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ABSTRACT

This study investigates learner engagement and the effects of card game-
based instruction on vocabulary acquisition and retention among Thai EFL primary
school students. Employing a mixed-methods research design, the study assessed
vocabulary learning through pre-test, post-test, and delayed post-test measures, while
learner engagement was examined through classroom observations, semi-structured
interviews, and questionnaires. A total of 30 fifth-grade students were selected from
intact classes and assigned to either an experimental group, which participated in card
game-based activities, or a control group, which followed a traditional vocabulary
learning approach.

Quantitative data were collected using four test types: form-recognition,
form-recall, meaning-recognition, and meaning-recall. T-test analyses were conducted
to compare pre-test and post-test scores, while repeated measures ANOVA was used
to examine differences across all three testing phases. Additionally, qualitative data
from classroom observations and interviews were analyzed using content analysis to
explore how learners exhibit behavioral and emotional engagement in game-based
vocabulary learning activities.

The results revealed that card game-based activities significantly
enhanced vocabulary acquisition and retention. Students in the experimental group
outperformed those in the control group across all test measures, with significant
improvements in form-recognition (+48.3%), form-recall (+34.8%), meaning-
recognition (+38.2%), and meaning-recall (+31.4%). Furthermore, delayed post-test
results indicated that students in the experimental group retained significantly more
vocabulary knowledge over time. Additionally, the study highlights the critical role of
behavioral and emotional engagement in vocabulary acquisition. Students in the
experimental group actively participated in gameplay, engaged in team discussions,
and demonstrated enthusiasm and motivation for the competitive aspects of the
learning activity. These results suggest that card game-based vocabulary instruction
fosters an engaging and interactive learning environment, enhancing both learning
motivation and long-term vocabulary retention.



This study provides valuable pedagogical implications, advocating for
integrating game-based learning strategies into EFL instruction to improve vocabulary
development. Recommendations for future research include exploring cognitive
engagement in game-based learning, investigating long-term effects on vocabulary
retention, and examining its impact across diverse learner populations.

Keyword : VVocabulary acquisition, learner engagement, card game-based learning,
vocabulary retention, Thai EFL learners
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CHAPTER' I
INTRODUCTION

This chapter presents the background and rationale of the study. It included six main
parts: background of the study, purposes of the study, scope of the study, significance
of the study, the definition of terms, and outline of the study. This study aimed to
explore learner engagement in card game-based vocabulary acquisition among fifth-
graders in the Thai EFL context, focusing on two key dimensions: behavioral and
emotional engagement. Additionally, it sought to examine the effect of card game-

based teaching on the form-meaning link in English vocabulary acquisition.

1.1 Background to the Study

English vocabulary knowledge is a fundamental aspect of language acquisition,
essential for effective communication, comprehension, and expression in both spoken
and written forms. Despite its critical importance, vocabulary acquisition presents
notable challenges, especially in English as a Second Language (ESL) and English as
a Foreign Language (EFL) contexts. Akdogan (2017) highlights that vocabulary
teaching and learning have long been continuous challenges, primarily due to the
minimal focus on vocabulary instruction in ESL classrooms. This situation persisted
until the past decade, when a renewed interest in vocabulary teaching emerged,
prompting researchers to explore more effective learning strategies (Chowdhury et al.,
2024; Dodigovic, 2018). As a result, growing interest has been in identifying and
implementing strategies that enhance vocabulary acquisition and retention, especially

among young learners.

Traditional methods of vocabulary instruction, such as dictionary use, sentence
composition, and rote memorization, often lead to student frustration, disengagement,
and poor vocabulary retention (Matwangsaeng & Sukying, 2023; Sumalee & Sukying,
2024). These approaches typically  fail to capture learners’ interest, resulting in
passive learning experiences that do not support meaningful word use. Khan (2022)
noted that students tend to forget newly introduced vocabulary quickly, highlighting a
lack of reinforcement and contextual usage. Asgari and Mustapha (2011) argue that
limited vocabulary knowledge creates significant barriers for language learners, as

conventional techniques offer few opportunities for practical application or



interaction. These issues are particularly evident in young learners, who may find
repetitive or decontextualized tasks tedious and demotivating. Consequently, there is
increasing demand for innovative, engaging strategies that promote active
participation and long-term retention in EFL settings. One such approach is the use of
card games, which contrasts sharply with traditional methods by fostering a dynamic,
playful environment where vocabulary is reinforced through interaction, repetition,
and meaningful use. Algahtani (2015) stresses the need for a pedagogical shift toward
more enjoyable and effective vocabulary teaching methods to better meet learners’

needs.

One practical approach that addresses these challenges is the use of educational games
in vocabulary instruction. Games offer an engaging, stress-free environment that
allows students to acquire the target language in a natural, enjoyable way. Gozcu and
Caganaga (2016) stress the importance of a stress-free environment for effective
language learning, noting that games can create a more pleasant learning experience
and increase student motivation. Game-based learning can create a learner-centered
environment, promote socialization, and foster a competitive spirit in an organized
setting (Butler, 2017; Wichadee & Pattanapichet, 2018). Educators can teach specific
language skills by integrating games into the learning process while keeping students
motivated and engaged, helping them achieve their learning goals (Krath et al., 2021).

In addition to games, flashcards or word cards have long been used as a tool for
vocabulary acquisition. Traditionally, flashcards involve paper or cardboard cards
displaying text or images to help learners memorize new words. Flashcards stimulate
cognitive and memory strategies and can support productive and receptive vocabulary
knowledge, depending on' their use (Yowaboot & Sukying, 2022). Receptive
knowledge involves recognizing a word and recalling its meaning, while productive
knowledge requires.learners to recall the word based on its meaning or L1 cognate
(Matwangsaeng & Sukying, 2023; Sumalee & Sukying, 2024). Flashcards offer a
simple yet effective method for memorizing vocabulary in a structured manner,

though they are most effective when used alongside contextual practice.

Among game-based strategies, card games have emerged in language classrooms as a
particularly effective means of enhancing L2 vocabulary knowledge among young



EFL learners. Traditional vocabulary teaching methods, which often rely on rote
memorization, are limited in engaging learners and fostering long-term retention. In
contrast, card games provide an interactive, engaging learning experience that
encourages learners to actively participate with their peers and instructors. These
games facilitate word memorization, foster communication skills, and provide a
meaningful context for vocabulary learning (Derakhshan & Khatir, 2015). Moreover,
educational games are praised for their ability to meet individual learners’ needs by
offering adjustable content that aligns with their preferences, goals, and abilities
(Kickmeier-Rust et al., 2011).

Card games offer a dynamic and effective way to enhance primary school students’
engagement in vocabulary learning, particularly in EFL settings. Traditional methods
such as rote memorization and dictionary use often lead to frustration and poor
retention, as they lack interactive, contextual, and enjoyable learning experiences
(Asgari & Mustapha, 2011; Khan, 2022). In contrast, card games create a learner-
centered environment that encourages active participation, enjoyment, and
spontaneous language use. They are highly adaptable, easy to implement in classroom
settings, and require minimal resources, making them a convenient option for
teachers. Additionally, the structured yet playful nature of card games allows for
repeated exposure to target vocabulary in different situations, helping students
remember new words more easily and for a longer time. By incorporating elements of
competition, collaboration, and communication, card games stimulate learners’
intrinsic _motivation and provide meaningful opportunities to use new words in
context (Butler, 2017; Dongsanniwas & Sukying, 2024; Gozcu & Caganaga, 2016;
Ponsamak & Sukying, 2023). These features not only make learning more enjoyable
but also -improve vocabulary retention and overall language proficiency more

effectively than traditional methods.

Card games also support both receptive and productive vocabulary knowledge,
helping learners recognize and recall words while applying them in practical contexts
(Yowaboot & Sukying, 2023). Research shows that interactive learning experiences
like card games not only enhance vocabulary memorization but also boost creativity,

self-confidence, and long-term retention (Derakhshan & Khatir, 2015; Ponsamak &



Sukying, 2023). Furthermore, card games can be tailored to meet students’ individual
needs, making them highly adaptable to diverse classroom environments (Kickmeier-
Rust et al., 2011). In addition to this, there has been a growing interest in more
interactive and learner-centered approaches to vocabulary instruction. Educational
games, particularly card games, have gained attention for their ability to engage
students in meaningful and enjoyable learning experiences. Card games provide a
dynamic environment where learners can actively participate, practice vocabulary in
context, and collaborate with peers while reducing the stress often associated with
traditional language learning methods (Gozcu & Caganaga, 2016). As such,
incorporating fun, competition, and interaction elements, game-based learning will

foster a deeper level of engagement, making learning enjoyable and effective.

Integrating card games into vocabulary instruction can significantly improve learning
outcomes by increasing motivation, encouraging active participation, and creating an
enjoyable learning experience. This study explores how young Thai EFL learners
engage with card game-based vocabulary learning and how this engagement impacts
their vocabulary acquisition. By doing so, it seeks to offer valuable insights into the
use of interactive and engaging methods for effective vocabulary instruction in EFL

contexts.

1.2 Purposes of the Research

Despite increasing attention to innovative vocabulary teaching strategies, limited
research has explored how game-based learning, particularly card games, can support
vocabulary acquisition in young EFL learners. Most existing studies have focused on
the effectiveness of digital games or general game-based instruction, often neglecting
the specific role of traditional, low-tech tools like card games in classroom practice.
Moreover, while vocabulary retention has been widely studied, learner engagement,
especially among primary school students, remains under-researched, particularly in
terms of behavioral and emotional dimensions. In the Thai EFL context, few studies
have investigated how interactive activities like card games influence both
engagement and vocabulary learning outcomes. This gap highlights the need to
explore how such activities can foster more meaningful and lasting vocabulary

acquisition among young learners.



This research focused on learners’ engagement in vocabulary instruction using card
game activities and its effects on EFL vocabulary acquisition. Specifically, it aimed to
investigate learner engagement in card game-based vocabulary learning among fifth-
graders in the Thai EFL context. The researcher would like to discover two aspects of
engagement: behavioral and emotional. It also sought to examine the effect of card
game-based on the form-meaning link in English vocabulary acquisition and
retention. This study consists of two research questions.
1. How does card game-based teaching affect Thai primary school students’
vocabulary acquisition and retention?
2. How do Thai primary school learners exhibit behavioral and emotional
engagement in card game-based vocabulary learning?
1.3 Justifications for the Study
This study is justified on both theoretical and practical grounds, as it seeks to
investigate the effectiveness of card game-based teaching on vocabulary acquisition
and retention among Thai primary school students and to explore how learners exhibit
behavioral and emotional engagement in this learning approach. Given the well-
documented challenges of vocabulary learning in EFL contexts, the study aims to
address pedagogical gaps and contribute to the advancement of language learning
methodologies.

Vocabulary acquisition is a fundamental component of language learning, as it
directly impacts reading - comprehension,  speaking fluency, and overall
communicative competence (Nation, 2022; Schmitt, 2019). However, traditional
vocabulary instruction in Thai EFL classrooms primarily relies on rote memorization,
translation-based learning, and mechanical drills, which often fail to facilitate deep
processing and long-term retention (Lu et al., 2023; Riahipour & Saba, 2012). Many
Thai learners struggle with recalling and actively using vocabulary in meaningful

contexts, highlighting the need for more engaging, interactive teaching approaches.

Game-based learning has been recognized as an effective instructional strategy that
fosters active engagement, repeated exposure, and deeper cognitive processing
(Hwang et al., 2016; Plass et al., 2015). Card games, in particular, create a low-

pressure, motivating environment where learners can interact with words



dynamically, negotiate meaning, and reinforce vocabulary retention through
meaningful repetition and peer collaboration. The Depth of Processing Hypothesis
(Craik & Lockhart, 1972) and Nation’s (2022) principles of vocabulary learning
suggest that learners retain words better when they process them actively through

contextualized, interactive experiences rather than passive memorization.

By examining the impact of card game-based teaching on vocabulary acquisition and
retention, this study provides empirical evidence on whether such methods can
enhance students’ ability to recognize, recall, and retain vocabulary over time.
Moreover, investigating different vocabulary knowledge dimensions—such as form-
recognition, meaning-recognition, form-recall, and meaning-recall—offers insights
into how well learners retain and apply new words beyond initial exposure. Given the
promising results of previous studies on game-based learning in second language
acquisition (Derakhshan & Khatir, 2015; Vahdat & Behbahani, 2013), this study
contributes context-specific evidence on its applicability to Thai primary school

learners.

Learner engagement is a crucial factor in effective vocabulary learning, influencing
motivation, participation, and learning outcomes (Fredricks et al., 2004; Finn &
Zimmer, 2012). Engagement is often categorized into behavioral, emotional, and
cognitive dimensions, with behavioral and emotional engagement playing a
particularly significant role in young learners’ motivation and learning persistence

(Han & Hyland, 2015; Stroud, 2017).

Behavioral engagement refers to students’ active participation, effort, and willingness
to learn, while emotional engagement captures their enjoyment, motivation, and
attitudes toward the learning experience (Fredricks et al., 2004). Traditional
vocabulary learning- often lacks sufficient opportunities - for interaction and
engagement, resulting in disinterest, low motivation, and limited vocabulary retention
(Algahtani, 2015; Matwangsaeng & Sukying, 2023). Card game-based learning,
however, is designed to increase student engagement by introducing interactive,
competitive, and cooperative elements, allowing learners to negotiate meaning,
collaborate, and reinforce word knowledge through repetition in a fun and meaningful
way (Ge & Ifenthaler, 2017; Young & Wang, 2014).



By exploring how Thai primary school learners exhibit behavioral and emotional
engagement in card-game-based vocabulary learning, this study provides practical
insights into student participation, motivation, and learning behaviors in interactive
classroom settings. Understanding these engagement patterns can help educators
refine game-based instructional designs to maximize learning benefits while ensuring
that students remain motivated and actively involved in the process. Furthermore, by
analyzing classroom observations, interview responses, and questionnaire data, this
study contributes to a broader understanding of engagement in game-based learning
environments, reinforcing theories related to second language acquisition (SLA),
socio-cultural learning (Vygotsky, 1978), and motivation in language learning (Deci
& Ryan, 1985).

This study is justified by the pressing need to improve vocabulary instruction and
engagement in Thai EFL classrooms. Since vocabulary knowledge is a fundamental
component of language proficiency, investigating game-based teaching methods is
crucial for enhancing students’ ability to effectively acquire, retain, and apply new
words. Moreover, exploring behavioral and emotional engagement provides valuable
insights into how interactive learning methods influence student participation,
motivation, and overall learning outcomes. The study’s findings have practical
significance for improving vocabulary instruction and contribute to the growing body
of research on game-based learning in second language acquisition.

1.4 Scope of the Research

The present study was carried out using a mixed-method design. It aimed to
investigate learner engagement in card game-based vocabulary acquisition and its
effects on English vocabulary acquisition in the fifth grade at a primary school in a
remote area of Surin Province, Thailand. The participants were 30 Thai EFL fifth-
graders from: two -enacted groups. The researcher used convenience sampling to
choose two groups: one group-as a control group and another as an experimental
group. The instruction was about card game-based activities, and the researcher
decided on vocabulary from the ‘Happy Campers 5 textbook that matches the New
General Service List (NGSL). The New General Service List (NGSL) equips learners
with essential high-frequency English words (Browne et al., 2013) and serves as a



valuable resource for English language learners (Nation, 2022; Schmitt, 2010; Webb,
2008).

The experimental group received 16 additional hours as an implementation of
designed card game activities on English vocabulary acquisition in the course. In
contrast, the control group was taught using the traditional method. The intervention
with card game-based vocabulary involved students experiencing a more dynamic and
engaging learning environment through card game-based activities. This study
anticipated that this method would enhance the enjoyment of learning and aid students
in better vocabulary retention by connecting words with their images, thereby

improving their recall and recognition skills.

Thus, the form-recognition test and the form-recall test were designed to measure the
aspect of ‘form’, and the meaning-recognition test and the meaning-recall test
measured ‘meaning’. A questionnaire based on the ARCS model (1987) measured
behavioral and emotional engagement in card game-based vocabulary acquisition.
Moreover, the involvement of card game-based vocabulary learning from a video
recording further measured learners’ engagement. The researcher also used a semi-
structured interview to support the interpretations and conclusions in the qualitative

study.

1.5 Significance of the Study

This study was designed to examine learner engagement in card game-based
vocabulary learning and-its effects on English vocabulary acquisition within the Thai
EFL context. By integrating card game-based activities into the vocabulary learning
process, this research aimed to explore the impact of this interactive approach on
students’ engagement, vocabulary acquisition, and retention. The study also sought to
raise awareness among educators and other stakeholders about the importance of

learner engagement in vocabulary learning and its influence on teaching practices.

The primary goal of this research was to validate the effectiveness of card games as
instructional tools for improving vocabulary acquisition among Thai EFL students.
This validation was achieved through systematic pre-tests, immediate post-tests, and
delayed post-tests, which assessed students' improvements in vocabulary knowledge,
particularly their understanding of the form-meaning link. The results provide



empirical evidence supporting the use of interactive, game-based learning strategies to
enhance vocabulary retention and recall, thereby offering an alternative to traditional
rote-learning methods that may not effectively engage learners.

Beyond its explicit instructional implications, this study also aimed to raise awareness
among educational stakeholders, including educators, curriculum developers, and
policymakers, about the benefits of card game-based vocabulary acquisition. The
findings encourage innovative, student-centred approaches in EFL instruction by
demonstrating that greater engagement in vocabulary learning leads to improved
vocabulary knowledge and retention. It is anticipated that the use of card games as a
vocabulary-learning intervention will be promoted in language classrooms, ultimately

fostering a more engaging, interactive, and productive learning environment.

Additionally, this research contributes to L2 vocabulary teaching methodologies by
providing empirical data that can be applied to various language learning contexts and
informing future curriculum development. As a foundational study on game-based
learning in language education, the findings highlight the effectiveness of interactive
vocabulary instruction and support the integration of such methodologies into
language teaching practices. The study adds to the academic literature on learner
engagement and vocabulary acquisition, offering insights that may shape future
research and pedagogical innovations.

Through classroom observations, testing, and analysis, this study assessed how
learner engagement influences vocabulary acquisition in the Thai EFL context and
advocated for a shift toward participatory, student-centered teaching methods. By
bridging educational theory and classroom practice, this research aspired to pave the
way for innovative, evidence-based teaching strategies that enhance both the
effectiveness and enjoyment of language learning. In summary, this study emphasized
the importance of engaging and interactive vocabulary learning approaches,
encouraging educators, curriculum designers, and policymakers to integrate card
game-based instruction into EFL classrooms to promote greater student engagement,

motivation, and long-term vocabulary retention.
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1.6 Definitions of Terms
Young EFL learners refers to 30 students in the fifth grade (around 11 years old)
from a primary school under a government administration in a remote area of Surin

province, Thailand.

Emotional engagement refers to the positive emotions students experience during
card game-based vocabulary learning, including enjoyment of the activity, excitement
from gameplay, motivation to participate, and increased confidence in using new
words. These emotional responses contribute to a more meaningful and enjoyable

learning experience in the EFL classroom.

Behavioral engagement refers to the degree to which learners actively participate in
card game activities, follow game rules, and use target vocabulary during gameplay. It
includes observable actions such as repeating new words, interacting with peers, and

consistently applying learned vocabulary to reinforce understanding and retention.

The card game-based method is the teaching method and strategy to encourage
learners to experience a more active and engaging learning environment through card
game-based activities. Through card games, students will not only learn vocabulary
but will also interact with it dynamically, matching, recalling, and using words in

context.

Traditional teaching method emphasizes focused repetition, with the teacher
assigning worksheets for spelling practice and reinforcing understanding through

drills, textbook reviews, and self-study

Receptive word knowledge refers to the ability to remember and recognize the form-

meaning connections of target words.

Productive word knowledge refers to the ability to retrieve and recall the form-

meaning connections of target words.

Vocabulary acquisition refers to the process by which learners understand and
internalize the form and meaning of new English words through exposure and

interaction during card game-based activities. In this study, it involves students'
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ability to recognize, understand, and begin using target vocabulary introduced during

gameplay.

Vocabulary retention refers to learners’ ability to remember and recall the vocabulary
learned through card game activities over time. In this study, it reflects how well
students can retain and retrieve previously learned English words after the

instructional period.

1.7 Thesis Outlines

Chapter | provides the readers with an overview of the study. It lays the groundwork
by giving the study’s background, justifying its importance, and articulating research
objectives. It also sets the study’s scope and offers operationalized definitions of key

terms.

In Chapter Il, a comprehensive literature review unfolds alongside the introduction of
the theoretical framework, encompassing student engagement and vocabulary
acquisition. This chapter then critically reviews previous studies related to the study
to identify the gaps.

Chapter 111 outlines the research methodology. The chapter describes the research
paradigm and design, participants and setting, the instrumentation, methods, data

collection procedure and data analysis techniques.

Chapter 1V presents the results of the study and analysis of the collected data to
address the research questions.

Chapter V provides a discussion of the results, conclusion, implications, and
limitations, as well as recommendations for further research.
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CHAPTER Il
LITERATURE REVIEW

This chapter provides a comprehensive review of the literature on vocabulary
knowledge, focusing on various teaching and learning approaches, with a particular
emphasis on using card game-based learning to improve vocabulary acquisition and
engagement among primary school students. It explores key concepts related to
vocabulary measurement. It examines relevant studies on game-based vocabulary
learning, specifically highlighting the role of card games in fostering active
participation and enhancing vocabulary retention. The chapter concludes by
summarizing the key insights and findings from the literature, reinforcing the
potential of card game-based learning as an effective strategy for vocabulary
development in young learners.

2.1 Concept of Vocabulary Knowledge

Scholars have defined vocabulary knowledge in various ways, highlighting its
complex and multifaceted nature. Traditionally, it has been referred to as “word
knowledge” (Laufer, 1997; Nation & Coxhead, 2013) or “lexical knowledge” (Laufer
& Goldstein, 2004; Schmitt, 2014). This encompasses not only individual words but
phrases or chunks of language conveying specific meanings. VVocabulary knowledge
is not limited to mere word recognition; it involves understanding and using words
effectively, requiring knowledge of both concrete and abstract meanings (Nation &
Coxhead, 2013).

Understanding vocabulary is inherently multidimensional and complex, involving a
range of linguistic features such as pronunciation, spelling, morphology, and syntactic
and semantic relationships, —including - synonyms, antonyms, hyponyms, and
collocations (Laufer, 1998). Richards (1976) proposed eight dimensions of word
knowledge to illustrate this complexity: (1) spoken form; (2) written form, (3)
grammatical behavior, (4) collocation behavior, (5) frequency, (6) stylistic register
constraints, (7) conceptual meaning, and (8) associations with other words. Expanding
on this, Nation (2022) categorized word knowledge into three broad areas: form,

meaning, and use.
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To master a language, learners need both receptive and productive knowledge, as
outlined by Nation (2022), who identified nine components of vocabulary knowledge
within these three categories. First, understanding a word's form involves recognizing
its pronunciation, spelling, writing, and part of speech. Second, grasping the meaning
of a word requires knowledge of its form and meaning, concepts and references, and
word associations. Finally, effective use of a word involves understanding its
grammatical functions, appropriate collocations, and constraints on use. The learner’s
mental lexicon also plays a crucial role in determining form and meaning across

various subcategories (Milton, 2009).

Mastery of a word’s form demonstrates a learner’s ability to recognize phonological
and morphological elements in both spoken and written contexts. Additionally,
knowledge of a word's meaning reflects the learner's ability to comprehend its concept
and the lexical networks that inform and interpret those words. Finally, knowing how
to use a word suggests that learners can apply terms appropriately in different
contexts and settings. However, this process is challenging; research indicates that
learners may need up to 16 exposures to fully grasp a word's meaning, context, and
morphology. Morphological knowledge, which includes understanding word parts
such as affixes, prefixes, and suffixes, is essential but often implicit for learners and is
rarely explicitly taught. Understanding these components and their role in expressing
specific meanings is critical (Nation, 2022; Thornbury, 2002).

Nation (2022) further defines a word’s meaning as the connection between its form,
meaning, concepts, referents, and associations with other words. Both form and
meaning can be learned independently; for example, a student might recall a word’s
meaning when encountering it in reading or listening contexts. Richards (1976)
emphasized that understanding a word involves comprehending its associations with
other words—some similar, some opposite—an aspect that naturally comes to mind

for proficient language users.

Nation (2008) also considers factors such as register, frequency, and cultural
differences, which are crucial for understanding how words are used appropriately in
different contexts. Register refers to the stylistic constraints that determine the
suitability of words for particular language settings and purposes (Schmitt, 2020).
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Word frequency, which indicates how often words are encountered in spoken and
written contexts, significantly affects how easily words are learned and recalled.
High-frequency words are more easily recognized and remembered, making their

appropriate use in communication a priority (Schmitt, 2020).

Nation (2022) categorizes vocabulary knowledge into receptive and productive
knowledge, as illustrated in Table 1. Receptive knowledge refers to the ability to
understand words when reading or listening, requiring less cognitive effort than
productive knowledge, which involves using words correctly in speaking or writing.
Productive knowledge is more demanding, requiring recalling words and

appropriately applying them grammatically and contextually.

Table 1 Aspects of word knowledge (Nation, 2022, p. 54)

Spoken R What does the word sound like?
P P How is the word pronounced?
£ . R What does the word look like?
5 Written . .
T P How is the word written and spelled?
R What parts are recognizable in this word?
Word parts .
P What word parts are needed to express meaning?
. R What meaning does this word form signal?
Form and meaning . .
- P What word form can be used to express this meaning?
= Concepts and R What is included in the concept?
é references P What items can the concept refer to?
Associations R . What other words does this word make us think of?
P What other word could we use instead of this one?
Grammatical R ' In'what patterns does the word occur?
@ functions P In what patterns we must use this word?
> . R What words or types of words occur with this one?
Collocations . .
P What words or types of words must we use with this one?

Receptive vocabulary knowledge typically develops more rapidly, especially when
learners are frequently exposed to new words through listening and reading.
Thornbury (2002) observed that learners generally find it easier to acquire vocabulary
for listening and speaking than for reading and writing. He defined receptive
vocabulary knowledge as the ability to understand words in listening and reading
contexts. In contrast, productive vocabulary knowledge involves recalling and

accurately using words in speaking and writing. This distinction underscores the
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greater depth and complexity involved in productive knowledge, which requires

recognizing a word's pronunciation and spelling and understanding its pragmatic use.

Nation (2006) argued that for students to enjoy and fully comprehend reading
material, they must be familiar with 97-98% of the vocabulary used in the text.
Independent comprehension, particularly for L2 learners, requires a vocabulary of
8,000 to 9,000 word families for written texts like newspapers and novels and 6,000
to 7,000 for spoken texts like lectures and movies.

In conclusion, vocabulary knowledge is a complex and crucial component of language
proficiency. It encompasses recognising words, understanding their meanings, and
using them effectively in various contexts. The distinction between receptive and
productive knowledge is critical: receptive knowledge refers to the ability to
comprehend and recognize words, while productive knowledge involves the ability to
recall and use words in communication (Nontasee & Sukying, 2023). Nation (2021)
emphasizes that a strong vocabulary is vital for comprehension, as it requires
familiarity with thousands of word families to effectively engage in reading and
listening. Mastery of both receptive and productive vocabulary enables learners to
interact more deeply with the language, promoting better comprehension and more

gffective communication.

2.2 Approaches to Explicit Vocabulary Teaching

A noted linguist, David Wilkins, once stated, “Without grammar, very little can be
conveyed; without vocabulary, nothing can be conveyed.” This highlights the critical
importance of vocabulary in language learning. Young learners typically begin by
labeling objects and then progress to categorizing them (Thornbury, 2002). As they
develop, they start building a network of words, gradually understanding the

relationships between them, such as synonyms and antonyms.

Several approaches and methods can be employed to effectively teach young learners
English vocabulary. One effective method is the use of realia—physical objects that
children can visualize and associate with words. This approach allows them to hear
the word in context and repeat it, reinforcing their understanding. Another method is

the Direct Method, which emphasizes the exclusive use of the target language in the
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classroom, with no translation or use of the mother tongue. This method immerses

students in the language, promoting quick adaptation and comprehension.

Total Physical Response (TPR). is another widely used method, especially effective
with young learners who are naturally energetic and have shorter attention spans. TPR
involves physical movement, games, and activities that make learning vocabulary
both engaging and effective. The Communicative Language Teaching (CLT)
approach also encourages students to use language in context, focusing on meaningful

communication rather than rote memorization.

According to Nation (2007, 2013b), vocabulary learning should be balanced across
four key areas: meaning-focused input, meaning-focused output, language-focused
learning, and fluency development. He emphasizes that teaching vocabulary is only a
part of a teacher’s broader responsibilities, which include planning, organizing,
strategy training, and testing (Nation, 2021). Vocabulary teaching plays a role in a
language course, but it is limited; much of vocabulary acquisition occurs through

other means, such as exposure and practice.

In contexts where English is taught as a second language, vocabulary instruction
should prioritize words and phrases that are immediately useful to learners. For
instance, recent immigrants with low proficiency levels need to learn a survival list of
essential words and phrases. On the other hand, students in a school setting who
already know high-frequency words should focus on vocabulary related to specific
topics or subjects. Learning academic and technical vocabulary is crucial for those
preparing for academic study. In foreign language contexts, the initial focus should be
on high-frequency vocabulary, with learners being encouraged to take control of their
learning regarding mid-frequency vocabulary, which is too large a category to be

effectively taught.in the classroom.

The process of acquiring new vocabulary involves several steps. First, learners
encounter the word either by seeing or hearing it. They then recognize its spelling or
sound—this is known as receptive vocabulary knowledge. As they progress, learners
improve their speaking and writing skills, and when they can accurately pronounce or

write the word, they achieve productive vocabulary knowledge. Teaching vocabulary



17

requires careful consideration of which words to focus on and how to integrate

vocabulary learning across the four strands mentioned earlier.

When introducing new vocabulary, teachers should decide whether a word is worth
teaching based on its usefulness to the learners. Visual aids, such as pictures, can help
clarify meanings, and students need to experience new words in context to understand
how to use them. One effective method of introducing new words is through reading
texts or listening to audio tracks, allowing students to see or hear words in action
(Harmer, 2015).

Practicing vocabulary is equally essential. The goal is to prompt students to use
somewhat familiar words or deepen their understanding of word meanings,
particularly in context. According to Harmer (2015), a significant reason for reading
texts in class is to provide students with new language input. Teachers can then have
students do exercises such as matching words with definitions or identifying
antonyms within the text. Specific vocabulary exercises also help reinforce learning in

targeted areas.

Research consistently highlights the benefits of explicit instruction in vocabulary
learning and development within EFL contexts. For instance, Bubchaiya and Sukying
(2022) explored the impact of word part instruction on the vocabulary knowledge of
Thai primary school learners: Their findings revealed that students who received
explicit instruction in word part strategies outperformed those taught using traditional,
textbook-based methods. Furthermore, students exposed to these explicit strategies
expressed a positive perception of this method of instruction. A more recent study by
Sumalee and Sukying (2024) showed that explicit instruction in derivational suffixes
significantly improved vocabulary knowledge among Thai high school students.
These results ‘are consistent with similar findings in other EFL contexts that
explicating instruction not only facilitates vocabulary learning but also engages their

learning (Dongsanniwas & Sukying, 2024; Lampai & Sukying, 2023).

In addition to explicit instruction, games play a crucial role in vocabulary learning.
Games not only make learning enjoyable, but they also motivate students to
communicate and offer structured patterns of language use (Bakhsh, 2016). However,

the effective use of games in vocabulary instruction requires trained teachers who can
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balance the fun aspect of play with mastery of linguistic elements. Rixon (1981)
emphasized that teachers must understand the principles of explicit instruction and be
skilled in using tools such as flashcards and games. This enables them to create or
adapt activities that support language acquisition in a dynamic, enjoyable, and

effective way.

2.2.1 Game-Based Vocabulary Learning

In education, game-based learning (GBL) involves the integration of games into the
learning process, strengthening the learning acquisition process among students (Chen
& Hsu, 2020; Supian et al., 2019; Qian & Clark, 2016). When an instructor decides to
incorporate GBL into the learning process, the selection of games must be handled
with care as it must be tailored to the learning objectives and suitable as a pedagogical
tool to learn the contents delivered (Chen & Hsu, 2020; Qian & Clark, 2016).
Regarding language learning, GBL itself can also enhance an individual’s
metacognitive awareness. Plass et al. (2015) and Prensky (2003) have mentioned that
individuals who engage in GBL would be trained in making sound decisions, solving
problems, and synthesising information from games. Supian et al. (2019) have also
mentioned that when an individual engages in learning through GBL, it teaches them

to reflect on their learning by evaluating the experience obtained.

Game-based learning is usually based on a storyline embedded into instructional
content and academic tasks (DiNardo & Broussard, 2019) and a space where learners
move and explore as the main characters (Annetta, 2010). To proceed with the game,
learners usually have to overcome various challenges about knowledge and skills
(Mayer, 2011; Zou et al., 2021) and win rewards, such as scores and badges, for their
performance and progress in academic tasks (Plass et al., 2015). Game-based learning
also allows learners to interact with their peers and learning materials, which may

provide encouragement and scaffolding (Annetta, 2010).

In recent years, game-based learning has been extensively investigated and utilized
for vocabulary knowledge development, indicating its overall effectiveness. Zou et al
(2021) systematically reviewed 21 SSCI publications, identifying the overall
effectiveness of this learning approach for short-term and long-term vocabulary
development. Chen et al. (2018) conducted a meta-analysis of 2003-2014 papers.
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They identified statistically significant positive effects of this learning approach on

vocabulary development regardless of learners’ age and linguistic backgrounds.

2.2.2 Card Game-Based Vocabulary Learning

According to Nation (2022), using word cards or flashcard programs typically leads to
nearly 100% learning due to the focused nature of the procedure. This approach
requires minimal instruction beyond teaching the strategy of using word cards. While
some argue that flashcards promote decontextualized learning and are unsuitable for
communicative purposes (Judd, 1978), Nation (2022) emphasizes that flashcards are a
highly effective method for deliberate, decontextualized learning. In fact, learning
with flashcards can lead to substantial gains—up to 100 words per hour— with
retention rates as high as 60% after 42 days, and the method often requires minimal
repetition for most words (Nation, 2013a). Additionally, after studying vocabulary
lists, 50% word accuracy remains, indicating the long-term effectiveness of flashcard

learning in acquiring word knowledge over extended periods (up to 10 years).

Since flashcards typically focus on high-frequency words, Nation (2022) notes that
they can rapidly expand vocabulary for second language learners and increase
awareness of specific words in reading and listening contexts. Direct learning
methods like flashcards are more beneficial than indirect learning through context
because they allow learners to focus on specific word knowledge. Nation identifies
four key advantages of flashcard use: (1) efficiency in terms of time and effort, (2)
greater focus on word knowledge compared to learning from context or using a
dictionary, (3) the opportunity for spaced repetition to ensure retention, and (4) the
development of implicit knowledge for fluent language use. Moreover, research has
demonstrated that learning from flashcards can result in explicit knowledge, which is
crucial for vocabulary development and language use (Elgort, 2011; Yowaboot &
Sukying, 2022).

Card game-based learning (CGBL) integrates the interactive and competitive
elements of card games with educational content to facilitate learning and
engagement. In language learning, for example, CGBL can reinforce vocabulary

acquisition by using word cards that learners must match, categorize, or incorporate
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into sentences. The tactile and visual elements of the cards, along with the dynamic
interaction among players, make this approach particularly effective in enhancing
learner engagement and retention. Research has shown that CGBL can significantly
boost motivation and focus, offering a more enjoyable and immersive experience than
traditional methods (Hwang et al., 2016; VVos et al., 2011).

CGBL also caters to diverse learning styles and paces, as the flexibility of card games
allows educators to tailor content and rules to meet the specific needs of their
students. This versatility makes CGBL a valuable tool in the classroom. Additionally,
CGBL promotes social interaction and collaboration, enhancing communication skills
and fostering a sense of community. The competitive aspect can stimulate a healthy
learning environment where students are motivated to engage with the material and
each other (Derakhshan & Khatir, 2015; Goerss et al., 1999; Lukas et al., 2020).

In the context of vocabulary acquisition, CGBL is particularly effective. Card games
typically involve tasks such as word recognition, categorization, or usage, which
require learners to actively engage with new vocabulary (Laufer & Hulstijn, 2001).
The tactile nature of handling cards, combined with visual reinforcement, aids
memory retention. The repetitive nature of card games, where words are revisited in
different contexts, helps to solidify learners' understanding (Sheridan & Markslag,
2017). Studies have shown that learners who use CGBL for vocabulary acquisition
tend to achieve better recall and a deeper understanding of words compared to those
who use traditional study methods (Fountain, 1979; Webb, 2007).

Moreover, CGBL supports the development of both receptive and productive
vocabulary knowledge. Games can be designed to challenge students to recognize and
recall'words and use them in sentences, promoting practical vocabulary application.
The playful nature of CGBL reduces anxiety, allowing students to experiment with
new words and phrases without fear of making mistakes. This relaxed environment
fosters a positive attitude toward learning and increases motivation, both critical for

successful language acquisition (Hadfield, 2007).
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In conclusion, card game-based learning (CGBL) is a dynamic educational approach
that leverages the engaging and interactive nature of card games to enhance learning
across various subjects, particularly vocabulary acquisition in language learning. By
combining cognitive challenges with the fun of gameplay, CGBL improves memory
retention, encourages active participation, and fosters a positive learning environment.
Research, such as that by Chen et al.; has found that card game activities not only
motivate students to engage with vocabulary learning but also improve learning
outcomes. The adaptability of card games makes them suitable for a range of
educational contexts, providing tailored learning experiences that can significantly

boost student motivation and academic performance.

2.3 Measuring Vocabulary Knowledge

Vocabulary knowledge is a crucial component of language proficiency, and
accurately measuring it is essential for assessing learners’ first and second language
acquisition progress. Over time, researchers have developed various tests to evaluate
different aspects of vocabulary knowledge. This study focuses on two primary
dimensions: form and meaning. Specifically, it examines vocabulary knowledge
through tests that assess form recognition, form recall, meaning recognition, and
meaning recall, each designed to evaluate distinct facets of how well learners know

and can use words.

Form recognition tests measure a learner’s ability to identify the correct spelling or
appearance of a word. These exams are beneficial for testing receptive knowledge
since they give learners a word in written or spoken form and ask them to identify
whether they recognize it. According to Schmitt (2019), form identification is critical
for assessing the early stages of vocabulary acquisition, particularly in reading
comprehension. Learners usually identify words before they can actively recall or use
them. These assessments frequently use multiple-choice or matching tasks, which

require learners to discern between familiar and new terms (Gyllstad et al., 2015).

On the other hand, form recall tests ask students to remember a word’s form based on
clues such as pictures or meanings. This helpful activity gives a better picture of how
well a student can use words when talking or writing (Schmitt, 2014). According to
research, form memory tasks like unscrambling letters, filling in blanks, or short-
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answer questions are good ways to find out how much you know about words at a
deeper level. For instance, Fitzpatrick and Clenton (2017) discovered that repeated
form recall tasks aid in word recall, indicating their importance in assessing effective

vocabulary skills.

Meaning recognition tests assess how well a student can choose the correct meaning
for a word from a list of possible meanings. We often use these tests to assess
students’ comprehension of word meanings, particularly during reading or hearing
(Schmitt, 2019). Meaning recognition tasks, in which students pick the correct
meaning from a group of false ones, are frequently part of standardized language
tests. Stoeckel et al.’s (2020) research shows that meaning recognition tests are
important for measuring vocabulary size because they show how many words a

student can recognize and understand.

On the other hand, meaning recall tests ask students to actively come up with a word’s
meaning without being told. This is referred to as productive knowledge. Learners
have to use mare of their brains because they have to remember the form of a word
and what it means. People often complete sentences, write definitions or use the word
in a phrase to test meaning recall (Nation, 2022). Laufer and Goldstein’s (2004)
research shows that meaning recall tasks effectively predict long-term vocabulary
retention. This is because they require students to remember a word’s form and
meaning, which makes them essential for testing how much someone knows about

words.

Research has examined the difference between receptive knowledge (recognition) and
productive knowledge (recall). Numerous studies have shown that while students can
usually spot a word early on.in their learning process, it takes more time and practice
to be able to use it correctly when speaking or writing (Read, 2019). This difference
emphasizes the importance of using both recognition and memory tests to measure
vocabulary knowledge. Stoeckel ‘et al. (2021) found that although receptive
knowledge is crucial for reading and listening, it may not always result in effective

vocabulary use unless it receives reinforcement through recall-based tasks.

Measuring vocabulary knowledge through form recognition, form recall, meaning

recognition, and meaning recall tests provides comprehensive insights into a learner’s
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language proficiency. While recognition tasks measure receptive knowledge, recall
tasks are better indicators of productive vocabulary usage. Both dimensions are
essential for language acquisition.

2.4 Student Engagement

Student engagement has become a central focus in language learning, particularly in
second language acquisition (SLA), as it plays a critical role in shaping learning
outcomes. The term “engage” originates from the French verb engager, meaning “to
pledge or involve,” and over time, has come to reflect a learner’s attention, curiosity,
interest, and willingness to apply learning strategies (Moser, 2020; Soanes &
Stevenson, 2003; Zhang & Hyland, 2018). In educational contexts, student
engagement refers to the psychological investment and effort learners put into
mastering new knowledge and skills (Newmann, 1992). This concept is crucial for
enhancing the learning experience and addressing broader educational challenges,
such as improving academic performance, reducing dropout rates, and preventing
burnout among students, especially those who struggle academically (Finn & Zimmer,
2012; Rumberger, 1983).

In the context of SLA, student engagement is indispensable for facilitating effective
classroom interactions and driving language acquisition. It encompasses how learners
participate in tasks, respond to feedback, and interact with their learning material.
According to Ellis (2010), student engagement in language learning can be
categorized into three core dimensions: affective, cognitive, and behavioral
engagement. Affective engagement refers to the emotional responses students
experience during learning tasks or when receiving feedback. Positive emotions such
as enthusiasm and satisfaction often enhance engagement, whereas negative feelings
like frustration or anxiety can inhibit progress (Han & Hyland, 2015). Maintaining
high affective engagement is crucial for vocabulary learning, as a positive attitude

towards learning new words encourages learners to stay motivated and persevere.

Cognitive engagement involves learners’ mental processes to absorb new language
input and feedback. This dimension requires students to actively process information,
employ learning strategies, and reflect on their understanding of vocabulary. For

example, students who engage cognitively in vocabulary learning may keep
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vocabulary logs to track their progress or ask teachers for clarification on challenging
words (Hyland, 2003; Han & Hyland, 2015). By taking ownership of their learning,
students develop a deeper understanding of the vocabulary, promoting long-term

retention and meaningful use.

Behavioral engagement, meanwhile, focuses on the actions learners take during the
learning process. This includes participation in activities, interactions with peers and
teachers, and efforts to apply feedback in practical tasks. In vocabulary learning,
students who actively participate in word games, vocabulary exercises, or discussions
demonstrate high behavioral engagement. Behavioral engagement also involves
avoiding repeating errors, such as reviewing commonly misused words or practicing
correct usage in context (Han & Hyland, 2015). Consistent behavioral engagement
helps learners solidify their vocabulary knowledge and apply it effectively in both

written and spoken communication.

Recent frameworks, such as the one developed by Zheng et al. (2020), build upon
these dimensions by incorporating additional elements like emotional reactions and
personal judgments toward feedback. These frameworks offer a deeper understanding
of students’ engagement with language learning tasks and feedback. For example,
students who are emotionally invested in vocabulary learning and actively seek
opportunities to practice and apply new words are considered highly engaged. Such
students tend to make steady progress in acquiring new vocabulary and are more

likely to retain and use it in real-world contexts.

Student engagement in language learning, especially in vocabulary acquisition, is a
multifaceted construct beyond mere participation. It encompasses emotional,
cognitive, and behavioral dimensions, all contributing to a learner’s overall success in
acquiring a second language. In this study, only behavioral and emotional engagement
were investigated because these dimensions are directly observable and measurable
through classroom observations, questionnaires, and interviews. Cognitive
engagement, although important, involves internal mental processes that are less
visible and more difficult to assess reliably in a primary school context. Therefore, the
study focused on behavioral and emotional engagement to obtain more concrete and
practical insights into how learners interact with vocabulary instruction through card
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game-based activities. Fostering high levels of engagement is essential for language
teachers, as it enhances learners’ ability to process feedback, apply effective learning
strategies, and participate actively in vocabulary learning activities. Promoting student
engagement leads to better language acquisition outcomes, enabling learners to build
stronger language proficiency and more effectively navigate language learning

challenges.

2.5 The Role of Student Engagement in VVocabulary Learning

Engagement has been recognized as a fundamental driver of language development in
language learning. Research by Schmitt (2019) and Ellis (2019) suggests that
conscious attention and engagement are critical for language learners to notice,
comprehend, and retain vocabulary. This is supported by empirical studies on task-
based vocabulary learning, which show that highly engaged learners are more likely
to maintain and use newly acquired words effectively (Stroud, 2017). Vocabulary
acquisition, therefore, benefits significantly from deeper levels of engagement, which
facilitates learners' ability to process language input and build long-term language

knowledge.

Learner engagement in language learning is typically analyzed through three
dimensions: behavioral, emotional, and cognitive engagement (Fredricks et al., 2004).
Behavioral engagement refers to students’ active participation in academic tasks, such
as putting in effort, maintaining focus, contributing to discussions, and persisting in
learning activities (Doherty, 2022). In vocabulary learning, behavioral engagement
could involve activities like repeating new words, practicing through vocabulary
games, and consistently reviewing learned materials (Nazemi & Rezvani, 2019).
Emotional engagement encompasses the learner’s  affective responses to the learning
process, such as motivation, enjoyment, and positive attitudes toward learning (Ge &
Ifenthaler, 2017). For vocabulary learning, emotional engagement can be seen when
learners enjoy vocabulary-building activities, perceive value in their language
progress, and feel connected to the language-learning process. Cognitive engagement
refers to learners’ mental effort to understand, process, and integrate new information.

Vocabulary learning includes using learning strategies like mnemonics, associating
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new words with prior knowledge, and employing self-regulation techniques to

enhance retention (Hiver et al., 2020).

A growing body of research highlights the relationship between high learner
engagement and improved vocabulary acquisition. For instance, game-based learning
(GBL) has significantly increased engagement and vocabulary retention in L2
learners. Studies by Hwang and Wang (2016) and Young and Wang (2014) found that
students involved in game-based vocabulary learning demonstrated high levels of
behavioral, emotional, and cognitive engagement. Game elements, such as
competition, rewards, and interactive feedback, maintain learners’ interest and
facilitate deeper vocabulary processing, leading to better academic performance
(Abdul Jabbar & Felicia, 2015).

Plass et al. (2015) proposed a three-level model of learner engagement in game-based
learning, emphasizing that well-designed game features can enhance engagement
across behavioral, cognitive, and emotional dimensions. At the highest level,
engagement in GBL allows learners to build mental models and integrate vocabulary
knowledge into long-term memory, supporting long-lasting vocabulary retention and
effective language use. Their model suggests that deeper engagement in learning

activities leads to more robust vocabulary acquisition.

In conclusion, learner engagement is essential for effective vocabulary learning. The
behavioral, emotional, and cognitive dimensions of engagement work together to
facilitate deeper learning, enhance retention, and promote the active use of vocabulary
in language tasks. Strategies that foster high engagement, such as task-based learning
and game-based activities, can significantly improve vocabulary acquisition in L2
learners, underscoring the importance of designing learning experiences that actively

involve students at all levels.

2.6 Related Previous Studies

Zhang et al. (2023) demonstrated -that learner engagement in digital game-based
vocabulary learning positively influences EFL vocabulary development by targeting
behavioural, cognitive, and emotional dimensions. This finding aligns with Zhang
(2022), who showed that learner engagement significantly impacts educational

outcomes. This connection naturally extends to vocabulary learning due to its crucial
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role in language acquisition. These insights are valuable for L2 educators, as they
highlight the importance of fostering supportive and interactive learning environments

that promote engagement.

Further supporting this, Firliantama and Rokhayani (2023) emphasize the role of
games and learning applications in enhancing young learners' engagement with
vocabulary learning. Their study found that these interactive tools improve
vocabulary mastery and increase overall classroom activity compared to traditional
teaching methods. These findings underscore the importance of integrating engaging,
game-based tools into language instruction to promote deeper learner engagement and

better vocabulary acquisition outcomes.

In contrast, there is a noticeable gap in research on learner engagement in English
vocabulary learning within the Thai context. Few studies have focused on this area,
particularly in the EFL (English as a Foreign Language) setting. For example,
Namsaeng (2023) explored the effects of blended gamification on elementary
students’ engagement in English language learning. The study revealed that student
engagement regarding initiative and effort was significantly high, while disruptive
and inattentive behaviors were notably low. This heightened engagement was
attributed to the increased enjoyment, excitement, and involvement of blended
gamification activities, which motivated students to win, learn, and think critically.
Another study by Thongsongsee (2022) examined the role of EFL teachers in
promoting student engagement in both traditional and online classrooms. The findings
indicated that most teachers viewed their primary role as facilitators rather than
actively boosting student engagement. These studies underscore the limited
exploration of learner engagement in vocabulary “learning, suggesting a need for

further investigation in this area, especially in Thailand.

In addition, Jabbar and Felicia (2015) illustrated that game-based approaches for
primary education have been applied across a wide range of subjects, including
science, mathematics, and language learning. Game-based learning (GBL) helps
students develop skills and knowledge while enhancing their ability to handle learning
experiences. Bakhsh (2016) emphasized that games are effective tools for teaching
vocabulary, as they make it easier for students to remember meanings. Games sustain
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effort and interest, create an engaging atmosphere for communication, and reduce

nervousness and shyness, especially in small group settings.

Allen (1983) also emphasized the importance of games in vocabulary teaching,
arguing that they help learners focus on necessary words to achieve game objectives.
Huyen and Nga (2003) and Uberman (1998) agree that games create a fun and relaxed
environment where learners can quickly absorb and retain vocabulary. Vernon (2012)
further argued that games help young learners focus, participate actively, and enjoy

the learning process, making repetition less tedious and more enjoyable.

Flashcards have consistently proven to be an effective tool for vocabulary acquisition,
regardless of their format (Dizon & Tang, 2017; Yuksel et al., 2020). They support
learners by helping them focus on both the form and meaning of words, encouraging
frequent vocabulary retrieval and improving retention. Komachli (2012) demonstrated
that Iranian pre-university students who used flashcards achieved greater vocabulary
knowledge than those taught through traditional methods, reinforcing the benefits of
this technique. More recently, Yowaboot and Sukying (2022) explored the impact of
digital flashcards on enhancing English vocabulary knowledge, particularly the form-
meaning link, among Thai primary school students in an EFL context. In their study,
120 students were divided into two groups: the experimental group used digital
flashcards, while the control group received traditional instruction. Vocabulary
knowledge was assessed through four measures targeting both receptive and
productive learning, and students’ attitudes toward digital flashcards were evaluated
using a five-point Likert scale. The findings revealed that although both groups
showed improvement, the experimental group significantly outperformed the control
group,. highlighting the effectiveness of digital flashcards in boosting vocabulary
acquisition. Additionally, students expressed positive attitudes toward the use of
digital flashcards, showcasing their potential as ‘a valuable tool for vocabulary
learning in EFL contexts. These results suggest that incorporating digital flashcards
into explicit language instruction can significantly enhance learning outcomes and

improve student engagement

Similarly, Sulistiyani (2018) explored the difference in vocabulary learning between
students taught through card games and those taught conventionally. The results
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showed that card games made it easier for teachers to introduce new vocabulary and
increased student engagement and motivation. The study concluded that card games
positively impact vocabulary mastery, with students in the experimental group
performing better on vocabulary tests after playing card games than those taught

without them.

In addition, Depari et al. (2017) investigated the effect of the picture card games
technique on students’ vocabulary mastery. The students were divided into two
groups: the experimental and the control groups. The experimental group received
treatment using card game techniques, while the control group was taught using
conventional techniques. It found no significant difference between the two groups in
vocabulary mastery before giving the treatment. However, a post-test was given after
giving the treatment, and it found a significant difference between the two groups. It
can be concluded that the card game technique positively affected the students’

English vocabulary mastery.

2.7 Summary of the chapter
Vocabulary knowledge is a complex and essential component of language
proficiency, involving not only individual words but phrases, their meanings, and

3

their contextual use. Scholars often refer to it as “word knowledge” or “lexical
knowledge,” highlighting its-multifaceted nature, which includes pronunciation,
spelling, morphology, and an understanding of semantic relationships such as
synonyms and antonyms. Nation (2022) categorizes vocabulary knowledge into three
dimensions: form, meaning, and use, each with both receptive (recognizing words)
and productive (using words) aspects. To achieve language mastery, learners must
recognize a word’s form, understand its meaning, and know how to use it
appropriately in various contexts. Research shows that vocabulary acquisition requires
repeated exposure, with learners needing multiple ‘encounters with a word to fully
grasp its nuances. Typically, learners develop receptive knowledge faster than
productive knowledge, which demands deeper cognitive engagement. Nation (2007,
2013b) suggests a balanced approach integrating meaning-focused input and output,

language-focused learning, and fluency development.
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In second language (L2) learning contexts, it is essential to prioritize practical
vocabulary that learners can immediately apply in real-life situations. Teachers should
introduce relevant vocabulary and encourage practice through interactive and
engaging activities such as reading, role-playing, or games. Game-based learning
(GBL) and flashcards have emerged as practical tools to enhance vocabulary learning
engagement and retention. By providing a fun, interactive environment, card game-
based activity helps create a positive learning atmosphere that fosters deeper
involvement and better vocabulary retention. This is particularly relevant in the Thai
educational context, where research indicates gaps in understanding the role of learner
engagement in vocabulary learning and how learner engagement affects vocabulary
knowledge. Therefore, incorporating engaging methods, such as GBL, into language

instruction is essential for improving vocabulary acquisition outcomes.
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CHAPTER Il
RESEARCH METHODS

This chapter presents the methodology of the current study, which investigates
learners’ engagement in card game-based vocabulary acquisition and its effects on
EFL vocabulary knowledge. The study focused mainly on how learners engage in
designed card game-based vocabulary acquisition and the effect of card game-based
on the form-meaning link in English vocabulary acquisition and retention. First, the
research design and paradigm adopted in the study were discussed. This is followed
by a description of the participants involved in the study. Next, the research
instruments, data collection procedures, and data analysis were discussed. Finally, the

chapter ended with a summary of the current chapter.

3.1 Research Paradigm and Design

This research conducted a mixed-method research design to explore fifth-grade
students’ engagement in designed card game activities and their effects on vocabulary
acquisition and retention. Considering the significance of learner engagement in task-
based EFL vocabulary learning (Schmidt, 1990), one may argue that card game-based
vocabulary learning can elicit high learner engagement from behavioural and
emotional dimensions and that higher engagement in card game vocabulary learning
may result in better vocabulary knowledge. Both behavioural and emotional
engagement are measured by observing learners’ behaviour of card game-based
vocabulary acquisition and an engagement questionnaire based on the ARCS model
(1987), with active participation, attention, collaboration, enjoyment, confidence and
satisfaction in_card game-based vocabulary learning as indicators. Vocabulary
knowledge from card game-based vocabulary learning was analyzed from short-term
vocabulary “learning and long-term vocabulary retention, measured via the score
differences from ‘the pre-test to the immediate and delayed post-test. Figure 1
illustrates my model concerning the relationship between learner engagement in card

game-based vocabulary learning and vocabulary knowledge.
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Card games (Form & Meaning)

Vocabulary acquisition ]

|: Behavioral engagement
Emotional engagement

Figure 1 The relationship between learner engagement and vocabulary development

in card game-based vocabulary acquisition.

3.2 Participants and Setting

This study was conducted in a public primary school in a remote area of Surin
province, Thailand, where English is taught as a foreign language. The school is
located in a low-income area where students have limited access to English language
input beyond the classroom environment. Most learners come from farming families,
and English exposure through media or native speakers is minimal. The participants
comprised 30 Thai EFL fifth-grade students, who were intact-class learners, meaning
they were already assigned to their respective classes before the study commenced.
These students were randomly divided into two groups: the experimental group (n =
15) and the control group (n = 15). The study aimed to investigate the effects of card
game-based vocabulary learning on vocabulary acquisition and retention and the

learners' engagement in the learning process.

The experimental group received 16 additional hours of instruction, incorporating
designed card game activities into their English vocabulary learning. These activities
were intended to enhance vocabulary knowledge and engagement by providing an
interactive and meaningful approach to vocabulary acquisition. In contrast, the control
group followed a traditional vocabulary learning approach, which primarily relied on
rote memorization,. vocabulary lists, and teacher-led explanations. Although the
instructional strategies differed, both groups were taught the same Al-level
vocabulary lessons, following the Common European Framework of Reference for

Languages (CEFR) standards to ensure consistency in content delivery.

The participants were Thai EFL young learners, averaging 11 years of age, and had

been learning English for five years as part of their regular school curriculum. Despite
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this, their proficiency remained limited, with many struggling to recall or use basic
vocabulary accurately.According to informal assessments and teacher observations
prior to the study, students’ vocabulary knowledge was often surface-level and lacked
retention, especially when learning was conducted through teacher-fronted instruction
without interactive reinforcement. Given the limited exposure to English outside the
classroom, the study provided a valuable opportunity to explore the potential benefits
of interactive, game-based learning methods in a Thai EFL context.

Prior to the intervention, all participants and their guardians were informed about the
study's purpose, and informed consent forms were distributed. Participants voluntarily
signed the consent form, which guaranteed the following ethical considerations. First,
all personal information and responses would remain anonymous. Second,
participation and performance in the study would not impact students’ academic
grades. Finally, students were free to withdraw from the study at any stage without
facing any negative consequences. By ensuring ethical research practices and
voluntary participation, the study created a structured yet engaging learning
environment to examine the role of card game-based teaching in vocabulary

acquisition, retention, and learner engagement.

3.3 Research Instruments

The instruments included observation, semi-structured interviews, a questionnaire and
four tests. The four tests are the form-recognition test, the form-recall test, the
meaning-recognition test, and the meaning-recall test. According to the theoretical
framework of Nation (2022), Vocabulary knowledge comprises three aspects: form,
meaning, and use. Thus, the form-recognition test and the form-recall test were
designed to measure the aspect of ‘form’, and the meaning-recognition test and the
meaning-recall test measured ‘meaning’. An engagement questionnaire based on the
ARCS model (1987) and video recording measured both learners’ behavioural and
emotional engagement in card game-based vocabulary acquisition. A semi-structured
interview was also used to support the interpretations and conclusions in the

qualitative study.
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3.3.1 The Form-Recognition Test

The form-recognition test is designed to assess participants’ ability to recognize and
identify correct spellings of words. This test comprises 15 items, each presented in a
multiple-choice format. Participants were given four options for selecting the

correctly spelled word for each item.

Participants earned one point for each correctly identified spelling, contributing to a
maximum possible score of 15 points. No points were deducted for incorrect answers,
ensuring that participants’ scores reflect only their correct responses without penalty
for errors. This scoring method encouraged participants to attempt every item without

fear of losing poaints for incorrect guesses.

During the test, participants were instructed to read each item carefully and select the
option they believe is spelled correctly. The test measures their ability to recognize
correct spelling, a crucial language proficiency skill. The multiple-choice format
ensures that the test is accessible and straightforward, allowing for efficient

assessment of spelling recognition skills.

By evaluating participants’ ability to discern correct spellings from incorrect ones, the
form-recognition test provides valuable insights into their spelling abilities, which are
essential for effective written communication. This structured approach to spelling
assessment helps identify areas where participants may need further practice or

instruction, ultimately contributing to their overall language proficiency.

Example:

§90°

cell phone

wallet

necklace

Eal A

watch



35

3.3.2 The Form-Recall Test

The form-recall test was designed to enhance participants’ attention to the form and
structure of words. In this test, participants were presented with scrambled words and
tasked with unscrambling them to form the correct word. Each scrambled word
consisted of the exact letters needed to spell the target word, and participants needed

to use these given letters to correctly spell the word.

Participants were awarded two points for each correctly spelled word. One point was
given to acknowledge partial accuracy in cases where one or two minor misspellings
occur. However, zero points were awarded if the word was significantly misspelled.
This scoring system encourages accuracy while recognizing partial correctness in the

participants’ efforts.

The Form-Recall Test comprises 15 items, comprehensively assessing the
participant’s ability to recall and accurately spell words from scrambled letters. Below

are examples to illustrate the format of the test:

Example:
1. driortce (director)
2. ceamaramn (camera man)

This format tested the participants’ spelling skills and ability to recognize and
reorganize letters to form meaningful words. The task required knowledge of word
forms and cognitive processing to unscramble the letters correctly. By engaging in
this activity, participants could improve their spelling proficiency and attention to
detail in word formation.

3.3.3 The Meaning-Recognition Test

The Meaning-Recognition Test was designed to assess participants’ ability to
accurately identify the meanings of target words. This test consists of 15 items, each
presented in a multiple-choice format. Participants were given a target word and four
possible definitions for each item of their first language. Their task was to select the

best meaning corresponding to the target word.
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Participants were awarded one point for each correct answer, with no points given for
incorrect answers. This straightforward scoring system ensures that only an accurate
understanding of word meanings is rewarded. The test challenges and evaluates the
participants’ vocabulary knowledge and comprehension skills. To illustrate the format

of the Meaning-Recognition Test, consider the following example:

Example:

1. Target Word: “amusement park”

a) avmanay
b) auayn
C) avwilu
d) aaiisalyl

In this example, the correct answer is “b) aaueyn”. Participants needed to choose this

option to earn one point for the item.

The meaning-recognition test aims to measure participants’ ability to distinguish
between similar definitions and identify the most accurate one. This skill is essential
for effective communication and understanding in any language. The test provided
valuable insights into participants’ vocabulary knowledge and ability to understand

and use words in context by focusing on meaning recognition.

Including multiple-choice questions allows for a broad assessment of word meanings
within a limited time frame, making the test both efficient and comprehensive. This
approach ensures that participants were tested on a variety of words, enhancing the

reliability and validity of the assessment.

3.3.4 The Meaning-Recall Test

The meaning-recall test assessed participants’ ability to accurately recall and translate
the meanings of English words into their native Thai. This test employed an L1-L2
translation format, where participants were presented with an English word and were

required to provide its meaning in Thai.
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Participants earned one point for each correct translation, with no points awarded for
incorrect translations. Minor spelling mistakes in Thai will be overlooked to ensure
fairness, as these errors do not necessarily indicate a lack of understanding of the
word’s meaning. This approach acknowledges that participants may understand the

meaning strongly but struggle with the precise spelling in Thai.

The test consists of 15 items, comprehensively evaluating the participant’s ability to
recall and accurately translate a range of English words. Below is an example to

illustrate the format of the test:
Example:

1. English word: “Intelligent”

Thai Translation: aan

In this example, participants need to provide the correct Thai translation of the

English word “Intelligent” to earn one point.

The Meaning-Recall Test served several essential purposes. Firstly, it evaluated
participants’ ability to recall the meanings of English words and translate them
accurately into Thai, a skill necessary for effective bilingual communication and
comprehension. Secondly, requiring translations, the test assessed participants’
understanding of how English words map onto their Thai equivalents, highlighting
their ability to navigate between two languages and cultures. Lastly, the decision to
overlook minaor spelling errors in Thai ensured that the assessment focused on the
participant’s ‘comprehension of the word meanings rather than their spelling

proficiency, providing a more accurate measure of their vocabulary knowledge.

Including 15 items ensures a thorough evaluation within a manageable time frame,
allowing for a broad assessment of the participants’ vocabulary recall abilities. The
test’s structured format ensures consistency and reliability in-the assessment process.
In brief, the meaning-recall test will be an alternative tool for assessing bilingual
vocabulary proficiency, providing insights into participants’ ability to understand and
translate English words into Thai accurately. This test contributes significantly to the
overall evaluation of language skills, highlighting areas of strength and potential

improvement in bilingual language use.
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Before the main study began, all the tests were evaluated with a thorough validation
and reliability check to ensure they were standardized and reliable assessment
instruments. The validation process involved content validation by experts to provide
the test items accurately measure spelling recall, construct validation to confirm the
test assesses the intended construct, and face validation to ensure clarity and usability
for participants. Additionally, pilot tests were conducted to identify any issues and
provide initial reliability data. Statistical methods, such as Cronbach’s alpha, were
used to assess internal consistency and test-retest reliability was checked to ensure
stability over time. Ensuring standardization involved providing clear instructions,
consistent administration, and objective scoring. This rigorous process guaranteed that
the tests yield accurate and consistent data, contributing to the credibility and validity

of the research findings.

3.3.5 Observation Checklist

An observation checklist was one of the instruments used to collect data in qualitative
research. Fraenkel and Wallen (2009) claim that observation is conducted to get more
detailed and accurate information about what the students and the teacher do in the
class rather than the interview. Moreover, Hamied & Malik (2014) point out that the
behaviour, actions and communication patterns were observed and written in detail
during the fieldwork. In addition, Patton (1990) states that observational data can
initially display the classroom situation.

In this research, the observation was conducted during the teaching and learning
process. Two observers were involved in this research: a teacher-researcher as a
participant observer and a colleague as an external observer to support the
instrument’s validity. According to Klassen et al. (2012), the external researcher must
record the ‘information by taking observation notes when the teacher-researcher
participates in the activities. Hence, in this study, the non-participant observer
observed learners’ engagement in card game activities and noted it on the classroom
observation checklist. All the class activities were video-recorded to support the data
pointed out on the observation checklist. Fraenkel and Wallen (2009) also claim that

videotaping can be replayed several times for checking and correcting the data. The
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classroom observation was conducted in a total of three meetings. Each meeting took

approximately 50 minutes.

3.3.6 Engagement Questionnaire

This survey regards the participants’ behavioural and emotional engagement in card
game activities on English vocabulary acquisition with their active participation,
attention, collaboration, enjoyment, confidence and satisfaction as indicators. Wu’s
(2018) questionnaire was adopted based on the ARCS modal. Based on a 5-point
Likert scale (1 = no feeling; 5 = very strong feeling), the questionnaire included two

items for each indicator, with an example term as “I enjoyed card game activities.”

3.3.7 Semi-Structured Interviews

To elicit sufficient information to address the study inquiries, semi-structured
interviews were utilized as supplemental research instruments to stimulate recall (Han
& Hyland, 2015). This research instrument investigated the second research question
related to learners’ emotional and behavioural engagement in card game-based
vocabulary learning. Semi-structured interviews gathered qualitative and open-ended
data, allowing learners to explore personal and often delicate subjects while
expressing their ideas, feelings, and beliefs about a subject. (Burns, 2009). The
interview was conducted immediately after the post-test, within 50 minutes of the
card game activities experience. The semi-structured interviews center on the
participants’ prior engagement experience with designed card game activities on

English vocabulary acquisition.
Example:
“How did you feel when playing the vocabulary card games?”’
“What did you like or dislike about learning vocabulary through these games?”

“Can you tell me what you did during the game to try to remember the new

words?”

“Did you find it easier or harder to learn vocabulary using games compared to

your usual lessons? Why?”

“What did you do when your group lost or made mistakes during the game?”
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3.4 Research Procedures

3.4.1 Traditional Teaching Method versus Card Game-Based Method

This study explored two teaching approaches to enhance vocabulary acquisition and
retention among Thai primary school learners using the English textbook Happy
Campers 5. The control group followed a traditional, teacher-centered approach,
while the experimental group engaged in a dynamic, interactive learning experience
through card game-based activities. Both methods aimed to improve students'
vocabulary knowledge but differed significantly in their instructional strategies and
engagement levels.

The control group received instruction through a traditional, teacher-led method,
which is a widely used approach in Thai EFL classrooms. This method focused on
rote memorization and direct instruction, where students relied on textbooks, note-
taking, and written exercises to learn vocabulary. The teacher played a central role in
guiding students through structured lessons, including (1) presenting key vocabulary
on the board and providing Thai translations, (2) pronouncing words aloud, with
students repeating after the teacher, (3) having students copy words into their
notebooks, memorize meanings, and complete spelling drills and textbook exercises,
and (4) assigning worksheets and matching exercises to reinforce vocabulary

retention.

The traditional method followed a structured sequence, progressing through the
warm-up, presentation, practice, production, and wrap-up stages. While this method
ensured consistency and repetition, it lacked interactive elements and primarily relied

on passive learning strategies, which can lead to reduced engagement and motivation.

In contrast, the experimental group engaged in card game-based vocabulary learning,
transforming vocabulary acquisition into-an interactive and engaging process. Instead
of memorizing word lists; students actively interacted with vocabulary by matching,
recalling, and using words in ‘meaningful contexts. This student-centered approach
encouraged participation and made learning more memorable and enjoyable. Key
features of the card game-based approach included: (1) using visual aids (flashcards,
picture cards, and PowerPoint slides) to introduce vocabulary in meaningful contexts,

(2) encouraging students to describe and discuss target words in groups, fostering
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collaboration and peer interaction, (3) integrating structured card games, such as
matching games, word association activities, and sentence-building challenges, to
reinforce word recognition, recall, and comprehension, and (4) balancing individual
and group activities, incorporating elements of competition and teamwork to sustain

motivation and engagement.

The card game-based method provided a flexible and dynamic learning environment,
allowing students to actively use vocabulary instead of passively memorizing it. The
interactive nature of the games enhanced retention, motivation, and overall

vocabulary comprehension.

The following tables present a structured comparison of traditional and card game-
based lesson formats, demonstrating how each method structured vocabulary

instruction.

Table 2 Sample of a Traditional Teaching Lesson

Stage Activity Material
Warm-up (5 The teacher introduces the lesson topic and asks None

mins) students to predict related vocabulary.

Presentation (15 1. The teacher provides target words and their Thai  Happy Campers 5
mins) meanings. textbook

2. Students repeat the words aloud after the teacher.
3. The teacher asks students to explain the words in

Thai.
Practice (20 1. The teacher writes the words on the board, and Textbook,
mins) students repeat them twice. notebook,
2. Students copy words into their notebooks. workbook
3. The teacher assigns workbook exercises.
Production (15 - Students complete a vocabulary matching Worksheet
mins) worksheet.
Wrap-up (5 The teacher reviews word meanings and None
mins) pronunciation.

Table 3 Sample of a Card Game-based VVocabulary Learning Lesson

Stage Activity Material
Warm-up The teacher introduces .the lesson topic and prompts Flashcards
(5 min) students to predict related vocabulary.
Presentation 1. The teacher presents words using pictures or real- PowerPoint
(15 mins) life scenarios. Presentation/Picture
2. Students describe or explains the words in their own cards
words. Textbook
Practice 1. Students read words aloud after the teacher. Flashcards,

(20 mins) 2. The teacher explains word meanings and forms. Textbook
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3. The teacher introduces a card game and provides
instructions.
4. Students play the card game to practice vocabulary.

Production  Students complete a written vocabulary activity to Worksheet
(15 mins) reinforce learning

Wrap-up 1. The teacher reviews words through discussion. Flashcards
(5 mins) 2. Students write as many words as they remember
from the game.

Although both teaching methods followed structured lesson plans using the same
textbook, their instructional strategies and engagement levels differed significantly.
The traditional method focused on rote learning, repetition, and memorization, while
the card game-based approach promoted active engagement, contextual learning, and

peer interaction.

The game-based method encouraged students to actively participate, use vocabulary
in meaningful ways, and retain words more effectively. It also enhanced motivation
and reduced learning anxiety, making vocabulary learning more enjoyable. In
contrast, the traditional approach provided consistency and structure but lacked

interactive and engaging elements, which could limit long-term retention.

3.4.2 Selecting the Prompt Words for the Study

In this study, selecting the appropriate vocabulary words was crucial to ensure the
participants were adequately challenged while engaging meaningfully with the
material. To achieve this, 107 target words were selected from the textbook “Happy
Campers 5.” These words will then be cross-referenced with the New General Service
List (NGSL) to ensure they align with the English proficiency levels of the
participants. The NGSL is a reliable resource for determining the frequency and
relevance of vocabulary in language learning. It is an ideal tool for ensuring the

selected words are appropriate for the participants’ current language skills.

To further refine the selection of target words, a vocabulary checklist test was
administered to both the control and experimental groups. This checklist contained the
107 words selected from the textbook, and participants were asked to identify which
words they already knew and which were unfamiliar to them. Each participant was
given 50 minutes to complete the checklist, allowing sufficient time to consider each

word carefully. This step is essential in distinguishing between known and unknown
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words, ensuring that the treatment focuses on vocabulary that will provide the most

significant learning opportunity.

The results of the vocabulary checklist test were analyzed to identify the top 80 words
that are least familiar or completely unknown to the participants. These 80 words
were then used as the target vocabulary during the treatment phase of the study. By
focusing on words that the participants did not know, the study aimed to maximize the
learning impact of the treatment, whether through traditional methods or card game-

based activities.

Table 4 provides an example of how the vocabulary checklist test was organized.
Participants were asked to mark whether they knew each word and, if known, to give
its meaning. This process helps select the most relevant words for the study and offers

insights into the participants’ existing vocabulary knowledge.

Table 4 Examples of an English VVocabulary Checklist Test

Words Known word | Unknown word Meaning

necklace

photographer

elevator

comedian

amusement park

This methodical approach to selecting prompt words ensures that the study is tailored
to the participants’ current proficiency levels and that the vocabulary instruction
provided during the treatment is both challenging and achievable. The study aimed to
effectively enhance the participants’ vocabulary acquisition by focusing on unknown

words.

3.4.3 Data Collection Procedure

The researcher provided a 20-minute orientation ‘of card game-based vocabulary
learning and the two dimensions of learner engagement. This aimed to equip my
experimental group with background knowledge of the study and control the novelty
effects. Before both control and experimental groups learned the target words, a
vocabulary checklist test was given to them. Then, | asked participants to complete a

pre-test of target words within 60 minutes. After the pre-test, the experimental group
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learned the target words through designed card game activities, while the control
group learned through the traditional method. During vocabulary learning,
participants in the experimental group were also observed to investigate their

behavioural and emotional engagement in card game-based vocabulary acquisition.

After vocabulary learning, the experimental and control groups were asked to
complete a questionnaire within 10 minutes. The survey concerned both emotional
and behavioral engagement in the vocabulary learning activity, focusing on active
participation, attention, collaboration, enjoyment, confidence, and satisfaction in card
game-based vocabulary learning as indicators. Wu’s (2018) questionnaire was
adapted based on the ARCS model and utilized a five-point Likert scale (1 = no

feeling; 5 = very strong feeling).

All participants completed an immediate post-test of the target words after the survey.
They were required to complete a delayed post-test two to three weeks later. The
immediate post-test was identical to the pre-test to ensure internal validity.
Additionally, 8 participants from the experimental group were selected for 20-minute
semi-structured interviews conducted immediately after the immediate post-test.
During the interviews, participants were prompted to recall their card game-based

vocabulary learning processes based on observations of their gameplay.
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Participants
Grade 5 Thai primary school learners’

Control group Experimental group
15 students 15 students

Vocabualry Checklist Test Vocabualry Checklist Test

~ 4 Pre-Test )
Pre-Test - The Form-Recognition Test
- The Form-Recognition Test - The Form-Recall Test
- The Form-Recall Test - The Meaning-Recognition Test
- The Meaning-Recognition Test (- The Meaning-Recall Test )

- The Meaning-Recall Test )

Teaching treatment

4 Teaching treatment \ | - Card game-based vocabulary learning Observation

- Traditional teaching method - 16 hours
|- 16 hours )

Questionnairs
Immediate Post-Test

- The Form-Recognition Test ( Immediate Post-Test )

- The Form-Recall Test - The Form-Recognition Test

- The Meaning-Recognition Test - The Form-Recall Test

- The Meaning-Recall Test - The Meaning-Recognition Test
_ J .

\- The Meaning-Recall Test )
Delayed Post-Test Somm 11 :
.. emi-structered Interviews
- The Form-Recognition Test

- The Form-Recall Test
- The Meaning-Recognition Test 4 Delayed Post-Test )
- The Meaning-Recall Test - The Form-Recognition Test

- The Form-Recall Test

- The Meaning-Recognition Test

\- The Meaning-Recall Test )

Figure 2 Research Procedures

3.5 Data Analysis
This study employed both quantitative and qualitative data analysis methods to
comprehensively assess the effects of card game-based vocabulary learning on

students’ vocabulary acquisition, retention, and engagement. The data analysis was
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conducted using SPSS software for statistical computations and thematic content
analysis for qualitative data interpretation, ensuring a well-rounded understanding of
the research findings.

3.5.1 Quantitative Data Analysis

Four vocabulary tests, passive recognition, active recognition, passive recall, and
active recall, were administered to assess students' vocabulary acquisition and
retention. The test scores were analyzed using descriptive and inferential statistics to

determine learning gains and retention rates.

Descriptive statistics, including means, standard deviations, and percentages, were
calculated to summarize students’ performance at the pre-test, post-test, and delayed
post-test stages. T-tests (paired and independent samples t-tests) were conducted to
examine differences within and between groups. The paired samples t-test compared
students’ performance before and after the intervention. In contrast, the independent
samples t-test analyzed differences between the experimental group (card game-based
learning) and the control group (traditional instruction).

To assess the effects of time and test type on vocabulary performance, Repeated
Measures ANOVA was conducted, comparing students’ scores at different time
points and across the four vocabulary test types. Post-hoc analyses (Bonferroni
adjustment) were performed to identify where significant differences occurred among
test types, providing deeper insights into students’ learning progress. Before
conducting these analyses, assumptions of normality and homaogeneity of variance
were tested using the Shapiro-Wilk normality test and Levene’s test. The results

confirmed that the data met the necessary assumptions for parametric testing.

Data from the five-point Likert scale questionnaire measuring students’ perceptions
and engagement were also analyzed using descriptive statistics, including means,
percentages, and standard deviations. This analysis helped evaluate students’ attitudes
toward the intervention and their overall engagement in vocabulary learning through

card games.
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3.5.2 Qualitative Data Analysis

Qualitative data were collected through classroom observations and semi-structured
interviews to address Research Question 2, which explored how Thai primary school
learners exhibit behavioral and emotional engagement in card game-based vocabulary
learning. These data were analyzed to gain deeper insights into students’ interactions,

participation, and emotional responses during the intervention.

The classroom observation data were examined using both observation notes and
recorded video footage of in-class activities. The video recordings provided a detailed
perspective on student engagement, allowing the researcher to analyze non-verbal
behaviors, interactions, and participation patterns. Observational data were cross-
referenced with structured observation checklists to ensure accuracy and consistency.
Findings were then elaborated descriptively, incorporating specific classroom

examples to illustrate key engagement behaviors.

Data were transcribed and analysed for the focus group interviews using Braun and
Clarke’s (2006) thematic analysis framework. A systematic coding process was
implemented, involving initial open coding, pattern identification, and thematic
categorization. To enhance the reliability of the qualitative findings, two independent
coders—the researcher and an experienced ELT teacher—reviewed the transcripts
and resolved any discrepancies through discussion. The finalized themes were then
validated through member checking, where participants reviewed preliminary

findings to ensure that their experiences were accurately represented.

The final thematic analysis identified three major themes related to engagement,
which included behavioral engagement and emotional engagement. Behavioral
engagement refers to students” willingness to participate, collaborate, and interact
with ‘peers during gameplay. In contrast, emotional engagement ‘relates to the

student’s motivation, enjoyment, and confidence in using newly learned vocabulary.

3.5.3 Triangulation for Trustworthiness and Validity

To ensure the credibility, validity, and reliability of the findings, data triangulation
was employed by integrating multiple data sources and analytical methods.
Methodological triangulation was achieved by combining quantitative statistical

analyses with qualitative content analysis, providing a comprehensive evaluation of
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vocabulary acquisition and engagement. Additionally, data source triangulation was
implemented by cross-checking findings from test results, classroom observations,
and interviews, which allowed for a multi-dimensional interpretation of student

engagement.

Furthermore, investigator triangulation was employed to reduce bias, involving
multiple researchers in the coding and interpretation process. Inter-coder reliability
was assessed, yielding a Cohen’s Kappa score of 0.85, indicating a high level of
agreement between coders. This strengthened the reliability of the thematic findings,

ensuring that the interpretations were objective and reproducible.

3.6 Chapter Summary

This research used mixed methods to investigate how primary school learners engage
in card game-based vocabulary learning behaviourally and emotionally. 30 Thai EFL
fifth-graders were asked to participate in 16 additional hours as an implement of
designed card game activities on English vocabulary acquisition. Before the
treatment, the researcher asked participants to complete a pre-test of target words
within 20 minutes. During the treatment period, participants were also observed to
investigate their engagement. After card game-based vocabulary learning, the
participants were asked to complete an engagement questionnaire with their active
participation, attention, collaboration, enjoyment, confidence and satisfaction
indicators. After the survey, the researcher asked the participants to complete an
immediate post-test of the target words. Two to three weeks later, the researcher
required them to complete a delayed post-test. Additionally, the semi-structured
interview was conducted immediately after the immediate post-test.
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CHAPTER IV
RESULTS

This chapter described the statistical analyses used to address the research questions.
The first section presented the quantitative analyses of vocabulary test results and the
questionnaire scores. The second section presented the studies related to learners’
engagement in card game-based vocabulary learning from the observation notes

during the activities in the classroom and the semi-structured interview.

4.1 The Effects of Card Game-Based Activities on Vocabulary Knowledge of
Form-Meaning Links of Thai EFL Learners

This section provides details of the effects of the intervention on students’ vocabulary
knowledge of form-meaning connections. Four types of vocabulary tests were
conducted to examine the effects of card game activities on vocabulary knowledge:
form-recognition, form-recall, meaning-recognition, and meaning-recall. These tests
were administered at the pre-test and post-test, delayed post-test stages to all 30
participants. The scores from the three stages of tests for each type of vocabulary test
were analyzed using Repeated Measures ANOVA in SPSS. Repeated Measures
ANOVA is appropriate for this study as the same group of participants was tested
multiple times and is used to compare the mean scores across these different time
points.

4.1.1 The Form-Recognition Test Results

The form-recognition test assessed primary school participants’ ability to recognize
and identify the correct spelling of the words. Table 5 shows the summary of Thai
primary school learners’ performance on the form-recognition test. The analysis
indicates that the experimental group performed better than the control group.
Specifically, the experimental group achieved an average performance of 22.67%
(S.D. = 0.83) on the pre-test and 58.22% (S.D. = 1.75) on the post-test. By contrast,
the control group scored an average of 20.44% (S.D. = 0.96) on the pre-test and
41.78% (S.D. = 2.09) on the post-test.

A dependent-sample t-test was also conducted to detect differences between pre-and
post-test scores within each group. Post-test scores were significantly higher than

post-test in both the experimental group (t = 12.02, p < 0.00) and the control group (t
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= 5.97, p < 0.000). These findings indicate a significant increase in the ability to

recognize and identify the correct spelling of the target words.

Table 5 The form-recognition test results within groups

Groups N T . t-test p-value
Mean % S.D. Mean % S.D.

Experimental 15 3.40 22.67 0.83 8.73 58.22 1.75 12.02 0.05*

Control 15 3.07 20.44 0.96 6.27 41.78 2.09 5.97 0.05*

Note: the total score = 15

Table 6 presents a comparison of form-recognition test scores between the
experimental and control groups. The results indicate no statistically significant
differences between the two groups in the pre-test (p = 0.32). However, both groups
had a significant difference in the post-test (p = 0.05%*). This suggests that while both
groups improved in recognizing word forms, the experimental group benefited more
from the intervention, reinforcing the positive impact of card game-based activities on

vocabulary learning.

Table 6 The form-recognition test results between groups

Tests Groups Mean % S.D. t-test p-value
Experimental 3.40 22.67 0.83

Pre-test Control 3.07 20.44 0.96 02 0.32
Experimental 8.73 58.22 1.75 .

Post-test Control 6.27 4178 2.09 o1 0.05

Note: the total score = 15

Figure 3 shows fifth graders’ performance on the form-recognition test. The graph
reveals that pre-test scores from both groups were slightly different. In contrast, there
was a significant difference in the post-test scores between the experimental group (x
= 8.73) and the control group (x = 6.27). The experimental group outperformed the
control group significantly. It can be concluded that the current study provides
evidence that card game-based vocabulary learning improves learners’ ability to

recognize word forms.
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Figure 3 Learners’ performance on the form-recognition test

4.1.2 The Form-Recall Test Results

The form-recall test was designed to enhance participants’ attention to the form and
structure of the target words. Table 7 shows the summary of learners’ performance on
the form-recall test. The analysis shows that the experimental group performed better
than the control group. Specifically, the experimental group scored an average
performance of 0.89% (S.D. = 0.35) on the pre-test and 28.89% (S.D. = 2.16) on the
post-test. In contrast, the control group performed an average of 0.00% (S.D. = 0.00)
on the pre-test and 20.89% (S.D.=1.64) on the post-test. A dependent-sample t-test
was also implemented to detect differences between pre-and post-test scores within
each group. Post-test scores were higher than post-test in both the experimental group
(t=7.96, p < 0.00) and the control group (t = 7.39, p < 0.00). These findings indicate
a considerable increase in the participants’ attention to the form and structure of

words.

Table 7 The form-recall test results within groups

Groups N Pre-test Post-test t-test p-value
Mean % S.D. Mean % S.D.

Experimental 15 0.13 0.89 0.35 4.33 28.89 2.16 7.96 0.05*

Control 15 0.00 0.00 0.00 3.13 20.89 1.64 7.39 0.05*

Note: the total score = 15

Table 8 compares the form-recall test results between the experimental and control

groups. The findings indicate no statistically significant differences between the
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groups in the pre-test (p = 0.16) or post-test (p = 0.10) scores. However, within-group
comparisons (as shown in Table 3) demonstrate that both groups improved
significantly from the pre-test to the post-test. The experimental group showed a
greater increase in form-recall performance, with their mean score rising from 0.89%
to 28.89%, while the control group improved from 0.00% to 20.89%. Although the
differences between the groups were not statistically significant, the experimental
group’s larger improvement suggests that card game-based activities may have

positively impacted learners’ ability to recall word forms.

Table 8 The form-recall test results between groups

Tests Groups Mean % S.D. t-test p-value
Experimental 0.13 0.89 0.35

Pre-test Control 0.00 0.00 0.00 147 016
Experimental 4.33 28.89 2.16

Post-test Control 3.13 2089 164 L 0.10

Note: the total score = 15

Figure 4 shows fifth graders’ scores on the form-recall test. The graph revealed that
pre-test scores from both groups were rarely different, while there was a considerable
difference in the post-test scores between the experimental group (x = 4.33) and the
control group (x = 3.13). The experimental group performed significantly better than
the control group. This further supports the positive effect of card game-based

vocabulary learning on learners” ability to recall the form and structure of the words.
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Figure 4 Learners’ performance on the form-recall test
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4.1.3 The Meaning-Recognition Test Results

Participants’ ability to accurately identify the meanings of the target words is
measured through the meaning-recognition test. Table 9 summarizes learners’
performance in terms of their ability to identify the meaning of the words. Statistical
analyses reveal that the experimental group students performed better than the control
group counterparts. Specifically, the experimental group achieved an average score of
19.56% (S.D. = 0.80) on the pre-test and 63.56% (S.D. = 2.10) on the post-test.
Control group learners scored an average of 18.67% (S.D. = 0.77) on the pre-test and
49.78% (S.D. = 2.20) on the post-test. A dependent-samples t-test indicated that both
the experimental group (t = 10.59, p < 0.00) and the control group (t=6.79, p < 0.00)
performed better on the post-test than the pre-test. These findings indicate a

significant increase in participants’ ability to identify the meaning of the words.

Table 9 The meaning-recognition test results within groups

Groups N Pre-test Post-test t-test p-value
Mean % S.D. Mean % S.D.

Experimental 15 293 19.56 0.80 9.53 63.56 2.10 10.59 0.05*

Control 15 2.80 18.67 0.77 7.47 49.78 2.20 6.79 0.05*

Note: the total score = 15
Table 10 compares the meaning-recognition test performance between the
experimental and control groups. The pre-test results indicate no significant difference
between the two groups (p = 0.65), suggesting they had similar initial abilities in
recognizing word meanings. However, the post-test results show a notable difference
(p = 0.05%), with the experimental group scoring an average of 63.56%,
outperforming the control group, which scored 49.78%. These findings indicate that
although both groups improved, the experimental group showed greater progress,
highlighting the effectiveness of card game-based activities in enhancing vocabulary

learning.

Table 10 The meaning-recognition test results between groups

Tests Groups Mean % S.D. t-test p-value
Experimental 2.93 19.56 0.80

Pre-test Control 2.80 18.67 0.7 0.46 065
Experimental 9.53 63.56 2.10 .

Post-test Control 7.47 49.78 2.20 263 0.05

Note: the total score = 15
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Figure 5 shows grade five students’ performance on the meaning-recognition test. The
graph reveals a slight difference between the groups’ pre-test scores (experimental
group’s X = 2.93, control group’s X = 2.80). In contrast, there is a significant
difference in the post-test performance between the experimental group (x = 9.53) and
the control group (x = 7.47). This further supports the positive effect of card game-

based vocabulary learning on learners’ ability to identify the meanings of words.
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Figure 5 Learners’ performance on the meaning-recognition test

4.1.4 The Meaning-Recall Test Results

The meaning-recall test measures participants’ ability to distinguish between similar
definitions and identify the most accurate one. Table 11 summarizes participants’
performance on the meaning-recall test. The result shows that the experimental group
scored higher than the control group counterparts. Specifically, the experimental
group achieved an average performance of 0.00% on the pre-test, whereas the control
group scored an average of 0.07% (S.D. = 0.44). On the post-test, the experimental
group performed an average of 48.00% (S.D. = 2.18), while the control group scored
36.44% (S.D. = 2.39). A dependent-samples t-test indicates that post-test performance
is higher than pre-test performance for both experimental (t = 12.80, p < 0.00) and
control groups (t = 9.12, p < 9.12). These findings indicate a significant increase in
participants’ ability to distinguish between similar definitions and identify the most

accurate meaning.
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Table 11 The meaning-recall test results within groups

Groups N Pre-test Post-test t-test p-value
Mean % S.D. Mean % S.D.

Experimental 15 0.00 0.00 0.00 7.20 48.00 2.18 12.80 0.05*

Control 15 0.07 0.44 0.00 5.47 36.44 2.39 9.12 0.05*

Note: the total score = 15

Table 12 compares the meaning-recall test results between the experimental and
control groups. The pre-test scores showed no significant difference between the
groups (p = 0.33), indicating that both groups started with a similar ability to recall
word meanings. However, the post-test results revealed a significant difference (p =
0.05*), with the experimental group achieving a higher mean score of 48.00%
compared to 36.44% in the control group. This suggests that while both groups
improved in recalling word meanings, the experimental group demonstrated greater
progress, further supporting the effectiveness of card game-based activities in

enhancing vocabulary retention and recall.

Table 12 The meaning-recall test results between groups

Tests Groups Mean % S.D. t-test p-value
Experimental 0.00 0.00 0.00

Pre-test Control 0.07 0.44 0.26 (100 033
Experimental 7.20 48.00 2.18 .

Post-test Control 5.47 36.44 2.39 08 0.05

Note: the total score = 15

Figure 6 shows the learners’ performance on the meaning-recall test. Both control and
experimental groups’ scores are not different in their pre-test score (x = 0.00). In
contrast, there is a significant difference in the post-test performance between
experimental (X = 7.20) and control groups (X = 5.47). Both groups improved their
meaning-recall skill at a significant level. It can be concluded that the current study
provided evidence that card game-based vocabulary learning enhanced participants’

ability to distinguish similar definitions of words.
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Figure 6 Learners’ performance on the meaning-recall test

4.1.5 The Overall Performance

Table 13 presents learners’ overall performance within the experimental and control
groups across three testing stages: pre-test, post-test, and delayed post-test. In the
experimental group, the mean score increased substantially from the pre-test (x =
6.47, S.D. = 10.78) to the post-test (x = 29.80, S.D. = 7.86) and decreased slightly by
the delayed post-test (x = 22.60, S.D. = 7.79). The repeated measures ANOVA
showed an f-value of 108.40, with a p-value less than 0.05, indicating that scores
across the three time points were statistically significant. Post-hoc analysis revealed
that the difference between the pre-test and post-test was statistically significant (p <
0.05), as was the difference between the pre-test and delayed post-test (p < 0.05).
However, the difference between the post-test and delayed post-test also reached a
significance level of less than 0.05, indicating a slight decline in scores but still

demonstrating retention compared to the pre-test.
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Table 13 The overall learners’ performance within groups

Groups Tests Mean % S.D. f-value p-value

Experimental Group Pre-test 6.47 10.78 1.13

(n=15) Post-test 29.80 49.67 7.86 108.40 0.05*
Delayed 22.60 37.67 7.79

Control Group Pre-test 5598 9.89 1.10

(n=15) Post-test 22.33 37.22 7.93 56.40 0.05*
Delayed 15.27 25.44 5.62

Note: the total score = 60

For the control group, the mean score improved from the pre-test (x = 5.93, S.D. =
1.10) to the post-test (x = 22.33, S.D. = 7.93), followed by a decrease in the delayed
post-test (x = 15.27, S.D. = 5.62). The repeated measures ANOVA for the control
group yielded an f-value of 56.40, with a p-value less than 0.05, suggesting significant
differences in scores over time. Post-hoc comparisons (see Figure 5) were also
conducted, indicating a statistically significant improvement from the pre-test to the
post-test (p < 0.05), as the difference between the pre-test and delayed post-test was
significant (p < 0.05). Moreover, the difference between the post-test and delayed

post-test was significant (p < 0.05), indicating a decline in scores over time.

These findings demonstrate that the card game-based vocabulary learning method
improved vocabulary acquisition and retention for the experimental group. While both
groups showed progress, the experimental group’s sustained higher scores indicate
that interactive learning strategies, such as card games, are more effective than
traditional methods in reinforcing long-term vocabulary retention. The significant
differences between the post-test and delayed post-test results suggest that engaging
and context-based activities play a crucial role in helping learners retain vocabulary

knowledge over time.
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Figure 7 Participants’ overall performance on vocabulary acquisition within groups

Table 14 presents a comparative analysis of the overall vocabulary test performance
between the experimental and control groups on three tests: pre-test, post-test, and
delayed post-test. The pre-test results indicate no significant differences between the
groups (p = 0.20), suggesting that both groups started with similar vocabulary
knowledge. However, in the post-test, the experimental group achieved significantly
higher scores (49.67%) compared to the control group (37.22%), with a t-value of
259 (p < 0.05). This pattern continues in the delayed post-test, where the
experimental group maintained a higher mean score (37.67%) than the control group
(25.44%), with a t-value of 2.96 (p < 0.05). These findings highlight the positive
impact of the intervention on vocabulary retention over time.

Figure 8 visually represents the overall performance trends for both groups across all
test stages. While both groups.showed improvement from the pre-test to the post-test,
the experimental group consistently outperformed the control group in all test phases.
The most notable differences are observed in meaning-recognition and meaning-recall
tests, where the experimental group demonstrated higher levels of retention. The
results suggest that learners in the experimental group benefited more from the
intervention, likely due to the interactive nature of card game-based vocabulary
learning, which reinforces word retention through repeated exposure and engagement.



59

Consequently, Table 14 and Figure 6 prove that card game-based vocabulary learning

significantly enhances students’ ability to retain and recall words. Unlike traditional

learning methods, the experimental group’s sustained higher scores in both immediate

and delayed post-tests indicate that this instructional method leads to long-term

vocabulary retention, where retention rates tend to decline over time. These findings

emphasize the importance of interactive learning strategies in vocabulary instruction,

as they offer an engaging and practical approach to reinforcing word retention.

Table 14 The overall learners’ performance between groups

Tests Groups Mean % S.D. t-value p-value
Pre-test Experimental 6.47 10.78 1.13
Control 5.93 9.89 1.10 131 020
Post-test Experimental 29.80 49.67 7.86 259 0.05*
Control 22.33 37.22 7.93 ' '
Delayed post-test  Experimental 22.60 37.67 7.79 206 0.05%
Control 15.27 25.44 5.62

Note: the total score = 60
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Figure 8 Participants’ overall performance on vocabulary acquisition between groups

4.1.6 Differences between Tests

Table 15 presents the experimental group’s performance across four vocabulary

tests—form-recognition, form-recall, meaning-recognition, and meaning-recall—at
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the pre-test stage. The results indicate that the experimental group had relatively low
initial scores in all four test types. The highest pre-test score was in meaning
recognition, with a mean of 2.93 (19.56%), followed by form recognition at 3.40
(22.67%). In contrast, meaning-recall and form-recall had the lowest pre-test scores,
at 0.00 (0.00%) and 0.13 (0.89%). A significant difference was found among these
test types (f = 129.02, p < 0.05). The post-hoc analysis further indicated that the
difference between meaning-recognition and form-recognition was not statistically
significant (t = -1.61, p = 0.13), suggesting that students performed similarly on both
tasks. However, form recognition was significantly easier than meaning-recall (t =
15.90, p < 0.05), and meaning-recall was not significantly different from form-recall
(t=-1.47, p = 0.16), indicating that learners performed similarly on both tests.

The experimental group demonstrated substantial improvement in all tests at the post-
test stage. The most significant increase was in meaning recognition, which rose to a
mean score of 9.53 (63.56%), followed by meaning recall at 7.20 (48.00%). Similarly,
form recognition improved to 8.73 (58.22%), while form recall increased to 4.33
(28.89%). The f-value for meaning recognition in the post-test was 163.07, with a
statistically significant p-value (p < 0.05), indicating a significant difference among
these tests. The post-hoc analysis revealed that meaning-recognition scores were
significantly higher than form-recognition (t=3.59, p < 0.05). Similarly, form-
recognition scores were significantly higher than meaning-recall (t = 5.60, p < 0.05),

and meaning-recall remained easier than form-recall (t = 14.94, p < 0.05).

For the control group, pre-test results were similar to those of the experimental group,
with relatively low initial scores across all four vocabulary tests. The highest pre-test
performance was in meaning recognition, with a mean of 2.80 (18.67%), followed by
form recognition at 3.07 (20.44%). However, form-recall and meaning-recall had the
lowest pre-test scores, at 0.00 (0.00%) and 0.07 (0.44%). The f-value in the control
group’s pre-test was 98.38, with-a statistically significant p-value (p < 0.05). Post-hoc
analysis showed no significant difference between meaning recognition and form
recognition (t = -0.77, p = 0.45). Moreover, form recognition was significantly easier

than meaning-recall (t = 11.62, p < 0.05), and meaning-recall was not significantly
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different from the form-recall (t = 1.00, p = 0.33), indicating that learners performed

similarly on both tasks.

Following the post-test, the control group improved in all test categories, though at a
lower rate than the experimental group. The highest post-test performance was in the
meaning-recognition link, with a mean of 7.47 (49.78%), followed by meaning-recall
at 5.47 (36.44%). The form-recognition link increased to 6.27 (41.78%), while the
form-recall improved to 3.13 (20.89%). The f-value in the post-test was 80.09, with a
p-value of less than 0.05, confirming significant differences. Post-hoc analysis
indicated that meaning-recognition scores were significantly higher than the form-
recognition connection (t = 4.29, p < 0.05). Similarly, the form-recognition link was
significantly easier than meaning-recall (t = 2.45, p < 0.05), and meaning-recall
remained significantly easier than form-recall (t = 6.72, p < 0.05). Figure 9 visually
illustrates these trends, showing that although the control group progressed, their
improvement was less pronounced than the experimental group’s. This suggests that
while traditional vocabulary learning methods can enhance recognition and recall,
interactive strategies like card games may offer greater benefits in long-term

vocabulary retention.

Table 15 Differences between the four types of tests among pre-tests and post-tests

Groups Tests Pre-test Post-test
Mean f p Mean f p
(%) (%)
Experimental = Meaning- 2.93 9.53
recognition (19.56) (63.56)
Form- 3.40 8.73
recognition (22.67) 129.02 0.05% (58.22) 163.07 0.05%
Meaning- 0.00 : i 7.20 ' :
recall (0.00) (48.00)
Form-recall = 0.13 4.33
(0.89) (28.89)
Control Meaning- 2.80 7.47
recognition (18.67) (49.78)
Form- 3.07 6.27
recognition (20.44) * (41.78) *
Meaning- 0.07 98.38 0.05 547 80.09 0.05
recall (0.44) (36.44)
Form-recall  0.00 3.13
(0.00) (20.89)
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Figure 9 Differences between the four types of tests among pre-tests and post-tests

4.2 Learners’ Engagement in Card Game Activities on Vocabulary Acquisition
4.2.1 The Questionnaire Results

Table 16 presents the analysis of learners’ engagement in card game activities and
provides valuable insights into how students interact with and respond to this learning
method. Engagement is categorized into two dimensions: behavioural and emotional.
Behavioural engagement refers to the extent to which learners actively participate in
the activities, follow the rules, and apply the acquired vocabulary in various contexts.
On the other hand, emotional engagement reflects students’ feelings, such as
enjoyment, confidence, and excitement, which contribute to their motivation and
overall learning experience. The results from the questionnaire highlight a high level
of engagement in both areas, indicating the effectiveness of card games in promoting
vocabulary learning.

The results from the behavioral engagement section indicate a strong level of
participation among learners in card game activities. The highest scores (X = 5.00,
100%) were recorded for following game rules and trying to remember words from
the games, highlighting a strong sense of discipline and commitment to learning.

Learners also showed high attention to words (X = 4.80, 96%) and actively helped
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peers (x = 4.53, 90.67%). While all items in this category scored very high, the
lowest-rated statement (X = 4.07, 81.33%) was related to using learned words in
speaking or writing, suggesting improvement in transferring vocabulary knowledge to

real-life communication.

The emotional engagement revealed an overwhelmingly positive response, with most
items scoring the highest rating (X = 5.00, 100%). Learners expressed enjoyment,
happiness, and excitement when engaging with vocabulary card games. Their
confidence (X = 4.60, 92%) and pride (x = 4.87, 97.33%) in newly learned words
further reinforced their motivation. The overall score (x = 4.86, 97.11%) indicates
that the card games foster an ‘engaging and emotionally rewarding learning

experience, supporting the effectiveness of this approach in vocabulary acquisition.

Table 16 Learners’ engagement questionnaires analysis

Statements X % S.D. Meaning

Behavioral engagement

1. Itry my best to play card games during 447  89.33 0.64  Very high
vocabulary lessons.

2. | pay attention to the words in the card games. 480 96.00 0.41  Very high

3. | follow the rules of the game while playing. 5.00 100.00  0.00  Very high

4. I help my friends understand words when we 453  90.67 0.64  Very high
play.

5. | try to remember the words from the card games. 5.00  100.00 0.00  Very high

6. 1 use the words I learned from the games when | 407  81.33 0.46  High
speak or write in English.

Total 4,64  92.89 0.36  Very high

Emotional Engagement

7. 1 enjoy learning new words by playing card 500 100.00  0.00  Very high
games.

8. | feel happy when we play vocabulary card 5.00 100.00. - 0.00  Very high
games.

9. | feel more confident about the words I learn after - 4.60  92.00 0,51  Veryhigh
playing the card games.

10. | feel excited to learn new words with card games.. 4.67  93.33 049  Very high

11. | feel proud when | use the-words | learned from 487 97.33 0.35  Very high
the games.

12. Playing card games makes learning new words 5.00 100.00 0.00  Very high
fun for me.

Total 4.86 97.11 0.8 Very high
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4.2.2 The Semi-structured Interview Results

This section presents findings from the semi-structured interviews exploring
learners’ emotional and behavioral engagementin card game-based vocabulary
learning. The interview results provide qualitative insights that complement
the classroom observations and questionnaire data, further supporting the quantitative
findings from the pre-test, post-test, and delayed post-test. These data sources offer
a comprehensive understanding of learners’ engagement and its effect on vocabulary

acquisition.

Participants were categorized into High-Performing (HP) and Low-Performing (LP)
groups based on their overall test scores, with a median score of 31 (out of 45) serving
as the cutoff. Four participants from each group were individually interviewed to
provide deeper insights into their engagement experiences. A thematic analysis was
conducted to identify engagement-related patterns, ensuring trustworthiness and

validity through inter-coder reliability and member checking.

To ensure the reliability and validity of the coding process, two independent coders
reviewed the data and generated initial codes. The inter-coder agreement was
calculated, yielding a Cohen’s Kappa score of 0.85, indicating substantial agreement.
Discrepancies were resolved through discussion, refining the codes into categories
based on similarities and patterns. To further enhance credibility, member checking
was employed by presenting the initial findings to participants for verification.

Feedback confirmed that the identified themes accurately reflected their experiences.

The final analysis identified two ' key themes of engagement: behavioral and
emotional. These themes were derived from codes reflecting specific actions, feelings,
or opinions expressed during the interviews, as illustrated in Table 13.

Behavioral Engagement

Students’ active participation, collaboration, and social interactions during gameplay
showed behavioural engagement in card game-based vocabulary learning. It was
categorized into three key aspects: participation and involvement, effort and
persistence, and collaboration and interaction. These behaviors demonstrated how
students actively participated in tasks, collaborated with peers, and immersed

themselves in learning.
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Participation and Involvement

Many students actively engaged in the game, appreciating the interactive nature of the
activity and the opportunity to work with their peers. SO1 noted, “I love doing group
activities. Before card game activities, the teacher rarely asked us to do group
activities.”’, highlighting how the game introduced a more dynamic and social
learning approach. Similarly, S02 reflected, “I like that we don’t just sit and study.

’

The teacher lets us do activities.’

However, some students preferred a more observational role, particularly when
uncertain about the vocabulary. S06 shared, “I sometimes just observe if I'm unsure
about the words.” S05 mentioned, “I did what my friends assigned me to do.”,
indicating a more passive participation style. While engaged in the process, their

involvement largely depended on their teammates’ direction.

Table 17 The semi-structured interview results

Engagement Aspects Responses
Participation & “T love doing group activities. Before card game activities, the teacher
Involvement rarely asked us to do group activities.” (SO01)

“I could talk to my friends and also discuss when I have to find out the
answers.” (S01)

“I did what my friends assigned me to do.” (S05)

?; “I sometimes just observe if I’'m unsure about the words.” (S06)
% Effort & Persistence  “If I couldn’t remember the meaning of words, I would ask my
§ friends.” (SO1)
L “I try to understand my mistakes so I can do better next time.” (S02)
g “I never put effort into remembering the words from the game outside
'% of class.” (S05)
% “I'ask my teammates or the teacher for help.” (S07)
Collaboration & "My friends always ask me to explain the meanings of words." (S03)
Interaction “Not only do I explain the meanings of words, but | also explain the
rules for my teammates.” (S03)
“I prefer to be a helper, supporting others when they need it.” (S07)
“I'listen to my team’s ideas and suggest answers when I can.” (S08)
Interest & “It doesn’t even feel like I’m studying, which makes me look forward
= Enjoyment to the next class.” (S02)
5 “It was fun. And Tam so happy to be the winner.” (S02)
B “It wasn’t boring compared to the traditional method.” (S05)
L% “I sometimes prefer learning on my own.” (S08)
f_g Sense of “I feel more confident recalling the words I learned when I do the post-
2 Achievement & test.” (S01)
L% Confidence “I think that when I’'m happy while learning, the results turn out better

than before.” (S03)

“I enjoyed it the most when I learned a new word and used it correctly
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in the game.” (S06)

Frustration, Anxiety  “I feel more excited when it comes to competition.” (S04)

& Competition “I try to understand my mistakes so I can do better next time.” (S02)

“I sometimes felt anxious while playing vocabulary card games because
I wanted to win.” (S04)

“I'was not frustrated while playing because I see it as just a fun way to
learn.” (SO8)

Effort and Persistence

Students exhibited different levels of effort in recalling words and improving their
performance. Some learners displayed a strong commitment to understanding and
retaining vocabulary, using strategies such as repetition and note-taking. S04
explained, “I try to remember words by repeating them in my mind or writing them
down.”. S02 shared, “I try to understand my mistakes so I can do better next time.”,

showing a growth mindset and perseverance in learning.

However, others put minimal effort into reviewing or reinforcing the vocabulary
outside the classroom. S05 openly admitted, “I never put effort into remembering the
words from the game outside of class.” . S04 said, “After class, I hardly review what
I've learned, but I can still do the test.” These responses suggest that while the game

itself was engaging, not all students carried their learning beyond the activity.

Collaboration and Interaction

Collaboration played a significant role in engagement, as many students actively
participated in team-based learning. Some students took on leadership or helper roles,
explaining and supporting their teammates. SO3 shared, “My friends always ask me to
explain the meanings of words.” S03 added, “Not only do I explain the meanings of

’

words, but I also explain the rules for my teammates.’

Other students preferred supportive rather than leadership roles, helping their team
more passively. One participant described their role as, “I prefer to be a helper,
supporting others when they need it.”’ (S07). Another mentioned, “I always talked to
them and asked what I can assist.”-(S05), suggesting an emphasis on teamwork and

social interaction even when not taking on leadership responsibilities.



67

Emotional Engagement

Emotional engagement in card game-based vocabulary learning refers to the extent to
which students experience positive emotions, motivation, and a sense of connection to
the learning activity.  Participating in vocabulary games encompasses
students’ interest,  enjoyment, confidence, and emotional responses, such as
excitement, anxiety, or frustration. Emotional engagement was categorized into three
primary codes: interest and enjoyment, sense of achievement and confidence, and
frustration, anxiety, and competition, respectively. Analyzing these emotional
responses provides insights into the strengths and areas for improvement in the

implementation of card game-based vocabulary acquisition.

Interest and Enjoyment

Many students expressed enthusiasm and enjoyment in learning vocabulary through
card games, emphasizing how the activity made studying more engaging. One student
shared, “It doesn’t even feel like I'm studying, which makes me look forward to the
next class.” (S02). Another participant stated, “/ enjoyed learning new words through
the card game.”(S05), showing a clear preference for interactive learning over

traditional methods.

Despite the overall positive reception, some students remained neutral or slightly
disengaged. One student (S05) reflected, “It wasn’t boring compared to the
traditional method”, suggesting that while the game was an improvement, it did not
fully captivate their interest. Another participant (S08) admitted, “I do not prefer
learning vocabulary through card games because | sometimes prefer learning on my

own.” , indicating that learning preferences influenced engagement levels.

Sense of Achievement and Confidence

Students felt accomplished and confident when recalling words during the game. One
participant shared, “I feel more confident recalling the words I learned when I do the
post-zest. ” (S01), highlighting how the game supported vocabulary retention. Another
student emphasized the connection between enjoyment and performance, stating, “/
think that when ['m happy while learning, the results turn out better than
before.” (S03).
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While some students primarily focused on the satisfaction of remembering words,
such as one who noted, “I enjoyed it the most when I learned a new word and used it
correctly in the game.” (S06), others expressed greater confidence in applying their
knowledge beyond the game. These responses suggest that engagement in the learning
process contributed to enjoyment and self-assurance, though individuals’ confidence

in using vocabulary outside the game varied.

Frustration, Anxiety, and Competition

The competitive aspect of the game influenced students’ emotional engagement in
various ways. Some students found the challenge motivating, with one stating, “/ feel
more excited when it comes to competition.” (S04). Others viewed mistakes as
opportunities for improvement, as one participant explained, “I try to understand my

mistakes so I can do better next time.” (S02).

However, not all students experienced competition in the same way. Some
felt anxious or disappointed when struggling, such as one who admitted, “/ sometimes
felt anxious while playing vocabulary card games because I wanted to win.” (S04).
Another shared, “I feel a little disappointed, but I focus on improving in the next
round.” (SO7), demonstrating resilience in overcoming setbacks. Meanwhile,
others approached the game with a more relaxed mindset, emphasizing enjoyment
over performance, with one student remarking, “/ was not frustrated while playing

because I see it as just a fun way to learn.” (S08).

4.2.3 Classroom Observation

Classroom observations examined learners’ engagement during card game-based
vocabulary learning activities. Two observers participated: the teacher-researcher as a
participant observer and an external observer to ensure validity. Observations were
carried out over three sessions, each lasting approximately 50 minutes. Engagement

was assessed using a classroom observation checklist derived from video recordings.

Table 18 presents the frequency of observed engagement incidents based on ten
criteria across three observation sessions. The highest observed engagement
was students communicating with peers during the game (36 incidents, 20.93%),

followed by students demonstrating enthusiasm while playing (27 incidents, 15.70%).
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These findings indicate that social interaction was key in fostering engagement in

vocabulary learning through card games.

Other frequent engagement observed included students enjoying the learning
process (22 incidents, 12.79%) and actively participating in the game (21 incidents,
12.21%). These behavioral engagements highlight the motivational aspects of game-
based learning, as students remained actively engaged and found the activities
enjoyable.

Conversely, behavioral engagement, such as students demonstrating problem-solving
skills when faced with challenges (7 incidents, 4.07%) and students reflecting on their
learning after the game (6 incidents, 3.49%), were observed less frequently. This
suggests that while students were engaged in gameplay, opportunities for deeper
cognitive reflection and independent problem-solving may need further

reinforcement.

Figure 10 visually represents the distribution of observed learners’ engagement. A
steady level of engagement was maintained across all three observation sessions, with
minor fluctuations in different engagement categories. The consistency of engagement
levels indicates that the card game-based approach effectively sustained student

participation and motivation throughout the learning process.

These findings support the effectiveness of card game-based vocabulary learning in
fostering active participation, peer interaction, and enjoyment among learners.
However, further instructional scaffolding may be needed to enhance reflection and

problem-solving skills in the learning process.
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Table 18 Incidents and criteria of observed learners’ engagement

Criteria 1 2nd 3rd
Observation Observation Observation Total %
E* R** E* R** E* R**
1. Students actively participatein 4 4 4 3 3 3 21 12.21%
the game.
2. Students demonstrate 5 6 5 4 4 3 27 15.70%
enthusiasm while playing.
3. Students communicate with 5 6 6 7 6 6 36 20.93%
peers during the game.
4. Students use vocabulary words 2 1 2 1 3 3 12 6.98%
correctly in context.
5. Students show problem-solving 1 0 1 1 2 2 7 4.07%
skills when faced with challenges.
6. Students help each other 4 3 4 4 3 2 20 11.63%
understand the game rules.
7. Students reflect on their 1 1 1 1 1 1 6 3.49%
learning after the game.
8. Students express enjoyment of 4 3 4 4 4 3 22 12.79%
the vocabulary learning process.
9. Students demonstrate improved 1 0 2 1 2 2 8 4.65%
vocabulary usage throughout the
game.
10. Students stay focused and 2 3 3 2 2 1 13 7.56%

engaged during the activity.

Number of learners’ engagement 29 27 32 28 30 26 172 100%
incidents

*External observer **Researcher
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Incidents of observed learners' engagement

25.00%
20.93%

20.00%
15.70%
15.00% 12.79%
9% 12 219 11.63%
10.00% I
0 7.56% g 9804
4.65%

5.00% I l .0 .4.07% =
0.00%

m Students communicate with peers during the game.

m Students demonstrate enthusiasm while playing.
Students express enjoyment of the vocabulary learning process.
Students actively participate in the game.

m Students help each other understand the game rules.

m Students stay focused and engaged during the activity.

m Students use vocabulary words correctly in context.

m Students demonstrate improved vocabulary usage throughout the game.

m Students show problem-solving skills when faced with challenges.

m Students reflect on their learning after the game.

Figure 10 Incidents of observed learners’ engagement

4.3 The Relationship between Quantitative and Qualitative Results

This section explains how the results from the vocabulary tests (quantitative data) and
the findings from the interviews, questionnaires, and classroom observations
(qualitative data) support each other and work together to give a full picture of the
effects of card game-based vocabulary learning.

The vocabulary test results showed that students in the experimental group improved
their vocabulary = knowledge more than those in the control group. These
improvements were clear in all four types of tests—form-recognition, form-recall,
meaning-recognition, and meaning-recall. The students who played vocabulary card
games were better able to remember how words looked, how to spell them, what they

meant, and how to use them. Even though their scores were slightly lower in the
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delayed post-test, they were still much higher than before the intervention. This

suggests that card games helped students remember vocabulary for a longer time.

The qualitative findings from interviews, questionnaires, and classroom observations
help to explain why these vocabulary improvements happened. For example, many
students said they enjoyed playing games, felt excited during the lessons, and liked
learning new words in this way. The questionnaire results showed high scores for both
behavioral and emotional engagement, such as following game rules, working with
friends, paying attention, and feeling happy and confident. These emotional and
behavioral responses are important because students who enjoy learning are more

likely to pay attention, stay motivated, and remember what they learn.

In the interviews, students shared their personal thoughts and experiences. Some
students said they felt more confident using new words after playing the games.
Others said they worked harder and helped their friends during group activities. These
actions match the behaviors observed during class, where students were seen
cooperating with teammates, focusing on the game, and showing enthusiasm. This
shows that students were not only doing well-in tests but were also engaged during the

lessons, which likely helped improve their vocabulary skills.

These positive feelings and active behaviors can help explain why the students in the
experimental group did better in the tests. When learners are emotionally engaged—
meaning they enjoy the activity and feel good about learning—they are more likely to
keep trying and to remember the words they learn. Likewise, behavioral
engagement—such as participating actively in games, helping others, and trying to
use new vocabulary—supports the development of language skills.

The slight drop in scores in the delayed post-test also makes sense when looking at
the qualitative results. Some students admitted in the interviews that they did not
review the vocabulary outside of class or did not try to remember the words after the
lesson. This shows that while card games were effective and enjoyable during the
lessons, students may need more support to continue learning and reviewing

vocabulary on their own.
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Overall, both the test results and the students’ reflections show that using card games
for vocabulary learning is a helpful teaching method. The quantitative data show clear
improvements in vocabulary knowledge, while the qualitative data explain why those
improvements happened. Together, these results give strong evidence that card games
can help students learn and remember new English words, especially when the games

make learning fun, social, and meaningful.

4.4 Chapter Summary

This chapter examined the effects of card game-based vocabulary learning on
students' engagement and vocabulary acquisition. Qualitative data from classroom
observations, questionnaires, and interviews revealed that High-Performing (HP)
students demonstrated active participation, persistence, and collaboration. In
contrast, Low-Performing (LP) students were more passive and reliant on peers.
Quantitative analysis of pre-test, post-test, and delayed post-test scores showed
significant vocabulary improvement, with the experimental group outperforming the
control group. The findings highlight the effectiveness of interactive learning in
enhancing motivation, confidence, and retention while also identifying areas for

improving engagement among lower-performing learners.
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CHAPTER V
DISCUSSION AND CONCLUSION

This chapter discusses the findings of the study in relation to the research and the
existing literature. The discussion integrates quantitative and qualitative findings on
learners’ engagement in card game-based vocabulary acquisition, with a focus on
behavioral and emotional engagement. The chapter also examines how engagement
influences vocabulary knowledge. Finally, the chapter concludes with implications for

teaching, study limitations, and recommendations for future research.

5.1 Effects of Card Game-Based Teaching on Vocabulary Acquisition and
Retention

This section discusses the findings of using card game-based teaching on vocabulary
acquisition among Thai primary school students. The findings from this study provide
compelling evidence that card game-based teaching significantly enhances vocabulary
acquisition and retention among Thai primary school students. The quantitative results
demonstrated that students in the experimental group outperformed their counterparts
in vocabulary learning across form-recognition, form-recall, meaning-recognition, and
meaning-recall tests. These findings align with Nation’s (2022) assertion that repeated
exposure to vocabulary in engaging and meaningful contexts enhances both
immediate recall and long-term retention. The substantial improvements observed in
the experimental group further reinforce the critical role of active engagement in
vocabulary learning, as opposed to passive memorization techniques, which often lead

to short-term gains but poor retention.

An analysis of test scores highlights the impact of engagement on learning
effectiveness. The form-recognition scores of the experimental group increased by
nearly 50%, with only a 4% decline in retention over time, indicating that game-based
learning helped solidify vocabulary recognition. While the control group also
exhibited improvement, the sustained retention in the experimental group emphasizes
the superiority of interactive learning methods over traditional rote learning
approaches (Schmitt, 2019). Similarly, in form-recall tasks, the experimental group

improved by over 30%, with a minimal 3% decrease over time, demonstrating the
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effectiveness of active recall strategies embedded in card games in reinforcing

memory retrieval (Finn & Zimmer, 2012; Fredricks et al., 2004).

The impact of meaning-focused interactive learning was particularly evident in
meaning-recognition and meaning-recall tests, where students in the experimental
group demonstrated nearly a 40% gain with only a 3% drop over time. This suggests
that card games create an interactive, meaning-driven learning environment that
enhances retention, supporting Ellis’s (2010) argument that meaning-focused learning
fosters deeper processing and stronger long-term retention. Furthermore, meaning-
recall test results confirmed that the experimental group consistently outperformed the
control group, reinforcing the Depth of Processing Hypothesis (Schmitt, 2019), which
posits that higher cognitive engagement through peer discussion and repetition

strengthens recall and retention.

From a cognitive processing perspective on vocabulary acquisition and retention, the
overall performance analysis across all test measures further underscores the
effectiveness of game-based vocabulary instruction. The experimental group’s scores
improved nearly 40%, with only a slight drop over time. Although the control group
also exhibited vocabulary gains, the experimental group significantly outperformed
them, suggesting that interactive learning methods promote stronger retention by
engaging multiple cognitive processes simultaneously. These findings align with
Mayer’s (2011) Cognitive Theory of Multimedia Learning, which highlights that
learning experiences integrating visual, auditory, and kinesthetic elements lead to

deeper cognitive processing and enhanced retention.

Additionally, the substantial gains in form-recognition and meaning-recognition tasks
reinforce the importance of repeated exposure to vocabulary through engaging
activities. Nation (2022) emphasizes that vocabulary acquisition is ‘most effective
when learners repeatedly encounter words in varied and meaningful contexts, and the
results of this study provide empirical support for this principle. Moreover, the
Engagement Framework (Fredricks et al., 2004) highlights the role of behavioral,
emotional, and cognitive engagement in enhancing learning outcomes, which was

evident in the experimental group’s structured gameplay, explanation, repetition, and
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application of words in different contexts. This deep vocabulary processing

contributed to stronger retention and recall over time.

According to the learner engagement framework, beyond cognitive benefits, the study
underscores the importance of balancing competition and collaboration in game-based
learning. While competition motivated many students to perform better, some
experienced stress, which slightly impacted their performance. This aligns with
Young and Wang’s (2014) findings, which suggest that competition in educational
settings can either enhance or hinder engagement depending on individual emotional
responses.

Furthermore, emotional engagement played a crucial role in vocabulary retention.
Students who reported enjoying the games and feeling motivated performed
significantly better on post-tests, reinforcing Ge and Ifenthaler’s (2017) argument that
emotional engagement strengthens cognitive connections and improves academic
outcomes. Conversely, students who experienced anxiety due to competitive elements
exhibited slightly lower retention scores, suggesting that an optimal balance between
collaboration and competition is essential to maximize engagement and learning

effectiveness.

Overall, the study provides strong empirical evidence for the effectiveness of card
games as a vocabulary instruction strategy. The statistically significant improvements
in vocabulary acquisition and retention among the experimental group confirm that
interactive, game-based learning enhances students’ ability to process, retain, and
recall vocabulary. Additionally, the positive impact of emotional and social
engagement on learning outcomes underscores the need for well-structured,
interactive vocabulary activities that foster motivation, deeper learning, and long-term
retention. These findings contribute to the growing body of research advocating
innovative, student-centered approaches to vocabulary learning in EFL classrooms,

reinforcing the value of active, engaging, and interactive instructional methods.
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5.2 Learners’ Behavioral and Emotional Engagement in Card Game-Based
Vocabulary Acquisition

The findings from this study provide compelling evidence that card game-based
vocabulary learning fosters strong behavioral and emotional engagement among Thai
primary school students. Behavioral engagement was reflected in students’ active
participation, willingness to collaborate, and adherence to game rules. In contrast,
emotional engagement was evident through their enthusiasm, motivation, and
enjoyment of the learning process. These findings align with research emphasizing the
role of engagement in enhancing vocabulary acquisition and overall academic
performance (Ellis, 2010; Nation, 2022). The results also support Fredricks et al.’s
(2004) framework, which highlights behavioral and emotional engagement as key

factors in learning success.

Regarding behavioral engagement, students exhibited high levels of behavioral
engagement throughout the study. Classroom observations revealed that learners were
eager to participate in the card games, frequently volunteering for turns, assisting
teammates, and celebrating correct answers. Many initially passive students gradually
became more engaged as they gained confidence in their vocabulary knowledge.
These findings reinforce Ellis’s (2010) argument that engagement in language tasks
fosters active participation, leading to improved vocabulary acquisition. Furthermore,
students who actively discussed word meanings and formed sentences using target
vocabulary demonstrated higher retention rates in post-test assessments, supporting

Nation’s (2022) findings on meaning-focused learning.

The structured yet interactive nature of the card game also minimized off-task
behavior, as students remained focused and engaged with their peers. The team-based
format encouraged collaboration, reinforcing Vygotsky’s (1978) socio-cultural theory,
which underscores the importance of peer interaction in language learning. The
collaborative nature of the activity allowed students to negotiate meaning, support one
another, and deepen their understanding of wvocabulary concepts. One student
highlighted this aspect, stating, “My friends always ask me to explain the meanings of
words” (S03), while another added, “Not only explain the meanings of words, I also

explain the rules for my teammates” (S03). These statements suggest that peer-
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assisted learning reinforced vocabulary retention and encouraged leadership and

teamwork.

Furthermore, students demonstrated commitment to learning by adhering to game
rules and consistent participation. Questionnaire data revealed that all students
reported following game rules, while almost all students paid close attention to
vocabulary during gameplay. However, fewer students reported using the learned
words in speaking or writing outside the classroom, indicating a potential area for
instructional improvement. These findings align with Fredricks et al. (2004), who
emphasized that behavioral engagement strongly predicts academic success,

particularly when students are actively involved in learning tasks.

Concerning motivation and enjoyment of acquiring vocabulary through card game-
based vocabulary learning, emotional engagement was a key factor in the
effectiveness of the intervention, as students consistently expressed enthusiasm and
motivation toward vocabulary learning through card games. Interviews revealed
overwhelmingly positive responses, with 100% of students reporting that they
enjoyed learning vocabulary through games. One student stated, “/ like that we don't
just sit and study. The teacher lets us do activities” (S02), while another emphasized,
“I feel happy when we play vocabulary card games” (S0I). These statements
underscore the importance of interactive learning approaches in fostering engagement

and making vocabulary acquisition more enjoyable.

The competitive element of the card games further heightened engagement. Several
students indicated that competition increased their excitement and motivation to
participate. One student remarked, ““/ feel more excited when it comes to competition”
(S04), while another stated, “I am so happy to be the winner” (S02). Moreover,
rewards and team-based challenges encouraged students to perform better, with one
learner noting, “I am so excited when the teacher gives rewards. So, my group tries to
earn good scores to get a reward” (§02). These findings align with Abdul Jabbar and
Felicia (2015), who argue that competition, rewards, and interactive feedback sustain

learners’ interest and encourage deeper vocabulary processing.

Despite the overwhelmingly positive emotional engagement, a small percentage of

students experienced anxiety due to competition. For instance, one student shared, “/
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sometimes felt anxious while playing vocabulary card games because I wanted to
win” (S04). This supports the argument by Young and Wang (2014) that competition
can either enhance or hinder engagement, depending on individual emotional
responses. The study suggests balancing competition and collaboration in game-based
learning is essential to accommodate different learning styles and emotional

responses.

The study’s findings highlight a direct link between engagement and vocabulary
retention. Students who actively participated in gameplay, explained vocabulary to
peers, and engaged in discussions showed higher post-test accuracy and stronger
recall. One student noted, “/ feel more confident recalling the words I learned when 1
do the post-test” (S01), while another remarked, “I think that when I'm happy while
learning, the results turn out better than before” (S03). These excerpts align with
Plass et al. (2015), who found that positive emotions during learning enhance memory

retention and motivation, ultimately leading to better long-term learning outcomes.

The study also reinforces Schmitt’s (2019) Depth of Processing Hypothesis, which
posits that deeper cognitive engagement—such as peer discussion and repetition—
enhances recall and retention. Students who frequently explained vocabulary to
teammates or repeated words aloud demonstrated increased recall accuracy in post-
tests. The findings also support the Engagement Framework (Fredricks et al., 2004),
which suggests that a combination of behavioral, emotional, and cognitive

engagement leads to stronger academic performance.

Additionally, the observed collaborative nature of engagement aligns with socio-
cultural perspectives on language learning (Vygotsky, 1978). The scaffolding provided
by peers allowed students to internalize vocabulary at a deeper level, reinforcing
previous research suggesting that students who learn vocabulary in interactive

contexts retain words more effectively (Nazemi & Rezvani, 2019).

Integrating classroom observations, interviews, and questionnaire data provides strong
evidence that card game-based vocabulary acquisition fosters both behavioral and
emotional engagement. Students actively participated in gameplay, collaborated with
peers, and demonstrated strong motivation toward vocabulary learning, supporting

previous research on engagement-based learning approaches (Schmitt, 2019; Nation,
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2022). While competition played a crucial role in engagement, the findings highlight
the need for balancing competitive and cooperative elements to accommodate diverse

learner needs.

This study underscores the effectiveness of game-based learning as a strategy for
enhancing vocabulary acquisition, retention, and motivation in EFL classrooms. The
findings suggest that educators should integrate structured, interactive learning
activities that encourage engagement while minimizing anxiety-inducing elements.
By doing so, teachers can create a more supportive and enjoyable vocabulary learning

environment that fosters deeper learning and long-term retention.

5.3 Implications of the Study

This study clearly shows that when card games are used as part of vocabulary lessons,
students become more involved, focused, and emotionally invested in their
learning. One of the key implications is the need to incorporate structured gameplay
into vocabulary instruction. The study demonstrated that students in the experimental
group significantly outperformed those in the control group across all test measures,
highlighting the role of interactive learning in reinforcing vocabulary knowledge. In
practical terms, this means that teachers should not only use games occasionally but
design them as part of a well-planned vocabulary teaching sequence. Teachers should
integrate card games into their lessons to create dynamic and engaging learning
environments, allowing students to practice vocabulary in meaningful and memorable
contexts. Additionally, game-based activities enhance motivation and concentration,
providing students with an immersive and enjoyable alternative to traditional

vocabulary instruction (Hwang et al., 2016; Vos et al., 2011).

Another crucial implication is the importance of addressing individual differences in
emotional engagement. While competition was found to be a strong motivator for
some students, it also induced anxiety in others. Teachers should balance competitive
and cooperative elements in game-based learning to ensure that all learners can
participate comfortably. Various game formats, such as team-based play, collaborative
challenges, or non-competitive options, can help accommodate different learning
preferences. This approach aligns with socio-cultural learning theories, which

emphasize the role of peer interaction and social collaboration in language learning
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(Vygotsky, 1978). Teachers should consider rotating different game modes or
allowing students to choose how they want to play, which can help reduce stress while

maintaining motivation.

Additionally, this study reinforces the need for game-based and social learning
approaches in EFL instruction. Educators can enhance vocabulary recognition, recall,
and retention by engaging students in collaborative, interactive tasks while fostering a
positive classroom environment. Games provide a low-pressure setting where students
can experiment with language, negotiate meaning, and receive immediate feedback,
all of which are essential for language acquisition. Research suggests that learners
who actively engage with vocabulary through social and interactive contexts exhibit
stronger retention and application of words in real-life communication (Nation, 2022;
Schmitt, 2019). Implementing such approaches does not require advanced technology
or expensive materials—simple printed cards and clear rules are sufficient to

transform classroom dynamics.

Furthermore, the study highlights the importance of supporting struggling learners
through engaging, stress-free -instructional methods. Many students experience
difficulty retaining vocabulary due to traditional passive learning approaches, which
rely heavily on memorization without meaningful interaction. Card game-based
learning provides an alternative by reducing learning anxiety and increasing
motivation, making it an effective tool for students who struggle with language
learning (Finn & Zimmer, 2012; Rumberger, 1983). In particular, students with lower
proficiency levels benefit from repeated exposure in an enjoyable format, which helps
build confidence over time. Educators should consider implementing interactive
learning strategies that cater to different proficiency levels and provide sufficient

scaffolding to support all students.

Beyond vocabulary acquisition, the findings also suggest that game-based learning
strengthens communication and social interaction skills. Through collaborative
gameplay, students engage in peer discussions, negotiate word meanings, and practice
language in an authentic setting. These elements contribute to developing essential
communicative skills, which are often overlooked in traditional vocabulary instruction

(Derakhshan & Khatir, 2015; Goerss et al., 1999; Lukas et al., 2020). By fostering
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teamwork and peer-assisted learning, card games encourage students to become active
participants in their learning process, leading to deeper language comprehension and
retention. This also aligns with real-world communication, where learners must work
with others to solve problems, share ideas, and clarify meaning—skills that games

naturally promote.

The implications of this study emphasize the need for engaging, student-centered
learning approaches in EFL vocabulary instruction. The findings suggest that
integrating card game-based activities into teaching practices can significantly
enhance vocabulary acquisition, retention, and motivation. Educators should design
interactive and structured vocabulary tasks that encourage active participation, peer
collaboration, and meaningful language use. Furthermore, balancing competition and
cooperation is essential to ensure that all learners, regardless of proficiency level or
learning preference, can benefit from an interactive and supportive classroom
environment. When used thoughtfully, card games can become powerful teaching
tools—not only for vocabulary learning but also for creating positive classroom

experiences where students feel safe, motivated, and ready to learn.

5.4 Limitations of the Study and Suggestions for Future Research

While this study provides valuable insights into the effectiveness of card game-based
vocabulary learning, several limitations should be acknowledged. First, the sample
size was relatively small, as it focused on a single primary school in Thailand. The
findings, while significant, may not be fully generalizable to broader EFL contexts or
different educational settings. Future research should expand the scope by including a
larger and more diverse sample, encompassing students from multiple schools, varied
age groups, and different proficiency levels. This would enhance the reliability and

applicability of the findings to a wider population.

Second, this study examined behavioral and emotional engagement in game-based
vocabulary learning. While these factors are crucial in shaping learners' experiences
and motivation, cognitive engagement, which involves mental effort, critical thinking,
and problem-solving skills, was not explicitly analyzed. Future research should
investigate the cognitive aspects of engagement to provide a more comprehensive
understanding of how game-based learning enhances deeper vocabulary processing
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and retention. Additionally, longitudinal studies could assess the long-term effects of
card game-based learning, determining whether the observed vocabulary gains persist

over time.

Furthermore, this study did not extensively explore individual differences in learner
characteristics. Factors such as personality traits, learning styles, and prior exposure to
games could influence how students engage with game-based vocabulary learning.
Future research could examine the impact of these individual differences on
engagement and learning outcomes, offering insights into how educators can tailor
game-based activities to suit diverse learner needs. Additionally, further studies could
compare different types of educational games to determine which game-based
approaches are most effective for vocabulary acquisition in EFL settings.

Lastly, this study relied on a structured intervention within a controlled classroom
setting, limiting its ability to assess the effectiveness of game-based learning in more
informal or self-directed environments. Future research could explore how students
engage with card games in independent or technology-enhanced learning settings,
such as digital vocabulary games, mobile applications, or blended learning models.
Investigating technology integration with game-based learning could provide insights
into how digital and traditional game-based methods can complement each other in

language instruction.

5.5 Conclusion of the Study

This study investigated the impact of card game-based teaching on Thai primary
school students’ vocabulary acquisition and retention while also exploring how
learners exhibit behavioral and emotional engagement in game-based vocabulary
learning. The findings prove that integrating interactive and engaging instructional
strategies can- significantly enhance vocabulary recognition, recall, and retention

among young EFL learners.

For RQI, the results indicate that card game-based teaching improves vocabulary
acquisition and retention. Students in the experimental group significantly
outperformed those in the control group across all test measures, with notable
improvements in form-recognition, form-recall, meaning-recognition, and meaning-

recall tasks. Furthermore, delayed post-test results demonstrated that students retained
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more vocabulary knowledge over time, reinforcing the argument that active and
meaningful learning experiences strengthen long-term memory (Nation, 2022;
Schmitt, 2019). These findings suggest that repeated exposure, peer interaction, and

gameplay enhance vocabulary learning.

Additionally, the study confirms that card game-based learning fosters deeper
cognitive engagement by encouraging learners to actively process, retrieve, and apply
vocabulary in multiple contexts. Compared to rote memorization and traditional
vocabulary instruction, card games provide an interactive platform where students
reinforce vocabulary knowledge dynamically and engagingly, leading to higher

retention rates and stronger vocabulary acquisition.

Regarding RQ2, the findings also highlight the critical role of behavioral and
emotional engagement in vocabulary acquisition. Students in the experimental group
actively participated in gameplay, engaged in team discussions, and demonstrated
enthusiasm for the competitive aspects of the learning activity. Behavioral
engagement was reflected in their willingness to follow game instructions, collaborate
with teammates, and actively participate in learning. Emotional engagement was
evident through students’ expressions of excitement, enjoyment, and motivation,
reinforcing that learning environments that incorporate fun and interactive elements
foster greater enthusiasm for vocabulary learning (Finn & Zimmer, 2012; Fredricks et

al., 2004).

However, while competition and rewards played a motivational role for many
students, some participants reported experiencing anxiety or pressure to perform. This
suggests that the emotional impact of game-based learning varies among individuals,
highlighting the need for balanced instructional approaches that maximize
engagement while minimizing stress or negative emotions. The findings underscore
the importance of structuring game-based learning environments to include both
competitive and cooperative elements, ensuring that all students benefit from the

instructional approach regardless of confidence level or learning style.

In conclusion, this study provides strong empirical support for using card games as a
beneficial strategy for vocabulary instruction in EFL settings. The positive impact on

vocabulary retention, engagement, and motivation suggests educators should consider
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integrating interactive, game-based learning techniques into language instruction.

Furthermore, the results emphasize the need for instructional balance, ensuring that

competitive elements do not o
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Appendix A: English Vocabulary Checklist Test
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words

Known word

Unknown word

Meaning

necklace

earrings

watch

glasses

keys

cell phone

wallet

money
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music stand
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. pet store
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. mall
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. bookstore
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. food court
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. carpenter
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. computer

programmer

34.

writer

35.

scientist

36.

photographer

37.

concert
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words

Known word

Unknown word

Meaning

38.

ticket

39.

costume

40.

museum

41.

tour guide

42.

dinosaur

43.

elevator

44,

gift shop

45,

exhibit

46.

cafeteria

47.

aquarium

48.

tomorrow

49,

next week

50.

next year

51,

cute

52.

ugly

53.

small

54,

fat

55.

thin

56.

strong

S7.

weak

58.

noisy

59.

quiet

60.

fast

61.

slow

62.

friendly

63.

mean

64.

dangerous

65.

unusual

66.

beautiful

67.

intelligent

68.

powerful

69.

colorful

70.

talented

71.

interesting

72.

ballerina

73.

tap dancer

74.

violinist

75.

acrobat

76.

juggler
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Known word

Unknown word

Meaning

77,

comedian

78.

bus stop

79.

playground

80.

skating rink

81.

gym

82.

airport

83.

amusement park

84.

post office

85.

train station

86.

yesterday

87.

last night

88.

last week

89.

last weekend

90.

last year

91.

last month

92.

excited

93.

bored

94.

angry

95.

surprised

96.

sad

97.

tired

98.

confused

99.

scared

100.

won

101.

wore

102.

had

103.

made

104.

sang

105.

gave

106.

went

107.

drive




Appendix B: The Form-Recognition Test

Instructions: Look at the pictures and choose the correct items.

1.

oo —

=

cell phone
wallet

necklace

> w0 np e

watch

a) music stand
b) drumsticks
c) microphone
d) keyboard

a) subway
b) boat
c) taxi
d) train

4.

a) helicopter
b) car

c) airplane
d) bicycle

a) hair salon
b) pet store
c) bookstore
d) food court

a) scientist
b) astronuat
c) photographer
d) mechanic
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a) concert
b) ticket

C) costume
d) cinema

10.

100

a) unusual
b) dangerous
c) intelligent

d) powerful

a) museum
b) giftshop
c) cafeteria

d) aquarium

12.

a) strong
b) weak
c) fast

d) slow

a) comedian
b) ballerina
c) juggler

d) tap dancer

a) -amusement park
b) skating rink
¢) playground

d) train station



13.

14.

15.

a) gym

b) post office
c) hospital
d) airport

a) bored

b) tired

c) confused
d) scared

a) won
b) gave
c) went

d) sang
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Appendix C: The Form-Recall Test
Instructions: Unscramble the words.

onyem

sucimtnads

coprielthe

osoktbore

isiettncs

useumm

oveealtr

tique

© © N o g &~ DR

bfaueitlu

10.igisenrttne

11.dicoaenm

12.pgdaounlyr

13.ydaersty

l4.psridrseu

15.ewnt

(money)
(music stand)
(helicopter)
(bookstore)
(scientist)
(museum)
(elevator)
(quiet)
(beautiful)
(interesting)
(comedian)
(playground)
(yesterday)
(surprised)

(went)
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Appendix D: The Meaning-Recognition Test
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Instructions: Look at the words and choose the correct meanings.

1.

necklace

a) UrIU
b) wwan
C) a¥ouna™

d) mladeile

drumsticks
a) lulasTulu

b) fians
C) li¥nana*

d) dleTu

train

a) sowd
b) sa'ld™
C) snoud

d) nFesiiu

pet store

a) Hwgens
b) ¢ & 9
) Swederh
o o2&

C) Hwnedaiinee™

d) $mmisde

food court
a) Tsausy

b) Tswems™*
C) Aunanian

1
d) Huanuiedh

basketball player

a) fimnamnavea™
b) vindhent
C) vinvavea

d) +ina

7.

8.

9.

10.

11.

12.

writer
a) vnilou™
b) siniaag
C) iy

d) sinauas

tour guide

a) e
b) sinfes
C) winanuTsausy

d) singmen™

friendly
a) fudins™*
b) siuile
C) Tnss

d) wh

talented

a) miloy

b) finsassa™
C) Yo

v
d) e

post office

a) Tsuou
b) Tsanena
C) itz hlsudis™*

d) gulesuniifa

last night
a) siowin
b) wiail
C) dlaninih

. v
d) siefuii*
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13. scared
a) ah
b) aun
C) ndr*

d) aw

14. won
a) wuz™
b) wt
C) Andfou
d) usdu

15. wore
a) waowa
b) 3aide



Appendix E: The Meaning-Recall Test

Instructions: Translate the words into Thai.
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English word

Thai Translation

watch

violin case

bookstore

mall

mechanic

carpenter

exhibit

tomorrow

1
2
3
4
5.
6
7
8
9

weak

10.

intelligent

11.

last weekend

12.

bus stop

13.

train station

14.

angry

15.

had
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Appendix F: Survey Questionnaire: Learning Vocabulary with Card Games

Dear Students,

This questionnaire is designed to help us understand how you feel and behave when
you learn new English words using card games. There are no right or wrong answers
— just choose the answers that best describe you.

Part 1: Behavioral Engagement

Please choose the answer that shows how often you do these things during card-game-
based vocabulary learning

1 = Never 2 =Rarely 3 =Sometimes 4 = Often 5 = Always

Statements Your Answers

I try my best to play the card games during vocabulary lessons. 112131415

| pay attention to the words in the card games.

| follow the rules of the game while playing.

I help my friends understand words when we play.

| try to remember the words from the card games.

o~ wNE

I use the words | learned from the games when | speak or write in English.

Part 2: Emotional Engagement

Please choose the answer that shows how you feel during card game-based
vocabulary learning.

1 = Strongly Disagree

2 = Disagree

3 = Not Sure

4 = Agree

5 = Strongly Agree

Statements Your Answers

7. lenjoy learning new words by playing card games. 112131415

8. | feel happy when we play vocabulary card games.

9. | feel more confident about the words | learn after playing the card games.
10. | feel excited to learn new words with-card games.

11. | feel proud when | use the words | learned from the games.

12. Playing card games makes learning new words fun for me.

Part 3: Open Questions
Please answer these questions by writing a few words or sentences.
1. What do you like the most.about learning new words with card games?
2. How do the card games help you remember the new words?
3. How do you feel' when you learn new words using card games compared to other
ways of learning?
4. Do you think card games make learning new words easier? Why or Why not?
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Appendix G: Observation Checklist for Card Game-Based Vocabulary Learning

Observer Name: Date:
Instructions: Check the appropriate box for each item observed.
Criteria Yes No

1. Students actively participate in the game.

2. Students demonstrate enthusiasm while playing.

3. Students communicate with peers during the game.

4, Students use vocabulary words correctly in context.

5. Students show problem-solving skills when faced with challenges.

6. Students help each other understand the game rules.

7. Students reflect on their learning after the game.

8. Students express enjoyment of the vocabulary learning process.

9. Students demonstrate improved vocabulary usage throughout the game.

10. Students stay focused and engaged during the activity.

Additional Comments:
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