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Abstract 

Vocabulary is rudimentary to learning any language. The size of students’ vocabulary 

determines their learning ability. In a nutshell, vocabulary is vital as it’s the foundation of all 

languages. Recognizing the challenges faced by EFL learners, the study proposes an innovative 

approach to vocabulary teaching through interactive game-based techniques. This study 

investigates the use of interactive game-based methods to teach vocabulary to EFL students, 

highlighting benefits such as improved retention, comprehension, and practical application of 

new words. Participation in these activities boosts learners' confidence, fostering effective 

communication skills. Participating in discussions, debates, and presentations fosters critical 

thinking, motivating learners to analyze and synthesize information. Immediate feedback 

refines vocabulary, pronunciation, and grammar for long-term retention. While interactive 

methods offer benefits, they have challenges too such as resource-intensive planning and 

possible participation imbalances. Achieving a balance between fluency and accuracy is crucial 

for educators, aiming for an approach that optimizes advantages while tackling challenges. This 

paper underscores the importance of vocabulary in language learning and distinctive 

requirements of EFL students. It also explores the potential of interactive game-based 

vocabulary instructions, supported by recent research findings. Vocabulary teaching often 

follows a cycle of presentation, repetition, and testing. Despite its importance, repetition is 

frequently neglected due to perceived time constraints and boredom. However, research, as 

advocated by Paul Nation, highlights its significance. This study, using observational research, 

examines the effectiveness of game-based techniques. Results indicate that interactive game-

based learning yields multiple advantages, including enhanced vocabulary retention, improved 

comprehension, and practical application of learned words in various contexts. 
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INTRODUCTION 

Mastery of language lexis is the foundation of language learning, serving as a crucial factor 

of one’s foreign language proficiency. Vocabulary is universally recognized as the most 
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indispensable facet in the realm of language education. This importance is highlighted in 

view of the unique context of English as a Foreign Language (EFL) students, who face 

recognizable challenges in their pursuit for language proficiency. In consideration of 

these challenges, this paper embarks on a journey to explore a dynamic and innovative 

approach to vocabulary teaching, focusing specifically on interactive game-based 

techniques. As we dig into this exploration, we will explicate significance of vocabulary in 

language acquisition, provide context for the specialized needs of EFL students, and 

emphasize the central theme of interactive game-based vocabulary instructions, all 

backed by recent research findings.  

The Crucial Role of Vocabulary in Language Learning 

Vocabulary, often referred to as the “Building blocks” of language, and all the language 

skills- listening, speaking, reading, and writing rest upon it as it serves as a fundamental 

pillar. Recent research underlines that vocabulary is not just a component of language 

learning; it is the very scaffolding that supports the structure of linguistic competence 

(Biemiller, 2019). In the context of EFL students, the acquisition of vocabulary takes on 

an even greater significance. While the structural framework for language is laid by the 

grammar and syntax, vocabulary breathes life into this framework, which enables the 

learners to transcend the boundaries of linguistic fluency (Thornbury, 2002). Current 

studies have elucidated the close connection between vocabulary knowledge and 

language comprehension, affirming that a rich vocabulary quips learners with the ability 

to understand and engage with spoken and written language (Nation & Webb, 2011). 

Furthermore, vocabulary is a mainstay of language production, allowing learners to 

express thoughts, ideas, and emotions with accuracy and fluency.  

The Specialized Needs of EFL Students 

Understanding the context in which EFL students operate is of prime importance to 

appreciating the necessity for tailored vocabulary teaching techniques. EFL students find 

themselves in a language environment where English is not the dominant language of 

communication. Their exposure to authentic English conversations and written materials 

is often limited, involving conscious efforts to bridge the gap between comprehension 

and communication. EFL classrooms typically cater to the needs of the learners from 

diverse linguistic backgrounds, each with distinct language structures and vocabularies. 

This linguistic diversity requires specialized teaching techniques that cater to the varied 

needs of EFL students and enable them to harness the power of English vocabulary as a 

unifying tool. 

Additionally, the pursuit of academic and professional goals often motivates EFL students 

to achieve high levels of language proficiency. Standardized language proficiency exams, 

such as TOFEL or IELTS, insist a vigorous vocabulary foundation. Mastery of vocabulary, 

therefore, becomes instrumental in achieving academic and career aspirations. 

The Focus on Interactive Game-Based Techniques 

The central theme of our inquiry revolves around interactive game-based techniques for 

vocabulary instructions as we move on with this exploration. The potential of such 
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techniques in fostering engaging, contextually relevant, and effective vocabulary 

acquisition has been highlighted in the recent study by (smith & Johnson, 2021; Brown & 

Lee, 2020). These innovative approaches offer a dynamic and alluring pathway for EFL 

students to overcome language barriers, making the process of vocabulary learning both 

enjoyable and effective (Chen et al., 2022). 

Through this research we attempt to provide educators and language instructors with 

practical insights into the transformative prospection of interactive game-based 

vocabulary teaching. The subsequent sections of this paper will delve into various facets 

of interactive game-based techniques, examining their benefits, implementation 

strategies, and their capacity to empower EFL students with the linguistic tools they need 

to thrive in a globalized world. 

The paper aims to emphasize the greatest importance of vocabulary in language learning, 

address the unique needs of EFL students, and shed light on the promising domain of 

interactive game-based vocabulary instruction, all anchored by recent research findings. 

LITERATURE REVIEW 

Significance of Vocabulary 

Vocabulary is a key element in language learning as it supports all four skills i.e., listening, 

speaking, reading, and writing. According to Gyllstad, H (2018) it has been proved by 

persistent research that language proficiency is strongly predicted by a learner’s 

vocabulary size. Studies keep supporting the idea that learners with extensive vocabulary 

possess better skills of the target language. A research conducted by Sun and Wang 

(2019) emphasizes on the dominant impact of vocabulary on language competence. It 

insists that vocabulary enhancement is a vital component for the improvement of 

language skills, casting an impact on listening, speaking, reading, and writing potential. 

In a language classroom, the use of interactive vocabulary techniques motivates students 

to participate diligently. In a study done by Chen and Liu in (2020), they insist that 

communicative vocabulary techniques make vocabulary learning process more engaging 

and enjoyable which sustains longer.  

Yang and Chen, in their study in (2021) explain how communicative techniques enhance 

a learner’s independence and motivation by enabling him to choose activities best suited 

to his preferences and styles of learning. A study conducted by Li and Huang in (2020) 

investigates how collaborative activities contribute to the growth of productive 

vocabulary. The study emphasizes the advantages of engaging in group discussions and 

interacting with peers in the process of acquiring vocabulary. 

Despite recognizing and comprehending new words in a contextual setting, when a 

learner remains unable to reproduce them, it is called receptive vocabulary. It is a kind of 

vocabulary that learners recognize on seeing it in a reading text but faces a difficulty in 

using it while speaking or writing (Stuart Webb, 2009). Productive vocabulary is one 

when a student comprehends, pronounces, and makes correct use of the target 

vocabulary for both speaking and writing skills in a constructive manner. It not only 

involves the required components of the receptive vocabulary but also includes the 
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capability to write or speak at the right time. Since the learners can form the words to 

convey their thoughts to others, productive vocabulary can be counted as an active 

process (Stuart Webb, 2005). According to Richards and Rodgers in their 2021 research, 

they emphasize the importance of language instructors creating teaching methods that 

encourage the development of both receptive and productive vocabulary (Richards & 

Rodgers, 2021). This approach is vital for ensuring that learners achieve a comprehensive 

and balanced language proficiency. 

Traditional Vocabulary Teaching Methods 

In vocabulary teaching, traditional vocabulary teaching methods typically involve 

memorization and written exercises, while technology-assisted methods utilize 

interactive apps and multimedia for more engaging and personalized learning. In their 

2018 research, Saricoban and Metin examine conventional approaches, including the 

utilization of word lists, flashcards, and vocabulary quizzes. They emphasize the long-

standing historical use of these methods for the introduction and strengthening of 

vocabulary (Saricoban & Metin, 2018). In their 2019 study, Wesche and Paribakht 

investigate the application of conventional vocabulary teaching methods such as 

memorization and repetition for vocabulary learning. They underscore the significance 

of these techniques in establishing a fundamental vocabulary base (Wesche & Paribakht, 

2019). However, in 2018, Richards recognized that while traditional methods can be 

successful in helping learners acquire vocabulary initially, they have shortcomings when 

it comes to sustaining vocabulary over the long term and encouraging its active 

application in real-life communication (Richards, 2018). 

Impact of Technology on Vocabulary Learning 

On the other hand, technological growth has opened new doors for communicative 

vocabulary instruction. Latest research discovered that the usefulness of vocabulary 

learning apps, digital platforms and systems of adaptable learning play a vital role in the 

effectiveness of a newly learned vocabulary. (Park & Lee, 2017; Chen et al., 2022). The 

results of another study have established that a number of vocabulary games and 

gamification strategies have assisted effectively in vocabulary learning (Lee & Wu, 2018). 

Moreover, it is investigated in studies that in vocabulary instruction multimedia 

resources e.g., short video clips, online videos and communicative e-books are being used 

currently. (Berman & Cheng, 2021). The primary focus of the research remained on the 

impact of multimedia-assisted vocabulary lessons on students' vocabulary learning and 

retention (Lin & Chen, 2019). 

Gamification in Vocabulary Learning 

Interactive vocabulary games have embraced gamification elements. These include the 

integration of game mechanics like points, badges, leaderboards, and rewards to motivate 

learners and enhance engagement with vocabulary tasks (Deterding et al., 2011). 

Gamification has proven effective in increasing motivation and persistence in vocabulary 

acquisition (Zainuddin et al., 2018). A research conducted on mind mapping based on 

gamification and its effects on EFL learners vocabulary, recalling, and retention ability 

proved to be a positive strategy to teach vocabulary (Chen & Li. 2017). Moreover, Huang 



Journal of Applied Linguistics and Language Research, 2024, 11(1)  5 

 

and Hsiao (2018) studied the impact of gamification on the motivation and learning of 

vocabulary for EFL students, discovering considerable development in both of these 

areas (Huang & Hsiao, 2018). 

Mobile Applications for Gamified Vocabulary Education 

The widespread use of mobile devices has sparked a significant increase in the creation 

of mobile apps designed for interactive vocabulary instructions. Research has assessed 

the efficacy of these apps in different scenarios, highlighting their accessibility and 

flexibility for customized learning experiences (Lee et al., 2020). Additionally, scholars 

have explored the utility of mobile apps in aiding vocabulary acquisition for specific 

target languages.  

Immersive Vocabulary Learning with Virtual Reality and Augmented Reality: 

Emerging technologies like Virtual Reality (VR) and Augmented Reality (AR) have 

transformed vocabulary learning by offering immersive experiences. These games 

immerse learners in real-world contexts, enhancing vocabulary retention and 

comprehension (Chen et al., 2019). 

 Personalized Vocabulary Learning: 

Customized and adaptable vocabulary games have gained prominence. Intelligent 

systems adjust content and difficulty based on learners' performance and preferences, 

optimizing the learning experience (Zhang et al., 2019). 

Social Engagement in Vocabulary Games: 

Interactive vocabulary games foster social interaction. Multiplayer games and online 

communities encourage collaboration and competition among learners, enhancing 

vocabulary acquisition (Deters et al., 2020). 

Assessment and Progress Tracking: 

Interactive vocabulary games include assessment features to measure learners' 

knowledge and track progress over time, providing insights for improvement (Akcayir et 

al., 2019). 

Use of Technology for Communicative Vocabulary Instruction:  

Wattana and Reinders (2018) state, digital games have exhibited a positive effect on 

communication and readiness to interact in a foreign language (Wattana & Reinders, 

2018). In addition, Kim and Kwon (2021) studied the impact of vocabulary learning 

through the use of mobile phones and published enhanced knowledge of vocabulary and 

use of techniques in EFL students. 

Use of Multimedia and Visuals for Vocabulary Instruction:  

Shang (2017) executed a study on the impact of multimedia on vocabulary instruction 

program and discovered that it had a positive effect on the learning of English language 

and learning behaviors (Shang, 2017). Moreover, Bae (2022) established through his 
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“meta -analysis “comprehension and vocabulary retention significantly develop through 

the use of multimedia (Bae, 2022). 

Task-Based Interactive Activities 

There is another research with a focus on the usefulness of combined vocabulary 

exercises and “project/task-based learning” to improve the enhancement of vocabulary 

(Brown & Lee, 2017). Another study has found out that communicative vocabulary tasks 

like vocabulary-focused discussions and interpreting the meaning of target vocabulary 

have an impact on vocabulary learning (Wang & Wang, 2019).  

Information Gap Activities: 

Information gap activities involve learners in pairs or small groups, with one participant 

having specific information that others lack. This format encourages interaction, 

questioning, and knowledge sharing to bridge gaps, as supported by González-Lloret and 

Rennert (2019). 

Role-Play and Simulation 

Role-play and simulation immerse learners in real-life scenarios, requiring them to 

assume roles and engage in authentic conversations. These activities enhance fluency and 

pragmatic competence, as explored in Hsiao and Oxford's (2020) research (Hsiao & 

Oxford’s, 2020). 

Problem-Solving Tasks 

Problem-solving tasks present challenges that demand critical thinking and 

collaboration, involving analyzing information and making decisions in the target 

language. Hohensinn and Stadler's (2021) research demonstrates their effectiveness in 

improving language skills and cognitive abilities (Hohensinn & Stadler's, 2021). 

Project-Based Learning 

Project-based learning engages learners in long-term projects, promoting research, 

planning, and presenting findings while addressing real-world issues. Lee (2018) finds 

that it fosters language proficiency and motivation (Lee, 2018). 

Debate and Discussion 

Debate and discussion activities encourage learners to express and defend their opinions 

on various topics, enhancing argumentation skills, vocabulary acquisition, and critical 

thinking. Elahi Shirvan and Izadpanah (2019) investigate their impact on language 

learners (Elahi Shirvan & Izadpanah, 2019). 

Collaborative Writing 

Collaborative writing tasks involve learners in jointly creating written documents like 

stories, reports, or essays, promoting collaboration, peer editing, and language 

production. Zhang and Li (2020) explore the benefits of collaborative writing in language 

classrooms (Zhang & Li, 2020). 

Storytelling and Storyboard Activities 
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Storytelling and storyboard activities inspire learners to craft narratives, combining 

language skills with creativity. These tasks improve narrative competence and 

vocabulary usage, as highlighted by Nguyen and Nguyen's (2021) research Nguyen & 

Nguyen, 2021). 

Communicative vocabulary teaching methodologies have become increasingly popular 

during recent years. The study focuses on several approaches like the integration of 

technology, visual aids and multimedia, task-based interactive activities, and 

gamification. The above-mentioned methodologies have produced productive effects on 

students' motivation, retention, and engagement in vocabulary learning. Exploration of 

these methodologies and their implication on teaching and learning vocabulary should 

remain the focus of future research.  

Common Challenges in Teaching Vocabulary to EFL Students 

In earlier studies, numerous typical difficulties in teaching vocabulary to the EFL learners 

have been recognized. A restricted exposure to the genuine use of English Language is a 

major obstacle (Smith & Johnson, 2019). EFL learners usually find it difficult to encounter 

English in real-life situation, obstructing their capability to clasp the subtleties in the use 

of vocabulary. (Brown & Lee, 2020; Wang & Wang, 2019). Moreover, EFL students’ varied 

background causes a hurdle since they may come with diverse native language 

background and language structures in the classroom. (Khajavy, Ghonsooly, & 

Asadollahfam, 2019). In the process of acquiring vocabulary, this linguistic variation may 

cause different needs and challenges. One more typical difficulty is the necessity of 

retaining vocabulary over the extended period of time (Saricoban & Metin, 2018). 

Initially, EFL learners might grasp vocabulary efficiently, but they may find it difficult to 

preserve it for later use, establishing the significance of such teaching methods that help 

sustaining retention. Additionally, conventional teaching approaches like memorizing 

word lists and rote learning have constraints in maintaining vocabulary acquisition 

promoting its practical usage (Richards, 2018). These difficulties highlight the necessity 

for unique and captivating methods for vocabulary teaching that cater to the individual 

needs of EFL learners.  

METHODOLOGY 

Research Design 

The present paper employed an observational research design to examine the 

effectiveness of interactive game-based techniques in enhancing vocabulary acquisition 

among EFL students. The research design focused on systematic observation of students’ 

behaviors and interactions during the vocabulary teaching sessions. Given the 

naturalistic setting of a classroom, the observational approach paved way for gathering 

qualitative data through inconspicuous means, without being directly involved in the 

instructional process. This research minimizes the risk of participant reactivity allowing 

the collection of data without altering or influencing participants’ behavior (Bogdan & 

Biklen, 2006). Moreover, it provides frequent qualitative insights, such as detailed 

descriptions and narratives, that enrich the research findings by providing profound 

understanding of observed situation (Denzin & Lincoln, 2018). 
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Setting and Participants 

Forty-three students (32 males, 22 females), aged between 18 and 20, selected from 2 

groups of General Foundation Program (GFP), participated in this study. The participants 

were chosen from level 3 (Intermediate) and level 4 (advanced) as these levels determine 

their future majors. All the participants were native Arabic speakers sharing similar 

experiential background in primary and secondary education, and had studied English as 

a mandatory course for almost 12 years before joining GFP. General Foundation Program 

is a four-semester preparatory program to develop English language skills of students to 

help study their chosen specializations. The participants were selected using convenience 

sampling method due to its practicality and accessibility.  

Data Collection 

This research employed two primary data collection instruments: observations checklist 

and open-ended notes. The instruments were designed after careful consideration to 

facilitate the systematic collection of data and to allow apprehension of both qualitative 

and quantitative information during observation sessions. A well-structured observation 

checklist which would serve as a guiding tool for observer was developed to figure out 

specific behaviors, events, or variables of interest within the observed context. 

Observation checklist facilitates the researcher to capture a wide range of behaviors 

using predetermined categories and checkboxes. This effectiveness is valuable in a busy 

or fast-paced observational settings (Denzing & Lincoln, 2018). Open-ended notes 

accompanied the structured observation checklist where the observer captures 

qualitative descriptions, contextual details, and any unanticipated incidences during the 

observation (Bogdan & Biklen, 2006). 

Procedures 

This particular research employed a variety of materials and resources to promote 

effective vocabulary instructions. The materials chosen was based on the specific 

objective of the research study and the exigency to establish an engaging and interactive 

learning environment for the participants. Different stages to teach vocabulary and the 

key elements of each stage are shown in Table 1. 

Table 1: Vocabulary Teaching Stages and Key Elements and Activities 

Stages Key Elements/Activities 
Introduction and Presentation 
 
 
Practice and Repetition 
 
 
 
 
Contextual Use 
 
 
Review and Assessment 
 

-Introduce new words 
-Provide context 
-Spotlight meaning, word forms, and 
pronunciation 
 
-Drills 
-Repetitions (T, T-S, S-S) 
-Exercises 
-Vocabulary games 
 
-Understand word usage in context 
-Use new words in sentences 
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Integration with other skills 
 
 
 
Autonomous Learning 

-Gamified review (Deck Toys, Quizlet) 
-Assessment of vocabulary (quizzes, kahoot, 
Quizizz) 
 
-Using new words in speaking and writing 
paragraphs. 
-Teach vocabulary learning Techniques 
 
 
-Encourage independent vocabulary 
acquisition 

 

Rationale behind Vocabulary Teaching Activities at each stage 

Introduction and Presentation 

In designing and implementing vocabulary teaching activities across different stages, 

careful consideration was given to maximizing learning effectiveness. In the Introduction 

and presentation stage, providing context, highlighting meaning, word forms, and 

pronunciation was prioritized to aid comprehension and retention. The focus was on 

creating solid foundation for vocabulary learning. By using flash card, learners engage in 

active recall and spaced repetition, promoting efficient and self-paced learning. Providing 

context and associating new words with familiar concepts enhance comprehension and 

retention. 

Practice and Repetition 

The repetition and practice stage emphasizes reinforcing vocabulary through various 

activities like drills, repetitions, and games. These activities aim to strengthen memory, 

retention, establish neural connections, and promote automatic recall. They provide 

learners with ample exposure to vocabulary, enhancing language proficiency. 

Contextual Use 

Contextual use activities help learners understand word usage in real world scenarios. By 

placing words within sentences or debates, learners grasp their practical application, 

enhancing reading comprehension and effective communication. This approach 

reinforces active recall and provides a contextual framework for vocabulary. 

Review and Assessment 

Review and assessment activities employ gamified and digital tools to make vocabulary 

review engaging. These interactive experiences encourage active learning, immediate 

feedback, context based understanding. Assessment in various formats, such as quizzes, 

and games, reinforce vocabulary knowledge, ensuring a comprehensive grasp of word 

meanings.  

Integration with other skills 

Integrating vocabulary learning with other language skills promotes a holistic 

understanding of word usage. By using new words in speaking, writing, debates, and 

presentations, learners enhance their ability to communicate coherently and articulate 
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ideas effectively. These activities merge vocabulary application with speaking and 

writing skills, fostering practical language use. 

Autonomous Learning 

Autonomous learning activities encourage independent vocabulary acquisition. Students 

engage with language learning apps, maintain personal vocabulary journals, and utilize 

online word maps to explore new words in an enjoyable manner. These activities foster 

a proactive approach to vocabulary expansion, promoting practical application and 

deeper understanding in real-life contexts.  

Classroom Procedures During the Intervention 

The prescribed course book from which the vocabulary is taught is Pathways 2 & 3: 

Listening, Speaking, and Critical Thinking (2012), Becky Tarver Chase and Kristin L. 

Johannsen, First edition. The researchers prepared the vocabulary flash cards, activities, 

exercises, and games based on the topics suggested for the semester in the delivery plan. 

We also included different vocabulary teaching strategies in their lesson plans to help 

them learn vocabulary easily.  Some of the exercise and activities were done in the live 

sessions and other games, activities, and exercises were assigned for completion 

asynchronously. For example, all the stages except stage 1 was partially done in live 

session and partially asynchronous. Each semester 5 topics are suggested for the 

semester. Each topic is supposed to be taught for 2 weeks. Each topic has Lesson A & 

Lesson B. At the beginning of each lesson there are 10 new words to be learned. The 

students are tested on all the new words learned throughout semester at the end of the 

semester in the form a vocabulary quiz and marks obtained in this quiz is considered as 

a summative assessment and are added to their final grades.  

In the first lesson for each week when a new unit has to be started, the teacher researcher 

begins the lesson by introducing new vocabulary words using flash cards with the images 

related to the words, meanings, and/or word forms. And make sure to clearly pronounce 

each word. Once the new words are introduced and presented, context for each word was 

offered by using the word in a sentence. The words are from the real-life scenarios. After 

Presenting the new words students are asked to read the short passage given in the 

course book that has the new vocabulary words. Students are required to highlight/circle 

the vocabulary word in the text to draw attention to them. At this stage word forms were 

explained and attention was given to correct pronunciation and stress patterns. As an 

extended activity Deck Toys a gamification application was introduced to students where 

they have flashcards with image on one side and target vocabulary on the other side. 

Students were expected to review flashcards individually, associating the word with its 

visual representation. At one-point word association activity was also implemented 

where the teacher researcher displayed a picture or write a word related to one of the 

new vocabulary words on the board, and ask the students to brainstorm and share words 

or ideas related to the presented word.  

Stage two of the vocabulary lesson involves Repetition and Practice. At this stage we did 

the word repetition drill by calling out the vocabulary words, and have students repeat 

them multiple times in quick sessions. This exercise promotes memory retention and 
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builds confidence in word pronunciation. The entire class was engaged in the choral 

repetition for a few times. We varied it by having boys and girls alternate saying the 

words. As an extended activity vocabulary quiz show was implemented where students 

were divided into teams and they answer questions related to vocabulary words. This 

interactive format reinforces word meanings and encourages healthy competition. An 

extended activity that could be used at this stage is vocabulary cards: Mixing two groups 

of vocabulary cards with word on one and meaning on another and asking students to 

match them. 

The third stage is Contextual use of the new vocabulary words. We used a few activities 

at this stage to provide context for the words to students. Sentence fill activity where 

students were provided with blanks where they must insert the correct vocabulary 

words. The context clues were included within the sentence to help students select 

appropriate words. Another exercise was context clue story, we shared a short story with 

vocabulary words embedded in it with students and encouraged them to highlight or 

underline the words and use context to infer their meanings. After which the meanings 

are discussed in groups.  

The next stage is Review and assessment of vocabulary. This was most liked stage of our 

vocabulary teaching students thoroughly enjoyed doing this as we incorporated a 

gamified approach. Deck Toys platform and quizlet was used. The researchers utilized a 

range of engaging activities such as Vocabulary quiz show, word Bingo, Vocabulary 

Crossword, and many more to review the vocabulary taught. This gamification approach 

transforms vocabulary review into interactive, enjoyable experiences, encouraging active 

learning with immediate feedback. It adds an element of competition, exploration, and 

problem-solving, motivating students to actively participate in vocabulary acquisition, 

retention, and application. 

Vocabulary assessment was done using digital tools like Quizizz, kahoot, H5P and Moodle. 

Select from variety of activity formats such as Multiple Choice Questions (MCQs), Fill in 

the Blanks, Matching Pairs, and Anagrams. These assessments effectively evaluate 

vocabulary knowledge, catering to different learning styles and preferences. They offer 

opportunities for instant feedback, customization, and review, ultimately reinforcing 

vocabulary skills and aiding revision for enhanced comprehension. 

As the vocabulary words were taken from the listening and Speaking course book, the 

researchers integrated the vocabulary with other skills like Speaking and Writing 

through various engaging activities. Students were instructed to speak on different topics 

using vocabulary words they learnt. students prepare speeches or presentations 

centered around vocabulary themes, requiring them to articulate ideas effectively using 

the newly learned words. They were also encouraged to use these words in writing 

essays. As an extended integration activity the students can be encouraged to vocabulary 

storytelling, where they compose and share short narratives incorporating new 

vocabulary words, fostering both speaking and writing skills. 
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FINDINGS 

The study found that interactive language learning activities provided a wealth of benefits 

for learners. These include significant enhancements in vocabulary retention, 

comprehension skills, and the practical application of newly acquired words in different 

scenarios. Furthermore, participation in interactive exercises bolsters learners' 

confidence, enabling them to communicate more effectively and express themselves with 

assurance. Effective communication skills are also honed through these activities, as 

learners learn to articulate their thoughts, ideas, and opinions clearly and coherently. 

Additionally, engaging in discussions, debates, and presentations encourages critical 

thinking, pushing learners to analyze, evaluate, and synthesize information. The dynamic 

and engaging nature of interactive methods fosters motivation and enjoyment in the 

learning process, keeping learners enthusiastic and eager to progress. Collaborative 

exercises within these activities promote peer interaction and idea exchange, enriching 

not only language skills but also cultural understanding and global awareness. Immediate 

feedback and correction during interactive activities help refine vocabulary usage, 

pronunciation, and grammatical accuracy. Moreover, contextual learning facilitated by 

interactive methods ensures that vocabulary becomes more meaningful when applied 

within specific real-life contexts, which contributes to long-term retention. However, it's 

crucial to acknowledge that while interactive methods excelled in these aspects, they also 

posed certain challenges, such as resource-intensive planning, classroom management 

complexities, potential participation imbalances, and the need for balancing fluency and 

accuracy. Therefore, educators must carefully consider both the advantages and potential 

drawbacks when integrating interactive activities into language education, striving for a 

balanced and effective approach that maximizes the benefits while addressing challenges. 

Proposed Solutions for Existing Challenges 

To overcome the challenges identified in the research findings, several effective solutions 

can be implemented. Co-teachers can collaborate and share resources to alleviate the 

resource-intensive nature of planning interactive activities. Proper training in classroom 

management strategies coupled with clear guidelines and instructions can address 

complexities in managing interactive sessions. Strategies such as role assignments and 

monitoring can balance participation among learners. Balancing fluency with accuracy is 

attainable through a mix of controlled and free-speaking activities, complemented by 

tailored feedback approaches. Diverse assessment methods, including self-assessment 

and peer review, provide a holistic view of learners' progress. Preserving authenticity 

involves incorporating real-life scenarios and authentic materials.  

CONCLUSION 

The main purpose of this comprehensive exploration of interactive strategies aimed at 

enriching English as a Foreign Language (EFL) vocabulary, was to delve into a diverse 

array of approaches that bridge the gap between traditional vocabulary teaching 

methods and the dynamic landscape of technology-driven pedagogies. Vocabulary, being 

a fundamental pillar in language learning, has been shown to significantly impact 
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learners’ overall language proficiency. As such, employing effective strategies to enhance 

vocabulary acquisition is imperative for successful language education. 

Traditional methods, though foundational, often fall short in sustaining long-term 

vocabulary retention and active application in real-life communication. The advent of 

technology has paved the way for innovative and engaging approaches that cater to 

diverse learning styles, promoting motivation, interactivity, and personalized learning 

experiences. Gamification and digital tools used in vocabulary teaching present exciting 

opportunities to immerse learners in vocabulary acquisition through interactive, 

contextual, and enjoyable methods. 

Moreover, the integration of vocabulary instruction with other language skills amplifies 

its practicality and usability. Incorporating new words into speaking and writing 

exercises, and encouraging autonomous learning through language learning apps and 

personal vocabulary journals, empowers learners to take ownership of their language 

acquisition journey.  

In conclusion, the integration of interactive strategies in EFL vocabulary teaching is a 

promising pathway to nurture a more robust and enduring vocabulary knowledge among 

learners. It has the potential to transcend traditional boundaries, making vocabulary 

acquisition an engaging and effective process. However, to harness the full potential of 

these strategies, further research and continuous adaptation are essential to align with 

the evolving needs and preferences of learners. As educators, we must remain committed 

to exploring and embracing innovative pedagogical approaches, ensuing that learners not 

only master the English language but also develop a lifelong passion for effective 

communication. 
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