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Chapter 1 

 

Introduction 

 

1.1 Background of the Study 

 

In recent years, with the fast development of the economy and the strengthening of 

international competition, the country's demand for talent was also in the trend of 

increasing, and more talent gap had become a common problem in the current world. 

China in the rapid development of the current state of society, actively explores the 

training of talent team teams also become an important part of the current national talent 

program. English, as the current language basis for the cultivation of international 

composite talents, had gradually been the focus of attention of sociologists, 

psychologists, and educators. In recent years, with the increase in China's economic and 

trade cooperation and the frequency of international exchange, English had become the 

necessary foundation for current international communication. 

 

The globalization trend makes more and more people realize the importance of 

learning English well. As the primary stage of English learning, primary school English 

teaching had become the focus of people's attention, the focus of primary school English 

teaching was vocabulary teaching (Yin, 2013). The transition from primary to junior 

high school English education was a critical period for the improvement of English 

language skills, so English in the upper grades had also become an important subject at 

that stage of education, and the national requirements for the quality of English 

education and teaching were constantly increasing. The increase in national and social 

demand for English and the emphasis on English teaching in schools had put forward 

new and higher-level requirements for teachers' classroom teaching work. However, at 

the present stage of English teaching practice in primary school, there were still 

problems such as the single form of English teaching classroom, monotonous classroom 

lecture content, and overly form-oriented classroom. 
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 In English vocabulary teaching of primary school students, vocabulary learning 

should be the focus of primary school students English learning. It was very important 

to accumulate a rich vocabulary for primary school students' future learning. However, 

the survey shows that vocabulary learning was still a difficult problem for many primary 

school students. Many primary school students complained that they could not 

remember the words and did not want to remember them. They admit that vocabulary 

learning was a boring and difficult thing for them. It could be seen that there were still 

many problems in primary school English vocabulary teaching at present. Primary 

school English teachers had not yet found a vocabulary teaching method that could 

complete knowledge imparting and improve students' interest. Therefore, the majority 

of primary school English teachers need to constantly update their educational ideas and 

try new vocabulary teaching methods to solve this dilemma" (Lewis, 1993).  

 

English teaching in Chinese primary schools had been a hot topic since the Ministry 

of Education set up English courses in primary schools. 'Compulsory Education English 

Curriculum Standards' mentioned that primary school English teachers should make full 

use of teaching resources, carefully design teaching links, and try to make the teaching 

content more intuitive, to arouse students' interest in learning. Therefore, English 

teachers should deeply understand the new situation, new policy, and new direction of 

teaching reform, keep pace with "The Times", constantly update the educational concept, 

give play to the spirit of innovation, improve teaching ability, implement efficient 

classroom, abandon the traditional teaching mode of "teachers teach, students learn", 

make full use of teaching resources, and create situations conducive to students' 

language learning. Let students learn in the context, in the experience of learning, 

learning in interaction and communication, improve students' classroom participation 

enthusiasm and language application ability. Therefore, for language learning, only 

active use could enhance language ability. As linguist Allen mentioned that language 

learners could improve their vocabulary ability only in the process of communicating 

with the target language (Allen, 1993).  

 

Therefore, teachers should think about which teaching methods could improve 

pupils' interest in vocabulary teaching. It was imperative to improve the quality of 
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primary school English teaching and innovate primary school vocabulary teaching 

methods. 

 

At present, there were numerous means of oral English teaching in primary schools, 

and gamification teaching was also one of the important means. The advantages and 

functional value of educational games in the process of children's development had 

become the consensus of many educators. Studies had shown that "the special properties 

of games play a positive role in strengthening children's internal motivation, 

engagement, and immersion". That was to say, gamified teaching provides a cooperative 

and competitive situation in which students gradually shift their interest to learning. In 

this environment, students could regard learning as an internal drive or need, and take 

the initiative to participate in learning. Instead of taking learning tasks as a burden, they 

could voluntarily complete and constantly push forward the learning process. Therefore, 

the combination of games and education, to explore the path of gamified teaching and 

its promoting effect on teaching, had become a hot topic among educators. In front-line 

teaching, the game-based teaching method was also one of the commonly used teaching 

means for teachers (Zhu, 2019). 

 

As the global public health crisis of COVID-19 had accelerated the process of 

digital transformation of education, the digital transformation of global education was 

an irreversible inevitable trend in the post-COVID-19 era. With the transformation of 

education digitization, more possibilities were provided for modern teaching methods. 

Therefore, this study mainly studies the effectiveness of the game-based teaching 

method in online English teaching to improve the English vocabulary achievement of 

fifth-grade students in Qilin Primary School. 

 

1.2 Significance of the Problem 

 

The new curriculum standard for primary school teaching proposes the goal that 

classroom teaching should pay attention to the individual differences of students, to their 

emotions, attitudes, and values expressed in the learning process, to make students feel 

the joy of learning with effective motivational tools, to help students improve their 
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knowledge mastery and build self-confidence, to effectively promote students' 

development. This requirement was in line with the relaxed and enjoyable learning 

subtext pursued by the game-based teaching method, which aims to enhance students' 

interest in English learning in a relatively relaxed environment. To reduce all the 

pressures in their learning process under the traditional teaching method. It makes 

students no longer take English learning as a burden, but turn it into an interest through 

games, and achieve effective mastery of English knowledge in the process of playing. 

Because the game-based teaching method’s purpose was in line with the requirements 

of the new curriculum standards, it had triggered many scholars and educators to study 

and pay attention to this emerging English teaching mode.  

 

Since English was a foreign language, it was different from the traditional 

curriculum in many aspects such as pronunciation and sentence structure. However, 

traditional teaching methods were still used in English teaching in primary schools in 

China, which does not achieve good teaching results and was not conducive to the 

improvement of students' English performance. To this end, this paper explores the 

application of the game-based teaching method to English teaching, aiming to provide 

a theoretical reference and experimental basis for the reform of English teaching in 

China. 

 

1.3 Research Objectives 

 

1) To explore the effectiveness of game-based teaching method of the fifth-grade 

students at Qilin primary school in English vocabulary teaching.  

 

2) To find the benefits and challenges of game-based teaching method to the fifth-

grade students at Qilin primary school in English vocabulary teaching. 

 

1.4 Research Questions 

 

1) What are the effectiveness of the game-based teaching methods of the fifth-

grade students at Qilin primary school in English vocabulary teaching? 
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2) What are the benefits and challenges of game-based teaching methods in 

teaching English vocabulary to students at Qilin primary school? 

 

1.5 Conceptual Framework 

 

Game-based Teaching Method 

 

This study was to study the effectiveness of the game-based teaching method in 

online English teaching to improve the English vocabulary achievement of fifth-grade 

students in Qilin primary school. To specifically study whether game-based teaching 

positively affects primary school students' English vocabulary learning, the following 

investigations were carried out. 

 

 

Figure 1.1 Conceptual Framework 

 

From Figure 1.1, the students facing challenges in achieving low English 

vocabulary learning could benefit from the innovative approach of game-based teaching 

methods. By integrating engaging and interactive games into the learning process, 

students could experience a significant improvement in their English vocabulary 

acquisition. This approach not only makes learning more enjoyable but also enhances 

retention and comprehension, ultimately leading to better academic outcomes. 

 

1.6 Significance of the Study 

 

1.6.1 For Students 

 

Applying the game-based teaching method to primary school English vocabulary 

teaching, first of all, for primary school students, could improve students' interest in 

Students' difficulties 

in English 

vocabulary learning 

achievement low 

Game-based 

teaching  

method 

Students’ improvement 

in English vocabulary 

learning 
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learning English courses. Students were placed in a gamified teaching situation, which 

could effectively attract students' classroom concentration and improve the efficiency 

of English vocabulary learning. In the fun and competitive game activities, students 

were active learners, which improves the disadvantages of passive learning in traditional 

vocabulary teaching, and students' thinking ability and comprehensive language skills 

in English could be improved, so that they could apply what they had learned. 

 

1.6.2 For Teachers 

 

It was beneficial to improve the efficiency of English vocabulary teaching and 

enrich and develop vocabulary teaching methods. This study was beneficial to help 

inexperienced primary English teachers reasonably use the game-based teaching  

method to organize primary English vocabulary teaching, to better guide new primary 

English teachers to carry out vocabulary teaching, to improve primary English teachers' 

teaching skills, to promote and improve the educational practice of the game-based 

teaching  method in primary English vocabulary teaching, to improve primary English 

teachers' vocabulary teaching efficiency, and to promote primary English education and 

teaching. 

 

1.6.3 For New Curriculum Reform 

 

Theory was linked to practice, and practice makes real knowledge. This study finds 

the practical problems of teaching the game-based teaching method in the practical 

aspects of English vocabulary teaching in primary schools, and the research process 

explores the root of the problems through data analysis and proposes teaching 

suggestions and response strategies, which was conducive to enriching and improving 

the existing theories of game-based teaching method and the methodology of English 

vocabulary teaching in primary schools. It enriches and improves the theoretical basis 

of the game-based teaching method applied to the field of English vocabulary teaching 

in primary school, and also provides a reference for the teaching strategies of the game-

based teaching method in primary school English vocabulary teaching, which was 

conducive to improving the efficiency of vocabulary teaching. Not only does it had rich 
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teaching theoretical significance, but also had important educational practice 

significance, so this study had important reference value. 

 

1.7 Scope of the Study 

 

The scope of this study includes research location, population and sample research 

methodology, research instruments, and research variables as follows. 

 

1.7.1 Location and School Profile 

 

Qilin primary school was a high-quality private school that had been designated as 

a demonstration School of Modern Education in Yunnan Province in January 2022 

(Baidu Baike, 2022). The school integrates kindergarten, primary school, high school, 

and foreign language school, and had complete and advanced educational and teaching 

facilities, with a full range of special classrooms for each subject. The school had more 

than 600 staff members and about 4,300 students. 

 

1.7.2 Research Methodology 
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Figure 1.2 Research Design 

 

From Figure 1.2, the two classes with the same level of vocabulary would be 

divided into the control class and the experimental class. Before the experiment, the 

English vocabulary scores of the students in the two classes would be tested, and 

quantitative data would be collected.  

 

Through qualitative analysis, the interviews would be conducted from the 

perspective of individual teachers to visualize the current situation of the game-based 

teaching method in teaching English vocabulary in the fifth-grade. Based on the purpose 

of this study, the research designed the interview outline from three dimensions: 

teachers' perceptions and opinions on the application of the game-based teaching 

method to vocabulary teaching, the development of game activities during the class, and 

the reflection after the class.   

 

Analysis of the current situation 

of game teaching method 

application 

Problems during 

application 

Research results and analysis 

of countermeasures 

Data Collection 

①Questionnaire ②Interview ③Classroom observation 

Research Instruments 

Qilin Primary School 

as the research object 

Population: Qilin primary school has 8 fifth-grade 

classes, with an average of over 40 students in one 

class, for a total of 336 students. 

Sample: 40 students from 2 class 5A and 5Z. The 

''5A'' was the experimental class and ''5Z'' was the 

control class. 



9 
 

 

1.8 Definition of Terms 

 

Fifth-Grade Students 

 

The students were between the ages of 10 and 12 at Qinlin Primary School where 

was located at No.68 Quanyuan Road, Nanshan District, bordering Shenzhen Bay, east 

to High-tech Park, west to Zhongshan Park, and south to Lixiang Park. According to the 

school's curriculum, such students had a basic understanding of reading, writing, math, 

and science. It was also possible to begin developing more advanced critical thinking, 

problem-solving, and analytical skills in preparation for the academic challenges of 

middle school. 

 

Game-based teaching Method 

 

It was the use of educational games as a method or approach in online English 

teaching to enhance the English vocabulary achievement of fifth-grade students at Qilin 

Primary School. It involves integrating game elements, mechanics, or activities into the 

teaching process to make it more engaging, interactive, and enjoyable for the students. 

These games could be designed specifically for language learning purposes and may 

involve various formats such as digital games, board games, role-playing games, or 

interactive activities that incorporate elements of competition, problem-solving, 

teamwork, and skill development. The aim was to leverage the motivational and 

immersive aspects of games to create a conducive learning environment that enhances 

students' vocabulary acquisition and overall English language proficiency. 

 

English Vocabulary in Fifth-grade  

 

The ultimate goal of the program was to enable students to perform well in 

speaking, listening, reading, and writing, to develop intercultural awareness, and to had 

assignments that include reading exercises, writing tasks, and speaking exercises to 

develop different language skills, encouraging active participation and the use of 

interactive activities such as group discussions and role-plays. Students typically need 
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to master about 1,000-1,500 English words in the fifth-grade of Qilin primary school, 

In English, these words include nouns, adjectives, verbs, adverbs, and prepositions. It 

uses English primary school textbooks published by People's Education Press. The 

traditional teaching method was inefficient, and students were reluctant to learn English 

vocabulary, which was why the game-based teaching method would be adopted. 

 

 



 

 

 

Chapter 2 

 

Literature Review 

 

In this chapter, relevant literatures were reviewed to provide theoretical 

background for the research. This chapter established a theoretical framework by 

reviewing the literature on the influence of English game-based teaching. The main 

feature of this study was to improve the English level of third grade students by 

analyzing the influence of game-based teaching method in English vocabulary teaching. 

 

This chapter consists of the following topics: 

 

2.1 Development of the Idea of Game-based teaching 

2.2 Study of the Principles of Game-based teaching 

2.2.1 Application Principles of Game-based teaching 

 2.2.1.1 Purposeful principle 

 2.2.1.2 Educational principle 

 2.2.1.3 Targeting principle games 

 2.2.1.4 The principle of fun 

 2.2.1.5 Principle of competitiveness 

 2.2.1.6 The principle of rule-based 

 2.2.1.7 The principle of interactivity 

2.3 Related Theories on Game-based teaching 

2.3.1 Multiple Intelligences Theory 

2.3.2 Piaget's Theory of Cognitive Development 

2.3.3 Theories of Children's Second Language Acquisition 

2.3.4 Pleasant Education Theory 

2.4 Types of Application of Game-based teaching Method  

2.5 Application of Game-based teaching method in School Education 
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2.6 Factors Affecting the Effectiveness of the Game-based teaching method of 

Teaching 

2.6.1 The Influence of Traditional Classroom Teaching Ideas 

2.6.2 The Operational Level Faces the Deviation in Understanding the 

Connotation of Effective Teaching  

2.7 Ensure the Games Play an Effective Role in Primary School English Teaching  

2.7.1 Deal with the Relationship Between Games and Knowledge 

2.7.2 Mastering the Scale of the Game 

2.7.2 Mastering the Role of the Game 

2.8 Advantages and Challenges of the Game-based teaching Method 

2.8.1 Advantages of Game-based teaching Method 

2.8.2 The Challenges of the Game-based teaching Method 

2.8.3 WORDWALL 

2.9 Teachers in Game-based teaching Method  

2.9.1 Teachers in Game-based teaching Method in the world 

2.9.2 Teachers in Game-based teaching Method in China 

2.10 Conclusion 

 

Searched "game pedagogy" on China National Knowledge Internet (CNKI) and 

filtered the relevant literature from 1982 to 2021, with a total of 7,729 articles. 

According to the results of the search on the Internet, there was little research literature 

on the game-based teaching method before 2005, and from 2009 onwards, the research 

literature on the game-based teaching method showed a trend of increasing year by year, 

among which the total number of pieces of literature in 2020 showed a small decrease, 

which may be caused by the COVID-19 Epidemic. 
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Figure 2.1 Publish annual trends 

Source: China National Knowledge Internet (CNKI), 2021 

According to the distribution of subjects searched on CNKI, the data shows that 

3738 of them were related to primary education, accounting for 40.23%, followed by 

application in foreign languages and literature, accounting for 19.81%. It could be seen 

that the game-based teaching method was more widely used in primary education as 

well as in teaching English in subject areas. This shows that scholars at home and abroad 

had made considerable achievements in their research. The author mainly focuses on 

the existing literature from the following three aspects compendium. 

 

2.1 Development of the Idea of Game-based teaching 

 

Plato (Greek, philosopher, 427-347 BCE) was the first Western educator to propose 

the combination of play and teaching. He believed that "play was a dialogue to the truth" 

and emphasized teaching through play. 1) He believed that by teaching through play, he 

could better understand the nature of each child and guide them to develop their nature 

and interests, focusing on the physical and mental development of children 

(Anderson ,2019). It was noteworthy that Plato believed that games that were only for 

recreation were not helpful to human life and mind, i.e., they were not just for 

entertainment. 2) Therefore, in his conception, games should be carefully selected by 

educators to be beneficial to children's physical and mental development and to had a 
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good training effect. And a strict set of rules should be established to give the game a 

sacred character. 

 

Aristotle (Greek, philosopher, 384 BC-322 BC) believed that the education of 

children should be mainly based on games, that is, teaching through games, and he 

deepened the teaching of games, emphasizing that children's hearts should be purified 

through games, to cultivate high moral character and lay the foundation for the 

cultivation of good citizens and good city-states. He believed that good moral character 

needed constant education, and for children, forced learning was not conducive to the 

cultivation of children's minds, so the cultivation of children's minds was achieved 

through the cultivation of game-based teaching to achieve the purpose of education. 

 

Marcus Fabius Quintilianus (35 BC-100 BC) believed that the teaching of 

children's games should be based on children's interests and needs. To prevent students 

from learning fatigue, he advocates that teachers should adopt the play-based approach 

to teaching and learning activities, to prepare for schooling in the future. He believes 

that the playful nature of young children could be fully utilized to teach specific subjects 

playfully. 

 

Friedrich Wilhelm August Fröbel (German, pedagogue, 1782-1852) believed that 

play was a physiological need of children and the basis of educational enlightenment, 

he emphasizes that creating a good play situation could promote the harmonious and 

healthy development of children's bodies and minds. Froebel emphasizes the importance 

of play and that play teaching could provide children with free space for development 

and could promote the development of children's imagination and creativity. Children 

could achieve the purpose of education through enjoyable play. 

 

Jean Piaget (Swiss, psychologist, 1896-1980) proposed the theory of cognitive 

development, and based on this theory, his play theory was formed and developed. He 

believed that children's cognitive development level was compatible with the 

development of a variety of play activities during childhood and that teaching should 

develop games that were appropriate to children's cognitive level according to their 
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different intellectual levels and different stages of physical and mental development, to 

give full play to children's initiative and creativity, to conduct independent and 

enjoyable learning, and to focus on children's subjectivity and emotional experience in 

play. Piaget's theory of play was a further deepening of the theory of play pedagogy. 

 

The common points could be summarized as the above-mentioned views of 

Western scholars emphasize the importance of games for education and teaching, 

conforming to children's nature and realizing the educational value of games in game-

based teaching; game activities conform to children's cognitive level and emphasize 

children's subjectivity status. In conclusion, foreign studies on the game-based teaching 

method mainly emphasize the educational value of games, the subjective position of 

children in games, and games conforming to children's psychological characteristics; 

foreign studies on the game-based teaching method had important reference values for 

this study on the application of the game-based teaching method. 

 

The germ of the idea of the game-based teaching method had existed in China since 

ancient times (Lee, 2017). 

 

Confucius (Kong Zi, 2019) once said, "Those who know were better than those 

who were good, and those who were good were better than those who enjoy". Kong Zi 

believed that students could only understand and digest knowledge quickly if they enjoy 

learning. How to make students interested in learning becomes the first issue that 

educators need to solve, then the game-based teaching method was born, through the 

game activities inspire teaching and learning, the development of students' active 

creativity, to achieve the unity of teaching and learning. 

 

Wang (2019) believed that children were inclined by nature to play rather than to 

be disciplined. This statement recognizes the psychological and physiological 

characteristics of children who like to play and believes that children should play 

happily as children, and emphasizes that the education of children should make students 

enjoy what they were learning, and they would progress quickly. Wang emphasized that 

children should be guided to had fun according to their playful nature. He emphasized 
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that children should be guided to learn in a fun atmosphere. It provides a reference for 

the teaching practice of the game-based teaching method. 

 

Chen (2015) believes that "games were the main way of life for children to 

participate in social interactions" and that education in childhood should be based on 

play activities.  He advocated the integration of play and teaching to achieve fun and 

education. He laid the foundation for the development and enrichment of the game-

based teaching method. 

 

Wu (2019) description of the game pedagogy overview and specific applications 

that advance the development of game pedagogy. 

 

Lai (2015) believed that game-based teaching method provides some specific 

lesson plans for teaching games. It was useful for the teaching practice of the game-

based teaching method. 

 

Wang (2019) emphasized that in teaching English in primary school, teachers 

should take advantage of the physiological developmental characteristics of primary 

school students to use the game-based teaching method. 

 

Based on the above analysis, the current research on English game teaching in 

primary schools had the following 3 characteristics: 

 

1) Mostly practical research, lack of theoretical research. 

 

From the statistics of the literature, most of the studies were on the application and 

countermeasures of English game-based teaching in schools, but there were relatively 

few studies on the definition of the concept of the game-based teaching method and the 

relevant theoretical basis. People should not only understand the meaning of game 

pedagogy, but also study and summarize the theoretical schools prevailing at present, 

and use theories to guide the practice to make the research scientific. Foreign research 

on the functions and applications of traditional games and electronic games in primary 
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school education had been conducted, but the research on traditional games was limited 

to the theoretical level, while the experimental research on the teaching mode of 

electronic games was more frequent, but few people had studied games as a teaching 

mode systematically and deeply, which provides a direction for later research. 

 

2) Most of the studies on the misconceptions of the game-based teaching method 

lack an analysis of the reasons. 

 

From the statistics of keywords, it could be analyzed that there were a lot of 

literature on the problems of game-based teaching in primary English classroom, but 

less on the causes. Teachers and scholars should not only propose the problems of the 

game-based teaching method in primary English classrooms, but also analyze the causes 

of the problems, and then adopt corresponding solutions. For example, in the 

implementation of the game-based teaching method, when faced with the problem of 

poor student participation, most scholars in their research suggest how to change the 

organization of the game and motivate learners, but cannot thoroughly analyze the 

causes of the problem (Anderson, 2013). 

 

3) Most offer suggestions but lack lessons and sharing of actionable games. 

 

Many articles summarize the suggestions and considerations of English games in 

primary school, but they only analyze the superficial problems and do not give more 

practical ways of playing games. It would be helpful for teachers to design classroom 

games that could be implemented in the classroom with real-life examples. 

 

2.2 Study of the Principles of Game-based teaching  

 

By reviewing the relevant literature, the author summarized and sort out the 

existing research literature to provide a detailed overview of the principles and types of 

application of the game-based teaching method. 
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2.2.1 Application Principles of Game-based teaching 

 

2.2.1.1 Purposeful Principle 

 

The original purpose of the game-based teaching method was that teachers 

apply it to education and teaching to achieve the teaching objectives and improve 

students' learning motivation to enhance the teaching effect. Compared with games for 

entertainment, the purpose principle of the game-based teaching method aims to guide 

students to learn knowledge by participating in games, and to promote the development 

of students' intelligence, imagination, creativity, thinking, and other abilities during the 

game, thus improving students' learning efficiency (Brown, 2007). In a word, the 

application principle of the game-based teaching method requires teachers to organize 

teaching for student learning and educational teaching. 

 

2.2.1.2 Educational Principle 

 

The educational principle of the game-based teaching method was 

complementary to the purposive principle, and the educational principle should be 

emphasized in the design and implementation of game activities. According to Gao 

(2013), the goal of the game-based teaching method was based on the teaching goal, and 

the game-based teaching method itself should serve education. The application of the 

game-based teaching method requires teachers to "teach with fun", combining the 

entertainment of the game with the knowledge of education, and finally achieving the 

educational goal. 

 

2.2.1.3 Targeting principle games 

 

The relevance principle of pedagogy was that teachers could scientifically and 

purposefully select and design the game-based teaching content. Yuan (2018) pointed 

out that the application of the game-based teaching method should avoid uniformity, 

that is, copying others' classroom materials without modification and adjustment, and 

teachers need to consider and design for specific student groups, teaching contents, and 
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teaching resources. It could be seen that the level of game activities set for different 

basic classes was different, so teachers should organize teaching according to students' 

basic level; the difficulty of teaching contents also affects the application of the game-

based teaching method, so teachers need to filter and design according to teaching 

contents; teachers should consider different types of classes to select teaching resources 

in a targeted way, for example, interactive games could be designed for listening classes 

to train students' listening and speaking ability while reading and writing classes could 

be organized with multimedia teaching aids to achieve the goal of teaching students' 

listening and speaking ability (Brown, 2017). Teachers should consider different types 

of teaching resources, such as interactive games to train students' listening and speaking 

skills, and multimedia teaching tools to improve reading and writing skills. It was worth 

noting that teachers cannot use multimedia teaching aids for teaching, which may lead 

to the waste of teaching resources and teachers' energy, resulting in the mismatch 

between teaching forms and teaching effects, and eventually teaching deviates from the 

original purpose and affects teaching efficiency. In conclusion, the application of the 

game-based teaching method requires teachers to organize teaching based on student 

groups, teaching contents, and teaching resources. 

 

2.2.1.4 The principle of fun 

 

The purpose of the game-based teaching method was to make students 

actively participate in the learning activities through the fun of the game mechanism, 

which requires teachers to create realistic language situations so that students could 

interact with the game independently and happily and eventually master the knowledge 

and skills (Brown, 2013). The fun principle of the game-based teaching method requires 

teachers to innovate the application form and content of the game-based teaching 

method, to create real situations through game activities to make students better perceive 

teaching, to improve student's learning motivation, and classroom concentration, and to 

improve teaching efficiency. 

 

2.2.1.5 Principle of Competitiveness 
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Xu (2011) explained that primary school students had the characteristic of 

being competitive, and the application of the game-based teaching method needs 

teachers to grasp this characteristic of primary school students to organize teaching and 

learning so that students could learn and master knowledge voluntarily in the game 

activity full of competition mechanism. Students had the psychology of wanting to win 

in the game and pay attention to the result of the game, so they could concentrate on the 

game activity and learn more efficiently. Teachers should take into account the 

competitive principle of the game-based teaching method to organize teaching. Teachers 

should grasp students' competitive psychological characteristics and design competitive 

game activities so that students could master knowledge and develop intelligence in 

lively competition. 

 

2.2.1.6 The principle of rule-based 

 

The application of the game-based teaching method should follow the 

principle of rule-based. Zeng (2017) mentioned that teachers need to fully consider the 

teaching objectives and contents of the subject in the preliminary preparation stage of 

applying the game-based teaching method, set clear rules for the game activities, and 

actively guide students to establish the sense of rules and collective consciousness so 

that students could participate in the game activities voluntarily and orderly. It could be 

seen that clear and explicit game rules could guide students to actively participate in the 

game interaction, on the contrary, ambiguous game rules would affect students' 

enthusiasm to participate and affect the teaching effect; students need to comply with 

the game rules based on understanding the game rules to ensure the orderly participation 

of teaching activities. 

 

2.2.1.7 The principle of interactivity 

 

According to Zhao (2014), the application of the game-based teaching method 

needs to follow the principle of interactivity. Students participate in teacher-student 

interaction and student-student interaction through games, which greatly changes the 

traditional classroom language indoctrination mode. Firstly, for teacher-student 



21 

 
 

 

interaction, students could be brought closer to teachers and students in a lively learning 

atmosphere, and the classroom atmosphere could be enlivened; secondly, for student-

student interaction, it was conducive to enhancing the communication ability and sense 

of collective honor among students and cultivating team consciousness. When teachers 

apply the game-based teaching method, they should fully consider the principle of 

interactivity and ensure that all students participate in the teaching process to ensure the 

effective implementation of the game-based teaching method. 

 

2.3 Related Theories on Game-based teaching 

 

2.3.1 Multiple Intelligences Theory 

 

The psychologist H. Gardner developed the hypothesis of multiple intelligences, 

which had recently gained a lot of traction in China's education system. He suggested 

that each person possesses eight largely independent intelligences: mathematical and 

logical, musical and rhythmic, self-awareness, verbal and linguistic, physical and motor, 

visual and spatial, interpersonal communication, and natural observation. Each person's 

intelligence had unique traits because different environmental and educational 

circumstances had an impact on the direction, magnitude, and expression of various 

intelligence components. Each student had different strengths and combinations of 

intelligences, some were stronger and some were weaker, so teachers and parents should 

work to promote these eight intelligences so that students could had a variety of 

personalized development based on comprehensive development. The application of the 

game-based teaching method in primary school English classrooms was an effective 

practice of multiple intelligences theory, and different kinds of games could stimulate 

and develop different kinds of bits of intelligence in students. 

 

In the "Questions and Guess" game, one participant describes a student in the class 

and the other students raise their hands to guess who that person is, and could only ask 

and answer in the form of general questions. Both the describing and guessing students 

demonstrated and practiced both linguistic and naturalistic observation intelligence. 

Teachers use the "A Secret of Body Writing" game in third-grade English alphabet 



22 

 
 

 

instruction to develop students' body-motor intelligence by using their bodies to pose, 

touch the letters of the alphabet with a body part, or do alphabet exercises. "Let's sing" 

and "Let's chant" in each unit of primary English textbooks follow the development of 

students' rhythmic intelligence. This shows that it was necessary to introduce games in 

primary school English classrooms under the theory of multiple intelligences. 

 

2.3.2 Piaget's Theory of Cognitive Development 

 

Jean Piaget outlined the cognitive development of students in four stages: 

 

 

Figure 2.2 The cognitive development of students in four stages 

Source: Piaget, 1952 

 

The cognitive development of primary school students was in the Concrete 

Operations Stage, where children could perform concrete operations and develop the 

concepts of "conservation" and "reversibility". Operation was the core concept of 

Piaget's theory of intellectual development. An operation was a specific intellectual 

procedure that changes information for a purpose and was reversible. However, 

children's operations in this period cannot be performed without the help of concrete 

objects or images. Piaget's theory of cognitive development gives us a series of 

educational insights. The educational material should first be adjusted to the students' 

stage of cognitive growth. This means that the games' difficulty and design should 

correspond to the cognitive maturity of elementary school kids. This indicates that the 

game's difficulty and design should be suitable for the cognitive stage of primary school 

pupils. Second, the cognitive development of the pupils as the learning subjects was 

advanced by their participation in and interaction with the outside world. This shows 

that the cognitive development of students was an active process, and the educator must 

constantly influence it externally. The stimulation of games in the classroom constantly 

motivates students to learn actively and promotes their cognitive development. 

 

Sensorimotor  

(0-2 years) 
Preoperational  

(2-7 years) 

Concrete Operations 

(7-12 years) 

Formal Operational 

(12-15 years) 
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2.3.3 Theories of Children's Second Language Acquisition 

 

Smith (2021), a well-known language educator, created the idea underlying 

children's second language acquisition. For us, Chinese was our first language, and the 

second language was the one we were learning in addition to English, which was 

examined in this thesis as a second language for kids. In this view, Krashen distinguishes 

between learning and acquisition, which he claims were two distinct processes that 

cannot be combined. The true verbal ability was the acquisition system, or subconscious 

language awareness. The learnt system, in contrast, consists of conscious linguistic 

knowledge and could only be observed or revised when the second language was being 

used. He argues that "acquisition" was a subconscious process, similar to the process by 

which children acquire their native language. The acquirer's attention was focused on 

the message conveyed by the language, rather than on the form of the discourse itself. 

Through natural communication, the learner subconsciously internalizes English and 

naturally acquires language skills. "Acquisition" was a conscious process in which the 

learner focuses on the form of the language rather than on the message it conveys. The 

learner understands the utterance and grasps the syntactic concepts by listening to the 

teacher's explanation of linguistic phenomena and linguistic patterns, supplemented by 

conscious training and memorization. Our traditional teaching methods focus on test-

based education, with too much emphasis on grammatical rules rather than on practical 

oral communication and application, while games in the classroom allow students to 

acquire English skills more naturally, as an "acquisition" process that facilitates 

language learning. 

 

2.3.4 Pleasant Education Theory 

 

The theory of pleasant education originated from the educational thought of Mr. 

Chen, a famous Chinese educator in modern times, and was proposed by Mr. Ni, a 

special teacher, in the early 1980s, emphasizing the pursuit of pleasure in development 

and further development in pleasure. This idea of education rebels against the test-based 

education that causes students to suffer and lose their joyful childhood. Although quality 

education was advocated nowadays, most teachers still focus on the content of books in 
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the classroom, and they just keep on instilling knowledge (Chen, 2014). The theory and 

practice of enjoyable education once again prove that the master of the classroom was 

the student, not the teacher, and the teacher's teaching concept needs to be updated to 

replace passive learning with active learning. In addition, enjoyable education was a 

change from a purely intellectual model to a language learning model, which requires 

an emotional approach to teaching children both knowledge and emotion. 

 

2.4 Types of Application of Game-based teaching Method 

 

By searching the keywords "types of application of game-based teaching method", 

the author, based on screening and organizing the existing related research literature, 

elaborates on the types of application of game-based teaching method from the 

perspectives of organization, teaching content, and application function. 

 

Table 2.1 Application Type of Game-based teaching Method (Organization Mode) 

class cooperative game 

For example, if one person says a word, then the students 

say words, or sentences, from the initial word, gradually 

increasing the number. 

team plays For example, the group as a unit to show, perform drama. 

individual competitive game Individual competitions around game themes. 

Source: Hong, 2006  

  

Table 2.2 Application Type of Game-based teaching Method (Teaching Content) 

phonetic game Such as bingo games, chant games, speech listening game 

vocabulary games 
Such as guessing games, word games, radish squat games, word 

disappear games 

sentence pattern game Look and talk games. I make you talk games, role-playing games 

grammar games Imitation games, dubbing games, shooting games 

writing game Letter writing game, comma game, story time game 

Source: Li, 2003 
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Table 2.3 Application Type of Game-based teaching Method (Application Features) 

input game It was mainly taught by teachers to strengthen new knowledge. 

out-put games 
It was mainly based on students' answers to consolidate students' 

mastery of what they had learned in class. 

Source: He,2011 

 

2.5 Application of Game-based teaching method in School Education 

 

The application of games in primary education was mainly divided into two aspects: 

in-class and out-of-class.  

 

In-class educational games: they were educational games developed specifically 

for specific teaching objectives and contents, which were mainly used to enhance 

students' interest in learning so that they could better grasp classroom teaching 

knowledge, and include two specific forms: games for teaching introduction and games 

for the teaching process. In the latter case, the game was used as a teaching resource for 

students to follow the structure of the game in the classroom and to review and evaluate 

their knowledge through the game (Brown, 2012).  

 

Extracurricular games were non-internal games that were related to education. The 

main purpose of extra-curricular games was to improve students' knowledge, expand 

their knowledge, and ultimately improve the quality and abilities of all students. 

Extracurricular games could had a subtle influence on students, who invisibly acquire 

certain knowledge. 

 

The application of game-based teaching methods in school education was a 

growing trend worldwide, with many educators recognizing the benefits of using games 

to engage students and improve learning outcomes. In general, there were various game-

based learning approaches, such as gamification, game-based learning, and serious 

games, which aim to integrate game elements into educational content to increase 

motivation and learning efficiency (Evans, 2017). In China, the use of game-based 

learning methods in schools had also gained popularity in recent years. The Chinese 
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government had actively promoted the integration of educational technology and 

innovative teaching methods, and game-based learning was one of the key areas of focus.  

Many Chinese schools had incorporated game-based learning into their curriculum, 

ranging from primary to secondary education. In some provinces of China, such as 

Yunnan, Guangzhou, Sichuan, and Beijing, game-based learning had been implemented 

more extensively.  For example, the Yunnan Provincial Education Department 

launched a game-based learning project in 2015 (Yunnan Primary School English 

Teaching Plan, 2014), which aimed to provide game-based learning resources and 

support to schools.  In Sichuan, the local government had also launched a game-based 

learning initiative, providing training for teachers and developing game-based learning 

content for students. However, the adoption of game-based learning methods in China 

was not without its challenges. Some critics argue that game-based learning could 

distract students from traditional classroom learning and undermine the importance of 

discipline and hard work. Additionally, the lack of high-quality game-based learning 

resources and trained teachers in some areas could hinder the widespread adoption of 

this approach. 

 

Overall, the application of game-based teaching methods in school education was 

a growing trend both in China and globally, and it had the potential to revolutionize the 

way students learn and engage with educational content. 

 

2.6 Factors Affecting the Effectiveness of the Game-based teaching 

method of Teaching 

 

2.6.1 The Influence of Traditional Classroom Teaching Ideas 

 

Although with the development of quality education in China and the reform and 

innovation of primary school teaching methods, many new ideas and new thoughts had 

emerged in primary school teaching concepts. However, in the process of promoting 

new teaching methods and old teaching concepts, there were still serious collisions and 

frictions. Moreover, due to the age of our teachers, traditional teaching ideas still had 



27 

 
 

 

strong resistance to the existing teaching concepts. For example, in the process of using 

the game-based teaching method in classroom teaching, it was found that more old 

teachers feel that the game-based teaching method had poor classroom discipline, 

students would only focus on the game and neglect learning, the teacher lacks authority, 

and many other factors that were contrary to the traditional education concept. This had 

a significant impact on the effective application of the game-based teaching method. 

Moreover, even if some teachers adopt the game-based teaching method in the teaching 

process, the influence of traditional teaching and learning-oriented thinking also hinders 

the effective implementation of the game-based teaching method (Lee, 2015). On the 

one hand, traditional teaching ignores students' autonomy in the learning process and 

emphasizes the teacher's central role, which was monopolized by the teacher most of 

the time in the whole classroom; on the other hand, traditional teaching focuses more 

on the central position of book knowledge and ignores the combination of book theory 

and practice. On the other hand, traditional teaching focuses more on the centrality of 

book knowledge and ignores the integration of book theory and practice. These two 

aspects were not consistent with the basic objectives of the game-based teaching method, 

so the game does not achieve the expected goals in the process. 

 

2.6.2 The Operational Level Faces the Deviation in Understanding the 

Connotation of Effective Teaching 

 

Although many years of exploration and continuous practice of primary education 

in China had achieved many achievements and significant results. However, the results 

achieved had not been fully translated into practice, and there were still operational 

problems and misunderstandings about the new teaching methods. For example, many 

researchers had conducted experimental and theoretical studies on the application of the 

game-based teaching method to secondary school English teaching, and the results of 

these studies show that the game-based teaching method could effectively promote 

secondary school students' English learning. However, this teaching method had not 

been effectively promoted and used in actual English teaching. This was because most 

teachers had a misunderstanding of the meaning of the game-based teaching method. 

The main reason for this bias was that teachers simply believe that teaching was an 
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"input-output" human activity. However, since the object of teaching activity was 

students, its effect was often abstract and difficult to quantify, with the characteristics 

of lagging, hidden and generative, if we only look at the immediate, explicit, and pre-

determined effect, we could only look at the formal and quantitative things (Yang, 2011). 

 

2.7 Ensure the Games Play an Effective Role in Primary School English 

Teaching 

 

2.7.1 Deal with the Relationship Between Games and Knowledge 

 

After all, the game-based teaching method was only a teaching method, it was also 

one of many teaching methods, as a teaching method, it was necessary to achieve a 

rigorous circle. Primary school students were in the rebellious period and also in the 

period of thirst for knowledge, so when making the rules of the game, we should not 

pursue the fun of the game too much and ignore the learning content, which leads to the 

phenomenon of putting the cart before the horse. The teacher should play a leading role 

in supervising the game and the students, and be able to arrange the game and learning 

time reasonably, set the game according to the learning content, and implement or stop 

the game according to the actual needs, not to appear the phenomenon of sacrificing the 

essence to the art. The games should also be timely and should not take away from the 

content of the material (Smith, 2021). 

 

2.7.2 Mastering the Role of the Game 

 

The biggest risk of the game-based teaching method was that students had fun, but 

after the game was over, they had not learned anything and had forgotten everything 

about the learning task. Therefore, it was possible to arrange tasks for the participants 

of the game, from being forced to accept the task to actively complete the task, 

reasonably transforming the learning content into a free game and realizing the students' 

learning of knowledge (White, 2016). Therefore, teachers need to grasp the scale of the 

game reasonably well, when the scale was not grasped properly, the teaching goal was 
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not only not achieved, but also leads students to fall in love with the game and lead 

students to the wrong way, so that the game-based teaching method was also a double-

edged sword. 

 

2.7.3 Prepare and Guide the Process Well 

 

The game-based teaching method must play the leading role of the teacher, 

reasonably guide students' tendency to play, introduce the rules of the game clearly in 

the classroom, and get students to do demonstration if necessary, to avoid students' 

inability to devote themselves to the game because they do not understand the rules of 

the game, and similarly, after the game, the teacher should arrange for students to 

summarize the game, mainly with encouragement, so that students could reflect on 

themselves, The teacher should summarize the game and encourage the students to 

reflect on the game and consolidate their learning. The teacher could also use the 

summaries to find out whether the game was successful or not, and to judge whether the 

purpose of teaching was achieved. The game-based teaching method should give full 

play to the initiative of all students, not to leave every student behind, to motivate every 

student, to avoid an unpleasant atmosphere, and allow teachers and students to 

participate together. The games create an enjoyable and relaxed learning atmosphere 

where students could capture knowledge and expand their thinking in a relaxed and 

enjoyable way, which was both refreshing and satisfying. Therefore, through the game 

learning method, with the encouragement of the teacher, each student participates in the 

game, which enhances the cohesiveness of the students and thus further strengthens their 

confidence in learning. 

 

2.8 Advantages and Challenges of the Game-based teaching Method 

 

2.8.1 Advantages of Game-based teaching Method  

 

Nowadays, the game-based teaching method was a common teaching method in 

primary school English teaching. Appropriate use of game forms and elements in 
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teaching could relieve students' learning pressure and stimulate students' interest in 

participating in classroom activities at the same time, which could give full play to their 

subjective initiative and effectively improve students' learning efficiency. 

 

Table 2.4 Advantages of Game-based teaching Method 

1 
Stimulating students' 

interest in learning 

Interest was the catalyst of learning, which could generate a 

strong internal driving force (Williams, 2013). Teaching 

under the guidance of the game-based teaching method could 

enliven the classroom atmosphere, promote students' active 

participation in teaching activities, make the classroom lively 

and vivid, and thus improve classroom efficiency. 

2 
Reflecting on 

students' subjectivity 

Teaching objectives could only be achieved through 

students' active participation, internalization, and absorption. 

In traditional teaching, the teacher was the subject and the 

students were the object, and classroom teaching was often 

in the mode of "the teacher speaks, the students listen; the 

teacher asks, the students answer; the teacher leads, the 

students read". In-game activities, the teacher was more of a 

guide and the students become the main body of the activity. 

By emphasizing students' subjectivity in teaching, we could 

cultivate students' subjective consciousness, develop their 

abilities, shape their personalities, develop their potentials 

and guide them to develop actively, thus promoting students' 

overall improvement and full development of their 

personalities. 

3 

Promote the healthy 

development of 

students' minds 

Game-based teaching method could promote the 

development of student's mental health. The integration of 

game forms and elements with teaching creates a relaxed 

classroom atmosphere, and it was fun and competition could 

promote students' active participation in activities and 

cultivate students' self-confidence in expression; the rules of 

games could cultivate students' organization and discipline; 

games often had educational effects, and the integration of 

game forms and elements was conducive to students' 

intellectual development in the teaching process, and 

students' thinking ability, imagination, memory, and 

creativity could be developed (Scrivener, 2011). Students' 

thinking ability, imagination, memory, creativity, etc. could 

be exercised and improved in the teaching under the 

guidance of the game-based teaching method. 

Source: Williams, 2013; Scrivener, 2011 

 

2.8.2 The Challenges of the Game-based teaching Method 

 



31 

 
 

 

Game-based teaching method could play an important role in primary English 

classroom teaching, but how to effectively apply the game-based teaching method in 

primary English classroom teaching, so that the value of game forms and elements could 

be fully reflected in teaching, still needs practical research. The application of the game-

based teaching method in primary English teaching still faces many problems and 

challenges in practice, which were mainly reflected in the following aspects: 

 

Table 2.5 The Challenges of the Game-based teaching Method 

1 

Insufficient game 

reserve and lack of 

innovative content 

As a common teaching method in primary school English 

teaching, it was a challenge for teachers to design and 

implement games. Because of the teachers' busy teaching 

work and the lack of access to game materials, there were not 

enough cases of primary school English teaching games, and 

the games seem to be monotonous and repetitive. At present, 

word games, such as word guessing, word meaning 

connection, word solitaire, etc., were more frequently used 

in primary school English classroom teaching. 

2 

Games for the sake of 

games, ignoring the 

teaching content 

Teachers often put the games in the introduction stage of 

teaching, only as a means to achieve a lively classroom 

atmosphere, but do not put the teaching content under the 

game form and elements, ignoring the educational nature of 

the game-based teaching method, applying the game-based 

teaching method superficially in teaching, just for the sake of 

the game, cannot improve the teaching efficiency. 

3 
Not meeting the needs 

of all students 

In a class of dozens of students, the student's knowledge and 

skill levels were often different. When teachers apply the 

game-based teaching method to classroom teaching, to 

ensure the teaching process goes smoothly and achieves the 

expected effect, they tend to ask fewer questions to students 

with poorer acceptance ability and choose students with 

better performance to participate in the game, while other 

students often lose the opportunity to participate. 

4 

Struggling students 

were difficult to 

integrate into the 

game-based teaching 

If teachers do not take into account the actual situation of 

students of different levels in the game design, students who 

had difficulty learning English often had difficulty 

participating in the game activities in the English language 

environment, and teachers cannot provide one-on-one 

guidance to most of the students who had difficulty in 

learning English in the limited class time, so that students 

who had difficulty in learning English could hardly get a 

sense of participation and achievement in the game activities, 

not only could they not stimulate their interest in learning, 

but also make them feel bored with the English classroom 

(Wang, 2012). They were not only uninterested in learning, 

but also feel bored with the English classroom and even 

become bored with learning. 

Source: Wang, 2012 
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2.8.3 WORDWALL 

 

Wordwall was an online educational tool and resource site designed to help 

educators create interactive learning resources, especially materials on vocabulary and 

spelling. Here was some important information about Wordwall: 

 

Paid or Free: Wordwall offers both free and paid services. The free version allows 

users to create basic interactive learning resources, while the paid version offers more 

advanced features and templates, as well as a larger library of content. Charging 

information may change after the cut-off date to the best of my knowledge, so it was 

recommended to visit the official website for the most up-to-date information (Brown, 

2017). 

 

Features: Wordwall features include the ability to create a variety of interactive 

learning resources such as puzzles, matching, multiple choice questions, interactive 

tables, and more. Users could customize their materials, adding images and audio to 

make teaching more engaging (Carroll, 2018). The site also provides an extensive 

library of ready-made resources for teachers to reference and use. 

 

Built on a platform: Wordwall appears to be built on a web-based platform and 

could therefore be accessed through any modern web browser without the need to install 

additional software (Conrad, 2016). 

 

Who it's for: Wordwall was primarily aimed at educators, such as teachers and 

educators. It could be used for all ages and topics, but was more commonly used for 

basic education, language learning, spelling and vocabulary instruction. Students, 

parents and educators could all benefit from it (Kim, 2013). 

 

Purpose: The primary purpose of Wordwall was to provide tools and resources to 

help educators create fun, interactive, and personalized learning resources that better 

meet the needs of students. By utilizing interactivity, it helps make learning more 

engaging and helps students acquire knowledge and skills more easily (Lee, 2009). 
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2.9 Teachers in Game-based teaching Method  

 

2.9.1 Teachers in Game-based teaching Method in the world 

 

The article Sutton-Smith, B & Rankin, Y (2016) "The Application of Game-based 

teaching Method in Primary English Classroom Teaching" first outlines the game-based 

teaching method, which was based on the rules of games, with teaching as the core and 

games as the external expression, allowing students to acquire knowledge through 

participating in-game activities. In teaching, teachers could choose game activities that 

could fully meet the age characteristics and interests of students, to promote the effective 

transfer of knowledge and reflect the characteristics of the game-based teaching method. 

The characteristics of the game-based teaching method include the following three 

aspects. 1) Entertainment. This was the most obvious feature of the game-based teaching 

method, 2) Competitive. It means that students need to participate in the game 

individually or in groups and compete with other students. The game-based teaching 

method could fully highlight the students' main body, change the role of teachers in 

classroom teaching activities, and enhance the student's independent learning 

consciousness and personality development. Then, the value of the game-based teaching 

method in primary English classroom teaching was explained, followed by the 

principles of the game-based teaching method in primary English classroom teaching, 

followed by the analysis of the dilemma of the game-based teaching method in primary 

English classroom teaching, and finally, five reasonable application paths of the game-

based teaching method in primary English classroom teaching were proposed, which 

were: reasonable design of games, pre-class guidance, vocabulary teaching, oral 

expression training, and adequate teaching. The five reasonable ways to apply the game-

based teaching method in primary school English classrooms were: designing games, 

conducting pre-class guidance, conducting vocabulary teaching, conducting oral 

expression training, and fully connecting with daily life. 

 

According to Nousiainen & Vesisenaho & Eskelinen, (2022) study titled "Games 

for Primary English", it was noted that with the in-depth reform of China's education 

system, game-based teaching had started to appear in the vision of many teachers. 



34 

 
 

 

Game-based teaching was the use of games as an auxiliary means of English teaching 

and was also a form of English teaching organization. The most important characteristic 

of primary school students was that they love to play, so using the game-based teaching 

method was in line with their physical and mental development, allowing them to "play" 

in the classroom and learn more in the process of "playing". The authors focus on four 

aspects of the game-based teaching method that was conducive to the improvement of 

the quality of primary school English teaching and analyzed the role of games in the 

English classroom. 1) Memory vocabulary in the game, fully stimulate interest in 

learning. Vocabulary teaching was the key content of primary school English teaching; 

students could only learn English well if they had enough English vocabulary. 2) 

Practice listening in the game to enhance students' learning confidence. The most basic 

practice of listening ability was to start by listening to the textbook content, so teachers 

could use modern multimedia technology, playing listening questions in the classroom, 

combined with group competition game-based teaching. 3) In the game to master the 

spoken language, effectively strengthen the communication between teachers and 

students. English was a subject of listening, speaking, reading, and writing, "speaking" 

means to speak English, and learning to speak well in primary school could lay a solid 

foundation for students to learn English in the future. The teacher used multimedia 

equipment to design the games to be implemented in the classroom. The design should 

be combined with the teaching materials, teaching objectives, and requirements, and the 

lesson plan should be flexibly designed to integrate the games into the teaching, with 

the focused on making students distinguish the difference between English grammar 

and language grammar, cultivating students' English thinking, making students love and 

enjoy English lessons, and having a certain curiosity about the knowledge points (Kim, 

2013). The focus was to make students distinguish the difference between English 

grammar and language grammar, to develop their English thinking, to make them love 

and enjoy English lessons, and to had a certain desire for knowledge. 

 

Lin (2017) titled "Game-Based Learning in Primary English Classrooms". This 

research aimed to explore the effectiveness of game-based learning in Primary School 

English teaching. The study used a quasi-experimental design to compare the 

performance of students in the experimental group, who received game-based learning, 
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and the control group, who received traditional instruction. The research tools used were 

pre-tests and post-tests, and the sample size was 50 students. The study found that game-

based learning was more effective than traditional instruction in promoting students' 

English proficiency. The purpose of this article was to provide evidence-based support 

for the use of game-based learning in primary school English teaching. 

 

2.9.2 Teachers in Game-based teaching Method in China 

 

The author was named Wang (2017) titled "A Study of the Application of Role-

Playing Games in Primary School English Teaching" In this research investigates the 

effectiveness of role-playing games in Primary School English teaching. The study used 

a quasi-experimental design to compare the performance of students in the experimental 

group, who received role-playing game-based instruction, and the control group, who 

received traditional instruction. The research tools used were pre-tests and post-tests, 

and the sample size was 60 students. The study found that role-playing game-based 

instruction was more effective than traditional instruction in promoting students' English 

proficiency. To provide evidence-based support for the use of role-playing games in 

Primary School English teaching. 

 

According to Wang's (2017) research "The Use of English Game-based teaching 

Method in Primary School English Teaching", if we could provide an English teaching 

environment for primary school students, their English learning would be doubled with 

half the effort, and the English game-based teaching method was an effective mean to 

create an English teaching environment in primary school. She first starts from the 

development of English games teaching in primary schools and proposes 2 things that 

should be paid attention to in teaching English in primary school. She proposed 4 games 

applied in primary school English teaching: Word in a Row, English Solitaire, "You 

Ask and I Answer" and "Situational Restoration" Game. Finally, she pointed out that 

the current level of primary school English teaching in China still had a lot of room for 

improvement, and teachers should change the concept of playing with things and 

understand the concept that playing with things could also be ambitious and that playing 

with things could also help students learn better. Of course, the shortcomings of the 
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English game-based teaching method were also obvious, such as low efficiency, 

impermissible teaching conditions, and a complicated teaching environment. However, 

these were not unsolvable problems, and in the future, if we work hard, we would be 

able to build a better English education in primary school. 

 

In (Wu, 2018) titled "The Effect of Digital Games on Primary School Students' 

English Learning Motivation and Achievement". This research investigates the effect of 

digital games on Primary School students' English learning motivation and achievement. 

The study used a pre-test and post-test design to compare the performance of students 

in the experimental group, who received digital game-based instruction, and the control 

group, who received traditional instruction. The research tools used were surveys and 

tests, and the sample size was 80 students. The study found that digital game-based 

instruction significantly increased students' English learning motivation and 

achievement. The purpose of this article was to provide evidence-based support for the 

use of digital games in Primary School English teaching. 

 

In Cao's (2018) study "Application of Educational Games in Primary English 

Teaching", it was pointed out that educational games were one of the most effective 

teaching methods in modern education. By digging deeper into the teaching content and 

designing interesting educational games based on it, it helps to deepen students' 

understanding and make them grasp the knowledge better. Due to their age and 

cognition, primary school students had difficulty concentrating in a boring classroom 

mode, but educational games were a supplementary teaching method that allows 

students to be fully engaged, energize the classroom, and acquire knowledge in a 

relaxing atmosphere. Therefore, it was important to investigate the application strategies 

of educational games in primary school English teaching. The application of educational 

games in primary school English was analyzed from five different dimensions: English 

word teaching, English listening teaching, English grammar teaching, English phonics 

teaching, and English practice teaching. It was concluded that based on the 

comprehensive implementation of quality education, primary school English teachers 

with forward-looking thinking to optimize the English teaching program complete the 

innovation of teaching methods, and actively combine educational games with all 
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aspects of primary school English teaching effectively, could stimulate students' 

enthusiasm to explore English knowledge and realize the cultivation of students' core 

literacy (Zhang, 2016). Therefore, the application strategy of educational games in 

primary school English teaching was worthy of in-depth discussion, to improve English 

teaching in all aspects. 

 

In the context of the new curriculum reform, English game-based teaching 

strategies had been widely used. The new curriculum standards suggested that English 

teaching should combine students' curriculum interests, cognitive level, and learning 

ability, adopted humorous teaching methods, improved teacher-student interaction, 

complete English teaching tasks, and improved students' English-speaking ability. With 

the development of modern information technology, game-based teaching method 

education was increasingly recognized by parents and teachers and had been applied to 

primary English education with remarkable results. In primary school English teaching, 

rich and meaningful learning contents were not enough, but also scientific and 

reasonable teaching modes were needed to supplement and achieve teachers' 

educational goals. At present, there were two main aspects of unscientific teaching 

methods in primary school English teaching: outdated teaching methods and excessive 

use of information technology. Through the strategy of games in English teaching, this 

problem could be solved gradually in five aspects: 1) opening new lessons through 

games. 2) focusing on the design of game content and form. 3) learning letters through 

playing games. 4) the number and difficulty of games should be moderate, and the role 

of games should be played in the right way. 5) using performance-based game activities 

for teaching. In general, the role of game-based teaching strategy in primary school 

English teaching was becoming more and more prominent, and teachers and educational 

institutions should pay close attention to this issue. The content and form of the game 

need to be designed in a variety of forms, and the content matches the training content. 

In the organization and development of game-based teaching, teachers should ensure 

timely supervision, be good at handling unexpected events, cultivate students' 

imagination and creative ability, and contribute to the English learning of our primary 

school students from "Research on the use of game-based teaching in primary school 

English classroom" (Zhu, 2019). 
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Zhang (2020) in her article "The Application of Interactive Games in Primary 

School English Teaching" mentioned that this research investigated the effectiveness of 

interactive games in Primary School English teaching. The study used a quasi-

experimental design to compare the performance of students in the experimental group, 

who received interactive game-based instruction, and the control group, who received 

traditional instruction. The research tools used were pre-tests and post-tests, and the 

sample size was 70 students. The study found that interactive game-based instruction 

was more effective than traditional instruction in promoting students' English 

proficiency. The purpose of this article was to provide evidence-based support for the 

use of interactive games in Primary School English teaching. 

 

Scholar Zhao (2021) studied on "The Effect of Game-Based Learning on Primary 

School Students' English Learning Achievement". A research study investigated the 

effect of game-based learning on primary school students English learning achievement 

by comparing the learning outcomes of a game-based group and a traditional teaching 

group. The study also examined the learners' attitudes toward game-based learning using 

the experimental design with a pretest-posttest and a control group, an English learning 

achievement test and attitude questionnaire towards Game-Based learning. Based on 

data collected from a study of 60 elementary school students, the results showed that the 

game-based group had a significant improvement in English learning achievement 

compared to the traditional teaching group. The game-based learning approach was also 

positively received by the learners, indicating its potential in Primary School English 

teaching. To investigate the effect of game-based learning on primary school students' 

English learning achievement and attitudes. 

 

2.10 Conclusion 

 

In conclusion, the design and application of games in primary school English 

teaching could stimulate students' interest in learning and promote English 

comprehension, and the clever used of games to lead primary school English teaching 

could well improve the efficiency of primary school English teaching. Teachers could 
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not only design English games according to students' characteristics and created a 

gamified teaching environment but also encouraged students to design their English 

games and give them the initiative to design games and learn English, to optimize their 

English learning experience from the inside out and give full play to the positive role of 

games in primary school English teaching and construct an efficient primary school 

English teaching activity. 

 

 



 

 

 

Chapter 3 

 

Research Methodology 

 

3.1 Research Design 

 

In this study, the researcher conducts an empirical inquiry using a mixed research 

methodology that questionnaire method, interview method, and observation technique 

were the primary research methodologies. A wide range of types of literature were 

consulted in the early stages of this study to examine game teaching techniques and the 

teaching of primary school English vocabulary. In the middle stages of the study, 

questionnaire surveys, interviews, and observation methods were used to observe and 

record the English lessons of two classes in fifth-grade at Qilin Primary School. In a 

subsequent stage of the study, the researcher organized and examined the research data 

by looking into student questionnaires, teacher interviews, and classroom observation 

records of English lessons that were actually taking place. 

 

 

Figure3.1 The main purpose of the research 

 

3.2 Population and Sample 

 

Qilin Primary School was a public school which was founded in August 2001 and 

it was a first-class school in Yunnan Province. It was located at No.108 north of nanning 

Road, Qinlin District. The school had 694 staff members, including 102 special grade 

teachers and 410 senior teachers. In 2010, in the selection of Kunming quality education 
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characteristic schools, the first group was awarded "Science and technology education 

characteristic schools". 

 

Qilin primary school has 8 fifth-grade classes, with an average of over 40 students 

in one class, for a total of 336 students as the population. The research sample was 41 

students from the ''fifth-grade class A (5A)'' and 43 students from ''fifth-grade class Z 

(5Z) '' as the sample of the questionnaire. The ''5A'' was the experimental class and ''5Z'' 

was the control class; the two classes were parallel classes with approximately the same 

starting level of English. There were 23 boys and 18 girls in the ''5A'' and 24 boys and 

19 girls in the ''5Z'', ignoring the effect of gender on the study results. Both classes used 

the same textbook, the same number of hours, the same pace, and were taught by the 

author, but the teaching methods were different, with the ''5A'' using the game-based 

teaching method to teach vocabulary and the ''5Z'' still using the original translation 

method. The samples the researcher selected were all the students in the experimental 

class and the control class because the student number was the same, the ratio of male 

to female was the same, and their English ability was basically at the same level in the 

placement test. 

 

The reason for choosing this case school was that the school has a good overall 

development, complete teaching hardware facilities, easy to implement the application 

of game teaching method, and has early condition support. However, schools require 

excellent rates for the graduation grade of primary schools, so teachers mainly use 

traditional vocabulary teaching methods to improve students' vocabulary scores. Rote 

memorization was an existing problem in English vocabulary teaching in senior primary 

schools. The overall development of the school in this case was good. However, due to 

the pursuit of excellence in the senior grade of primary school, the game teaching 

method was ignored in primary school English vocabulary teaching, which can reflect 

certain problems and has certain reference values. 

 

Regarding Questionnaire survey, due to the relatively small number of populations, 

so the researcher would take the design of stratified sampling, but in order to ensure the 

authenticity and reliability of the data, timeliness as well as validity, the researcher 
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would send the questionnaire to all students, and from there, the researcher would screen 

out the valid questionnaires that meet the requirements to be analyzed. Interviewed 4 

English teachers in the fifth-grade English group of the fifth-grade, their teaching 

experience varied from young teachers with only 3 years of teaching experience to very 

experienced teachers with more than 15 years of teaching experience. 

 

From the perspective of students and teachers, this study obtained their 

understanding and feelings on the application of game teaching method to the English 

vocabulary teaching of senior primary schools and reflects the experience and 

deficiency of teachers on the application of game teaching method to the English 

vocabulary teaching of senior primary schools. 

 

Table 3.1 Students Sample Information 

Class 
Number of fifth-grade Students 

Male Female Total 

5A  

(experimental class) 
23 18 41 

5Z  

(control class) 
24 19 43 

Total 47 37 84 

 

Table 3.2 Teacher sample information 

Teacher Educational background Teaching years Class 

Teacher A Undergraduate 3 years 1-2 

Teacher B Master's degree 5 years 3-4 

Teacher C Master's degree 9 years 5-6 

Teacher D Undergraduate 16 years 7-8 

 

3.3 Research Instruments 

 

While the choice of topic varies, the methodology of the research was often 

different. Based on the research needs, researcher used a combination of three methods: 
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questionnaire method, interview method, and Classroom Observation as the research 

strategy. It was hoped to eliminate some factors that may affect the scientific results 

with the help of some methods and techniques, so as to maximize the objective and real 

data materials. 

 

3.3.1 Questionnaire 

 

The questionnaire of this study was designed from the perspective of students to 

understand their feelings and understanding of the application of the game teaching 

method in primary school English vocabulary teaching. By referring to the questionnaire 

related to the game-based teaching method, the research surveyed three dimensions: 

students' cognition of vocabulary learning, students' participation in game teaching 

method in vocabulary teaching, and students' evaluation of English vocabulary teaching 

with the game-based teaching method. Considering that the cognitive level of primary 

school students was limited, the questionnaire of this research was based on the research 

purpose, and the title expression should be as direct and colloquial as possible. The order 

of the questions was also presented following the three dimensions. 

 

Table3.3 Student questionnaire 

Dimension Content 

Cognition of vocabulary learning 

Cognition of lexical importance 

Vocabulary learning style fun cognition 

Cognition of vocabulary achievement 

Vocabulary review frequency 

Participation in vocabulary teaching 

games 

The frequency of active vocabulary learning 

How often games were used in vocabulary lessons 

How much do you like the application of game 

teaching method in vocabulary teaching 

Evaluation of students' participation 

in vocabulary teaching games 

Students' evaluation of the application of game 

teaching method to vocabulary teaching 
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3.3.2 Interview 

The interviewees were 4 English teachers in fifth-grade in Qilin Primary School in 

Kunming City, including 2 male and 2 female teachers. From the perspective of 

individual teachers, this interview visually presents the current application status of 

game teaching methods in English vocabulary teaching of fifth-grade in primary schools. 

 

Table 3.4 Teacher interview 

Dimension Contents 

The concept of game teaching 

method applied to vocabulary 

teaching and views 

Practical cognition  

Cognition of vocabulary teaching  

The application of game teaching method in vocabulary 

teaching 

The development of game-

based teaching activities in 

class 

The application frequency of game teaching method in 

vocabulary teaching  

Use of games in vocabulary lessons  

Classroom discipline of the game teaching  

Student participation 

After-class reflection 
Students' evaluation of the application of game teaching 

method to vocabulary teaching 

 

Based on the purpose of this study, the research conducted an interview outline 

design from three dimensions: "Teachers' ideas and views on the application of game 

teaching method in vocabulary teaching, the development of game activities in class and 

the reflection after class". After the consent of the teacher interviewed in this research, 

the interview content and results were recorded and presented. 

 

3.3.3 Classroom Observation 

 

In this study, the research observed the situation of all the students in two classes 

of fifth-grade taking English classes and truly experienced the front-line teaching 

classroom, to ensure the accuracy and validity of the results of this study. Based on the 

"classroom infiltration index", this observation record form was designed by referring 

to other classroom observation scales. The observation objects of this study were 

teachers' teaching and students' learning behaviors. The objects and dimensions of the 
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designed observation scale were shown in Table 3.5. Classroom observation records 

visually present the application status of game-based teaching methods in primary 

school English vocabulary teaching from the perspective of researchers. 

 

Table 3.5 Classroom observation sheet 

Dimension Contents 

Teacher's teaching behavior 

 

The game resources used and the types of games used  

Whether the time arrangement of the game was reasonable  

Whether the rules of the game were clear  

Whether the game was a hands-on demonstration  

The end of the game was to evaluate whether diversification 

Students learning behavior 
Discipline performance in the game 

Motivation to participate in games 

 

3.4 Validity and Reliability 

 

3.4.1 Validity 

 

Validity was the extent to which the instrument accurately measures the properties 

of a concept (LoBiondo & Haber, 2015). Consequently, the content validity would be 

used in this study. A successful data collection survey was more than just a set of well-

designed questions that were recorded and applied to a sample population. A good 

survey generates key information and provides an important window into the heart of 

the topic of interest, and validity and reliability were fundamental measures of the 

quality of the survey (Fink & Litwin, 1995). Thus, the content validity would be 

performed by inviting 3 experts. IOC (Item Objective Congruence) would be used to 

assess the correspondence of projects to objectives based on scores +1, 0, and -1. 

 

+1: The item meets the objectives or ensures that the following measures meet the 

stated objectives. 
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0: It was not certain or obvious whether the measure meets the objective. 

 

-1: The items do not meet the objectives or ensure that the measures do not meet 

the designated objectives. 

 

The following formula would be used to calculate the IOC for this study.  

 

1) If the IOC rating range was 0.67-1.00, it means that the test item was congruent 

and could be retained. 

 

2) If the IOC rating range was less than 0.66, it means that the test item was not 

incongruent and needs to be removed or adjusted. 

 
3.4.2 Reliability 

 

Reliability was a central concept in classical test theory and was often described as 

a requirement that a particular standard of reliability must be achieved before a test can 

be considered to be of sufficient quality for practical use (Adams 2005). Reliability 

testing was important because it refers to the consistency between the various parts of 

the measuring instrument. The most commonly used measure of internal consistency 

was the Cronbach's alpha coefficient. It was considered when using the Likert scale. 

There was no absolute rule for the most appropriate internal consistency of a reliability 

measure, but most people agree on a minimum internal consistency factor of 0.70 

(Taherdoost, 2016). 

 

Before conducting a formal questionnaire of 80 students, the researcher would 

conduct a reliability test with the pilot group, who were 30 students of the same grade 

from another school (they share similar characteristics with the students of the main 

study) to ensure the reliability of the motivation and self-efficacy questionnaire. 

 

Cronbach's alpha coefficient was commonly applied to test the reliability of the 

study (Karaguven, 2012). If the Cronbach's alpha coefficient value was higher than 0.9 
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it was excellent, between 0.9 and 0.8 it was good, between 0.8 and 0.7 it was acceptable 

and if it was less than 0.7 this questionnaire was questionable or unacceptable (George 

& Mallery, 2010). 

 

Table 3.6 Rating Scale 

Cronbach’s Alpha Internal Consistency 

1≥ α ≥0.9 Excellent 

0.9≥α≥0.8 Good 

0.8≥α≥0.7 Acceptable 

0.7≥α≥0.6 Questionable 

Source: George & Mallery, 2010 

 

3.5 Data Collection 

 

Collecting data was a crucial aspect in conducting this study. Appropriate methods 

should be selected according to the research objectives and data types. At the same time, 

the accuracy and reliability of the data should be emphasized, and academic norms 

should be followed for data processing and analysis. Only in this way can draw more 

convincing and research-value research conclusions and contribute to the development 

of academia and the field of practice.  

 

3.5.1 Questionnaire 

 

The 84 students were given the questionnaire survey. To guarantee the accuracy of 

the data gathered from the questionnaire survey, many measures were taken. The 

participants would first see the questionnaire on the program and be informed that they 

were invited to ask any questions if they were having problems comprehending the items. 

Second, before they receive the questionnaire, they would be informed to respond 

honestly and seriously because neither their teachers nor their performance would be 

evaluated by it, and all information would be held in strict confidence and used 

exclusively for research. After they were given the Student Questionnaire to fill out, 
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detailed instructions would be given on how to respond so that they know what they 

would be expected to do. 

 

3.5.2 Semi-Structure Interview 

 

After the questionnaire, a semi-structured interview would be conducted with the 

teachers of all 4 volunteers. The interview would be conducted separately. Interviews 

would be conducted in Chinese and each interview would last approximately 15 minutes. 

Although the interviewer would have some general requirements for the content of the 

interview, participants were encouraged to answer in detail, and they can introduce any 

information they see fit. Finally, the interview answers were recorded, translated into 

English, and input by the researcher into SPSS 26.0 software to conduct frequent 

research and content analysis on the keywords that appeared in the paper. 

 

3.6 Data Analysis 

 

In this study, two types of data (quantitative and qualitative) would be collected. 

 

 

Figure 3.2 Data Analysis Framework 

 

SPSS 26.0 software would be used to analyze the quantitative data collected 

through the questionnaires sent to the respondents. Descriptive statistics, such as 

percentages, means and standard deviations would be calculated, and the meaning of 

the numbers would be interpreted from them. 
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feedback 
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As for the qualitative data, the researcher took the approach of recording the 

interviews verbatim and analyzing them in segments to ensure accuracy and 

completeness. Familiarize yourself with the data by reading and rereading the lecture 

notes to gain a full understanding of the content. Look for similarities, differences, and 

differences in the participants' responses. Interpret and analyze to identify key findings, 

recurring patterns, and noteworthy insights related to the effectiveness of play pedagogy 

in improving English vocabulary achievement in fifth-grade students. Consider 

participants' perspectives, their experiences, and any relevant contextual factors that 

may have influenced the outcome.  

 

3.7 Ethical Consideration 

 

To conduct the study ethically, the researcher would take the following steps: 

 

1) Before conducting the study, the researcher would obtain consent from the 

participants. 

 

2) Personal information and responses from participants would be collected and 

maintained securely. 

 

3) The participants of this study would be high school senior English teachers; this 

study would not include minor children. 

 

4) To prevent disclosure of participant information, the data collected would be 

deleted within one year of the publication of this study. 

 

All participants would sign an informed consent form to confirm that the personal 

information and identity of the participant would not be disclosed in this study. The 

informed consent form for this study includes the Informed Consent Form for 7-12 years, 

which was adapted from the RSU Ethical Review Board (ERB) form. 
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Following the RSU Ethical Review Board (ERB), the research conducted an 

informed consent process to provide potential subjects with sufficient information and 

ample opportunity to consider whether to participate in the study without pressure or 

undue influence. As a result, participants could stop participating in the survey process 

at any time without being asked any questions or having their work or personal lives 

affected. The certificate (No. RSUERB2024-032) was approved by RSU ERB. 

 

To confirm that this study complies with the RSU Ethical Review Board (ERB) 

regulations, the researchers would not disclose personal information or the identity of 

the sample and would only use the data collected for the research purposes of this study. 



 

 

 

Chapter 4 

 

Data Analysis 

 

This research investigated and understood the application of game-based teaching 

method in teaching English vocabulary in the fifth-grade of primary school by 

conducting questionnaires to students and interviews with teachers respectively to 

obtain survey data. This part presented real-life situations of the application of game-

based teaching method in teaching English vocabulary in fifth-grade of primary school 

from the students' perspective, the teachers' perspective and the researcher's perspective, 

respectively, with a view to providing useful suggestions for improving the teaching 

methodology and enhancing the vocabulary learning efficiency. 

 

4.1 Result of Basic Information Questions  

 

The primary school system in KunMing city were five years, and the English 

courses starts from the third-grade of Qilin primary school. Therefore, the samples of 

the research were the fifth-grade of primary school. The researcher designed a student 

questionnaire, which were selected for 2 classes of students in 5th grade. Among them, 

the control class and the experimental class were selected for full sampling respectively. 

The questionnaires were distributed and the valid questionnaires were 84, which were 

used as the final data to be collated.  

 

The majority of students were female, with 52.38% of them being female and 47.62% 

being male, as shown in Figure 4.1. 40 male students and 44 female students were 

enrolled in the program. Nonetheless, the distinction was not noteworthy. 
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Figure 4.1 The Demographic of the sample students' gender 

 

4.2 Result of Questionnaires 

 

This section investigated the application of the game-based teaching method in 

teaching English vocabulary in Primary fifth-grade through 3 dimensions: 1. students' 

perceptions of vocabulary learning; 2. students' participation in the game-based teaching 

method in vocabulary teaching; and 3. students' evaluation of the application of the 

game-based teaching method in teaching English vocabulary. 

 

Table 4.1 Questionnaire mean and standard deviation 

NO. Items 
𝑿̅

（Mean） 

S.D. 

(Standard 

Deviation) 

1 Do you like English class? 4.35 0.70 

2 Do you think English classes were interesting now? 4.29 0.72 

3 
In English class, does your teacher play English-related 

games with you? 
4.44 0.71 

4 Do English teachers change new games in class? 4.38 0.71 

5 
Before playing the game, could you understand the rules of 

the game as stated by the teacher in English? 
4.33 0.88 

6 
Will class order be disrupted during the organization of the 

game? 
4.23 1.12 
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Table 4.1 Questionnaire mean and standard deviation 

7 Is the game difficult in the English classroom?  4.56 0.64 

8 
What did you like about teachers making games in the 

classroom? 
4.52 1.42 

9 
After finishing the game, does the English teacher offer 

praise to the students and groups that did well? 
4.57 0.58 

10 Do you like the rewards for winning games? 4.42 0.66 

11 Do you actively participate in games in the classroom? 4.69 0.60 

12 
Does every student in the class get a chance to participate 

in the English game activities? 
4.52 0.63 

13 
At the end of the game, were you more likely to grasp what 

the teacher had taught you? 
4.70 0.55 

14 
Do you think teaching games in the English classroom 

helps you learn? 
4.67 0.52 

15 Average 4.47 0.75 

 

From Table 4.1, it could be seen that the average of 𝑿̅ =4.47 and the average of 

S.D.=0.75, with NO.13 having the highest mean score of 𝑿̅ =4.70 and NO.6 having the 

lowest score of only 𝑿̅ =4.23; NO.8 had the highest S.D.=1.42 and NO.14 had the 

lowest S.D.= 0.52. 

 

4.2.1 Students' Perceptions of Vocabulary Learning 

 

1) Students' Perceptions of the Importance of English Vocabulary Learning 

 

 
Figure 4.2 The Importance of Learning English Vocabulary 

(Cont.) 
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The data showed that 47.62% of the students surveyed think that vocabulary 

learning were very important, 39.29% of the students think that it were more important, 

accounting for a total about of 87% of the overall proportion, it could be seen that most 

of the students pay more attention to vocabulary learning, of which 13% of the students 

think that vocabulary learning average, the reason might be that the vocabulary learning 

were too boring, and gradually produce an anorexic mood of resistance to the study of 

English, this phenomenon cannot be ignored! This phenomenon should not be ignored, 

primary school teachers should pay attention to be guided, the use of game-based 

teaching method could effectively cultivate students' interest in English learning. 

 

2) Students' interest in learning English vocabulary 

 

 

Figure 4.3 Students' interest in learning English vocabulary 

 

 Interest was the best teacher for learning. In the investigation of students' interest 

in English vocabulary learning, it were found that 44.05% of the students thought that 

the way of learning English vocabulary at this stage were very interesting, and 40.48% 

thought that it were more interesting, this part of the students' brain were more active, 

and they were full of curiosity and interest in the English class, so the teachers could 

fully mobilize this part of the students' high enthusiasm for learning, and the teachers 

would make the majority of the students in the class love the English language through 

the game-based teaching method. Learning. 15.48% of the students think that the current 
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way of learning English vocabulary were not enough to attract students' interest in 

learning English vocabulary, which means that most of them think that the current way 

of learning English vocabulary were not enough to attract students' interest in learning 

English vocabulary. For primary school students, who were physically and 

psychologically playful and active, the current vocabulary learning methods were boring 

and dull, and students look forward to a lively and interesting vocabulary teaching 

classroom, and front-line teachers use games appropriately in teaching vocabulary, 

which would motivate students to learn English. 

 

4.2.2 Student Participation in Games in Vocabulary Instruction 

 

1) The way students learn English vocabulary 

 

Figure 4.4 In English class, the teacher would play English-related games with you 

 

When students entered the fifth-grade of primary school, the requirement for 

vocabulary acquisition gradually increases, which challenges their ability to memories. 

In the survey on the way of learning English vocabulary, it were found that 55.95% of 

the students reflected that they would often memories vocabulary, 33.33% would 

occasionally memories vocabulary, and 1.19% would seldom memories vocabulary, 

which could be seen that most of the students would actively memories vocabulary, and 



56 
 

 

these data show that the students had a high degree of participation in vocabulary 

learning, and the teachers should use the games to guide the students to learn vocabulary 

on their own, guide the students to actively participate in class, and assign some small 

vocabulary learning tasks after class and appropriately. Teachers should use games to 

guide students to learn vocabulary independently in the teaching process, guide students 

to actively participate in class, and set up some vocabulary learning tasks after class and 

implement rewards and punishments appropriately. 

 

2) Student participation in games in vocabulary instruction 

 

 

Figure 4.5 Teachers use fixed games in class 

 

Teachers often did fixed games in their classes 50% of the time and often did new 

games 39.29% of the time. Although the teachers were able to use the game-based 

teaching method in most of the classes, the teachers did fixed games more often than 

new games often. Students should be highly interested in learning English, and teachers 

could interact with this group of students in vocabulary teaching and motivate the other 

students' vocabulary learning by motivating the students' learning. It could be seen that 

game teaching were very necessary for primary school students' vocabulary learning, 

which were conducive to stimulating students' motivation to learn English and 

improving their vocabulary learning performance. 
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Figure 4.6 could understand the rules of the game taught by the teacher in English 

 

Understanding of the rules were the prerequisite for students to be able to play the 

game smoothly, as shown in the figure, students who could always understand the rules 

of the game accounted for 59.95%of all samples, while those who chose "can't 

understand but could understand through demonstration" accounted for 26.19% of all 

samples, so some teachers combine demonstration with explanation, which greatly 

improves the students' understanding of the rules. This would greatly improve students' 

understanding of the rules. However, nearly 17.86% of the students still could not 

understand at all. 

 

  

Figure 4.7 Games would affect class order 
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In the process of playing the game, 7.14% of the students felt that the 

implementation of the game in the classroom were very disruptive to the classroom 

order. The perception that the game had an impact on class order were 28.57% of the 

total number of students surveyed, which showed that improper implementation of the 

game pedagogy could had a reverse effect on the classroom. But thankfully 45.24% of 

the students did not agree and 26.19% of the students expressed strong disagreement, 

which showed that, as of now, there were no concrete evidence that game pedagogy had 

too much negative impact on English vocabulary learning. 

 

Moreover, control classes and experimental classes showed obvious differences in 

their answers to this question, and it could be found that the influence of the game-based 

teaching method on the order of the classroom were not only confined to two factors, 

namely, the teacher's classroom management style and method and the quality of the 

students, but were also affected by the objective conditions, such as the size of the class. 

 

4.2.3 Students' Preferences for Game Adoption 

 

 

Figure 4.8 Students like teachers playing games in class 
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As shown in the figure above, 64.29% of the students liked the game very much; 

27.38% of the students liked the game; 8.33% of the students liked the game in general. 

It was enough to show that students still approve of the use of the game method as a 

teaching mode in the teacher's classroom, only the degree of approval were slightly 

different. The students' tendency toward classroom games could help teachers to choose 

games that were interesting to the students, which would motivate the students more. 

 

 

Figure 4.9 Students like difficult games 

 

The vast majority of students, 3.57% preferred somewhat difficult games, 19.05 % 

preferred very difficult games, and 15.48% preferred average difficulty, which showed 

that a certain degree of difficulty would be more appealing to students when designing 

classroom games. Teachers must grasp the choice of games well, according to the 

students' comprehension ability, and reasonably choose the games that were suitable for 

the current students' difficulty, in order to give full play to the real advantages of the 

game-based teaching method to the maximum extent. 

 

4.2.4 Teacher's Evaluation of The Results of The Game 
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Figure 4.10 After finishing the game get feedback and rewards  

 

The majority of the 83 questionnaires, 95.23% of the students, indicated that the 

teacher gave praise and evaluation after each game, which accounted for the vast 

majority of the respondents. In addition to verbal praise, game-based teaching method 

rewards were more motivating to students. 

 

 

Figure 4.11 Students love rewards for winning 

 

50% of the students wanted to be very eager to be rewarded with extra points and 

prizes, and 42.86% were eager to be rewarded. In conclusion, both appropriate rewards 

and effectiveness evaluation would contribute to the implementation of game teaching. 
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Figure 4.12 Students actively participate in games in class 

 

It could be seen that most of the students like the teacher's use of games in teaching 

vocabulary, and the students actively participate in it and feel that the game method 

were helpful to their own vocabulary. Only 1.19% of the students think it were of little 

help, and 3.57% of the students think it were not obvious, which were worth the teacher's 

attention, probably because they find the traditional vocabulary teaching method boring 

and were bored with it. English teachers should encourage this group of students and 

actively encourage other students to participate in classroom games and interactions. 

Primary English teachers could use game activities to teach vocabulary in English 

vocabulary class, which were necessary to expand primary students' English vocabulary 

and consolidate the foundation of English vocabulary. 

 

 

Figure 4.13 Every student had the opportunity to participate in English games 
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The majority of the students 58.33% were very active participants in any game, 

while a small number of students 36.9% would be afraid to participate in a game for fear 

of making a mistake, but were not bored with the game. Only 1.19% of the students 

chose not to be interested in games. Therefore, this not only proves the students' positive 

attitude towards games, but also triggers reflection among the teacher community about 

the behaviors of students who were afraid to participate in games for fear of making 

mistakes. 

 

 

Figure 4.14 It’s easier to master knowledge at end of the game 

 

75% of the 83 students surveyed said that they were able to remember the words 

and sentences during the game at the end of the lesson, 20.24% of the students had a 

poor grasp of what they had learnt during the game, and only 4.76% of the students cut 

the game off from their learning in the classroom and did not engage in the learning of 

knowledge. 

 

 

Figure 4.15 Teaching games in the English classroom helps you learn 
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Students who think that teachers often incorporate games in vocabulary lessons 

feel that game teaching were very helpful for English vocabulary learning, and this part 

of the students accounted for 69.05%. It could be seen that games help students learn 

English vocabulary while attracting the attention of primary school students to learn, 

and teachers should reasonably and efficiently use the game-based teaching method for 

vocabulary teaching in vocabulary lessons to help students learn vocabulary so as to 

improve students' Vocabulary Learning Achievement. Students who think that teachers 

occasionally incorporate games in vocabulary teaching feel that the game-based 

teaching method were helpful to English vocabulary learning to a certain extent, and 

this part of the students accounted for 28.57%, so it could be seen that vocabulary 

teaching at the current stage had not paid enough attention to the game-based teaching 

method, and it were advocated that teachers should pay attention to the use of the game-

based teaching method, combined with the existing teaching resources and teaching aids, 

and provide students with a lively and interesting vocabulary learning environment, so 

as to make them learning vocabulary in an enjoyable way. 

 

The vast majority of students find games useful in teaching and learning and could 

increase their interest in learning. 

 

4.3 Result of Interview Questions 

 

4.3.1 Interviewee Information 

 

Table 4.2 Interviewee information 

Teacher A Undergraduate 3 years 1-2 

Teacher B Master's degree 5 years 3-4 

Teacher C Master's degree 9 years 5-6 

Teacher D Undergraduate 16 years 7-8 

 

4.3.2 Result of Interview 
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The interviews were conducted in the English office of Qilin School, and the 

interviews were conducted in the form of chatting and dialogue to make the interviewed 

teachers feel as relaxed as possible, so as to understand the real views of the English 

teachers on the game-based teaching method. During the interviews, the researcher used 

the interview questions prepared in advance as an outline, and adjusted them flexibly 

according to the answers given by the interviewed teachers, but the overall direction of 

the interviews remained the same, and the average time spent on each interview were 

10 minutes. 4 teachers agreed to make audio recordings during the interviews, and the 

author then organized the recordings into textual materials after the interviews. 

 

4.3.2.1 How many years had you been teaching English? 

 

Comprehensive interviews with 4 teachers revealed that most of them had rich 

teaching experience and agreed that the game-based teaching method had more 

advantages than the traditional teaching method in teaching English and had greatly 

enhanced students' interest in learning English. In the English classroom of primary 

school, both teachers and students loved the game-based teaching method. However, 

English teachers lacked theoretical knowledge of the game-based teaching method and 

had not received special training. 

 

''Game-based teaching method could maximize the students' subjectivity. 

In the classroom, the game-based teaching method were more attractive 

to students, could be active in the classroom atmosphere, primary school 

students like to play games in class, in the case of teaching tasks could 

be completed, I prefer the game teaching, could be more interactive with 

the students, but also could improve the students' interest in learning 

English. I don't know much about the theory of game teaching, and the 

school hasn't arranged any training, but I would had a discussion with 

the students when they need to play games in the classroom.'' (Teacher 

A, personal communication, March 3, 2024) 

 

''I prefer to use games to teach, to make the class livelier and more 
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interesting, to let the students fully show themselves in the classroom, 

and to had fun. I had not systematically learnt the knowledge of game 

teaching, but I would read some related materials on the Internet and find 

some games that I could use in my classroom.'' (Teacher B, personal 

communication, March 3, 2024) 

 

''I think the game-based teaching method were also very helpful to 

students' learning, compared with the traditional classroom it were more 

attractive to students, improve students' attention to the classroom and 

enhance students' interest in learning. had not learnt the theory of game 

teaching specifically.'' (Teacher C, personal communication, March 3, 

2024) 

 

''Game teaching were a very popular teaching method in recent years, 

students would be more integrated into the classroom, the boring 

knowledge were more interesting to learn, students were very 

enthusiastic about the game and participation, the classroom effect were 

also very good.'' (Teacher D, personal communication, March 3, 2024) 

 

4.3.2.2 did you think it were important to teach English vocabulary? 

 

Combining the responses of several teachers, the author found that the game 

pedagogy were not used frequently in the fifth-grade English classroom in Qilin School. 

The games most frequently used by teachers were vocabulary games, which were mostly 

used in vocabulary drills and revision lessons. Teachers would motivate students to 

participate in the games by triggering their curiosity and competitiveness before the 

games, and they would evaluate the students after the games. Secondly, it were difficult 

to take care of all the students when using games in an ordinary English class. Teachers 

tend to encourage students who were reluctant to participate in the games and help them 

integrate into the class. 

 

''I would decide whether or not to include games depending on the 
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learning task of the lesson. I would not make several games during the 

lesson, but would usually play games during the introductory part of the 

lesson to liven up the classroom atmosphere and bring students' attention 

into the classroom. I would arouse the curiosity of the students before the 

lesson to participate in the game, and sometimes I would motivate them 

by group competition. At the end of the game, I would evaluate the 

students' performance in the game in time to give them bonus points. 

Some games could be played by the whole class.'' (Teacher C, personal 

communication, March 3, 2024) 

 

''You could sense that they were not disinterested in the game because 

they were also watching with great interest while others were playing the 

game. For these students I would take the initiative to call them up and 

when they make the slightest progress in the game, I would praise them 

highly and if they fail, I would encourage them and help them to improve 

their confidence.'' (Teacher D, personal communication, March 4, 2024) 

 

''I often organize interesting games for students to participate in the 

classroom, and the students were very active. However, when I teach 

games to a poorly disciplined class or a class where the majority of the 

students were too active, it were easy for me to disrupt the class, so I try 

to minimize these disruptive games in my teaching. I would try to 

minimize the number of games that could disrupt the class. Drills and 

revision sessions were often used in teaching to give students a more 

solid grasp of the knowledge, and revision were not boring. 

Demonstrations were given before the game to arouse students' interest, 

and points were awarded at the end of the game.'' (Teacher C, personal 

communication, March 4, 2024) 

 

''I often use some simple games, the students were very active when 

doing the games, and could achieve good vocabulary practice. However, 

it were difficult to cater for all the students, as the class time were limited 
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and it were not possible to ensure that every student could participate in 

the games during the class. There were no students who were not willing 

to participate in the games in the class, and they were all very active when 

the games were being taught.'' (Teacher D, personal communication, 

March 4, 2024) 

 

4.3.2.3 did you use games in teaching English vocabulary? 

 

Analyzing the descriptions of several teachers, it could be found that teachers 

mostly borrowed games from others and did not had much experience in designing their 

own games. The commonly used tools for teaching games in the classroom were 

multimedia courseware and cards. There were insufficient resources for teaching games 

in schools. 

 

''The games I often use in my classes were borrowed from others. I would 

refer to classroom games that had been taught well by other teachers and 

then use them in my own classroom in relation to the class content. I 

would use e-learning materials, word cards and so on. The school does 

not provide resources for teaching games, but multimedia resources were 

available and could be used.'' (Teacher A, personal communication, 

March 5, 2024) 

 

''I would design my own games in relation to what I am teaching and also 

borrow interesting games from others. Word cards and picture cards were 

usually used. The school does not had enough resources for teaching 

games.'' (Teacher B, personal communication, March 6, 2024) 

 

''Several of our English teachers work together in the office to design 

classroom games, make teaching aids, cut out cartoon teaching aids and 

word cards, etc., as well as drawing on games used in other classes. The 

school does not provide a wealth of resources for games.'' (Teacher C, 

personal communication, March 6, 2024) 
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''I would learn from other teachers' good experiences of teaching games 

and use them in the same way as their games. I often use cards and 

classroom materials to play the games, and the school would not provide 

the game equipment, but we would share the game materials among 

teachers. The school would not provide the game equipment, but we 

would share the game materials among teachers.'' (Teacher D, personal 

communication, March 6, 2024) 

 

4.3.2.4 If you use games in teaching vocabulary, how often did you use them? 

If not, what were the reasons? 

 

Summarizing the statements of several teachers, they all agreed that game 

teaching had positive effects on students' interest, achievement and ability, but they also 

agreed that there were some problems in practice, such as insufficient teaching time in 

the classroom, very chaotic classroom and uncooperative students. 

 

''The game were very effective, the students were very active and 

enthusiastic, and you could feel that the students were very interested. 

However, because of the large number of students in the class, there were 

still some students who were unable to participate in the game, which 

may discourage them. Some of the games require a lot of movement, and 

the class space were small, so students may not be able to perform well, 

or even hit people causing danger. The school would issue a uniform 

teaching task and assessment every week, so it were difficult to complete 

the school's teaching task if games were frequently organized to teach in 

class.'' (Teacher A, personal communication, March 6, 2024) 

 

''The game-based teaching method could make students had fun in class, 

attract students' attention, reduce the situation of students being 

distracted and slipping, and make it easier for students to learn the words 

and sentences. However, playing games in the classroom had a great 
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impact on class discipline. Some games require students to come to the 

front of the class, which makes it difficult to control discipline on and off 

the field at the same time.'' (Teacher B, personal communication, March 

6, 2024) 

''Game teaching were reflected in every lesson were very good, students 

were active, classroom were lively, and the content learnt in the game 

could leave a deep impression on students. There were some games that 

were very popular with students, such as Drawing in Cooperation and 

Step by Step, but these games take a long time and could affect the 

progress of the class. It could also had an impact on the class order while 

the games were being played.'' (Teacher C, personal communication, 

March 6, 2024) 

 

''Games help students remember points faster, which definitely helps 

their grades, so there's no need to worry that they won't understand.'' 

(Teacher D, personal communication, March 7, 2024) 

 

4.3.2.5 What games did you often use in teaching English vocabulary? did 

you think the game-based teaching method were helpful for students' vocabulary 

learning? Why? 

 

Although the teachers interviewed had adopted the game-based teaching 

method, they still believed that traditional vocabulary teaching required a short teaching 

time and more time could be spent on drilling words and sentence patterns. Although 

the teachers recognized the importance of the game-based teaching method applied to 

primary English vocabulary teaching, many of them still used traditional vocabulary 

teaching in vocabulary teaching due to the interference of various factors in the specific 

implementation process, a phenomenon that were worth noting, and more consideration 

should be given to what should be paid attention to in the implementation process. 

 

''Because my class were active as a whole, I use games to motivate 

students in my vocabulary teaching.'' (Teacher A, personal communica-
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tion, March 7, 2024) 

 

''I occasionally use the game method of teaching vocabulary because I 

feel that some vocabulary were difficult to teach in the form of a game, 

so I don't use it very often.'' (Teacher B, personal communication, March 

7, 2024) 

 

''I personally prefer to use the game-based teaching method for 

vocabulary teaching, often used in the form of games such as guessing 

game, what's missing this kind of guessing game were used more, mainly 

for new lectures to practice the words and review time to use.'' (Teacher 

C, personal communication, March 8, 2024) 

 

''The overall foundation of my class were relatively weak, so when using 

the game-based teaching method for vocabulary teaching, we were 

highly interested in learning, with too complex games rather than achieve 

the desired effect, so I think it were necessary to choose the teaching 

games suitable for the students to do.'' (Teacher D, personal 

communication, March 8, 2024) 

 

4.3.2.5 How effective did you think the game teaching is? could they achieve 

the expected vocabulary teaching goals? 

 

The expected effect of game teaching were also a topic of concern for teachers. 

Many teachers still had misunderstandings about the game-based teaching method, 

thinking that teaching specific vocabulary through rich and interesting game activities 

would affect students' concentration and mastery of vocabulary learning, and students 

would easily lose their would to play, in fact, it were not true that the game-based 

teaching method were auxiliary to vocabulary teaching, and the teaching game were not 

just a game, but it were a game to teach the vocabulary to learn, and teachers should be 

extra attentive when they study and design the teaching game. games, teachers should 

be extra attentive, how to achieve vocabulary teaching in games were a concern of many 
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English teachers. 

 

''I believe that the game-based teaching method were not as helpful to 

students' vocabulary learning as traditional teaching, the reason were that 

it were easier for students to get addicted to participating in the game, 

instead of forgetting the original purpose of vocabulary learning, and 

ultimately the vocabulary scores were poorer.'' (Teacher A, personal 

communication, March 8, 2024) 

 

''I found the use of the game-based approach to vocabulary teaching to 

be very suitable for primary school students, but due to the heavy 

teaching load each term, teachers had to use traditional vocabulary 

teaching to ensure pass rates.'' (Teacher B, personal communication, 

March 8, 2024) 

 

''I think that the teaching games used were still relatively old and single, 

and in the future development of the game-based teaching method, there 

were a need to further enrich the game teaching theory and thinking, and 

constantly create and update vocabulary teaching games.'' (Teacher D, 

personal communication, March 8, 2024) 

 

4.4 Classroom Observation Recording Form 

 

Table 4.3 Classroom Observation Recording Form (Teacher A) 

Time March 8, 2024 Teacher A Class A 

Title Directions（part1） Type vocabulary 

Program Content 

 

Step1: Introductory stage, Warming up (3minutes) 

Greetings 

T: Good morning class! 

S: Good morning teacher! 
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Table 4.3 Classroom Observation Recording Form (Teacher A) (Cont.) 

Time March 8, 2024 Teacher A Class A 

Title Directions（part1） Type vocabulary 

Program Content 

 

T: How were you today?  

S: I am fine. 

T: I am glad you were fine. were you ready for our class? 

S: Yes. 

T: Great (Sing a song: little star) 

 

Step2: Lead to introduce (7minutes) Teacher plays a video about 

asking for directions. 

T: Boys and girls. Before our class, let’s play a game. OK?  Listen! I 

would show you a picture, and then you should tell me what were it, 

clear?  

S: Yes!  

T: Good! Let’s begin. Who were he?  

S: It’s Da ming.  

T: What were he doing?  

S: He were crying.  

T: Why? could you answer the question?  

S: Because he fall off from the bike.  

T: Great! He fell off from the bike.  

T: You were so clever! sit down.  

T: He were not careful, right?   

S: Yes.  

T: So you should be careful when you ride a bike. Clear?  

S: Yes!  

T: You were good students  

 

Step3: Practice the words (20minutes) 

Play games: (1) Pair works. Game rules: Student A did action and the 

other one guess the meaning about physical pain, and retell the 

meaning (say the words), after practicing, teacher choose some groups 

to show their presentation in front of the classroom, at last ,teacher 

announce the winners. 

(2) golden touch  

 

Step4: Consolidation vocabulary (7minutes) 

Listen to the recording and repeat the words, complete the sequencing 

of the assigned questions in the book, and students did vocabulary 

exercises. 
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Table 4.3 Classroom Observation Recording Form (Teacher A) (Cont.) 

Time March 8, 2024 Teacher A Class A 

Title Directions（part1） Type vocabulary 

Program Content 

 

 

Step5: Summary (2minutes) 

T: We had learned so much words today. could you remember it?  

S: Yes.  

T: Good, I hope you could review it after class. What did you learn 

today?  

S: We learned some words about hurt.  

T: Good! We learned words about pain. What else?  

S: When we did something, we should be careful.  

T: Wonderful! We should be careful all the time. Thankyou!  

 

Step6: Homework (1minutes)  

(1) Listen to the tape and repeat. 

(2) finish the practice on page42. 

Teachers' 

behaviors 

1. This lesson uses rich game teaching resources: PPT, flash animation, 

singing to teach and practice vocabulary; 

2. The teacher had a good grasp of the rhythm of the lesson; 

3. The teacher fails to demonstrate the game before the game starts, the 

rules of the game were not clear enough, the preparation for the game 

were not enough, and the students make a lot of mistakes at the 

beginning of the game; 

4. In the games, teachers paid more attention to the students who 

participated in the games, most of whom were upper and middle level 

students. 

Students' 

behaviors 

1. The overall motivation of the students were high and the classroom 

atmosphere were active; 

2. Students who were not called to the stage to participate in the game 

were talking small talk below, and some students were making small 

movements, doing things not related to the class, and not actively 

participating in the classroom game. 
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Table 4.4 Classroom Observation Recording Form (Teacher B) 

Time March 10, 2024 Teacher B Class Z 

Title Accidents（Part2） Type vocabulary 

Program Content 

 

Step1: Introductory stage, Warming up（3minutes） 

Greetings 

T: Good morning class！ 

S: Good morning teacher！ 

T: Boys and girls, let's look out of the window. What were the 

weather? 

S: It were rainy. 

T: did you like rainy day 

S: No, I don’t like it. I like sunny day.  

T: Why?  

S: Because I could play football on the playground.  

T: That’s good for you. You must like doing sports. 

S: Yes 

 

Step2: Lead to introduce (7minutes) Teacher plays game about asking 

for accidents. 

T: Now let’s play a game, I would show you a picture, look. Please 

remember these words. Now close your eyes. Ok. Open your eyes. 

Who wants to had a try? Ok, You, please.  

S: Straight.  

T: Oh, I am sorry. Any other volunteers?  

S: Right.  

T: Correct! Congratulations! You were the winner. 

 

Step4: Consolidation vocabulary (7minutes) 

T: Now Let’s did a role play game. Look at the flash, you should use 

the direction words to ask the way to...For example, If you want to go 

to the library. You should say: Excuse me? How could I get to the 

library? or you could say: Excuse me? did you know the way to the 

library? Your desk mate should answer the direction, turn right and 

then go straight on. You should draw the route on the blackboard. 

Clear?  

S: Yes.  

T: Now, who wants to had a try? Great, you two please.  

S1: Excuse me. could you tell me how could I go to the center park? 

S2: Go straight on and then turn left. S1 draw the route on the 

blackboard. T: did they did a wonderful job? Congratulations! You 

win. 
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Table 4.4 Classroom Observation Recording Form (Teacher B) (Cont.) 

Time March 10, 2024 Teacher B Class Z 

Title Accidents（Part2） Type vocabulary 

Program Content 

 

Step5: Summary (2minutes) 

T: We had learned so much today. Who could tell me what did we 

learn? S: Left/right/straight.  

T: Good, I hope you could use these directions to ask the way in your 

life. could you?  

S: Yes, I will.  

T: Good girl.  

T: Question! When other people need help, when they ask us the way 

to somewhere, what could you do?  

S: We should help him.  

T: How?  

S: We should show the direction to him.  

T: You were good students! We should be careful all the time. Thank 

you! 

 

Step6: Homework (1minutes)  

(1) Listen to the tape and repeat. 

(2) finish the practice on page42. 

Teachers' 

behaviors 

1. Teachers use games to teach and train vocabulary in the form of PPT 

pictures and flash animations;  

2. The games used by the teacher in this lesson include the Word 

Disappearance Game, the Role Play Game to further consolidate the 

words learnt and deepen students' vocabulary knowledge; 

3. The teacher had a good grasp of the rhythm of the classroom; 

4. The teacher fails to demonstrate the game before the game, the rules 

of the game were vague, the error rate were high at the beginning of 

the game, and it were difficult to control the order of the classroom 

during the game; 

5. At the end of the game, teachers only give positive or negative 

comments; 

Students' 

behaviors 

1. The students who participated in the game were highly motivated; 

2. Discipline in the preparatory part of the game were good, but some 

students did not listen to the rules of the game clearly, resulting in a 

high error rate in the early part of the game, and the atmosphere were 

tense, which led to a slight disruption in classroom discipline; 

3. Students who participated in the game several times but did not win 

were slightly frustrated, which affected the effect of the teaching game. 
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The researcher analyzed the findings of the teacher's teaching behaviors through 

classroom observation in terms of five dimensions: game resources employed, aspects 

of the types of games used, timing of the game session, rules of the game, demonstration 

of the game and evaluation of the game: 

 

From the teacher's explanation and demonstration of the rules of the game, in the 

classroom observation found that the teacher's explanation of the rules of the game were 

ambiguous, the students in the beginning of the game were in a nervous mood, the error 

rate were relatively more, after gradually familiar with the rules of the game the student's 

error rate were greatly reduced, it could be seen that the formulation of the rules of the 

game and the game before the teacher's demo were very important, the teacher should 

be the rules of the game to did a hands-on demonstration, instead of verbal narration, so 

that the students demonstration easy to understand the errors, the teacher should be in 

the game activities to ensure that the students before the start of the rules of the game 

for the game to understand enough to help to enhance the student's participation in the 

game motivation. 

 

At the end of teaching the game, teachers were able to evaluate the students' 

performance in the game. However, teachers only make positive or negative evaluation 

of students' performance, and did not make a comprehensive evaluation of students' 

performance. Firstly, teachers lack process evaluation: that is, teachers could evaluate 

students' learning performance, sense of co-operation, behavioral norms, language 

expression and other dimensions in the process of teaching, and secondly, they lack 

developmental evaluation, which could be done according to students' voice intonation, 

participation in game interaction, classroom discipline performance and other 

dimensions, while pointing out students' mistakes. The second lack of developmental 

evaluation were that teachers could evaluate students' performance in terms of learning, 

co-operation, behaviors, language expression and other dimensions during the teaching 

process, and the second lack of developmental evaluation. 

From the point of view of the timing of the game session, there were a rationale for 

teachers to adopt the game-based teaching method, which were a multiple and short 

time-consuming game-based teaching method, generally at the consolidation and 
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practice stage after the new vocabulary had been learnt. On the one hand, students need 

teachers to change the teaching method to motivate students after the first half of the 

lesson; on the other hand, the use of decentralized teaching method, i.e., dividing a long 

period of teaching into several shorter periods of time, and using small games as a spice 

in the middle of the learning process, could achieve a better use of time, and enhance 

the efficiency of learning. 

 

It were concluded from the analysis of this interview that the game-based teaching 

method could effectively improve the fun of primary school English vocabulary learning 

and could stimulate the interest of primary school students in learning, so it had a great 

attraction for primary school students. However, in primary English vocabulary 

teaching, English teachers could not correctly view the game-based teaching method, 

which lead to the teachers themselves not being able to use the game appropriately, and 

also affects the effect of vocabulary teaching. 

 

 



 

 

 

Chapter 5 

 

Conclusion, Discussion, and Recommendations 

 

The study's research led to the conclusion that game-based teaching could enhance 

kids' enjoyment of learning English vocabulary in primary school and pique their 

interest in learning, making it a popular choice among this demographic. The impact of 

vocabulary instruction was also impacted by frontline English teachers' incorrect 

perception of the game teaching approach, which prevents them from using the game 

effectively and hinders their ability to teach vocabulary in primary English. 

 

5.1 Conclusions  

 

The researcher discovered, via classroom observations, interviews, and 

questionnaires, that there were four primary issues with the application of game 

pedagogy. These issues included teachers' incorrect comprehension of game pedagogy 

and lack of theoretical background knowledge; teachers' disregard for students' 

evaluations in game pedagogy; teachers' disdain of the rules of game pedagogy. 

Maintaining classroom order was challenging. 

 

5.1.1 Teachers' Lack of Proper Understanding of Game-based teaching 

Method and Lack of Theoretical Background Knowledge 

 

The purpose of appropriately using the game-based teaching method in primary 

English vocabulary teaching was to improve students' motivation and interest in 

vocabulary learning, so that students could achieve perception and understanding of 

vocabulary in a relaxed and enjoyable linguistic atmosphere. The original intention of 

the game-based teaching method was to assist vocabulary teaching, and the games 

designed and adopted by teachers in vocabulary teaching serve the content of 

vocabulary learning. Therefore, if teachers lack a correct understanding of the game-
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based teaching method and the theoretical background knowledge of the game-based 

teaching method, the teaching effect of vocabulary teaching would be affected. However, 

the research found that many teachers still had misconceptions about game pedagogy, 

believing that game pedagogy affects the achievement of vocabulary teaching goals. 

 

The reason for this was that teachers lack training and research on the application 

of game pedagogy to vocabulary teaching. Although there were regular teaching and 

research programs in schools, there was not much training and research on the 

application of game pedagogy to vocabulary teaching, and teachers therefore lack the 

correct understanding of game-based teaching method and the theoretical background 

knowledge of the relevant game pedagogy. 

 

5.1.2 Teachers' Lack of Reflection on Game-Based Teaching Method and Old 

Game Formats 

 

Some front-line English teachers only mechanically used the game-based teaching 

method to teach vocabulary, and the purpose was simply to enliven the classroom 

atmosphere, which made some teachers lack of in-depth thinking on the form and 

content of the game, and the content and form of the game were obsolete and single, 

and in the long run, the students were tired of doing the game, and it was difficult to 

stimulate the interest of the students, and due to the lack of theoretical guidance, some 

teachers even think that the game was a meaningless form of teaching. Due to the lack 

of theoretical guidance, some teachers even think that games were a meaningless form, 

that the game-based teaching method would affect the teaching progress and the degree 

of students' attention to learning, and thus the effect of the game-based teaching method 

was not satisfactory. Through the interviews with teachers, the researcher of this study 

found that in the practical operation of game teaching, some teachers tend to neglect the 

cultivation of students' language application ability in the game teaching process, and 

some teachers used games that were too complicated. 

 

Through the questionnaire survey, the researcher found that teachers often did 

fixed games, chose a single game, not novel, and did repetitive games so that students 
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gradually lose interest. There were also games that were not challenging, very simple, 

so that students did not feel any difficulty, but instead of negative emotions. It was 

evident that there was a great deal of enthusiasm for the game in class, but students 

could had a fear of making a mistake, resulting in not being able to relax and present 

themselves in the game. There were some students who prefer to watch others played 

the game rather than participate in it, and these include introverted students and students 

who were struggling with English. Although the game could achieve the effect of the 

whole class had to participate, but some students because of the words were not familiar 

with the words, afraid of reading wrong to be found out simply did not participate in it, 

and lost an opportunity to practice the words, the teacher did not communicate in time 

to understand the situation in the classroom. 

 

5.1.3 Teachers Ignore the Evaluation of Students in The Game-based teaching 

Method 

 

Some teachers made comments to students at the end of a teaching game simply to 

celebrate. This was often not enough in the teaching feedback session, a single 

evaluation to the students' feedback was also ineffective, not conducive to the cultivation 

of students' English language use ability, some teachers tend to make ambiguous 

evaluations of the students' performance in the game session, not targeted to the students' 

teaching evaluations, but general praise or criticism, it could be seen that the teachers 

ignored the teaching game on the evaluation of the students, did not had a multi-angle 

It could be seen that teachers ignore the evaluation of teaching games for students, and 

did not put forward constructive suggestions for students, which was not conducive to 

the cultivation of students' innovative consciousness, and ultimately it was difficult to 

ensure the realization of teaching objectives. 

 

Although the teachers could did the evaluation immediately after the game was 

over, the evaluation phrases were simple and the evaluation methods were single. In the 

visit to the actual classroom process, I found that the teacher was often just a simple 

"Great" or "No" to comment on each student, without a summary of the specific 

circumstances of each student's performance, the lack of relevance, so that each student 
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could not determine his specific performance in the game activities. Determine his 

specific performance in the game activities how, not conducive to the better 

improvement and development of each student. 

 

5.2 Discussion 

 

5.2.1 Unclear Student Attitudes in Game-Based Teaching Method 

 

1) In the research conducted in Qilin School, it was found that a large part of the 

students failed to understand the learning objectives of the games designed by the 

teachers, had an improper attitude towards the games, took part in the English games 

purely as a recreational activity, played games for the sake of playing games, and paid 

attention only to the form of the games but not to the substance of the games. Teachers 

mentioned in their interviews that games allow for deviations from teaching objectives 

that could affect the pace of the classroom and disrupt the classroom program. Students 

were simply interested in enjoying the fun of playing without understanding the purpose 

of the teacher's guided game activities. The main problem with this mentality was that 

the teacher's well-prepared game activities became a method of self-relaxation for the 

learners and did not fulfil the purpose of using the game activities (Anderson, 2019). 

 

2) In the fifth grade, teachers were not in a good position to control the classroom 

as long as they keep them active. As a result, active games in such an atmosphere expose 

students' poor self-control and self-discipline, as well as the existence of various 

situations in which the rules and discipline of the game were disregarded or the rules of 

the game activity were disrupted. 

 

However, the control and experimental classes showed significant differences in 

their responses to this question, as shown below: 
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Figure 5.1 The effect of the process of organization of the game on the class order in 

control classes 

 

 

Figure 5.2 The effect of the process of organization of the game on the class order in 

experimental classes 

 

There were fewer instances in which game organization had an impact on class 

order in the English classrooms of the experimental classes. Therefore, the influence of 

the game-based teaching method on the classroom order was not only limited to two 

factors, the teacher's classroom management style and method and the quality of the 

students, but it was also affected by objective conditions such as the class size. 

 

During the interviews, several teachers also noted that classroom discipline was 

the more problematic issue. In the classroom observation, the researcher found that in 

the experimental class, because of the small number of students, the teacher was able to 

control the discipline and order of the class better. However, in control classes, even 

though the teacher would stop and manage the class discipline during the game, the 

effect was not obvious, and after the end, most students still want to finish, and cannot 

Special effects 

General effects 

Occasional effects 

General effects 

Special effects 

Occasional effects 
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immediately withdraw from the game just now, quiet down and re-engage in listening 

to the lecture. 

 

3) Small classroom spaces and insufficient play time. In the classroom teaching 

research, the researcher found that when the teacher uses TPR (Total Physical Response) 

game teaching in class, students intuitively form English ideas, did not require Chinese 

explanations, intuitively with the help of action perception, was the most efficient way 

of input, and immediately be able to test the effectiveness of the teaching and learning, 

reducing anxiety (Brown, 2017). Students responded most positively when they 

followed the teacher's instructions to make corresponding movements, or when they 

played other games that required them to leave their seats. However, due to the limited 

space in the classroom, it was not possible to had multiple students playing the game at 

the same time. 

 

In control classes, the number of students was around 42, which makes it 

impossible for many students to participate in the game due to the limited time in the 

class. The researcher found that in control classes, the classroom layout was compact 

and the aisles were small, so there was not enough space to play some games. When 

teaching the English alphabet in fifth-grade, the teacher would play the alphabet drill 

for everyone, and because of space constraints, students could not did the alphabet drill 

together. Some teachers would only let students watch at school and learn at home, 

which would be less effective, while others would had students come to the front of the 

room in groups and did the exercises together with the video, but this also increased the 

time spent on the games, which affected the progress of the class. 

 

According to the new curriculum standards for the number of hours per week for 

each subject in primary and secondary schools, primary school students at Qilin School 

had 2 English lessons per week, each lasting 40 minutes. With this frequency of lessons, 

it was not enough to provide enough learning time for using the game-based teaching 

method. Each lesson had certain teaching objectives and tasks, and the preparation time 

for each game was usually about ten minutes. Although games were added, if the actual 

use of the game was due to time constraints and heavy workloads, the entire game would 
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often be completed in a hurry, affecting the implementation of the effect of the learners' 

language expression skills cannot be well practiced, and fail to achieve the purpose of 

the effective use of the game in the classroom. 

 

4) Game resources were not abundant. The various games used in classroom 

teaching must be supplemented by various types of game activity materials in order to 

make the implementation of the game-based teaching method more exciting. There were 

many types of materials that need to be used in game activities, including special props 

related to the theme of each unit, special props used in role-playing, flashcards, 

multimedia video teaching materials, teaching videos, special objects in the classroom, 

and various special game materials made by the students themselves (Gardner & 

Krashen, 2017). Teachers suggested in their interviews that they sometimes asked 

students to prepare their own game materials, but often some students would forget, and 

these students could only watch and not participate in the games played by others, which 

also showed that asking students to prepare their own game materials was not as 

effective as providing game resources by the teachers or the school. The researcher had 

also seen in teacher interviews and actual classroom research that in current English 

classes, schools provide teachers with very few materials to use when playing games, 

and teachers usually use multimedia or vocabulary cards to teach. These materials could   

only be used for simple and intuitive games, but there were no suitable materials for 

more complex games such as situational games and role-playing games, which was the 

main reason why teachers did not choose such games, and therefore the selection and 

implementation of games become the same. In addition, the games lacked creativity, as 

teachers often borrowed games from others or copied them directly in their own 

classrooms, which directly affected the effectiveness of the games. 

 

5.2.2 Analysis of The Causes of Teachers' Problems 

 

1) The researcher found that the traditional teaching methods were still deeply 

rooted in the actual English classroom, the students' subject position was not sufficiently 

recognized, and the students' enthusiasm and initiative in learning were not fully 

stimulated. In teaching, it was still centered around the teacher, especially reflected in 
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the older teachers, who did not pay enough attention to the game. Many teachers had 

always felt that traditional teaching methods were the most efficient way to achieve 

teaching goals, but neglect the effect of students receiving knowledge (Lee, 2017). 

English class was a secondary subject in primary schools, so teachers were reluctant to 

put a lot of effort into designing the classroom to develop students' abilities in all aspects, 

focusing only on the transfer of knowledge and the manifestation of grades. However, 

as an applied subject, the focus of teaching should be on letting students know how to 

use and dare to use, especially in the context of quality education, it should not appear 

"dumb English" situation (Smith, 2017). The researcher also found that the classroom 

atmosphere was obviously depressing for students, and teachers seldom play games in 

the class, as shown in picture, and most of the time in the class was spent on letting 

students did and talk about practice problems, which made the class boring and 

uninteresting for students. 

 

2) At the time of the interviews, several teachers expressed their lack of training 

and theoretical lectures on teaching games. Teachers need to had a certain amount of 

theoretical knowledge about games to support their game design and game selection 

before they could   teach games. However, the teachers had very little knowledge of 

game teaching theory, and the games they used in the classroom were basically designed 

or chosen by the teachers based on their own teaching experience, and some teachers 

directly copied the games created by other teachers. Qilin school organizes weekly 

group lesson planning and other teaching and research activities for English teachers, 

but there was no training in the theory of games, and there was no training for teachers 

in game theory, not to mention the lack of training for teachers in game teaching. 

Teachers were not organized to had lectures and seminars on game-related theories. 

Teachers' self-study work on game theory was also inadequate, and they were not able 

to enrich their knowledge of games in general. For example, some students were 

depressed, introverted, sensitive and unconfident, and they were nervous when playing 

games, unable to express themselves in English comfortably, and afraid of making 

mistakes in the process of playing games. Therefore, high achievers and extroverted 

students would   participate in games to a large extent, even more than once in class, 

but struggling students and introverted students still prefer to give others the 
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opportunities that belong to them, only participate in what they were interested in, or 

even did not actively participate in them, and teachers were unable to flexibly adjust the 

game pedagogies in the face of different types of students. Some English teachers or 

veteran teachers with more than ten years of teaching experience were also very 

experienced in the classroom and had strong experimental skills, but just because the 

veteran teachers did not know the specific knowledge of the game, they were unable to 

design games based on the knowledge of the game, and then designed a more scientific 

game. This had led to a lack of variety in the use of games by teachers. 

 

3) Lack of multiple dimensions of evaluation during and after game play. 

Classroom assessment as a means of reflecting and regulating classroom teaching, not 

only the teacher's patent, students should become the main body of classroom 

assessment. Teaching if only the teacher reviews the students, it was too monotonous 

and one-sided, in each classroom comments to join the student self-assessment, mutual 

evaluation, group mutual evaluation would be a little richer (Yang, 2011). After the 

game, the teacher should also be based on the students' participation, enthusiasm, 

cooperation, language accuracy, etc. to make timely and reasonable comments and 

feedback, and help students to establish the next goal. A learner-centered learning model 

necessitates that students participate in assessment on their own, i.e. self-assessment and 

group mutual assessment. This was all conducive to students' independent learning and 

giving play to their learning initiative, as well as a reflection of quality education. 

Teachers should also be clear that the different types of students would have an impact 

on the motivation to participate in the game, which makes it all the more important for 

teachers to make multi-dimensional assessments during the game. Weak foundation 

type learners because the initial period cannot establish a deep interest in learning 

English, the level of knowledge of English there were blind spots and faults, did not 

understand the rules of the game, it was also difficult to integrate into the game, so in 

the classroom was not motivated, and over time more bored with the English language, 

the formation of a closed loop. In short, in game teaching, teachers and students were 

equal, rather than the teacher was in absolute control of the position, the game evaluation 

through the diversification of the subject and became rich. 
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5.2.3 Analysis of The Causes of Student Problems 

 

1) Purpose of student games deviated from classroom objectives. Many students 

took part in the game with a desire to win and be first. They would then did everything 

they could to win during the whole process of the game, so some students would   

opportunistically take advantage of the game, while others disobeyed the rules of the 

game, disregard class discipline, and even play recklessly. These actions against class 

discipline hinder the smooth running of the game. These learners did not realize that the 

purpose of the game was to use the practical and experiential nature of the game to train 

language knowledge points in order to improve their language use. Secondly, because 

of the size of the class, the games used by the teacher in the classroom did not give every 

student a chance to join in, so some highly motivated students who did not had a chance 

to join in were disappointed or even disgusted (Lee, 2015). Because these students did 

not clearly understand the purpose of the game, but just played the game for the sake of 

playing the game, when they saw other students participating in the game, they would 

ignore the language knowledge used in the game, and watched others play the game 

with disappointment, their minds were diverted from the classroom learning, which was 

contrary to the original purpose of the teacher's organization of the game. 

 

2) Psychological age characteristics of students at this stage. Primary school 

students were at the age of curiosity, lively and active, strong and good at winning, the 

entertainment and fun of the game, easy to make the primary school students emotional 

high, become unusually excited. Because of the game teaching with its own 

characteristics of fun combined with their mental age characteristics would easily lead 

to classroom discipline disorder noisy scene, they had poor self-control, if the emotion 

reached a high and enthusiastic state, it was difficult to calm down and orderly into the 

game teaching activities (Marcus, 2010). It was more suitable for students to learn and 

strengthen knowledge and games in a playful and enjoyable educational environment. 

From classroom observation and questionnaire surveys of teachers and students, we 

could see that one of the major difficulties in the process of leading students to apply 

games was that in the process of the game, the students' self-control was relatively weak, 

and because they cannot control their own words and behavior in the game, they were 
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prone to neglecting the class discipline, violating the discipline of the class, and breaking 

the rules of the game set by the teacher, and so on. 

 

5.2.4 Analysis of The Causes of School Problems 

 

1) Inadequate scheduling of classes. Compared to the experimental classes with 

smaller class sizes, students in the regular classes were very restricted in their play 

activities, and students were not able to move around because of the classroom set-up. 

Moreover, English was still under-appreciated compared to traditional subjects such as 

languages and mathematics (Chen, 2014). However, nowadays, schools would give 

priority to ensuring that the amount of language education and mathematics lesson time 

was sufficient in the curriculum, so that students could had more time to study the two 

main subjects. However, the insufficient amount of lesson time in the English unit made 

the teacher took the issue of time into consideration when using games, and would not 

affect other teaching and learning just for the sake of doing the games, so they would 

appropriately design and choose some simpler and easy-to-operate games, and even the 

number of games was minimized, resulting in less frequent use of games. In the 

experimental class, there would be more foreign teacher classes every week, and the 

English class had enough time, so the teacher would not have the problem of not having 

enough class time, so the frequency of using games was higher. 

 

2) Inadequate budget and low priority. The interview survey with teachers revealed 

that there were few activity materials available for use in play activities. The school only 

focused on students' performance and did not intervene or advocate for the teaching 

methods used by the teachers in their lessons. Therefore, on the part of the school, it did 

not rigidly specify and emphasize which teaching methods were to be used in English 

language teaching, the application of the game-based teaching method, as well as 

recognizing the pedagogical advantages of the game-based teaching method, and thus 

the school did not supply game-related materials and teaching activity venues for the 

games used in the teaching and learning activities, and does not provide rich resources 

for teaching games. Teachers were deterred by the need to prepare complex or large 

quantities of game materials on their own and eventually gave up the application of 
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games in their lessons. Even the color printing and sealing of some pictures and props 

were left to the teachers. The school provided teachers with only word cards, which 

limits their choice of games, and the school often organized English proficiency tests 

for students, which undoubtedly biases teachers' classroom teaching toward test-taking 

education rather than English interest cultivation, weakening their application of the 

game-based teaching method in the English classroom. 

 

5.3 Recommendations 

 

5.3.1 Recommendations for teachers of English vocabulary 

 

"In light of the aforementioned research results and their effectiveness in 

improving students' vocabulary performance, it was recommended that teachers 

integrate game-based teaching methods into primary school English vocabulary 

instruction. This approach could stimulate primary school students' enthusiasm for 

English learning, enhanced their classroom participation, and effectively improve their 

English vocabulary learning efficiency. It greatly aided students in recognizing the 

practicality of English, facilitating easier vocabulary development and retention." 

 

5.3.2 Recommendations for future researchers 

 

First, researchers were encouraged to carry out similar studies but with students at 

different grade levels and, also, at other locations which differ from the one in which 

this study was carried out. Second, the methodology used to carry out this study could 

be a guide for a replication study.  

 

5.4 Limitations 

 

The researcher took the application of game-based teaching method in English 

vocabulary teaching in fifth-grade of primary school as the object, and tries to find out 

the existing problems in the investigation of the status quo, found out the reasons for the 

formation of the problem and put forward the suggestions for the improvement of 
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teaching. By analyzing the data from the questionnaire, the researcher could conclude 

that the use of game-based teaching method could help to improve the boringness of 

traditional vocabulary teaching to a large extent, help to improve the enthusiasm of 

primary school students to learn English vocabulary independently, and improved the 

efficiency of vocabulary teaching. However, there were some disadvantages of the 

game-based teaching method itself. 

 

However, the game-based teaching method itself also had some disadvantages, it 

was suggested that teachers could use a combination of teaching methods, such as the 

game-based teaching method and situational teaching method, so that students could 

better master the vocabulary knowledge, and on the basis of perception and 

understanding to achieve proficiency in the use of the vocabulary. 

 

As the researcher of this study only as a trainee teacher, not much participation in 

the game teaching classroom, only as a third party to participate in the classroom 

observation records, and secondly, the students in the case of a teacher to listen to the 

situation would become unusually active, the enthusiasm for learning was also high, and 

the usual atmosphere of the classroom had a certain degree of deviation. Due to the 

emergence of online teaching under the influence of the epidemic, it was undoubtedly a 

challenge to the traditional vocabulary teaching, how to use the game-based teaching 

method for primary school English vocabulary teaching online, English teachers need 

to actively developed the online APP and electronic vocabulary teaching game resources, 

which was a topic that primary school English teachers need to urgently conduct in-

depth research and solve in the future. 

 

In conclusion, it could be seen that the appropriate use of game-based teaching 

method in primary English vocabulary teaching was conducive to increasing primary 

students' interest in learning English, improving students' motivation in the classroom, 

and increasing students' efficiency in English vocabulary learning. 
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Questionnaire survey on the current situation of English game-based 

teaching method for primary school students 

 
Dear all: 

This is a questionnaire about the application of game-based teaching method in 

English classroom. This questionnaire is in the form of anonymous This questionnaire 

is anonymous, so please read and fill it out carefully according to the real situation. 

Thank you for your cooperation! Please type “√” on you choose. 

(5 = strongly agree, 4 = agree, 3 = neutral, 2 = disagree,1 = strongly disagree) 

 

Class             □ 5A (experimental class)            □ 5Z (control 

class) 

Gender         □ Male     □ Female 

NO. Items 5 4 3 2 1 

1 Do you like English class? □ □ □ □ □ 

2 
Do you think English classes are interesting 

now? 
□ □ □ □ □ 

3 
In English class, does your teacher play English-

related games with you? 
□ □ □ □ □ 

4 Do English teachers change new games in class? □ □ □ □ □ 

5 

Before playing the game, can you understand the 

rules of the game as stated by the teacher in 

English? 
□ □ □ □ □ 

6 
Will class order be disrupted during the 

organization of the game? 
□ □ □ □ □ 

7 Is the game difficult in the English classroom? □ □ □ □ □ 

8 
What do you like about teachers making games 

in the classroom?？ □ □ □ □ □ 

9 

After finishing the game, does the English 

teacher offer praise to the students and groups 

that did well? 
□ □ □ □ □ 

10 Do you like the rewards for winning games? □ □ □ □ □ 

11 
Do you actively participate in games in the 

classroom? 
□ □ □ □ □ 

12 
Does every student in the class get a chance to 

participate in the English game activities? □ □ □ □ □ 
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13 
At the end of the game, were you more likely to 

grasp what the teacher had taught you? 
□ □ □ □ □ 

14 
Do you think teaching games in the English 

classroom helps you learn? 
□ □ □ □ □ 

15 

An Open-ended Question 

Please give additional comments and suggestions. Write your answer on the 

space given. 
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Interview Questions 

Dear teachers, 

Thank you very much for being able to take time out of your busy schedule to 

conduct this interview, the topic of my research is the current status of the application 

of game pedagogy in teaching English vocabulary at the upper elementary school level, 

in view of the content of my research, I would like to ask you a few questions, and I 

would like to conduct this interview specially in order to get comprehensive information, 

your answers will be very helpful to my research, thank you very much! 

1. How many years have you been teaching English? 

2. Do you think it is important to teach English vocabulary? 

3. Do you use games in teaching English vocabulary? 

4. If you use games in teaching vocabulary, how often do you use them? If not, 

what are the reasons? 

5. What games do you often use in teaching English vocabulary? Do you think the 

game-based teaching method is helpful for students' vocabulary learning? Why? 

6. How effective do you think the game teaching is? Can they achieve the expected 

vocabulary teaching goals?  
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