`s name, then T 

introduces the written word and have ss read and 

pronounce the words correctly. 

 Teacher shows a flash card with the names of 3 

animals. Ss look at it carefully.  

 Ss write those names without looking at the flash 

card. Ss correct the missspelling words and 

continuo with other words.  

 T puts word cards and pictures face down on the table 

and ask students one by one find the partner picture 

and word card, then stick them on the board and read. 

ASSESSMENT 

 On a worksheet students write the name of the 

animals. Use the words from the box. 

Students’ objectives 

 To associate image and 

written word.  

 To ask and answer some 

questions related to the 

topic. 

CONTENT 

 Zebra, elephant, lion, 

snake, bear, giraffe and 

tiger.   

MATERIALS 

 pictures  

 worksheets 

 pencil 

 eraser 

 book 

 flash cards 

 word cards 

 checklist 

 field dairy 

TIME: 80 minutes 

LEVEL: Beginners. 

10-11-12 years old 

STUDENTS: 10 

SOURCE: Textbook 

Learning Together 4. 
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WORKSHOP N° 10 

THEME: Animals 

Teacher´s objectives  

 To assess the animals 

vocabulary by writing 

sentences. 

 To apply Can you 

remember? Game. 

STARTING ACTIVITY  

Warm up: “One student try to make the animals’ 

sound and the others try to guess which animal is. 

PRESENTATION 
 T introduces a chart with all the vocabulary 

learned and explains the Ss what they have to 

do. 

 Ss have to identify domestic and wild animals 

and pronounce the words correctly. 

 T presents a poster with the game Can you 

remember? 

  

PRACTICE 

 T shows flash cards and asks ss to say their 

name. 

 T says: the dog is a ….. The Ss complete the 

sentences by saying domestic or wild animal.  

 T sticks flash on the board and animates Ss to 

write the name under the correct pictures. 

 Teacher writes incomplete sentences on the 

board and asks students to write the missing 

words. e.g. The …….. lives in the house. 

The .……. lives in the jungle. 

 Teacher divides the class into groups A-B.  

 Through the game can you remember? Students 

using two packs of card, one set of pictures and 

a corresponding set of words cards. They are 

laid face down on the table.  

 Students collect pairs of word and picture cards 

which go together. They do this by turning two 

cards face up at each turn. Students have to 

observe and remember where the cards are. 

  When all the cards pairs have been taken by the 

student with the greatest number of pairs is the 

winner. 

 

ASSESSMENT 

On a worksheet students complete the sentences 

with the missing word. 

Students’ objectives 

 To recognize the animals 

vocabulary in a sentence. 

CONTENT 

 Duck, rabbit, dog, chick, 

horse, pig, zebra, elephant, 

lion, snake, bear, giraffe and 

tiger. 

MATERIALS: 

 Pictures  

 Worksheets 

 Pencil 

 Eraser 

 Flash cards 

TIME: 80 minutes 

LEVEL: Beginners. 10-11-12 

years old 

STUDENTS: 10 

SOURCE: Textbook Learning 

Together 4. 

 

Rixon, S. (1996). How to use 

Games in Language Teaching. 
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WORKSHOP N° 11 

THEME: Post- test  

Teacher’s objectives  

 To evaluate the level of 

vocabulary learning in the 

English language that 

students have after the 

intervention. 

ACTIVITY DESCRIPTION 

Warm up: “Party cake” 

T makes Ss to form a circle and choose a couple of 

Ss, then a couple of Ss run through the circle of 

people. They should run in the opposite direction to 

turn around and return to the original place. S who 

arrives on time, he/she will be the winner. 

  

PRESENTATION  

 T starts the activity with a warm up.  

 T introduces a post test and explains the purpose 

to Ss. 

 T explains the test structure and procedure to 

solve the test. 

 T distributes the test to each child. 

 T explains every question.  

 T monitors the class during the test development. 

 T asks Ss, if they need to help. 

 T provides enough time for the children to answer 

the pre-test. 

 Students solve the test individually. 

Students’ objectives 

 To demonstrate their 

knowledge about the 

vocabulary learned. 

MATERIALS: 

Test papers 

TIME: 60 minutes 

LEVEL: Beginners 

STUDENTS: 10 
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6. ASESSMENT OF THE EFECTIVENESS OF GAMES ON THE VOCABULARY LEARNING 

 

CHECKLIST FOR MONITORING SKILL PROGRESS/DEVELOPMENT 

 

Date:   

Content:   

Activity:   

SKILL DEVELOPMENT /PROGRESS 

  Understanding words Producing words 

  Oral form Written form In context Spelling Pronunciation Use in a sentence 

  
75 – 

100% 

50-

75% 

Less 

than 

50% 

75 – 

100% 

50-

75% 

Less 

than 

50% 

75 – 

100% 

50-

75% 

Less 

than 

50% 

75 – 

100% 

50-

75% 

Less 

than 

50% 

75 – 

100% 

50-

75% 

Less 

than 

50% 

75 – 

100% 

50-

75% 

Less 

than 

50% 

Student  1                                     

Student  2                                     

Student  3                                     

Student  4                                     

Student  5                                     

Student  6                                     

Student  7                                     

Student  8                                     

Student  9                                     

Student  10                                     

1. achieved   
2. in process 
3. not at all
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 FIELD DIARY  

Date:   Time:  

 

 

Objective :  

 

   

Content:     

Activity:    

Aspects to be observed  75%-

100% 

50% -

75% 

Less than 

50% 

1. Were students involved in the activity  

2.  

3.  

   

Was the listening activity appropriate for 

the class? 

 

   

Did students understand and follow the  

strategy being applied?  

   

Were the objectives of the activities 

accomplished? 

 

   

Were conditions favorable to the 

application 0f strategy?   

 

   

Comments  
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CONSISTENCY MATRIX 

THEME: “Using Games to improve Vocabulary Learning  in the English Language with students of 7th year of Basic Education at “Carlos Burneo Arias” school, Period 

2014” 

PROBLEM: How do the games help to improve vocabulary learning in the English Language with students of 7th year of basic education at “Carlos Burneo Arias” 

school Period 2014? 

GENERAL OJBECTIVE: To use games in order to improve vocabulary learning with students of 7th year of Basic Education at Carlos Burneo Arias School. 

PROBLEMS OBJECTIVES THEORETICAL FRAME TECHNIQUES INSTRUMENTS 

GENERAL 

What kinds of games are effective 

to improve vocabulary learning in 

the English Language with students 

of 7th year of Basic Education at 

Carlos Burneo Arias school? 

Academic Year 2013-2014. 

Sub problem  

What kind of theoretical references 

about games are effective to 

improve the vocabulary learning in 

the English Language with students 

of seventh year of Basic Education 

at “Carlos Burneo Arias” school? 

Academic Year 2013- 2014. 

Which are the negative factors that 

limit the vocabulary learning in the 

English Language with students of 

seventh year of Basic Education at 

 

To investigate the theoretical 

references about games as a strategy 

to improve the vocabulary learning 

in the English Language with 

students of seventh grade of Basic 

Education at “Carlos Burneo Arias” 

School. Academic Period 2013-

2014. 

 

To diagnose the negative factors that 

limits the vocabulary learning in the 

English Language with students 

seventh grade of Basic Education at 

“Carlos Burneo Arias” School. 

Academic Period 2013-2014. 

 

To select the most appropriate 

games to improve the vocabulary 

learning in the English Language 

with students of seventh grade of 

Basic Education at Carlos Burneo 

1. VOCABULARY LEARNING 

 1.1.DEFINITION 

 1.2.TYPES OF VOCABULARY  

 1.3 IMPORTANCE OF VOCABULARY 

2.NEGATIVE ISSUES THAT LIMIT THE 

DEVELOPMENT OF VOCABULARY 

 2.1.DIFFICULTIES IN LEARNING   
VOCABULARY 

 2.2.SOME SUGGESTED METHOS FOR 

REDUCING THE FORGETTING 

PROBLEM 

2.3 SIX STEPS TO EFFECTIVE 
VOCABULARY INSTRUCTION 

3.GAMES TO IMPROVE VOCABULARY 

LEARNING IN THE ENGLISH 

LANGUAGE LEARNING   

3.1.CONCEPT 

3.2.IMPORTANCE OF GAMES 

3.1. Plan  

This action research will be done in 

sessions of sixty minutes; the 

researcher will work two sessions per 

week, during two months. The 

researcher will apply a set of games 

like: crossword and word search 

puzzles snakes and ladders and can you 
remember, at Carlos Burneo Arias 

School. 

3.2. Act 

In this stage the researcher is going to 
apply a set of games such as crossword 

puzzle word search puzzle, snakes and 

ladders to make students increase the 

numbers of words they know about the 

English Language.   

 

 

 

 

Data collection 

Test 

Checklist  

Field Diary 

Portfolio 

Post test 
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“Carlos Burneo Arias” School? 

Academic Year 2013-2014. 

Which games are useful to improve 

the vocabulary learning in the 

English Language with students of 

seventh year of Basic Education at 

“Carlos Burneo Arias” School? 

Academic Year 2013-2014. 

 

How do games as part of the 
classroom activities improve the 

limitations in the vocabulary 

learning in the English Language 

with students of seventh year of 

Basic Education at “Carlos Burneo 

Arias” school? Academic Year 

2013-2014.  

 

 

Arias School. Academic Period 

2013-2014. 

 

To use the appropriate games as part 

of the classroom activities in order to 

solve the limitations in the 

vocabulary learning in the English 

Language with students of seventh 

grade of Basic Education at “Carlos 

Burneo Arias” School. Academic 

Period 2013-2014. 

 

• To reflect about the effectiveness 

that the games had on the vocabulary 

learning in the English Language of 

students of seventh grade of Basic 

Education at “Carlos Burneo Arias” 

School. Academic Period 2013-

2014. 

3.3.TYPES 

3.4 TEN GOOD GAMES FOR 

RECICLYNG VOCABULARY  

3.5.ADVANTAGES OF USING GAMES IN 
THE CLASSROOM 

3.6.OBJECTIVES OF GAMES 

3.7.USING GAMES IN THE CLASSROOM 

4.GAMES TO TEACH VOCABULARY 

LEANRING IN THE ENGLISH 

LANGUAGE 

 4.1.GAMES   

  4.1.1CAN YOU REMEMBER ‘ 

  4.1.2 SNAKES AND LADDERS  

  4.2.3 CROSSWORD  

  4.3.4 WORDSEARCH 

5.APPLYING THE GAMES IN ORDER TO 

IMPROVE THE VOCABULARY 

LEARNING OF THE ENGLISH 

LANGUAGE 

 5.1.WORKSHOPS 

6.ASSESSMENT OF THE 

EFFECTIVENESS OF GAMES ON THE 
VOCABULARY LEARNING 

 6.1.ASSESSMENT WORKSHOP  

 6.2 OBSERVATION GUIDE 

3. 3. Observe 

The researcher will observe and 

analyze how students learn vocabulary 

using Games in the English Language 

Learning. During this stage, the 

researcher is going to observe the 

reaction the participants in each 

session. Furthermore, the researcher is 
going to use different instruments like: 

field diary and observation guide. 

These instruments will help the 

researcher to gather information data; it 

is going to be quantitative or 

qualitative.      

3.4. Reflect 

At this point the investigator is going to 

interpret and reflect on the data 

whether the results were useful or not. 

The interpretation of the results will be 

presented in a thesis report which will 

be displayed in a graphic and 

descriptive way. 

3.5. Dissemination  

In this steps the researcher will show 

the results with a demonstrative class 

where students will be able to 

participate demonstrating what they 
have learnt about vocabulary,  all these 

activities will be presented to the 

authorities of the institution and their 

parents. 
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ANNEX 2 

PHOTOGRAPHS 

 

 

 

 

 

 

   
  Students of 7th year working on worksheets 
 

    Students taking the post test 
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TEACHING RESOURCES:  FLASHCARDS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Pictures about occupations 
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Pictures about domestic animals 
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Pictures about wild animals 
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