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3.1. Descr iption of the subjects of 

the study 

The number of subjects in my study 

ranged from 100 to 145 in 3 classes 

10C1, 10C2 and 10C3. The students are 

in the ten-form at Phan Dang Luu High 

School, having an average age of 16. 

These classes are mixed-ability 

classes, so there are still weak students in 

English. They have been learning 

English for 5 or 6 years but most of them 

are not very good at English. Some of 

them do not focus much on learning. In 

English lessons, they often do other 

exercises because they think that English 

is too difficult to learn and the activities 

in class are so boring. Most of them have 

a medium level of English proficiency. 

3.2. Descr iption of data 

instruments  

Basing on Crookes and Schmidt 

 definition of motivation in 

terms of  interest and 

enthusiasm for activities used in class, 

their persistence with the learning task as 

indicated by levels of concentration and 



 

enjoyment. A simple questionnaire was 

designed for the students consisting of 7 

questions, which sought information 

about the  motivation when 

using games in learning vocabulary. 

The first question collected 

information about how the students got 

involved in the learning tasks. The 

second and fourth questions sought 

information about the level of  

concentration and attention on the 

learning task. The third and fifth 

questions gathered information about 

how students were enjoying the 

activities. The sixth question aimed at 

getting information about the challenge 

of the games used. The last question 

collected information about the 

interaction between students in English 

lesson when games are used. 

4. RESULT AND DISCUSSION 

Regarding to the  

involvement, as can be seen from chart 

1, half of the students (50%) were very 

much involved in learning task when 

games were used. They were willing to 

join the games in groups and they tried 

their best to be the winners. Other 38% 

were quite involved and 10% were not 

very involved. However, there were still 

some students (2%) appearing not to be 

interested in the activities held. The data 

show that more students need to get more 

involved in the learning task in order to 

perform the language better.  

 

Chart 1:  involvement in learning vocabulary when games are used 
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Chart 2:  concentration on learning vocabulary when games are used 

With regard to the  attention 

during the task, as shown in chart 3, 60% of 

the students paid persistent attention to the 

lesson when games were used. As 

mentioned above, almost all the students 

found that learning and teaching 

vocabulary were not very interesting,  

the reason why students could not 

concentrate on the learning task during the 

lesson. However, with the use of games, 

only 2% said that they paid low attention to 

the task. Obviously, the use of games has 

improved the attitude of students to the 

vocabulary learning. 

 
Chart 3:  attention during the lesson 

In terms of the  

enjoyment, as shown in chart 4, about 

half of the students said they liked the 

games used very much (50%). The 

games helped them remember the 



 

vocabulary more quickly. Only 10% did 

not enjoy the games used much. The 

reason may be because English is not 

their favorite subject or because they did 

not like to join the work.  
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0%
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40%

50%

60%

Very much Quite enjoy Not very much Not enjoy at all

 
Chart 4:  enjoyment in the activities in which games are used 

However, obviously, more than 

half of the students found the activities 

very interesting. This was reflected 

through the answer to question 5. Even 

students who did not enjoy the games 

very much found them interesting. None 

of them thought that games were not 

interesting. In comparison, the students 

were much more active and eager with 

the lesson.  

 
Chart 5:  appreciation about the interest of games used 



 

Chart 6:  appreciation of the  challenge 

 



 

 

Chart 7:  interaction when games are used 
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