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INTRODUCTION 
 

Teaching a foreign or second language such as English is not a 

simple job since as teachers we have to try to meet the different 

needs and interests our students have. When we ask our students 

why they are studying a foreign language, most of them agree that 

it is because they would like to communicate with the world and 

know more about other cultures; likewise, one of the reasons why 

English is taught at schools is because students must be prepared 

to face the new challenges of a globalized world which interacts 

through the use of English as an international language, and also 

we all can see that if we want to access to up-to-date information 

or study in the best universities in the world, we will be required to 

understand and communicate in English  (Orientaciones para el 

Trabajo Pedagógico del Área de Inglés, 2010, p.6)
1
. So we can 

deduce that one of the aims most people have when learning a 

foreign language is to communicate in a verbal or nonverbal way, 

depending on their needs, and that will be possible if we count on 

a good range of vocabulary, or else it will be hard to get that deed. 

This means that it does not matter how much we may know about 

grammatical structures, whose learning is not less indispensable 

since they are necessary, what really makes the message of what 

we want to communicate is the vocabulary we are using. If we do 

not have a large range of vocabulary, our message will not be 

expressed correctly. And now the question would be, How many 

                                                           
1 Orientaciones para el Trabajo Pedagógico del Área de Inglés (2010): Ministerio de 

Educación, retrieved 01 14, 2016.  
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words do we really need to know? According to Thornbury 

(2004)
2
 a native speaker who has received education probably 

knows around 20,000 words or word families. However he 

continues and mentions that the average native speaker uses 

around 2, 000 words in their daily conversation, but that many 

researchers recommend having at least a basic vocabulary 

which consists of 3, 000 word families, this depending 

obviously on the needs the person learning a foreign language 

has. People with more specialized needs will probably need to 

know over 5, 000 word families, amount of words required to 

pass the First Certificate Examination, for example. So these 

are some of the reasons why an increase of our vocabulary is 

relevant. 

Based on the reality we could observe in Americana Adventist 

School of Juliaca city, the vocabulary taught to students in 

previous years were not easily remembered by them because the 

way they had been taught was not significant enough to make them 

memorable ones and this provoked a certain grade of difficulty for 

the students to use them and as a consequence the interaction 

among students and the teacher of English was not easy. 

Due to these difficulties, we formulated the following question; 

can the use of language games optimize the level of vocabulary of 

English in the students of 3rd year of primary school of 

Americana Adventist School, Juliaca 2014? 

The  objective  of  the  current  research  is  to  optimize  the  

level  of  vocabulary of the students, that is to help them make 

the vocabulary they are learning more memorable so they can be 

able to remember them when they encounter them, and  in  order 

to  achieve that  objective, scientific information was used which 

helped us answer our question. The current investigation work 

focuses on the use of some existing and popular games, which 

were applied in our reality, that is, in Juliaca city, specifically in 

America Adventist School with students of 3rdyear of primary 

school and then we evaluated the achieved results.  

In order to know the results of the application of these games, we 

                                                           
2
Thornbury, S (2004): How to teach vocabulary, Harlow: Longman 
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used the technique of the exam, with its instrument the knowledge 

test. This consisted of a pre-test and a post-test, which were used 

in two groups: one experimental group and another one of control. 

The submission of these tests let us compare the final results after 

the application of the games in one of the groups (experimental 

group) and the traditional teaching in the other one (control group), 

where the use of games was obviously not applied. The 

contribution of our investigation for the teaching of a second 

language is in optimizing the level of vocabulary of English 

through the use of language games. After the submission of the 

games in our students, they will be able to deduce the name of the 

objects/events, recognize the name of the objects/events, interpret 

the objects/events and discriminate the meaning of the 

objects/events and also they will be able to use the new 

vocabulary in the oral and written production of texts. This way 

the students will stay no more as passive subjects in their process 

of learning, just sitting, listening to, repeating and copying what the 

teachers asks them to; on the contrary, they will be able to move, 

do and use the new vocabulary they are learning without being 

afraid of not knowing what to say or limit themselves from 

communicating because of their level of vocabulary. 

From this appreciation, we consider that the level of vocabulary is 

worth being paid very close attention by teachers and the students 

themselves, since through it; they will improve the communicative 

process. 

The current work has been structured on the basis of four chapters. 

In the first chapter the formulation of the problem, hypothesis, 

objectives, justification of the investigation, limitations of the 

investigation, antecedents of the investigation are considered. In 

the second chapter, the theoretical framework is presented 

supported by various authors. In the third chapter, we will find the 

methodology of the investigation, which consists of the 

investigation type, design of the investigation, population and 

study sample, variables and techniques and instruments for 

gathering of data. In the fourth chapter, we will find the discussion 

of results. Finally importantly, conclusions, recommendations, 

reference and the correspondent appendixes are established. 
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The implementation of this study let us know and propose a new 

way of making our students improve their level of vocabulary 

through already existing and popular games but which many times 

are not considered by us, the teachers. Likewise, this work let us 

gain more experience within the field of investigation. 
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CHAPTER I 

INVESTIGATION OUTLINE 
 

1.1. Formulation of the problem 

Every language is formed by a great number of words. Every language is 
born from words and the creation of new words never finishes as its 

acquisition never finishes either (Thornbury, 2004, p.1)
3
. Even in our 

language, we are constantly learning new words and meanings. 

However, not all these words are needed. There are words we need just 

to understand when we read or listen to, and there are words we need in 
order to use them in our daily communication. 

The group of words is denominated vocabulary and its size plays a very 

important role in communication, especially in the spontaneous 

expression of ideas. Its value is really relevant in the learning of a 

second language because it allows fluency in oral and written 

communication and the creation of rich lexical messages. 

In past years, the way in which vocabulary teaching was perceived was 

poor since it was believed that the learning of grammatical structures 

was the most important aspect to learn a foreign language and that 

vocabulary was a part of it. However, the teaching of vocabulary has 

recently arisen a great interest since its level makes communication 

effective, being this oral or written, as it was defined by the linguist 

David Wilkins “If you dedicate time to the study of grammar, your 

English will not improve much. You will see better progress if you 

learn more words and expressions. You can say little 

 
 

3 Thornbury, S (2004): How to teach vocabulary, Harlow: Longman
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with grammar, but you can say a lot with words.” (Thornbury, 2004, 

p. 13)
4 

According to what was mentioned above, it can be understood that 

having a good level of vocabulary is essential because it allows the 

person to express his/her ideas without constraint. 

During the monitoring of English lessons in Primary Education 

Level; it has been observed that there exists a significant lack of 

vocabulary in English in the students. The lack of vocabulary is 

characterized by some signs that students show in the classroom. In 

most opportunities when students are asked about the name of an 

item in the target language, they tend to use their mother tongue 

because of a lack of knowledge of the word in the foreign language; 

or they simply stay silent because they do not know or do not 

remember the word in English. 

Another perceived aspect is that students do not discriminate words 

correctly as they do not know their meanings and many times they 

get confused with words that have a similar spelling or sound; this 

deficiency in the discrimination of words makes the students use 

wrong terms which makes the sense of the message distorted. Also, 

the students have some difficulties when recognizing objects 

around them, elements or topics that include simple vocabulary such 

as the parts of the body, numbers, the alphabet, school supplies, 

among others. And what is most noticeable is that students cannot 

answer questions, showing thus insecurity at the time of responding; 

and this is because they are real beginners as they have heard little 

English in their previous academic years of study. 

These were the reasons that took us to constitute the lack of 
vocabulary in one of the greatest limitations for the effective and 

efficient communication among students. There is really a great 
need to nourish the vocabulary of our students so they can be able to 

express fluently as we believe it is the basis for good 

communication; vocabulary learning plays a major role in English 
language learner’s success (Alemi, n.d., p.1)

5

                                                           
4 Thornbury, S (2004): How to teach vocabulary, Harlow: Longman

  
5 Alemi , M (n.d.): “The impact of word games on expanding learner’s vocabulary 
knowledge”. Tehran, Iran: Sharif University of Technology, retrieved 08 26, 2014 
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The reasons why this happens can depend on several factors, but we 

consider that the most influential factor is the way vocabulary 
is taught. As specialists in the teaching of a foreign language, we 

have the responsibility for contributing to the significant learning of 

vocabulary, not just as knowledge but as something that must be 
present in students’ real life. And the ways to get to that goal can 

be achieved through different activities that can include songs, craft 
activities, drills, games, and others. However, from all these we 

consider that a technique that can help students learn in a fun and 
active way is through language games and this especially works with 

children who, because of their age, like to participate in class by 
doing. For many teachers, the use of new ways of teaching vocabulary 

is something that has been put away and most of them state that using 

games takes a lot of time, time that can be used for a better purpose, but 
Nicholson and Williams point out that “The games are a form of 

teaching which may be used in circumstances where ordinary 
approaches are not well tolerated; when attention is hard to get and 

harder to keep” Alemi (n.d, p.2)
6
. This lets us think that the idea 

most of the teachers have in relation to the use of games as a time 

waste activity in the classroom is not at all negative since the 
advantages they provide for the students are significant in terms of 

learning and fun, because that should be the idea of an English 

lesson, a moment where you learn by having fun; so the use of 
language games can be used as a means of encouraging students to 

learn actively and be more engaged with their process of learning. That 
is why the following questions were formulated: 

1.1.1. General question 

Can the use of language games increase the level of vocabulary in 

English in the students of 3rd year of primary school of Americana 

Adventist School, Juliaca 2014? 

1.1.2. Specific questions 

What level of vocabulary in English do students in the control group 

and the experimental group have before the application of the 

language games? 

                                                           
6 Alemi , M (n.d.): “The impact of word games on expanding learner’s vocabulary 
knowledge”. Tehran, Iran: Sharif University of Technology, retrieved 08 26, 2014 
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What level of vocabulary in English do students in the control group 

in comparison to the experimental group have after the application 

of the language games? 

 

1.2. Hypothesis 

1.2.1. General hypothesis 
H0: The use of language games cannot increase significantly the 

level of vocabulary in English in the students of 3rd year of primary 

school of Americana Adventist School, Juliaca 2014. 

H1: The use of language games can increase significantly the level 

of vocabulary in English in the students of 3rd year of primary 

school of Americana Adventist School, Juliaca 2014. 

1.2.2. Specific hypothesis 

The level of vocabulary in English students in the control group and 

the experimental group have before the application of the language 

games is low. 

The level of vocabulary in English students in the control group 

have is low in comparison to the experimental group whose level is 

good after the application of the language games. 

 

1.3. Delimitation of the objectives 

1.3.1. General objective 
To increase the level of vocabulary in English in the students of 3rd 

year of primary school of Americana Adventist School, Juliaca 

2014. 

1.3.2. Specific objectives. 

To establish the level of vocabulary in English that students in the 

control group and the experimental group have before the 

application of the language games. 

To compare the result of the application of the language games in 

the level of vocabulary in English that the control group and 

experimental group have. 

 

1.4. Justification of the investigation. 

The current investigation has as its main characteristic the 

application of language games in order to leave behind the 

traditional methodology in the teaching of vocabulary and to 
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promote a new one in our teaching context within the area of 

English, reaching an improvement in the level of vocabulary of the 

students so they can communicate freely without any limitations. 

Through this research students are expected to have a better 

participation in the proposed activities in class through the 

application of these games directed to the teaching of vocabulary 

since these will increase the didactic activities of the teacher, and 

therefore, they will keep the students motivated permanently and 

interested in their learning process. 

And finally, this investigation seeks to offer the student a creative, 

optimal and adequate study environment and leave the passiveness 

of the traditional learning behind; that is, to make of the classroom a 

space where the student can learn by doing. 

The reason that led us to investigate is to solve the problem of the 

level of vocabulary in the students through the application of 

language games. 

The proposal, result of the investigation, will develop the level of 

vocabulary in English and motivate the teacher to continue looking for 

new strategies to help and guide students in their learning process. 

 

1.5. Limitations of the investigation 

The current investigation was limited by some factors which were 

external and out of the hands of researcher. The most important was 

that the researcher did not have the group of students required to 

apply the proposed games. She worked with groups of 7 to 9 

students, so she contacted another teacher of English in primary 

school and worked together in the investigation. Another limitation 

that arose from this was that the principal of the school asked the 

researcher to observe the way the games were applied in the 

experimental group but not to participate due to the parents’ 

complaint because the school is private. Anniversary of the school 

and a great convention was carried out in the school, so, some 

classes were missed. 

The use of up-to-date books was not enough; just some authors refer 

to this topic. 
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1.6. Antecedents of the investigation 

Joklová (2009) developed her thesis titled “Using pictures in 

teaching vocabulary.” This work studied the importance of teaching 

vocabulary in a globalized world where vocabulary is the 

cornerstone of a well- functioning mental lexicon and that no 

student can possibly engage in meaningful active communication if 

their vocabulary is poor.   She highlighted the importance of the use 

of pictures, especially when working with children, since they 

represent the vocabulary that the teacher wants the students to learn 

and also they make that vocabulary more memorable. After doing 

her research, the investigator concluded that pictures do have an 

impact on students’ motivation and interest. Likewise, using pictures 

is useful for the learning of vocabulary because through them, the 

teacher can demonstrate the meaning of the words to be studied in 

class, but more important is to use them meaningfully so the words 

can be understood and retained. The effect produced by using 

pictures can even be amplified if they are combined with other tools 

such as songs, drills, games or any other activity such as 

competitions and puzzles, for example. The study done by this 

investigator also agrees with the idea that in order to have a good 

communication, using the language that is being learnt, it is 

necessary to pay more attention to the way we teach vocabulary, the 

basis for producing oral or written texts. (Joklová, 2009, p.47-48)
7
 

Mukoroli (2011)
8  developed his thesis titled “Effective vocabulary 

teaching strategies for the English for academic purposes ESL 

classroom.” This work studied how vocabulary is learnt, what the best 

practices in vocabulary teaching are and what challenges can be 

experienced within the English for Academic Purposes and the 

possible solutions. The results showed that the use of new 

vocabulary teaching strategies has their advantages and 

disadvantages and that it is our responsibility as teachers of English 

to implement vocabulary teaching strategies that will expedite the 

learning process of our learners. The author is aware that the level of 

                                                           
7
 Joklová, K. (2009): Using pictures in teaching vocabulary, Licentiate thesis, Czech 

Republic: Masaryk University. 
8 Mukoroli, J. (2011): Effective vocabulary teaching strategies for the English, Master 

Thesis, Brattleboro: SIT Graduate Institute. 
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proficiency of the class determines how the teacher will implement 

specific teaching strategies, since based on the reality of each group 

of students; the teacher will be able to implement a different 

vocabulary teaching strategy. Through this study, the investigator is 

convinced that in order to get an effective and significant learning of 

vocabulary in our students, it is important to implement vocabulary 

teaching strategies, that is, not to get conformed with the traditional 

passive way of teaching vocabulary where the students stayed sitting, 

listening to, repeating and copying what the teacher said, but to create 

or to do something new in class that can motivate our students learn 

significantly.  

Taheri (2014) in his article “The effect of using language games 

on vocabulary retention of Iranian elementary EFL learners” studied 

the effect of language games and the retention of learned vocabulary 

in two groups of sixteen students. He applied the treatment of the 

use of language games to the experimental group and the control 

group continued with the traditional method which included drills, 

definitions, rehearsing, writing words, synonyms, antonyms, doing 

fill-in-the-blanks, etc. In order to determine at what scale the 

students could retain the vocabulary taught in both groups, he 

administered the post tests in three moments: the first posttest 

after four weeks (one session per week), the second posttest after 

two weeks, and the third posttest after four weeks from the second 

one. The conclusion he got was that the effect of the game-like 

activities was more significant in the delayed time than in the 

immediate one. In this respect, he states,  

The results revealed that the vocabulary knowledge of both 

groups improved after four sessions of instruction and although 

the improvement in the experimental group was higher than the 

control group, the difference between the two groups was not 

very significant. From the results of the delayed posttests, it can 

be seen that the vocabulary knowledge of both groups decreased 

from posttest 1 to posttest 2 and 3 but the decrease was greater in 

the control group, which means that the participants in the 

experimental group were able to recall the vocabulary more than 
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the control group over time. (Taheri, 2014)
9
 

This work is clear in the results obtained. The use of language 

games allowed the experimental group to retain more words than the 

control group and this showed that by using the games, we can 

make the teaching of vocabulary more effective and memorable in 

our students’ mind. 

Alemi (n.d.) in her article “The impact of word games on expanding 

learner’s vocabulary knowledge” described the importance of the 

retention of vocabulary and she investigated the role of using word 

games in expanding the learner’s vocabulary. The investigator 

explains the way she conducted the experiment,  

In so doing, an experiment using five word games, named 

Twenty Questions, Charades, Definition Game’s, Passwords, and 

Crossword Puzzles respectively was conducted. The participants 

were selected randomly from a male/ female group of third- 

grade junior high school students studying at a private school. 

First, a standardized test was administered to 100 students out of 

which 60 almost homogeneous students were selected and 

randomly divided into two groups: experimental and control. 

Both groups were taught words using traditional methods, 

however, the experimental group received word games as a 

treatment at the end of each session. Finally, a vocabulary test 

was administered to both groups to determine the differences 

between them. The score obtained from the groups were 

compared through independent t-test. The calculated t exceeded 

the t critical value, confirming the positive effect of word games 

on expanding learners’ vocabulary. (Alemi, n.d., p.1)
10

 

This is another investigation which shows the effectiveness of using 

games in students’ vocabulary, and like the previous investigation, 

the investigator concluded on the hypothesis that using games in 

classes helps students capture more words. 

                                                           
9 

Taheri, M. (2014): “The effect of using language games on vocabulary retention of 

Iranian elementary EFL learners”, Journal of Language Teaching and Research, 5:544-

549 
10

 Alemi, M (n.d.): “The impact of word games on expanding learner’s vocabulary 

knowledge”. Tehran, Iran: Sharif University of Technology, retrieved 08 26, 2014 



13 

 

 

 
 
 
 
 
 
 
 
 
 

CHAPTER II  

THEORETICAL FRAMEWORK 
 

The scientific theoretical fundamentals that support the current research 

are about language games and vocabulary in English. 

 

2.1. Method 
From the etymological point of view, the word method indicates the 
“path to get to an aim.” To use a method to do something means to 
work in an organized and calculated way to achieve some predicted 
objectives, or what is the same, to direct our activity towards a 
predicted aim following a determined order and disposition. 

According to what was mentioned, method could be defined as the 

rational organization and the practice of phases or moments in 

which the teaching techniques are organized to direct students’ 

learning towards the expected results. Likewise, it could be said that 

a method consists of proceeding in an ordered and intelligent way to 

get the knowledge increase, its transmission or the integral 

formation of the person. 

As we can notice the term method is defined as it generally is 

known in different fields, especially in the investigation field. 

However, in this research we will analyze it from the teaching-

learning perspective. A method comprises both “principles” and 

“techniques” (Larsen-Freeman, 1998)
11

. The principles involve five 

aspects of second or foreign language teaching; the teacher, the 

                                                           
11

 Larsen-Freeman, D. (1999): Techniques and principles in language 

teaching, Brattleboro: Oxford University Press. 
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learner, the teaching process, the learning process, and the target 

language/culture. All of these represent the theoretical framework 

(principles) of the method. 

On the other hand, the techniques are the behavioral manifestation 

of the principles; that is, the classroom activities and procedures 

derived from the application of the principles. So we can deduce that 

a technique may be associated with more than one method. If two 

methods share some principles, then techniques which are the 

application of these principles could be appropriate for both methods, 

but if there are no shared principles, a particular technique may be 

compatible with more than one method, depending on the way it is 

used. This lets to know that there is no necessary one to-one 

correspondence between technique and method. 

 

2.2. Traditional methods for teaching English 

2.2.1. Grammar translation method 

The grammar translation method, known also as the classical 

method, is a method derived from the classical method of Greek 

teaching. This method requires students to translate complete texts, 

word by word and that memorize a great number of grammatical 

rules and long vocabulary lists. The objective of this method is to 

make students able to read and translate texts literally. 

2.2.2. Direct method 

It is also called natural method. It is a method for the teaching of a 

foreign language abstaining from using student’s mother tongue and 

just using the new language. This method includes much oral 

interaction and spontaneous uses of the new language; there is no 

translation between the mother tongue and the second language; 

there is little or almost nothing of analysis about grammatical rules. 

2.2.3. Audio-lingual method 

This method is based on the principles of behavior of psychology 

and has adopted many principles and procedures of the direct 

method, in part as a reaction of a lack of skills for reading. 

The material is presented in form of a dialogue; the method 

promotes the dependency on imitation and the memorization of 

phrases. The content is taught one at a time, there is a sequence 

which includes a series of activities which are taught through 
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repetitive exercises. 

2.2.4. Silent way 

The creator of this method was Caleb Gattegno who was interested 

in a humanistic approach for the education. This method is 

characterized for its solving problem approach, for its use of 

concrete materials which helps learning and for its intention of 

making students discover or create more than to repeat or remember 

what is learnt. 

The silent way method consists of learning for discovery whose 

main objective is to develop students’ independence, autonomy and 

responsibility. Likewise in this method students help each other to 

solve a problem. Vocabulary is taught by using drawings and some 

pieces of paper which are stuck on the walls. The teacher is a 

motivator, his/her behavior is distant; just students interact and 

discover by themselves the information to be learnt. 

2.2.5. Total physical response 

This method was created by James Asher. Its basis is that learning is 

facilitated when what is learnt is motivated with physical activity. 

The creator mentions that in order to learn a new language, students 

must first listen to the information in the foreign language and then 

it must be followed by physical responses such as acting or a 

performance of what was heard. Another characteristic is to have a 

classroom where the environment is positive and does not provoke 

anxiety or nervousness in the students. 

The idea of this method is to make students respond with physical 

activities; what are commonly used are the commands and some 

simple questions that allow students respond adequately. Then some 

requests of certain complexity will be followed. 

As the previous methods, this one also has its limitations since it is 

good for the beginners but for the ones who advance in level is not 

very appropriate. 

2.2.6. Natural approach 

This method was created by Stephen Krashen and Terrel. They 

mention that learning is facilitated when the learning sources are 

part of our daily life: conversations, listening to music, go shopping, 

among others. Natural approach consists of three stages: 
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 Pre-production: development of comprehension skills when 

listening to an audio. 

 Production: the student produces something in the foreign 

language, but it has some mistakes. The teacher does not focus on 

the form but on the meaning. 

 Post-production: the student uses the foreign language in more 

complex activities. The teacher focuses on both the form and 

meaning. 

The advantage of this method is that there is a period that lets the 

student understand the new language to then apply it in speaking. 

2.2.7. Communicative language teaching 

This method arises due to the need of offering the student a teaching 

based on promoting his/her communication in real life. 

There are four characteristics of this method: 

 Emphasis on the communicative learning through interaction. 

 The presentation of authentic texts in learning situations. 

 The opportunity to make students focus not only on the new 

language but also on the process of learning itself. 

 A better personal experience of the student as a resource of 

important contribution to the classroom learning. 

These four characteristics complement one another and make of this 

method a path to develop and engage with real life. 

2.2.8. Suggestopedia method 

This method was created by the Bulgarian psychotherapist Georgi 

Lozanov who believed that the techniques of relaxation and 

concentration help the students to use their subconscious resources 

and to retain a great number of vocabulary and structures that they 

have ever thought they could. Georgi Lozanov believed that learning 

a language can be done in a fast rhythm of what is commonly 

thought. The motive of the inefficiency of learning another language 

is that many people put barriers in the mind at the moment of 

learning, and this can be due to the fear of making mistakes, the 

shame one may feel if others mock or just because the effort done is 

not valued. 

According to Georgi Lozanov cited by Diane Larsen-Freeman 
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(1999, p.72)
12

 we are using from 5% to 19% of our mental capacity, 

therefore our capacity to learn is limited. If we used all our mental 

potential, our capacity to learn would be optimist. In order to make a 

better use of our mental capacity, it is necessary to leave aside those 

limitations and think that everything is possible.  

The outstanding aspects of this method include the “suggestive” 

atmosphere where it takes place, the faint light, baroque music, 

cheerful decorations, comfortable chairs and dramatization 

techniques used by the teacher in the presentation of the material. 

All this has a main objective the complete relaxation of the students 

so they can open their minds to the learning of a language. 

 

2.3. Active learning 

As described previously, it can be noticed that the role played by 

students in their learning started form being very passive to 

becoming almost active. Little by little students have assumed an 

active role in their learning process and this has helped them to 

make of their learning a long-term one to be used in real life. Each 

of the methods mentioned above have tried hard to get students have 

a significant learning. 

The term active learning suggests that students must do more than 

just listen to his/her teacher, they must be engaged in solving 

problems, being themselves the ones participating in their 

knowledge construction. Research  has shown that students learn 

best by doing (Oregon State University, 2005)
13

 if learners are 

involved in their learning process actively and the teacher uses a 

variety of tools and techniques, then the learning experience will be 

good. Learning by doing has become now a basic concept for all 

teachers, schools, institutions, and others whose aim is to get 

students retain and learn knowledge significantly. 

Sarva Shiksha Abhiyan, T. (2008, p.9)
14

 mentions that “strategies 
                                                           
12 Larsen-Freeman, D. (1999): Techniques and principles in language teaching, 

Brattleboro: Oxford University Press. 
13

 Oregon State University (2005): Active teaching-Active learning Teaching techniques 

and tools, 4-H Club Leaders' handbook, 20. 
14 Sarva, T. (Ed) (2008): Active learning methodology. Chennai, India: The Chennai 

 Education Centre 
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promoting activities that involve students in doing things and 

thinking about what they are doing may be called active learning.”   

Within this context, it is proposed that strategies promoting active 

learning are to be defined as instructional activities involving 

students in doing things and thinking about what they are doing. 

2.3.1. Active learning techniques 

The active learning techniques are the characteristic ways for 

learning at present. They have arisen as a reaction against the 

exaggerated memorization of the traditional school which is 

characterized by the students’ passiveness, the suffocating 

dogmatism and the lack of freedom of students’ action. 

It can be said that through the active learning techniques the 

knowledge of the bio-psycho-cognitive motor development of the 

student is produced, in which through games, experimentation, 

personal interest, students participate intensely in their own 

formation, giving place for the self- discovery, group work, 

interaction and the shared responsibility. 

2.3.2. Games in EFL classrooms 

“Through games children experiment, discover and interact with 

their environment.” (Lewis & Bedson, 1999, p.5)
15

 It is well known 

that playing games forms a part of growing up and learning, playing 

them is fun and students, especially children, love them; so this is a 

strong argument for using them as part of the lessons. If as teachers, 

we do not include the games in our lessons, it would mean to 

withhold from the children an essential tool for understanding their 

world, a world in which as language teachers, we have to enlarge 

through the experience of a foreign language. The use of games in 

our lessons increases motivation for learning and make of it a 

memorable process. Let us remember that for many students, 

learning a foreign language is not easy and many times they 

surrender at trying it, so games will become the key motivational 

factor since they will make the foreign language useful to the 

students. 

                                                           
15 Lewis, G., and Bedson, G. (1999): Games for Children, Oxford: Oxford University 

Press. 
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2.3.3. Language games 

Language games differ from other activities (craft activities, songs, 

drills, etc.) in the idea that there is the presence of a visible set of 

rules which guide the students’ actions and that they are a strategy 

for which students apply the language skills. 

Language games can be competitive. Students can compete against 

one another or they can use their language skills strategically in co-

operative games, where they form groups to work together and 

achieve a goal. 

The use of language games helps students challenge their analytical 

thought since they must make their decision-making processes 

function. But when working with beginners, the decision-making 

process is reduced to substitution of a single word in a phrase. 

In order for language games to be successful it is necessary to set the 

rules and to define the goal very clearly, but of course, the games 

must be fun. 

2.3.4. Games into the syllabus 

Students would love a lesson based just on games. However, in most 

cases institutions (schools, language institutes or universities) work 

with an accompanying textbook which teachers are required to work 

through over the course of the year. In this aspect, games are used as 

a supplement of these textbooks or they are used as a replacement of 

the activities teachers do not like or feel uncomfortable with. 

It is important to consider in this aspect that many times, the 

textbooks used or the syllabus do not contemplate some important 

aspects of the language to be learnt, so the teacher can use the games 

to fill those gaps and use them as tools to teach them what is 

missing. 

The use of language games serve for different purposes, depending 

on the teacher and students’ needs. According to Lewis & Bedson 

(1999, p.6)
16

, the use of language games can make the planning of 

the lessons easier in the following aspects: 

                                                           
16 Lewis, G., and Bedson, G. (1999): Games for Children, Oxford: Oxford University 

Press. 
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 Insert them into your plan since they can serve as a valuable 

backup. 

 Use them to introduce new material. 

 Practice recently learnt language items. 

 Introduce or practice certain themes. 

 Relax or energize a class. 

 Use them to control the rhythm of your lesson and get a group of 

unmotivated students up and moving around, participating in the 

class and being more receptive to the rest of the lesson. 

Definitely, the pros we find in integrating the language games into 

the syllabus are great because most of the time we get some trouble 

in making our students participate in the class or be receptive the 

whole lesson. 

2.3.5. Rousing and settling games 

It is important to make a difference between the rousing games and 

the settling ones. The rousers are those games that wake a class up. 

The characteristic of these games are that they are movement games 

where students have to compete. An example of these is the 

Guessing game where students are required to speak, but what to 

have to be kept in mind is that after playing these games, students 

may either be settled because of waste of energy or they may be 

excited so much that they can go wild and lose control. 

The settlers, on the other hand, calm down a class. Examples of 

these are the craft activities and games focused on listening or 

writing. But everything will depend on the teacher deciding what 

and how the game will be played. 

2.3.6. Guidelines for using language games 

A.  The game must have a clear learning objective and purpose. 

B.  When working in teams the teacher should assign the students of 

the team. The selection of the students should be fair so each team 

has in its group intellectually balanced students. Random grouping is 

not recommended because students may want to try to pair up with 

the know-it-all or will choose to work with their friends. 

C.  The teacher must explain all necessary procedures and rules 

clearly so all students listen to and understand carefully. 

D.  The teacher must be consistent with the use of time when 

playing the game. He/she must use a timer, if necessary, to make 
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sure everyone has the same amount of time to answer. 

E.  The teacher must always be prepared for unexpected situations. 

He/she should know how the game works because it helps making 

educated and well-thought out decisions. 

F.  The teacher should maintain a non-threatening environment and 

for this he/she needs to set the rules and procedures for the game 

clearly. Many times, when playing games students get emotionally 

excited and may react negatively or have unacceptable behavior, in 

order to avoid that, it is important to state the significance of how to 

treat and talk to others so we cannot hurt to anybody. 

2.3.7. Challenges for using games in a classroom 

A.  Include every student in the game. This is perhaps one of the 

most challenges a teacher has to face when using games. Many 

times, in classes there are shy students who do not involve in the 

activities, but we have to try to get them in so they can also be part 

of the game. 

B.  Examine safety precautions. If the game involves physical 

activity it is important to be sure that the environment where the 

game will be played is safe enough so nobody can be hurt. 

C.  Balance the personality of the students. In every class students 

bring their own personality and it is hard for teachers to balance the 

passive and outgoing students as well as the geniuses and the 

average students because generally the passive students do not 

participate unless it is their turn, and the outgoing students tend to be 

impatient, loud and constantly in motion. 

D.  Control noise. Sometimes playing games involve noise because 

of the competition environment and the desire of winning of the 

students, and many times this situation disturbs other classrooms 

next doors. 

E.  Let  students  know  that  the  goal  of  the  game  is  not   

winning. Obviously, when playing a game it is students’ purpose to 

win and for this, they tend to do whatever to achieve it not 

considering the members of their group and many times some of 

them pressure their classmates by acting negatively. When this 

situation happens, the teacher should stop the game and explain 

students the way they should treat one another. 
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2.3.8. Aspects to consider when choosing games 

A.  A game must be more than just fun. It is obvious that games 

should be fun, but they should not lose the objective of it. Teachers 

must always keep the language component in mind since it is the 

reason why doing so. 

B.  Different games from lesson to lesson. When overusing a game, 

it is difficult to motivate students to try a new one; that is the reason 

why it is good to take the class various games so they can wait for 

the next class anxiously. 

C.  Vary the order in which you play games. Keeping the routine in 

the order a lesson is done is sometimes useful because students 

know what is going on, but it makes the lesson even more 

interesting when there is unpredictability. So it is recommended to 

mix up the order a little bit so students can be surprised and insert 

the games when energy and understanding are at their best. 

D.  Adequate time to play. It is important to consider that games 

should not take very long since students may lose interest in the 

game, for which teachers should be prepared with extra material, 

and wander off. 

E.  Availability for playing. Before taking the game to the class, the 

teacher should know very well how the game is played and what the 

rules are to avoid problems. Likewise, if the game requires the use 

of “Materials”, the teacher should have them ready to be used. 

He/she should place them on the table in order not to waste time in 

taking them out of his/her bag. Last but not least, the space for 

playing the game should be considered since it will allow students 

perform the game according to what the teacher asks. 

F. Language level. The traditional terms of beginner, intermediate, 

and advanced are not applicable to students from 4 to 12 years old 

since it is difficult to filter out the language component from 

children’s general development (Lewis & Bedson, 1999, p.11)
17

. 

These students are having their first experience with a foreign 

language, in this sense, English. However, the use of language 

games should consider the difficulty of the game in order to be 

                                                           
17 Lewis, G., and Bedson, G. (1999): Games for Children, Oxford: Oxford University 

Press. 
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carried out. 

G.  Class size. Before choosing a game, teachers should consider the 

size of the class. Working with 20 to more students is hard and 

asking them to play individually can be hard work for the teacher; 

however, the class can be grouped into teams and this lets students 

participate simultaneously. It is best to divide the class into small 

groups and it becomes more manageable. 

 

2.4. Teaching vocabulary 

Teaching vocabulary is more than just presenting new words, it is 

above all, to give the students the opportunity to have knowledge of 

words that they can use to express their feelings and thoughts. One 

of the most difficult aspects for many students learning a foreign 

language is the learning of vocabulary, especially for students whose 

writing in their mother tongue is the same as the spoken way 

because they are accustomed to write a word the way they 

pronounce it. But when facing a language like English, this point 

changes, since they do not write the word the way it is pronounced 

nor pronounce a word the way it is written. 

Teachers also have some problems when it comes the time of 

teaching vocabulary and they have always found some difficulties 

when trying to include vocabulary into their lessons. According to 

Hatch and Brown cited by Taheri (2014, p.544)
18

 there are different 

ways teachers can teach vocabulary to their students: approaches, 

techniques, exercises and practice, but the teachers are the ones who 

have to decide what type would be the best for their group, taking 

obviously into consideration their characteristics. Apart from this, 

the teacher should also consider if what he has decided to use in the 

class goes in accordance with the objective, maintains the interest 

and enthusiasm of the learner and suits the characteristics of the 

class (Rivers cited by Taheri, 2014, p.544)
19

. 

Researchers such as Nguyen and Khuat and Uberman cited by 

                                                           
18
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Taheri, M. (2014): “The effect of using language games on vocabulary retention of 

Iranian elementary EFL learners”, Journal of Language Teaching and Research, 
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Taheri (2014, p.544)
20 

have shown that students do not learn 

significantly through the traditional methods (rehearsing, writing 

words on papers or learning passively through teacher’s 

explanations), which have been used widely in past years, they have 

concluded that students are more willing to learn in a relaxed 

environment where they can feel well, comfortable and where they 

can find joy at the time of learning, and this includes games. 

Learners enjoy language games because they can provide a healthy 

and constructive competition that encourages learners to learn, 

discover and participate voluntarily in their learning process. 

2.4.1. Vocabulary 

This paper refers to the learning of vocabulary in English, and the 

word Lexis is also used. For a better comprehension of this work, we 

will define the terms Vocabulary, Lexis and Lexicon.  

Vocabulary and Lexis refer to all the words in a particular language, 

and in the dictionary we can find the same definition for both of 

them; According to the Longman Dictionary of Contemporary 

English (2009)
21

, vocabulary and lexis refer to “all the words in a 

particular language.” However, Vocabulary is used most commonly 

when we want to refer to the words used in a particular context or 

known to a particular person. On the other side, we also have the 

term Lexicon, which different from the two previous words, refers to 

all the words and phrases used in a language or that a particular 

person knows;  this means that not only words are considered but 

also the knowledge and comprehension of the person who uses it. 

Therefore vocabulary is words.  

2.4.2. Types of vocabulary 

A.  Active vocabulary 

This type of vocabulary makes reference to the ones students have 

learnt and that are expected to be used, that is, to be put into 

practice. Thus with the students at basic level, it will be an excellent 

                                                           
20 

Taheri, M. (2014): “The effect of using language games on vocabulary retention of 
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idea to provide them of vocabulary that they will use (active); 

however, with the upper level students the acquisition of basic 

vocabulary will not be very notorious, this is expressed by Harmer 

(2010, p.18)
22

 who states that with the students of the intermediate 

and advanced level, this will be more difficult since they have 

already acquired more vocabulary and therefore, it will be hard to 

distinguish which words are active and which ones are passive, 

sometimes they believe they are not making much progress nor are 

learning fast.  

B.  Passive vocabulary 

With this vocabulary, students will just have to understand; there 

will not be need to use them frequently. For example; when students 

read a text or a piece of writing, they do not learn all the words, but 

the main ones. However, there can also be some passive words that 

suddenly become active if the situation or context provokes their 

use. On the other hand, if a person does not have a stored word in 

his/her passive vocabulary, it will be difficult that that word 

becomes part of his/her active vocabulary. 

2.4.3. Importance of vocabulary 

Through years, methods for teaching English have focused on the 

teaching of grammatical structures, giving thus priority to grammar 

so students cannot distract from learning them, and in this way the 

teaching of words was kept fairly low. Vocabulary, supposed to be 

learnt, was just demonstrated because they were part of the 

“structure of the day lesson” 

It was believed that “…vocabulary is largely a collection of items 

and that grammar is a system of rules. Thus one rule can generate a 

great amount of sentences, therefore it was considered to be more 

productive. Grammar multiplies, while vocabulary merely adds.” 

(Thornbury, 2004, p.14)
23

. However, years have passed and the idea 

that grammar is superior to vocabulary has changed. Two key 

developments challenged the supremacy of grammar: lexical 

syllabus (a syllabus based on those words that appear with a high 

degree of frequency in spoken and written English) and the role of 
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lexical chunks. These two developments have helped to be aware 

that vocabulary also plays a key role in language learning. Even if 

most course books still adopt a grammar syllabus, vocabulary is no 

longer seen as an “add-on”. As David Wilkin (Thornbury, 2004, p. 

13)
24

 states, “Without grammar very little can be conveyed, without 

vocabulary nothing can be conveyed.” Here lies the importance of 

vocabulary learning. Likewise studies have shown that success in 

school is related to the amount of vocabulary students may have, 

which means that if students have a poor amount of vocabulary, they 

will perform poorly in their learning (Anderson & Naggy cited by 

Mackay, 2007)
25

 

2.4.4. Selecting vocabulary 

One of the great problems in the teaching of vocabulary is 

concerned with how to select the words to be learned by students. 

As teachers, we need to be aware of: 

 Students’ needs and interests to ensure that the selected words for 

teaching will be learnt. 

 The level of the students so the vocabulary to be taught is in 

correspondence with their level. One way of doing so is by making a 

list of words per categories and choosing among them the ones that 

will be more useful and applicable. 

 The difficulty of the items; whether they express abstract rather 

than concrete meanings, or whether they are difficult to pronounce. 

 The teachability, whether they are easy to be explained or 

demonstrated. 

 The objective of learning that vocabulary – production (in 

speaking and writing), or recognition only (as in listening and 

reading). 

2.4.5. Amount of vocabulary to present 

The amount of words to be presented to students must not exceed 

the students’ capacity to remember them. Likewise it is important 

not to take much time in the presentation of these words since what 

it is really important is to make students put them into practice, not 
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to store them in their brain but to make of them part of their daily 

speaking. A good part of vocabulary acquisition has to be incidental, 

that is, it should be facilitated through exposure to language input, 

which can come from the teacher or from other students. 

2.4.6. Presenting vocabulary 

Having agreed on the amount of vocabulary to present the students, 

it is now turn to decide the sequence of how to present it. According 

to Thornbury (2004, p.76)
26

 there are two ways a teacher can present 

vocabulary: 

 Meaning – form: by demonstrating the word and then its written 

and spoken form. 

 Form – meaning: by showing the written and spoken form and 

then demonstrating what it means. 

Both ways are valid.  Another aspect to consider when presenting 

vocabulary is the means the teacher will use. At this respect, there 

are several techniques teachers can use; however, the most common 

ones are by means of: 

 Translation: it is the most direct route to words’ meaning since it 

literally translates one word into another language. This was a 

characteristic technique of the old grammar translation method and 

does not require students to work very hard to access the meaning. 

For example, “how do you say camisa in English? Shirt” 

 Real things: by demonstrating the meaning of a word by using 

real objects – realia. 

 Pictures: also called visual aids and can take many forms: 

flashcards, wall charts, transparencies projected on to the board or 

wall if using the overhead projector, and board drawings 

 Actions/gestures: by demonstrating the meaning through mimes. 

 Definitions: by using words that students understand or by 

checking a dictionary. 

 Situations: by providing students a scenario which clearly 

contextualizes the meaning of the target word. 

 Example sentences: by using the target word in several short 

statements. 
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The presentation of vocabulary can be done by using these 

techniques, and this first stage becomes the basis for building up the 

knowledge of vocabulary because the second stage is how students 

will move those words from short memory to permanent memory. In 

other words, to ensure long-term retention and recall, words need to 

be put into work: integration activities. 

2.4.7. Putting words to work 

At the first stage of presentation, the idea we have of it is that of the 

teacher as a transmitter and learners as passive recipients of 

knowledge. And as mentioned in previous lines, this methodology 

was used in past years and now we talk about Active Learning, 

which makes students take an active role in the learning process. As 

was pointed out learners need to be actively involved in the learning 

of words. Thornbury (2004, p.93)
27

 talks about three ways of putting 

words to work: the decision making-tasks, production tasks, and 

games. Let us see what each one consists of. 

2.4.7.1. Decision-making tasks 

This  kind  of  activities  requires  more  brain  work  because  they 

make students use their cognitive capacity. Some of the capacities 

that require are: identifying, selecting, matching, sorting, and 

ranking and sequencing. The activities proposed in these tasks are 

basically receptive because the student makes judgments about 

words, and do not necessarily produce them. 

2.4.7.2. Production tasks 

This kind of activities requires learners to incorporate the 

vocabulary studied into some kind of speaking or writing activity. 

Production tasks can take two forms: completion or creation of 

sentences and texts. 

By completion, also known as gap-filling, we understand activities 

where students are provided with a written text and what they have 

to do is to slot the right word in. 

By creation, it is understood that students are asked to create 

speaking or writing texts where the target vocabulary is being used. 

2.4.7.3. Games 

                                                           
27

 Thornbury, S (2004): How to teach vocabulary, Harlow: Longman. 
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The two previous activities consisted of making the students work at 

a cognitive level, but it would be wrong suggesting that vocabulary 

learning consists of only working and not playing. Let us remember 

that all people like to have fun, to be relaxed not pressured, and 

when it comes to learning time, they also like to learn by playing. 

The most useful and important aspect of this is that games must be 

consistent with the principle of learning: the more often a word is 

retrieved from memory, the easier it becomes to recall it. 

Therefore, useful games are those that are well selected and applied 

because they will encourage learners to recall words in a funny way. 

Likewise the fun factor may help make words more memorable. 

Learners can acquire vocabulary more quickly and easily by doing 

actions during game playing.  

When teachers are said to use games in their class to make their 

lessons more significant for their students, it is believed that they 

have to invent the games or make things never seen before; 

however, it is not like that. The idea of using language games, 

especially when working with children, is to involve students 

actively in their learning process and make of it a funny one, as 

concluded by the researchers Nguyen and Khuat cited by Taheri 

(2014, p.545)
28

, “using games provides a relax and fun environment 

for learners, therefore, helps them to learn better.” And this should 

be the objective for every teacher who has the great responsibility of 

guiding students in their learning. 

There are a number of language games that authors propose and that 

are many times used in classes. However very little attention and 

preparation is paid to them and this is due to different factors that 

concern the teacher. The language games to which we refer in this 

work are those mentioned by Thornbury (2004, p. 102)
29

 and which 

are detailed in next lines. 

A.  Word-clap 

Students may be sitting or standing in a circle. They must follow the 

                                                           
28 Taheri, M. (2014): “The effect of using language games on vocabulary retention of 

Iranian elementary EFL learners”, Journal of Language Teaching and Research, 5:544-

549 

29
 Thornbury, S (2004): How to teach vocabulary, Harlow: Longman. 
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teacher’s lead; maintain a four-beat rhythm, clapping their hands on 

their thighs three times (one-two-three) and then both hands together 

(four). Each student shouts out a different word from a pre-selected 

lexical set (clothes, fruit, vegetables, etc.) on every fourth beat. They 

take turns clockwise. Players who repeat a word, break the rhythm, 

or say nothing are out of the game. The game is over when only one 

player is left. 

B.  Back to board 

One student sits facing the class – back to the board, the teacher 

shows a word card where one word of the vocabulary studied is; this 

word is out of sight of the student. The student asks different 

students yes/no questions in order to guess the word. When the 

student has guessed the word, another student takes the place. 

C.  Pictionary 

Students work in teams, each member of the team taking turns to be 

the “artist”. If there are three teams, the representatives – taking the 

role of artists, go to the front of the class where the teacher shows 

them a word of the vocabulary studied on a card. At teacher’s 

command, the artists quickly draw the word on a piece of paper and 

try to get their classmates to guess the word. The first team to guess 

correctly earns a point, and three other artists have a turn with 

another word. These pictures can then be used as memory prompts 

in order to recall and write down the word, and then students can 

make sentences using them. 

D.  Word race 

The class is divided into teams; students in their teams stand in a 

line and are given a mark. The board is divided into as many 

sections as there are teams. The teacher or a student says a word in 

their language, and the first student to get the correct translation into 

English earns a point for his/her group. 

E.  Card matching 

Students in small groups receive a range of cards (picture and word 

cards separately or target language word cards and mother language 

word cards). They match the picture with the word of the vocabulary 

studied or the target language word card with its meaning in the 

mother tongue. 

 



31 

 

 

F.  Puzzle 

The class is divided into teams. Students of each team stand in a 

line, and in front of them there is a box with some pieces of a 

picture. They stick piece by piece on the board until getting the 

complete picture and the last student writes the word for the picture. 

A variation of this game can be made; students may work in their 

groups and get the pieces together to form the complete picture and 

say what the picture represents. 

G.  Teacher (Simon) says 

This is a popular game, the common name is Simon says; however, 

in the current work, it will be named Teacher says. The game 

consists of giving some commands to students so they can do the 

action. At some point of the game, the teacher will give the 

command without saying the words “teacher says...” and students 

must not perform the action. When a student does an action without 

being said “teacher says”, he/she must sit down. The student 

standing up to the end is the winner. 

2.4.8. Teaching vocabulary at different levels 

A.  Basic level 

At basic level the students can learn and get familiarized just with 

words they will use and that are around them. Many times books 

contain complex words that make it difficult for students to learn. It 

is important that the teacher is aware that learning a foreign 

language is difficult and that students are beginning to get 

familiarized with English. So it is probable that each word they 

encounter catches their attention just if it is part of an experience for 

them. 

B.  Intermediate level 

Teachers very often teach the same vocabulary to students at 

intermediate level and basic, and this is because lessons include 

many words that form part of students’ daily life. However, this 

vocabulary is used more often than before since teachers tend to 

speak in English most time of the lesson and this lets students 

acquire more vocabulary with just listening to their teachers. 

C.  Advanced level 

Students at advanced level can communicate as they have already 
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learnt basic structures of the target language and have acquired a 

wide range of vocabulary. In spite of the fact that students have 

already acquired a great amount of words, it is necessary that the 

teacher pays attention to the use students make of the words, that is, 

the teacher must now focus if students use the words adequately in 

spoken and writing tasks. 

At this level students become independent and responsible for their 

learning, if they want to know the meaning of an unknown word, 

they can use their dictionary. 

2.4.9. Considerations for vocabulary learning 

Each person has his/her own technique for learning vocabulary; 

however, Pollock (1957)
30

 offers some suggestions to increase the 

vocabulary knowledge: 

 When encountering a new word, do not let it pass. 

 Try to find the meaning of the word by context. Try to find many 

meanings as possible until it has coherence. 

 Pay attention to the prefixes, suffixes, and the root of the word 

because they may give a sign of its meaning. 

 

                                                           
30 Pollock; T. (1957): Essentials of modern English. New York: MacMillan. 
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CHAPTER III 

METHODOLOGY OF THE INVESTIGATION 
 

 

3.1. Investigation type 

The investigation is quantitative, of experimental type since it 

investigates the relationship between cause– effect (the use of language 

games – level of vocabulary, respectively) of the manifestation of two 

variables of study. 

 

3.2. Design of the investigation 

The design is quasi-experimental since a pretest and a posttest were 

administered to a control group and an experimental group. The language 

games were administered to the experimental group to verify the results, 

based on the following formula: 

EG: 01       X        02 

CG: 03       -          04 

Where: 

EG: experimental group 

CG: control group 

01 - 03: Pre test 

02 - 04: Post-test 

X: Treatment (the use of language games) 
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3.3. Population and study sample 
The study was carried out in Americana Adventist School, located in 

Juliaca city. We worked with the students of 3rd year of primary school. 

The population is the total number of students (40) of the 3rd  year of 

primary school (section “A” and “B”) during the year 2014. The size of 

the sample was chosen for convenience, non-probabilistic. Hernandez, 

Fernandez and Baptista (2006, p.262)
3 1  state that not all research 

determines a sample as a subdivision of a population, the sample is 

determined because of time and resource. 

The sample taken was randomized and was formed by the total 

number of the population, that is,40; where: 

3rd year “A”=20 students (Control group) 

3rd year “B”= 20 students (Experimental group) Selection criteria: 

 Age range: 8-9 year-old students 

 Pre-school condition: registered in the school 
 Health status: healthy. 
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 Hernández, R., Fernández, C. and Baptista, P. (2006): Metodología de la investigación, 

Iztapalapa: Mc Graw Hill. 
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3.4. Variables 

Independent Variable: Language games 

Dependent variable: Level of vocabulary 
 

 

Variable Dimension 
 

Indicators 
 

Scales 

Independent variable 
Games 
Theoretical  definition:  A 

form of competitive 

activity   or   sport   played 

according to rules. 

Operational concept: A set 

of activities developed by 

teachers in order to engage 

students to the learning of a 

determined topic. 

 

 
 
 
 
 
 

Activities 

 
Word-clap 

Back to 

board 

Pictionary 

Word race 

Card 

matching 

Puzzle 

Teacher 

(Simon) 

says 

Each 
activity 

will  be 

done 

according 

to the 

vocabular 

y to be 

taught. 

Dependent variable 
Vocabulary: 
Theoretical definition: all 

the words used by a 

particular person, or all the 

words that exist in a 

particular language or 

subject. 

Operational concept: 

amount of words a person 

has and which are used for 

their oral or written 

communication. We know 

the level of vocabulary 

when the person can 

recognize,   deduce, 

interpret and discriminate 

the objects/events. 

Knowled 
ge of words 

in English 

-  Recognize  
the name of 
objects/events 
in English. 
- Deduce the 

name of 

objects/events. 

- Interpret 

objects/even

ts. 

- Discriminate 

the m e a n i n g  

o f  the 

objects/events. 

AD= 20- 
17 

A= 16-14 

B= 13-11 

C= 10-00 

D.S.007- 

2001 E.D. 
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3.5. Techniques and instruments for gathering of data 

3.5.1. Techniques used for gathering of data 

The technique to be used was of primary source where the exam was 

used and its instrument was a knowledge test of vocabulary, which was 

administered as a diagnosis test (pretest, before the application of the 

language games) and a final test (posttest, used after the application of 

the language games) (See appendix 01). 

3.5.2. Instruments for gathering data 

As mentioned, the instrument was a knowledge test which consisted of 

six sections. The reason why it was considered a small number of 

questions is because of the indicators of the dependent variable, which 

are four, and the academic year of study of the students (3
rd

 year on 

Primary School). So this test measured the four indicators of the 

dependent variable: Recognize, deduce, interpret and discriminate. These 

indicators were taken from the Bloom Taxonomy. Each of these have a 

score; the first indicator (recognize) was worth 4 points, the second 

indicator (deduce) was worth 6 points, the third indicator (interpret) was 

worth 6 points, and the fourth indicator (discriminate) was worth 4 

points. The sum of them is 20, which is the maximum score gotten by a 

student studying in the modality of Regular Basic Education (Educación 

Bás ica  Regular).  It i s  important  to  ment ion that  the  evaluation 

of the level of vocabulary was measured under the interval of scores 

provided in the National Curricular Document – Education Ministry 

(Diseño Curricular Nacional – Ministerio de Educación) (See appendix 

02). 

The items of the test for each indicator are shown in the following 

Table: 
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Table 01: items of the test per indicator 

Indicator  Items in the test 

Recognize the name of 

objects/events in English. 

Deduce the name of objects/events. 

Interpret the name of 

objects/events. 

Discriminate the meaning of 

objects/events. 

1 

 

2, 5 

3, 6 

 

4 

 
The categorization of the level of Academic Record, according to the 

Education Ministry R.M. 0440-2008-ED
3 2  is: 

 

Table 02: Level of Academic Record 

Score Value of achieved learning 

20-17 

16-14 

13-11 

10-00 

Significant achievement 

Expected achievement 

In process 

beginning 

 

This Academic Record description was the basis for measuring the level 

of vocabulary of the students. 

3.5.1.3. Reliability and validity of the instrument 

The test was designed by the investigator and it was validated by experts 

in the area, Mg. Lizbeth López, Mg. Néstor Apaza and Mg. Efrain 

Velásquez, all of them university professors and investigators. (See 

appendix 03). 

In order to get the reliability of the instrument, the alpha of Cronbach 

was used, which threw the result of 0.72. It indicated that there is 

reliability in the instrument. 

 

                                                           
32 Ministerio de educación (2008): Diseño Curricular Nacional de la Educación Básica 

Regular, 2nd ed., Lima: World Color Perú. 
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Table 03: Reliability of the instrument 

Statistics of reliability 

Alpha of Cronbach N of elements 

.722 6 
 

 

3.5.2. Techniques used for the processing of data 

For the analysis of data, it will be used the statistics as a main tool. The 

processing of data will be done using Microsoft Excel. In this program 

the design of statistical tables: frequencies, tabulations, percentages of 

each indicator of the pre and posttest respectively and another final one 

where the general results as a whole of the pre and posttest are shown. 
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CHAPTER IV  

DISCUSSION OF RESULTS 
 
4.1. Results of the investigation 

In this section, based on Hernández, Fernández and Baptista (2006, 

p.419)
3 3  it was done a descriptive analysis of the data. Thus, the obtained 

results of the test of vocabulary are presented in tables. At the end of each 

of them, a brief interpretation is included, which describes in a concise 
way the main results about the effect of the use of language games in the 

level of vocabulary in the students of 3rd year of Primary school of 

Americana Adventist School. 

4.1.1. Results in relation to the first specific objective 

Level of vocabulary before the application of the language games 

Getting together the scores of the 20 students in the experimental group 

and 20 students in the control group of 3rd  year of primary school of 

Americana Adventist School and based on the four intervals provided by 

the National Curricular Document – Education Ministry, we can see in 

table 04 that both in the experimental group and control group, 100% of 

the students got scores that were from 00 to 10. This means that there are 

no students who obtained more than 10, which indicates that all of them 

are in the Beginner level; so they have the same level. This information 

is best visualized in the graphic 04.  
 
 
 

                                                           
33 Hernández, R., Fernández, C. and Baptista, P. (2006): Metodología de la 

investigación, Iztapalapa: Mc Graw Hill. 
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Table 04: Level of vocabulary in the pretest of the students of the 

experimental group and control group 
 

Students of the 

Experimental group 

Score Frequency Percentage 

20 to 17 0 0 
16 to 14 0 0 

13 to 11 0 0 

10 to 00 20 100 

TOTAL 20  
 

Students of the Control 

group 

Score Frequency Percentage 

20 to 17 0 0 
16 to 14 0 0 

13 to 11 0 0 

10 to 00 20 100 

TOTAL 20  
 

Graphic 04: Level of vocabulary in the pretest of the students of the 

experimental group and control group 
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Average of the level of vocabulary before the application of the 

language games 

In table 05, we can see the average obtained per each group before the 

application of the language games. The experimental group got an average 

of 4.90 and the control group, an average of 3.75; this means that the 

average of both groups is almost similar; it has a difference of just 1.15 

points. So this means that both groups started with approximately the same 

average of level of vocabulary and this is best visualized in the graphic 05. 
 

Table 05: Average of the level of vocabulary in the pretest of the 

students of the experimental group and control group 

 
 

 Control Group Experimental 
  Group 

Pre - Test 3.75 4.90 

 
Graphic 05: Average of the level of vocabulary in the pretest of the 
students of the experimental group and control group 
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4.1.2. Results in relation to the second specific objective 

Level of vocabulary after the application of the language games 

In table 06, we can see that 40% of the students in the experimental group 

got scores from 00 to 10 which means that are in the Beginner level, 25% 

got scores from 13 to 11 which means that are in Process level, 35% got 

scores from 14 to 16 which means that got the Expected Achievement and 

0% of them got scores between 17 and 20, that is, nobody got a Significant 

Achievement. On the other hand, in the control group, 85 % of the students 

obtained scores from 00 to 10, this means that they are in the Beginner 

level; 5% of the students got scores from 11 to 13, this means that they are 

in the Process level; 10% got scores from 14 to 16 which means that got 

the Expected Achievement; and 0% of the students got scores from 17 to 

20, that is, no student got a significant Achievement. 

Based on this information, we can realize that the experimental group had 

a better advance in the level of vocabulary after the submission of the 

language games in comparison to the control group, which also showed 

improvement but in a lower scale. This information is best visualized in 

graphic 06. 
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Table 06: Level of vocabulary in the posttest of the students of the 

experimental group and control group 
 

Students of the 

Experimental Group 

Score Frequency Percentage 

20 to 17 0 0 
16 to 14 7 35 

13 to 11 5 25 

10 to 00 8 40 

TOTAL 20  
 

Students of the Control 

Group 

Score Frequency Percentage 

20 to 17 0 0 
16 to 14 2 10 

13 to 11 1 5 

10 to 00 17 85 

TOTAL 20  

 

Graphic 06: Level of vocabulary in the posttest of the students of the 

experimental group and control group 
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Average of the level of vocabulary after the application of the language 

games 

In table 07, we can see the average obtained per each group after the 

application of the language games. The experimental group got an average 

of 11.10 and the control group, an average of 6.80. These values are 

numerically different from each other in almost 4 points (4.3). This reflects 

the impact that the use of language games had over the experimental group 

in comparison to the control group. This is best visualized in graphic 07.  

 

Table 07: Average of the level of vocabulary in the posttest of the 

students of the experimental group and control group 
 

 Control Group Experimental 

  Group 

Post - Test 6.80 11.10 

 

Graphic 07: Average of the level of vocabulary in the posttest of the 

students of the experimental group and control group 
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4.1.3. Results in relation to the general objective 

Level of vocabulary after the application of the language games in the 

experimental group 

In table 08 we can see the comparison of the level of vocabulary in which 

students started studying and the level of vocabulary they achieved after 

the teaching of a determined set of vocabulary through the use of language 

games. We can clearly realize that there has been an improvement since 

100% (20) of the students had scores from 00 to 10 before the use of 

language games, but after the use of them, this percentage lowered to 40% 

(8). 25% (5) of the students got a score from 11 to 13 which mean that they 

are in Process level, and 35% (7) of the students obtained scores from 14 

to 16 which shows that they have gotten the Expected Achievement. This 

is best visualized in graphic 08 where we can clearly see the difference 

between the pre and posttest in the experimental group. 
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Table 08: Comparison of level of vocabulary in the experimental 

group according to the pretest and posttest 
 

Students of the Experimental Group 
 

 

Score 
Frequency 

in the 

Percentage 

in the 

Frequency 

in the 

Percentage 

in the 

  Pretest  Pretest  Posttest  Posttest   

20 to 17 0 0 0 0 

16 to 14 0 0 7 35 

13 to 11 0 0 5 25 

 10 to 00  20  100  8  40  

  TOTAL  20  100  20  100  
 

Graphic 08: Comparison of level of vocabulary in the experimental 

group according to the pretest and posttest 
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Level of vocabulary after the teaching of vocabulary in a traditional 

way 

In table 09, we can see the comparison of the level of vocabulary in which 

students started studying and the level of vocabulary they achieved after 

the teaching of a determined set of vocabulary through the traditional way. 

We can clearly realize that there has been a low improvement since 100% 

(20) of the students had scores from 00 to 10 before the teaching of 

vocabulary, and after it, this percentage lowered to 85% (17). 5% (1) of 

the students got a score from 11 to 13 which mean that they are in Process 

level, and 10% (2) of the students obtained scores from 14 to 16 which 

shows that they have gotten the expected achievement. This control group 

has a lower improvement in the level of vocabulary from the pre to the 

posttest. This is best visualized in graphic 09 where we can clearly the 

information already analyzed. 
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Table 09: Comparison of level of vocabulary in the control group 

according to the pretest and posttest   

Students 
 Frequency Percentage Frequency Percentage 

Score in the in the in the in the 

 Pretest Pretest Posttest Posttest 

20 to 17 0 0 0 0 

16 to 14 0 0 2 10 

13 to 11 0 0 1 5 

 10 to 00  20  100  17  85  

  TOTAL  20  100  20  100  
 

Graphic 09: Comparison of level of vocabulary in the control group 

according to the pretest and posttest 
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4.1.4. In relation to the treatment (use of language games) in general 
 

Level of vocabulary of students of the experimental group and control 

group in the pre and posttest 

In table 10, we can see the level of vocabulary achieved by the students of 

the experimental group after the use of language games. From the 100% 

of students who had scores from 00 to 10 (in beginner level), 40% stayed 

in the same level and the other 60% improved to the Process level (25%) 

and Expected Achievement (35%). The contrary happens in the control 

group, where from the 100% of students, 85% stayed in the same level, 

and the other 15% of students improved to the Process level (5%) and 

Expected Achievement (10%). These results clearly reflect the impact that 

the use of language games had over the experimental group. 
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Table 10: Pretest and Posttest of the students of the Control Group 

and Experimental Group 
 

Students 

Experimental Group Control Group 

  Pretest  Posttest  Pretest  Posttest   

20 to 17 0 0 0 0 

16 to 14 0 35 0 10 

13 to 11 0 25 0 5 

10 to 00 100 40 100 85 

Graphic 10: Pretest and Posttest of the students of the Control Group 

and Experimental Group 
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Average of level of vocabulary of students of the experimental group 

and control group in the pre and posttest 

In table 11 we can see that the average of level of vocabulary obtained by 

the students of the experimental group and control group in the pre and 

posttest vary in some grade. The average obtained by the students of the 

control group before the teaching of vocabulary was of 3.75 and it 

improved to 6.80, the difference was of 3.05. On the other hand, the 

experimental group started with an average of 4.90 and after the use of the 

language games, it improved to 11.10, the difference was of 6.2. As we 

can realize, the difference is great since after the application of the 

language games the average of the experimental group increased in 

comparison to the control group. 
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Table 11: Average of the Pretest and Posttest of the students of the 

Control Group and Experimental Group 
 

Students 
 Control Group Experimental 

 Group 

Pre - Test 3.75 4.90 

Post - Test 6.80 11.10 

 

Graphic 11: Average of the Pretest and Posttest of the students of the 

Control Group and Experimental Group 
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4.2. Decision Adoption 

The results obtained with this investigation are useful since they show 

that as a product of the experiment, it has been achieved a statistical 

difference of the means between the Control Group in the Posttest 

(whose mean is 6.8) vs. the Experimental Group in the post test 

(whose mean is 11.10) (see table 12). These differences made us to 

reject the null hypothesis (H0) and thus, accept the alternative 

proposed in the current investigation. 

H0: The use of language games cannot increase significantly the level 

of vocabulary in English in the students of 3rd year of primary school 

of Americana Adventist School, Juliaca 2014. 

H0: The use of language games can increase significantly the level of 

vocabulary in English in the students of 3rd year of primary school of 

Americana Adventist School, Juliaca 2014. 

It is decided to reject the H0 because the value of “t” is out of the area 

of influence of H0 (see table 12). And it was decided to accept the H1. 

These results allow us to infer that the use of language games is 

productive. First in comparison with the Control Group, whose lessons 

consisted of the traditional way of teaching vocabulary developed 

during 12 lessons, had an increase of 3.05. Likewise, in comparison 

with the experimental group,  whose  lessons  consisted  of the  

application of language  games developed during 12 lessons, showed 

an increase of 6.20 points (see table 12). 
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Table 12: Descriptive of the analysis of the level of vocabulary, pre 

and posttest in the Control Group and Experimental Group 
 

  
Standard 

Mean of 
standard 

 Mean N  Deviation error 

PreControl 3.75  20 1.970 .441 
PostControl 6.80  20 4.188 .936 

PreExperim 4.90  20 2.125 .475 

  PostExperim  11.10  20  3.582  .801  
 

Paired difference 

95% confidence 

interval of the 

difference 

 
 
 

 
Sig. 

 
PreControl - 

Mean Inferior  Superior t        gl   (bilateral) 

PostControl 
-3.050 -4.564 -1.536 -4.215  19 .000

 

PreExperim 

- -6.200 -7.392 -5.008  -10.889  19 .000 

  PostExperim   

 
Finally in table 12, we can see that the Control Group Pre vs. Control 

Group Post and the Experimental Group Pre vs. Experimental Group Post 

have a level of significance of 0.000; that is,  there is difference between 

their means since it is inferior to 0.05; however, there was a better level of 

vocabulary in the experimental group since the difference of its means 

between the pre and posttest was of 6.20, while the difference of the means 

of the Control Group in the pre and posttest is of 3.05. 

The analysis of the previous tables and the descriptive statistics show that 

there exists difference between the results obtained in the pretest and the 

results obtained in the posttest, being these last ones greater than the initial 

ones. 
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CONCLUSIONS 
 

1. The level of vocabulary of the students of the 3rd year of Primary school of 

Americana Adventist School was very low at the beginning of the program, 

that is, before applying the language games; since all of them (100%) got 

scores from 00 to 10, which indicated a Beginner level according to the 

National Curricular Document-Education Ministry. 

2. After the application of the language games, it was verified that there were 

statistical differences of level of vocabulary between the control group, which 

did not receive the treatment, and the experimental group, which received the 

treatment. The control group in the posttest had a numerical mean of 6.80 

while the experimental group in the posttest obtained a numerical mean of 

11.10; this means that this last score exceeds the first one in almost 4 points 

(4.3). As a consequence, it was appreciated that there was a better level of 

vocabulary in the experimental group. 

3. It can be seen that there exists a statistical difference in the level of 

vocabulary of the students of the experimental group comparing the pre (mean 

of 4.9) and post (mean of 11.10) situation of the application of the language 

games, even greater than in the previous case. 

4. The use of language games has increased significantly (not just in a 
statistical sense but also in a pedagogical-didactic sense) the level of 

vocabulary of the students of 3rd  year of primary school of Americana 

Adventist School who belonged to the experimental group and this is clearly 
seen in the tables and graphics interpreted above. 
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RECOMMENDATIONS 
 

The use of language games in the teaching process of vocabulary in English 

has been of great help for the students of the experimental group and it would 

be a good idea if teachers of the specialty in English, and other areas, consider 

it in their lessons so all students can be benefit from it. 

This investigation can serve as a reference for other investigations which 

desire to help students optimize their level of vocabulary in a fun way. 

For future investigations, more instruments of testing can be considered since 

for this research a pretest and a posttest were considered which included just 

six sections, based on the characteristics of the sample of study.  

This experiment can be carried out in with young and adult students so that we 

can get a better reliability of the results and conclusions, since the present 

work paper was done with children. 

From the methodological point of view, training from specialists in using 

language games should be addressed to teachers of English. This training can be 

done through a rehearsal of the described language games or others since many 

times, teachers do not know how to work with them. The purpose of this 

is to detect the difficulties that it takes to develop these games and overcome 

them at the time of the formal or definitive application. 
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Appendix 01: 

PRE TEST 
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POST TEST 
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Appendix 02: 

Proficiency rating scale in the Regular Basic Education – Ministry of 

Education 
 

 
Educational Level 

Proficiency rating scale 
 

 
Description Type of Proficiency 

rating scale 

   P
ri

m
a

ry
 E

d
u

ca
ti

o
n
 

 
AD 

Significant Achievement 

When the student shows the achievement of the 

expected learning, showing even a successful 
and very satisfying performance in all the 

proposed tasks. 

A 
Expected Achievement 

 

When the student shows the achievement of the 

expected learning in the established time. 
 

B 
In Process 

When the student is on the way to achieve the 

expected learning, for which it is necessary the 

accompaniment during a reasonable time to get 

it. 
 
 

C 
Beginning 

When the student is starting to develop the 

expected learning or shows difficulty for the 

development of this and needs more time of 
accompaniment and intervention of the teacher 

according to his/her rhythm and style of 

learning. 

   S
ec

o
n

d
a

ry
 E

d
u

ca
ti

o
n
 

 

 
20 to 17 

When the student shows the achievement of the 
expected learning, showing even a successful 

and very satisfying performance in all the 

proposed tasks. 

 
16 to 14 

 
When the student shows the achievement of the 

expected learning in the established time. 
 

 
13 to 11 

When the student is on the way to achieve the 

expected learning, for which it is necessary the 

accompaniment during a reasonable time to get 

it. 
 

 
 

10 to 00 

When the student is starting to develop the 

expected learning or shows difficulty for the 

development of this and needs more time of 

accompaniment and intervention of the teacher 

according to his/her rhythm and style of 

learning. 
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Appendix 03: Validation of the instrument 

The original format for validating an instrument is written in 

Spanish and the professors who validated the test used the original 

format, but I translated it to English. 
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Appendix 04: Unit of learning 
 
 
 

UNIDAD DE APRENDIZAJE N° 03 
 
 
 

I. DATOS GENERALES (General Information) 
 

1.1. DREP 
1.2. UGEL 

1.3. I.E. (School) 
1.4. NIVEL (Level) 

1.5. ÁREA (Subject) 

1.6. GRADO Y SECCIONES (Academic grade)               
1.7. TEMPORIZACIÓN (Time) 
 
1.8. DOCENTE (Teacher) 

1.9. DIRECTOR DE ESTUDIOS (Academic 
principal) 
1.10. DIRECTOR GENERAL 
(General principal) 

: Puno 
: San Román 
: Adventista Americana. 
: Primaria  (Primary) 
: Inglés (English) 
: 3ro “A” - “B” 
: Del 15 Septiembre. al 19 Diciembre 
(From September 8th to December 8th) 

: Prof. Melisa C. Quispe Velasquez. 
: Lic. Yaneth Cutipa Rojas 
 
: Lic. Orlando Aguilar Aruhuanca 
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II. ORGANIZACIÓN DEL APRENDIZAJE 
 

UNIDAD DE APRENDIZAJE N° 03 (Unit of Learning N°03) 

CONTENIDOS (Topics) MEDIOS 
(Means) 

APRENDIZAJES ESPERADOS 
(Expected learning) 
(Destreza + Contenido + Método + 
Actitud del PMDE) 

 
III TRIMESTRE (III Term): “I LOVE MY BODY 
AND VEGETABLES” 
 
 Naming parts of the body: 
- Describing and touch the parts of the body. 

 The food: 
- Vocabulary. My favorite food is….do you like 

spaghetti? Yes, I like. . 

 Days of the week: 
- What do you do in the morning in the 
afternoon and the night? Writing and 
speaking. About your daily routine. 

 The months of the year. 
- January, February, March, April, may, June, 

July……………………….. 

 The seasons of the year. 
- What is your favorite season? Talk about your 
favorite seasons and color. 

 Prepositions: 
- Identifying the prepositions in, on, under, next to 
and behind, writing. 

 Merry Christmas 

 
    Reconoce las partes de su cuerpo a través de 
dibujos en su libro de trabajo, erradicando el pecado 
en su vida personal. 
(Recognize the parts of his/her body through 
pictures in his/her workbook.) 
    Discrimina variedad de alimentos  mediante 
imágenes          mostrado     en     el     salón, 
compartiendo con sus semejantes la palabra de 
Dios. 
(Discriminate different kinds of food through 
pictures shown in the classroom.) 
    Deduce el día de la semana a través de una 
hoja de aplicación que realiza el alumno, 
promoviendo el respeto entre sus compañeros. 
(Deduce  the  day  of  the  week  through  a 
worksheet.) 
 Deduce el mes del año mediante un video 
audiovisual, compartiendo con sus 
semejantes la palabra de Dios. 
(Deduce the month of the year through an 
audio-visual video.) 
  Interpreta  las   estaciones  del  año 
respondiendo las descripciones de la maestra, 
promoviendo el respeto entre sus compañeros. 
(Interpret the seasons of the year answering the 
descriptions of the teacher.) 
    Interpreta el uso de las preposiciones para 
ubicar los objetos del salón, erradicando el pecado 
en su vida personal. 
(Interpret the use of the prepositions of place 
the classroom objects.) 
 EXAMEN TRIMESTRAL (III Term Test) 

 

Juliaca, 06 de Agosto de 2014 (Juliaca, August 6th 2014) 
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Appendix 05: Practical part 
 

Topic 01: Parts of the body 
 

Class 01 
 

Game: Teacher (Simon) 

says 

Aim: Recognize the parts of his/her 

body 

Time: 5 

minutes Aids: 

None 

Description: 

After having presented the vocabulary of Parts of the Body, the 
teacher 
will ask students to stand up and form groups of five. She will give some 

commands to each group so they can do the action. The teacher will say 

“teacher says: touch your mouth”, “Teacher says: touch your eyes”, and 

so on. At some point of the game, the teacher will give the command 

without saying the words “teacher says...” and students must not perform 

the action. When a student does an action without being said “teacher 

says”, he/she must sit down. The student standing up to the end is the 

winner and competes against the remaining students of other groups. 

 
Class 02 
 

Game: Card matching 

Aim: Recognize the parts of his/her 

body 

Time: 10 minutes 

Aids: word cards, flashcards, glue 

tack 

Description: 
The teacher will divide the class into 4 groups of five. She will 
stick pictures of Parts of the Body on one part of the board and word 
cards of the names on the other part. She will explain the game: one 
student per group will go to the board and take one part of the body with 
its corresponding name. Each group will have the opportunity to match 
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a picture with its name and if it is not done correctly, the group will sit 
down and will have another opportunity next turn. Every time, a student 
does it right, will get a point for the group. The game finishes until the 
complete body of the girl of the picture is formed. 
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Class 03 
 

Game: Back to board 

Topic 02: Food 

Aim: Discriminate different kinds of food 

Time: 7 minutes 

Aids: Word cards 

Description: 

Students will be divided in four groups of five. Per group one student will 
go in front and will sit facing the class – back to the board, the teacher will 
show a word card where one word related to food is to the students; this 
word is out of sight of the student facing the class. The student asks 
different students yes/no questions in order to guess the word (e.g. is it red? 
Is it healthy? Is it a kind of fruit?). When the student has guessed the word, 
another student of another group takes the place. 

 
Class 04 
 

Game: Pictionary 

Aim: Discriminate different kinds of food 

Time: 7 minutes 

Aids: board, markers, word cards 

Description: 

The class is divided into teams of five students; each member of the team 

will take turns to be the “artist”. As there will be four teams, the 

representatives – taking the role of artists will go to the front of the class 

where the teacher will show them a word of the vocabulary of Food on a 

card. At teacher’s command, the artists will quickly draw the word on the 

board and try to get their classmates to guess the word. The first team to 

guess correctly earns a point, and three other artists have a turn with 

another word. 
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Class 05 
 

Game: Card matching 

Topic 03: Days of the week 

Aim: Deduce the day of the week 

Time: 10 minutes 

Aids: word cards 

Description: 

The teacher will divide the class into four groups of five. She will give two 
sets of word cards; one in the target language and another one in Spanish. 
Students in their groups will have to match the day of the week in English 
with its corresponding translation in Spanish. The first group to get the 
correct matching will be the winner. 
 

 
Class 06 
 

Game: Word race 

Aim: Deduce the day of the week 

Time: 5 minutes Aids: 

Board, markers 

Description: 

The class is divided into teams of five students; students in their teams 
stand in a line and the first student of each team will be given a mark. The 
board is divided into four sections. The teacher will say a word of the 
vocabulary of Days of the Week in their language (Spanish), and the first 
student to get the correct translation into English earns a point for his/her 
group. Then that student goes to the back of the line and another student 
continues. 
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Class 07 
 

Game: Word clap 

Topic 04: Months of the year 

Aim: Deduce the month of the year 

Time: 5 minutes 

Aids: none 

Description: 

Students will be sitting down in a circle; the teacher will explain the rules 
of the game: students will follow teacher’s commands in rhythm; then she 

will start clapping and will ask students to follow her; they will clap their 

hands on their thighs three times (one-two-three) and then both hands 

together (four). Each student will shout out the name of a Month on every 

fourth beat. They will have to mention it in the right order. They will take 

turns clockwise. Players who repeat a word, break the rhythm, or say 

nothing will be out of the game. The game will be over when only one 

player is left. 

 
Class 08 
 

Game: Word race 

Aim: Deduce the month of the year 

Time: 5 minutes 

Aids: none 

Description: 

The class will be divided into four teams; students in their teams will stand in 
a line and will be given a marker. The board will be divided into four. The 
teacher will say a word  of a Month in their language (Spanish), and the first 
student to get the correct translation into English earns a point for his/her 
group. 
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Class 09 

Topic 05: Seasons of the year 

 

Game: Back to the board 

Aim: Interpret the seasons of the year 

Time: 5 minutes 

Aids: Word cards 

Description: 

Students will work in two teams: girls and boys. They will choose one 
representative and the chosen student will sit facing the class – back to the 
board, the teacher will show a word card where the name of a Season is; this 
word is out of sight of the student. The student will ask different students 
yes/no questions in order to guess the word. When the student gets the name, 
another student of the other team participates and the game continues. 

 
Class 10 

 
Game: Puzzle 

Aim: Interpret the seasons of the year 

Time: 7 minutes 

Aids: Flash cards 

Description: 
The class will be divided into four teams. The teacher will give each team 
a set of pieces of a picture of a Season, and they will have to stick piece by 

piece on the table until getting the complete picture; then they will have to 

write the name of the season the picture represents. 
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Class 11 

Topic 06: Prepositions 

 

Game: Pictionary 

Aim: Interpret the use of the prepositions of place 

Time: 10 minutes 

Aids: Flash cards, board, markers 

Description: 
Students will work in four teams; each member of the team will take turns to 
be the “artist”. The representatives – taking the role of artists, will go to the 
front of the class where the teacher will show them a picture where one cat is 
placed at a determined place. At teacher’s command, the artists will quickly 
draw the word on the board and try to get their classmates to guess the 
preposition of placed being drawn. The first team to guess correctly earns a 
point, and four other artists will have a turn with another word. 

 
Class 12 

 
Game: Card matching 

Aim: Interpret the use of the prepositions of place 

Time: 5 minutes 

Aids: Flash cards, word cards 

Description: 
Students in four groups will receive a range of cards (picture and word 
cards of the prepositions of place). They will have to match the picture 
with the correct description that the picture shows. 
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Appendix 06: Photos 
 

 
 

Teacher says 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Card matching 
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Back to board 
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