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ABSTRACT: Vietnamese students usually feel bored in vocabulary lessons and they
think of learning a list of new words with meanings in their language without any real
context practice. Working this way, after a short period of time, students may find out that
this does not satisfy them. With the aim to investigate into the students’ motivation, a study
was conducted focusing on finding out the motivation of the 10 form students at Phan
Dang Luu High School when learning vocabulary in the pre-stages of a skills lesson with
the use of language games. A simple questionnaire survey was used to get the information.
The main findings showed that the students’ motivation was not very high. More attention
needs to be paid to the choice and organization of games in order to help increase their
motivation in learning vocabulary when using games. The findings would be useful to the
teachers of English concerned.

Keywords: use of games, teaching and learning vocabulary, learning motivation,
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TiM HIEU VE DONG CO HOC TAP CUA HOC SINH TRUNG HOC PHO THONG
TRONG VIEC HOC TU VUNG TIENG ANH VGI CAC TRO CHOI NGON NGU

TOM TAT: Hoc sinh Viét Nam thuong cam thdy nham chén trong cac bai hoc
tir vung va nghi dén viéc hoc mot danh sach céc tir méi c6 nghia trong ngdn ngit ciia
minh ma khéng can thuc hanh ngit canh thuc té. Lam viéc theo cach nay, sau mdt

thoi gian ngin, hoc sinh c¢6 thé nhan ra riang diéu nay khong 1am ho hai long. Véi
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muc dich tim hiéu dong co hoc tap cua hoc sinh, mot nghién ctru dugce thuc hién tap

trung tim hiéu dong co hoc tap tir vung ciia hoc sinh 16p 10 truong THPT Phan Pang

Luu & giai doan dau cta gid hoc k§ ning thong qua trd choi ngdn ngir. Mot bang cu

hoi khao sat don gian di dugc st dung dé tim hiéu thong tin. Két qua chinh cho thay

htrng thu hoc tap cua hoc sinh chua cao. Can chu y hon nira dén viéc lya chon va to

chtrc tro choi nham gitp cic em ting dong co hoc tir vung khi st dung tro choi.

Nhitng phét hién nay s& hitu ich cho cac gido vién tiéng Anh quan tam.

Twr khéa: st dung tro choi, day va hoc tir vung, dong co hoc tap, hoc tir vung

tiéng Anh

1. INTRODUCTION

Nowadays, English has become an
international language and it plays an
important role as an international means of
communication and trade of human
society. Therefore, teaching and learning
English have become more and more
popular in many countries. It is also
acknowledged that vocabulary is an
important part of language learning in

general, and in English learning in
particular.

However, if learners do not
understand a sizable portion of

vocabulary in the language that they are
reading or hearing, then this language is
not comprehensible and therefore can
not be useful for acquisition. Many argue
that vocabulary is one of the most
important components in learning a
foreign language.

Even though most Vietnamese

students realize the importance of
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vocabulary when learning a foreign

language, they learn vocabulary
passively. They depend much on
teachers’ pronunciation and explanation.
Some students may require teachers to
give meaning and grammatical function
for words that they are not familiar. They
just wait for teachers who control the
lesson to provide new forms of words
when they write those words in their

notebook or complete their exercises.

The students’ motivation is really
important in learning. The more they are
interested and involved in the learning
task, the better the learning outcomes.
With the above aims, the study was to
find out the answer to the following
question: How were the 10" form
students at Phan Dang Luu High School
motivated in learning vocabulary with
the use of language games? What are
some effective ways to help increase
their motivation in learning vocabulary
when using games?
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2. LITERATURE REVIEW

2.1. Using games in teaching and

learning vocabulary
2.1.1. Definition of games

According to Salen & Zimmerman
(2003), “a game is a system in which
players engage in an artificial conflict,
defined by rules, that results in a
quantifiable outcome.” However, not all
the games result in a quantifiable
outcome. When we conduct a game, it
may lead to some other unexpected
outcomes and sometimes, it is difficult to
specify all the results that the game is

likely to create.

Costikyan (1994) pointed out that
“a game is a form of art in which
participants, termed players, make
decisions in order to manage resources
through game tokens in the pursuit of a
goal”. Yet, it is not always that game is
considered as art; it is different from art
with the

expression while game is more involved

as art is more concerned

activities, conflict or opposition.

Wittgenstein (2002) demonstrated
that the elements of games, such as play,
all fail to
adequately define what the games are. In
his

contained by any single definition, but

rules, and competition,

“game could not be

opinion,

that games must be looked at as a series
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of definitions that share a “family

resemblance” to another.”

In short, there are many different
opinions about the definition of game in
fact, but all the games share the same
components which are goals, rules,
challenge and interaction. They involved
mental or physical stimulation and often
both help develop practical skills. Games
are distinct from work, which is usually
carried out for remuneration, and from
art, which is more concerned with the
expression of ideas. However, there is
only a thin line of difference between
them and many games are considered to

be work or art.

2.1.2.

in education

The importance of game

There is a common perception
that all learning should be serious and
solemn in nature and that if one is
having fun and there is hilarity and
laughter, then it is not really learning.
This is a misconception. It is possible
to learn a language as well as enjoy
oneself at the same time. Learning
should be fun. All students learn faster
and retain more when they are
engaged, involved and having fun.
Carefully selected games can have a
positive impact in students’ learning.
(2003),

“games which develop the tasks within

According to McFarlane



that there 1s a clear

progression overall are valued more

them so

highly, as are games where the level of
challenge can be adapted for students
of different ability level”. By this way,
games help develop the team work,
debating ability and ideal exchanging
between members in team or between
different teams. Moreover, playing
games helps create the funny and
friendly atmosphere within the class.

Ersor (2000) also affirmed that
“Language learning is a hard task which
can sometimes be frustrating. Constant
effort is required to understand, produce
and manipulate the target language.
Well-chosen games are invaluable as
they give students a break and at the
same time allow students to practice
language skills.” Games are highly
motivating as they are amusing and at the
same time challenging. Moreover, they
employ meaningful and useful language
in real context. They also encourage and
increase cooperation. Also, games can be
used to give in all language skills and be
used to practice

many types of

communication.

Nguyen Thi Thanh Huyen and
Khuat Thi Thu Nga (2003) indicate that
students tend to learn and retain new
vocabulary better, when it is applied in a
like playing

relaxed environment

vocabulary games. Lightbown and
Spada (1999) also stress the importance

of motivation and

emphasize that the principal way
that teachers can influence learners’
motivation is by making the classroom a
which
students are stimulated, (and) engaged in
(the)activities. Muna A. Al-Shawi (2014)

points out that using games to practice

supportive  environment  in

vocabulary improves learners’ ability to
memorize the words effectively. Games
provide comprehensible input while
learners interact in the group and
allowing students to clarify the meanings

of the words.

2.2. Motivation in a language

lesson
2.2.1. Definition of motivation

According to the Wikipedia,
“Motivation is the active or energization
of goal-oriented behaviour”. Motivation
may be rooted in the basic need to
minimize physical pain and maximize
pleasure, or it may include specific needs
such as eating and resting, or a desired
object, hobby, goal, state of being, ideal,
or it may be attribute to less-apparent
reasons such as altruism, selfishness,

morality, or avoiding mortality.

According to Nguyen Ngoc Thao

(2001), motivation is called reason or
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aim to boost the action to get success. We
also offer the following “dictionary
definition” drawn from a number of
different sources: “Motivation is the
extent to which you make choices about
goals to pursue and the effort you will

devote to that pursuit.” (Brown: 1994)

A simple definition of motivation
is the ability to change behavior. It is a
drive that compels one to act because
human behavior is directed toward
some goal. Motivation is “intrinsic”
(internal); it comes from within based
on personal interest, desires, and need
fulfillment.

(external) factors such as rewards,

for However, extrinsic
praise, and promotion also influence

motivation.

A person’s motivation can also be
defined as “a combination of desire and
energy directed at achieving a goal.”
Therefore, influencing  someone’s
motivation means getting them to want

to do what you know must be done.

Crookes and Schmidt (1991) define
motivation in terms of students’ interest
in and enthusiasm for the materials and
activities used in class, their persistence
with the learning task as indicated by
levels of concentration and enjoyment.
Learning is only effective if students

enjoy activities and work hard.
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From what have been mentioned,
Crookes and Schmidt’s definition is
chosen to use in this research because of
the two reasons. First, it is directly related
to the process of teaching and learning a
language which emphasizes the important
roles of students. Theoretically, when
students are interested in the activities and
are persistent with the learning tasks, they
will get better results in learning. Second,
it is similar to what would be studied in
the research project that the researcher
wants to examine the students’ interest,
satisfaction and concentration on eliciting
activities in class, so the working
definition in the thesis is: motivation is
students’ interest, satisfaction, attention
or levels of concentration, their effort and
persistence with the learning task as well
as the challenge of the activities
conducted by teachers. The definition is
very important because it will guide the
researcher to design a questionnaire
survey to get the information about the
students’ learning motivation in the

research.

2.2.2.

motivation

The importance  of

Most motivation theorists assume

that motivation is involved in the
performance of all learned responses,
that 1s, a learned behavior will not occur

unless it is energized. The major question



among psychologists, in general, is
whether motivation is a primary or
secondary influence on behavior. That is,

are changes in behavior better explained

by principles of
environmental/ecological  influences,
perception, memory, cognitive
development, emotion, explanatory

style, or personality or are concepts

unique to motivation more pertinent.

The importance of motivation is
important for most people in everyday
situations. Universities and
organizations and schools always make
sure that their students and employees
are always motivated to carry out their

work to the best of their ability.

Nguyen Quoc Hung (2004)
indicates the learning attitude that
mostly, the bad effect of a class period
doesn’t depend on the technique and
enthusiasm on class of the teacher but

mainly the learning attitude of students.

Motivation is perhaps the most
crucial element of a child’s education.
Brown (1994), an
academically motivated student is a child

According to

that “wants to learn, likes learning-
related activities, and believes school is
important”. Thus, a motivated student
and a smart student are not categorically
While the

equivalent. correlation

between intelligence and achievement is
higher than the correlation between
achievement and any other factor, the

relationship is not perfect.
3. METHODOLOGY

3.1. Description 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.
instruments

Description  of  data

Basing on Crookes and Schmidt
(1991)’s definition of motivation in
terms of students’ interest and
enthusiasm for activities used in class,
their persistence with the learning task as

indicated by levels of concentration and
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enjoyment. A simple questionnaire was
designed for the students consisting of 7
questions, which sought information
about the students’

using games in learning vocabulary.

motivation when

The first collected

information about how the students got

question

involved in the learning tasks. The
second and fourth questions sought
information about the level of students’
concentration and attention on the
learning task. The third and fifth
questions gathered information about
the
activities. The sixth question aimed at

how students were enjoying

getting information about the challenge
of the games used. The last question
about  the

collected information

interaction between students in English

lesson when games are used.
4. RESULT AND DISCUSSION

the students’
involvement, as can be seen from chart
1, half of the students (50%) were very

much involved in learning task when

Regarding to

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.

10% 2%

50%
38%

3 Very involved
B Quite involved
O Not very involved
O Not involved at all

Chart 1: Students’ involvement in learning vocabul ary when games are used

The result from question 2 shown in
chart 2 is rather similar to the answer in
question 1. The students who were
involved in learning task concentrated a lot
on the activities held (48%). Nevertheless,
the students not involved in learning task
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had low concentration (2%). Language
learning is hard work. Effort is required at
every moment and must be maintained
over a long period of time. Games need to
encourage as many learners as possible to

sustain their interest and work.



50% 1

45% 1

40% A

35% 1

30% 1

25% 1

20% 1

15% -
10% 1
5% 1
0% -

SOUUUNNNNN

High

Quite high  Not very high

Low

Chart 2: Students’ concentration on learning vocabulary when games are used

With regard to the students’ 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
that

vocabulary were not very interesting, that’s

found learning and teaching

students could not

concentrate on the learning task during the

the reason why

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.

2%

8%

30%

O Very much

B A bit

O Not very much
O No

60%

Chart 3: Students’ attention during the lesson

the
enjoyment, as shown in chart 4, about

In terms of students’

half of the students said they liked the
games used very much (50%). The

games helped them remember the
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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.

60%

50%

50%

40%
40%

30%

20%

10%

10%

0%

0% T
Very much

Quite enjoy  Not very much Not enjoy at all

T T

Chart 4: Students’ enjoyment in the activitiesin 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.

5%0%
35%

O Very interesting
B Quite interesting
O Not very interesting
O Not interesting at all

60%

Chart 5: Students’ appreciation about the interest of games used

With the

appreciation of the games’ challenge, it

regard to students’
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can be seen from chart 6, nearly 50% of

the students thought that games used were



very challenging. Only 5% found them not
very challenging. It is clear that the
challenge of games used play a very
important role in increasing the motivation
of students. If the games used were not
challenging, the application would be a

waste of time and effort. Nevertheless,

students found that games used were
appropriate and challenging means that
they were willing to take part in these
activities. From the positive results of
question 5 and 6, we can easily recognize
that students have been much more

motivated when learning vocabulary.

NARRRT

Very Quite Not very Nt f
; : > |challenging
challenging |challenging |challenging e
B Series1 50% 45% 5% 09

Chart 6: Students” appreciation of the games’ challenge

the students’

interaction when games are used, as

Regarding

we can see from the chart 7, 60% of the
students being asked had a good
interaction with their partners, other
30% said they were interacting much.
Only 8% found that the games used did

not help very much in interaction

between them. To take part in the
games, all students in groups had to
discuss, co-ordinate and debate; that
the
interaction between members and their

means they have developed
pair-work and group-work ability. The
more the students participate in the

game, the better result they will get.
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8% 0%

30% |
60%

O3 Very much

B Much

O Not very much
O Nothing

Chart 7: Students’ interaction when games are used

It should be noted that almost all
the games used were team-games. The
effectiveness of pair-work and group-
work of most Vietnamese students is not
with  the
application of games, it can improve this

very high. Therefore,
situation. Students have to get familiar
with those activities.

In short, the use of games in the pre
stage of a language skills lesson has
involved the students in the lessons to a
certain level. The students’ concentration,
persistence, enjoyment and interaction in
the research was not as high as expected.
Perhaps, much attention should be paid to
the choice of games and the ways the
teachers organize the activities.

S. RECOMMENDATION AND
CONCLUSION

5.1. Recommendation

There is a wide variety of games that
can be used for educational aims. However,
choosing and preparing games for teaching
and learning English vocabulary is a
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creative process that needs so much
consideration for teachers. The following
are general guidelines to help increase the
level of the students’ motivation:

Firstly, the choice of games is an
important process. A game must be more
than just fun. It means that they must be
designed to serve typical aims and teacher
should exploit them thoroughly. Games
used should also keep all of the students
involved and interested. They should be an
“friendly”
competition between students. Through

effective way to keep
this competition, students will be more
involved in the lesson and be closer to each
other. Moreover, games should give
students a chance to learn, practice, or
view specific language material. This
feature is consistent to the first one. If
games cannot meet this demand, they do
not mean anything; it is merely a way of
should

themselves well to revision exercises

recreation. Games also lend
helping students recall material in a
pleasant, entertaining way. There are a

great number of language games. So,



teachers have a wvariety of choices.
However, in deciding which game to use
in a particular class and which games will
be most appropriate and most successful
with their students, teachers must take into

account the students' characteristics
(Carrier :1990).
Secondly, in teaching and

learning English, games should not be
regarded as a marginal activity filling
in odd moments when the teacher and
class have nothing better to do. They
ought to be at the heart of teaching
foreign language. Therefore, they can
be used at all stages of the lesson. But
teacher must be sure that games
provided are suitable and carefully
organized. Then, before playing a
game, teachers should pay attention to
the number of students, proficiency
level, cultural context, timing,
learning topic and the classroom
setting. All of these factors determine

the effectiveness of games used.

Thirdly,
teacher should explain the task and roles of

before playing games,

students in the games. If the teacher does
not do this, students will feel embarrassed
because they do not know how the games
go and what procedure they have to

5.2. Conclusion

Motivation is perhaps the most
crucial element of a child’s education;

therefore, creating motivation in

follow. So, clear explanation is the first
important factor which determines the
success of the games used.

Fourthly, while games are being used
to serve the learning task, teachers should
have some methods to encourage the
participation of all students, foster them and
cheer with them. Small gifts can be used for
this goal. In reality, using games in
classroom sometimes fails due to the lack
of cooperation among members of class.
Games require all students’ involvement
and they promote friendly competition;
therefore, it is very important that students
have a cooperative attitude.

Fifthly, teachers should not use one
game again and again because students will
feel bored. Teachers should prepare many
different games to use them suitably.

Lastly, when using games, teachers
should have a good control of the
students and must be fair in evaluation of
the students’ The students
usually speak in their mother tongue to

activities.

discuss instead of the language they are
(English).
teachers should make sure that their

learning Consequently,
students are using English during the
process of activities by paying more
attention to their monitoring jobs.

teaching and learning is extremely
important. The application of games
can help to serve this aim because they
are highly motivating and entertaining.
On the basis of these information, the
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researcher has conducted the study
using a questionnaire to find out the
learning motivation of the 10" form
students at Phan Dang Luu School
when teachers used games in English
The

students’

vocabulary learning.
that the

concentration, persistence, enjoyment

study
revealed

and interaction in the research was not
very high. From what has been
studied, the researcher gave some
the

students’ level of motivation in terms

suggestions to help increase

of the choice of games and the ways
the teachers organize the activities.

to be
conducted, the number of students,

Whenever a game is

proficiency level, cultural context,
the
classroom settings are factors that

timing, learning topic, and
should be taken into account. The
researcher hopes that the study will be
beneficial a lot to the teachers in the
English

vocabulary with language games.

teaching and learning
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