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Using educational games for the improvement of the students’ vocabulary retention 
has been widely used in the educational setting for many decades. The acquisition of 
vocabulary as part of the subskills of the English language is considered a vital part of 
learning any target language. Hence, this research study aimed at exploring the effects 
of using games to teach vocabulary in reading comprehension among freshmen 
students at Takhar University. This study has employed mixed-method research 
involving pre-test, post-test, and a semi-structured interview. The researcher employed 
descriptive statistical analysis to analyze the frequency and percentage of the 
respondents and inferential statistical analysis to mainly T-test to figure out whether 
there is any significant difference in the mean score of the pre and post-test across 
gender. In addition, the inference method of the content analysis is also used for the 
semi-structured interview to identify whether games are motivating the students to 
enhance their vocabulary knowledge of the student. The targeted group was 20 
freshmen students from the English department. The findings of the present study 
revealed that employing games are effective and beneficial for teaching vocabulary in 
reading comprehension. Moreover, the findings showed no significant difference in 
the mean score of the pre and post-test across gender. The study also indicated that 
games improved students’ motivation in acquiring new vocabulary. Besides, it is hoped 
that educational games are more attractive, fun, and helpful in teaching and as well as 
building the vocabulary knowledge of the students. It is proposed that teachers should 
look for educational games and techniques to involve their students in the use of the 
creative expression in the enhancement of vocabulary knowledge. 
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Introduction 
Reading comprehension is one of the key strategies of reading skills that allow students to make written texts 

meaningful (Hashemi and Kew, 2020). It is proposed that understanding through participation in written language is 

the process of creating and making sense. It is a system that allows students to make sense by communicating with 

the text. Reading comprehension is an essential component that involves students reading and understand a given 

text. It highly assesses the reading ability of learners and their aptitude to understand a text. Research has shown that 

students who lack vocabulary, will impede their comprehension of reading (Semtin and Maniam, 2015). This is because 

vocabulary teaching has always been a daunting activity for teachers and students, as vocabulary in the ESL classroom 

is given limited emphasis. Educational games are, therefore, one of the strategies in ESL classrooms to teach 

vocabulary. Educational games have been used in educational contexts for many decades (Pekalongan, et al. 2019). 

Therefore, employing educational games is hoped to be beneficial for students of the English department at Takhar 

University, Afghanistan.  

In addition, Vocabulary Acquisition is regarded by students as one of the hardest components of learning the 

language. However, vocabulary is considered one of the sub-skills of the language (Orfan, 2020). Although, there is 
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not much attention paid to making it simpler and easier for enhancing the vocabulary knowledge of the students. 

Moreover, vocabulary knowledge helps improve the social potential of the student and also in improving the 

communicative skills of the student. For students to develop their vocabulary skills, different ways and techniques can 

be helpful. But there are no clear rules that allow vocabulary to be learned by students. Every student has their way of 

building vocabulary knowledge.  Various studies have shown that learning new vocabulary by using games has helped 

to increase vocabulary retaining and make language learning fun and inspiring (Hoa and Trang, 2020; Ma and 

Yodkamlue, 2019; Selvi and Çoşan, 2018). 

However, using educational games for the enhancement of the vocabulary skills in the upper classes of the Afghan 

classroom is not given much consideration and attention. Furthermore, the acquisition of vocabulary in the Afghan 

context is more based on the traditional way. According to Orfan, et al. (2021), grammar translation method is 

considered as the dominant approach among Afghan university lecturers. The teachers are used to teach vocabulary 

by repeating its pronunciation and meaning several times and as well as requesting the students to follow the same 

rule to memorize the vocabularies. Following in the footsteps of prior studies on the use of educational games to 

teach vocabulary, the study was carried out to teach vocabulary in reading comprehension using educational games. 

This paper, therefore, targeted three topics to be explored in the Afghan context, which are educational games, reading 

comprehension, and motivation to figure out the effects of using games in teaching vocabulary and as well as to 

identify how educational games motivated the students to build their vocabulary knowledge. In this regard, the focus 

of our attention in the current study is to teach vocabulary through games, the encouragement of the student, and the 

impact of vocabulary on reading comprehension. Therefore, the current mixed-method research helps to find out the 

results of employing games in teaching vocabulary and motivation among Takhar University freshmen students to 

learn vocabulary. 

Literature Review 

The emphasis of every student and instructor has recently been on improving vocabulary awareness through games. 

Donmus (2010) suggested that games have significant value in enhancing the vocabulary skills of students in 

educational toys. Similarly, the results of a study by Barabadi and Khajavi, (2017) suggest that the combination of 

education and games can be both educational and entertaining. The world of the class can be made more 

communicative when learning vocabulary through games. Besides, Murray and Ian, (2018) accepted that engaging 

students in activities such as using games allows learners to more quickly recall new vocabulary. Game-based education 

helps the learning process to be fearless and meaningful. The acquisition of vocabulary by using games has encouraged 

students to contribute with each other and enhance the knowledge of their vocabulary (Ebrahimzadeh and Alavi, 

2016). They are also supportive in keeping teachers to be boring and also helping them feel free to instruct students 

in an expressive way of learning. 

In learning new vocabularies, games have plenty of advantages and effectiveness. For all students in the class, 

games will create a friendly atmosphere where every student is interested in a fun and competitive way of the 

supportive learning environment. In this way, in a group, the students will have the ability to assist each other to solve 

the issues posed when working together. They will also stimulate the imagination of students and develop their 

capability to practice the language entertainingly (Rasti-Behbahani and Shahbazi, 2020; Akramy, 2020). As can be seen, 

it can bring pleasure and motivate both teachers and learners to make the learning process significant and 

comprehensible by teaching vocabulary through games. In a language teaching classroom, it is not possible to disregard 

the essential role of games in educating and learning new vocabulary. 

Learning vocabulary plays a vital role in reading comprehension. To understand the text as easily as possible, 

reading comprehension needs enough vocabulary awareness. The researchers claimed that reading skill as the main 

skill of the language and vocabulary skill as the sub-skill are interrelated with each other. Lack of vocabulary will affect 

learners' understanding of reading, and reading comprehension is considered a major necessity and vital factor 

(Hashemi and Kew, 2020). Ibrahim et al. (2016) recognized that there is a relation between vocabulary and reading 

comprehension as student concurrently develop their vocabulary knowledge. Thus, reading comprehension and 

vocabulary are the dependable elements that can make the learning process simple and understandable.  

Rolletschek (2020) claimed that it was easier for those with a strong background in vocabulary knowledge to 

understand the text comparing to those who lack vocabulary knowledge. Moghadam et al. (2012) studied the vital role 

of vocabulary in reading comprehension in the Malaysian context, it was found that learning vocabulary is the primary 

goal of language learning, whether it is a second or a foreign language. Researchers accepted that vocabulary 

competence is the fundamental factor for skilled learners and suggested that those with excellent vocabulary 
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knowledge would be effective in comprehending the reading text (Camacho &Vásquez 2019; Ovalle et al. 2020; 

Kamnardsiri et al.  2017; Li & Cummins, 2019; Miyazaki, 2019). Likewise, a study by Kameli & Baki (2013) investigated 

the effect of the level of vocabulary awareness on EFL reading among Iranian students. They claimed that vocabulary 

awareness has an influence on reading comprehension at different levels of learners. 

Several methods and techniques help students to enhance their vocabulary skills. Motivation, whether intrinsic or 

extrinsic motivation, is one of the main factors in enhancing the vocabulary knowledge of the students in reading 

comprehension (Franciosi et al. 2016). There are also several ways, however, to inspire learners to actively engage in 

learning and developing their knowledge of vocabulary. This objective can be accomplished by using games for the 

enhancement of the vocabulary knowledge of the students in the classroom. It is also distinguished that educational 

games can be inherently and extrinsically driven to provide an enjoyable atmosphere. This learning process can be 

over-learning and can inspire learners to learn and to promote the learning process for the teachers. (Bakhsh, 2016) 

thought that it offers a social function and social meaning to inspire students by using games in learning vocabulary. 

Student interpersonal skills and even verbal engagement in a cooperative manner with group learning. 

Definition of Reading Comprehension 

Reading uses receptive abilities and defines the language potential of a learner. Chung and Bidelman, (2021) described 

reading as the text implementing values from written documents. This desires the unity of the multifarious initiation 

of knowledge connected with it. Sowell (2018) strongly supports this view, explaining reading as a mechanism of 

conceiving meaning that includes the existing awareness of the reader, text content, and text reading. Meanwhile, 

Shimono (2018) claimed that reading is a mutual `progression between readers and reading texts that result in a fluent 

reading of the text. In this regard, while reading readers can often communicate with the texts as they can derive the 

meaning by using different kinds of information, such as bottom-up processing and top-down processing. Dindar et 

al. (2021) also indicated that reading aims to obtain correct information from a reading background that the writer 

intended to attain from the reader. Li and Cummins (2019) argued that reading creativity can be described as an 

intellectual skill a person can use when engaging with the circumstance they are reading. Most importantly, reading is 

a cognitive and productive activity as the students need to connect written symbols and use his/her prior experience 

to understand and extract meaning from the sense of reading and the author's purpose. Reading, as a result, helps 

learners understand a text. 

Comprehension refers to the process of acquiring and making meaning through communication and written 

language participation (Miyazaki, 2019). He described comprehension as the growth in the mind of the reader to 

design meaning by engaging with the context. Readers do this through the combination of their previous knowledge 

and experience, text details, and their views on the text. In the meantime, Chung and Bidelman (2021) claimed that 

understanding of reading refers to a growth in a text's context. The reader's primary objective is to obtain an 

interpretation of the text as opposed to knowing the meaning of sentences. Reading comprehension is thus a process 

of formulating language, recognizing, and responding to what is written in a particular text. 

Strategies of Reading Comprehension 
Besides, three styles help to explain reading: interactive, bottom-up, and top-down. The cognitive mechanism that 

occurs when readers interrelate with the text is clarified by these models. A decoding method and a set of written 

symbols into aural sounds is the principle of the bottom-up reading model (Barabadi and Khajavi, 2017). In other 

words, the emphasis of this method is first on letters, then on sentences followed by phrases in the text. According 

to this approach, the comprehension of the text is accomplished based on the number of details in each paragraph. 

The top-down model, however, is the opposite of the bottom-up one, since readers use their previous experience to 

refer to a new text in this top-down model. This method, therefore, starts by concentrating on larger aspects of the 

document, such as the title, basic points, and then focuses on reduced features of linguistics in the text. An interactive 

strategy of the reading model is the third model. This reading model refers to an example of reading that requires the 

concurrent involvement of both top-down and bottom-up procedures. As Pourhosein and Gilakjani (2016) claimed 

that sufficient reading entails processing both top-down and bottom-up. Teachers can look for guidance in reading 

based on this model to boost the abilities of L2 students. 

In reading comprehension there are limited methods that play an important role: applying and stimulating context 

information, aggravating and asking questions, creating an inference, anticipating, epitomizing, visualizing, and 

tracking comprehension. One of the methods that help the reader's previous knowledge to better interpret a reading 

text is to stimulate and apply context knowledge. This understanding consists of the interactions of individuals with 

their principles of understanding how the written text works, including word recognition, print concepts, word sense, 
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and how the text is created (Gilakjani, 2016). Another technique for reading comprehension is creating and answering 

questions. Readers would like to ask themselves some important questions to get a clearer understanding of the text 

they are reading. This approach allows readers to recognize the main concept and essential details in a text (Davenport 

et al. 2017). Making inferences is another approach to reading comprehension (Tarchi, 2015). In this method, readers 

need to infer from data in a text. The data from the text and their previous information will be combined. 

Predicting is another skill of the reading techniques that help readers to guess by getting information about a text. 

To learn new information from the text, the readers use their prior knowledge. The content may be expected by 

readers based on the author and the title of the text. Davenport et al. (2017) once mentioned that for readers to 

remember the text they read quickly, encapsulating is a critical technique. By doing this, readers can incorporate all 

the data into a reading text and describe it using their own words. As readers use this approach, they can understand 

the text's structure, the text's emphasis, and the way opinions are connected. Effective narrative text summarization 

involves topics such as connecting events in a plot or recognizing basics that stimulate the activities and behavior of 

a character. As one of the techniques, visualizing helps readers to imagine to grasp a text. Readers who imagine when 

they read without any assistance, recall the content of the text and as well as help them remember some non-concrete 

points and significant names (Rasti-Behbahani and Shahbazi, 2020). Finally, monitoring is one of the successful 

techniques that enable readers to use acceptable and different strategies in various categories of manuscripts. Besides, 

it allows learners to make the best decision-maker, as they can select and use a suitable strategy when appropriate. 

Educational Games 

Vocabulary in the English language is considered to be one of the sub-skills of the four integrated skills (writing, 

reading, speaking, and listening). It is also recognized among learners as a hard part of language learning. There is also 

no clear and effective rule and method for helping students to learn the vocabularies and terminologies. More 

precisely, this study aims to figure out how to teach vocabulary using games, how to inspire students to learn 

vocabulary to enhance their ability to communicate, and how successful vocabulary in their academic contexts is to 

understand any reading text. 

It is very fun to learn vocabulary through games and has garnered a lot of popularity among teachers and students. 

Sowell (2018) believed that because they support making language education enjoyable, the importance of educational 

games has increased in language education. He noted that it can be entertaining and educational when a game is 

selected as a medium for teaching and educating students to improve the classroom atmosphere. As Riahipour and 

Saba (2012) accepted that typical practices such as memorizing long lists of words, derivations, translation, word 

repetition, fill-in-the-blank exercises are all hard and repetitive to recall for students. 

Similarly, the impact of games on the level of development of Iranian EFL vocabulary awareness among 

kindergarten students was investigated by (Aslanabadi and Rasouli 2013). Their aim of the research was to find out 

about every realistic and enjoyable way to learn vocabulary. To perform their study, the researchers covered two 

kindergartens. The researchers then split the students into two experimental and control groups. An online language 

teaching game is given to the experimental group and periodic class lectures are given to the second group, which is 

the control group. Their study results showed that game teaching not only retains the class alive and enjoyable but 

also helps learners to enhance their skills and trust in vocabulary. Besides,  Hoa and Trang (2020) reported that those 

who use games in the classroom to teach new words to their students have fun and a pleasant environment rather 

than those who teach their students the traditional language. 

Techniques are not commonly used to teach and practice vocabulary, such as using games. They are only used by 

both teachers and students for a time or occasion that can be powerless and useless. Learning vocabulary through 

games is helpful and has many advantages. Prabha and Abdul Aziz (2020) stressed that games should provide learners 

with a learning experience that is fun-filled and calming. Students can use language in a non-stressful way after studying 

and using new vocabulary. Although students learn vocabulary and their emphasis is on the message rather than the 

language. Therefore, the linguistic forms don't matter to them and they just feel free to preserve the theme. This would 

remove the fear of publicly assessing or evaluating students negatively and this may be the primary reason for students 

to reduce their anxiety and learn more in a friendly environment (Miyazaki, 2019). 

Research Questions 

• Is there any effect of using games on teaching vocabulary in reading comprehension? 

• Is there any significant difference in the scores of pre and post-test across gender? 

• How is the motivation of games in enhancing the vocabulary knowledge of the students in reading 

comprehension? 
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Method 

The Design of the Research 

The study employed a mixed-method design, qualitative and quantitative (experimental research) to achieve a 

comprehensive understanding of the research topic. The qualitative data is obtained through the use of interviews and 

whereas the quantitative data comes from the pre and post-test. Descriptive and inferential statistical analysis is 

employed to analyze the data in the study. For the qualitative analysis, the researcher employed a semi-structured 

interview analysis through the content analysis method where certain themes have been inferences to be categorized. 

The qualitative approach is used to delve further into the minds of respondents and ask more open questions, and as 

well as it allows the researcher for more intense and accurate data to be collected (Daqiq and Hashemi, 2021). 

Participants 

The researcher employed convenience sampling and purposeful sampling techniques to choose the participants. 

Convenience sampling is a time constraint and easy to meet the students (Semry and Mahendran 2015). The present 

research also used purposeful sampling, which is also known as judgment sampling. Based on their results in the 

previous exam, the samples are selected (Ilker et al. 2015). From the same 20 participants selected earlier, 16 

participants participating in the pre-and post-test, and 4 participants are chosen for the interview session. 

Data Collection Procedure  

The pre and post-test and as well as interview sessions are used as the methods for collecting the data in this study. 

Kelly (2019) indicates that the pre-test shows the degree of comprehension of a student before teaching, while a post-

test assess the learning process of the students. Before and after the implementation of the action, the pre-test was 

conducted by using games as the experimental group where the students were expected to match the vocabulary with 

their meanings. While the control group was given the treatment as the traditional way of teaching. To show the 

progress and development in the performance of the students, the number of correct answers and percentages were 

used. In addition to the pre-and post-test methods, a semi-structured interview was used to assess how successful are 

games in motivating the students for the enhancement of their level of vocabulary knowledge in reading 

comprehension. Kallio et al. (2016) clarified that a semi-structured interview allows participants the ability to articulate 

their point of view. It boosts two-way contact in which the interviewer may ask questions about those being 

questioned.  

Materials and Instruments 

Before and after the implementation of the action, the pre and post-tests were carried out using five distinct games 

such as memory game, ladder, snake and bingo, Pictionary, and wheel of fortune where the students were expected 

to align the vocabulary with their meanings in the pre-test and the traditional method of teaching vocabulary was 

followed in the control group. None of the students managed to pick or fit all 10 terms to the correct meaning from 

the pre-test result. The lowermost percentage recorded by the students in the pre-test is 20 percent, where that 

individual student will correctly select or match 2 out of 10 words to their context. 

Data Analysis  

The analysis of the data was carried out through the Statistical Package of Social Science (SPSS) software, version 26. 

The descriptive statistical analysis was used to compute the frequency, percentage, and mean. Besides, the inferential 

statistics were employed to examine the differences of pre and post-test scores across gender and as well as for 

comparing the pre-test and post-test scores.  Moreover, semi-structured interview sessions were conducted with four 

students, especially about how it helped them to develop their vocabulary knowledge by reading comprehension.  The 

researcher analyzed the outcomes of the data obtained from the semi-structured interview through the content analysis 

method. 

Results 
Table 1. 
Descriptive Statistics for Respondents’ Age 

Gender Frequency Percent Valid Percent Cumulative Percent 
Valid Male 10 50.0 50.0 50.0 

Female 10 50.0 50.0 100.0 

Total 20 100.0 100.0  

The participants of the present study were 20 Afghan university EFL students including male and female from 
freshmen class at Takhar University. There were equally 10 male participants and 10 female who participated in the 
study.  
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Table 2.  
Descriptive Statistics for Respondents’ Gender 

Age Frequency Percent Valid Percent Cumulative Percent 

Valid 18-20 9 45.0 45.0 45.0 
20-23 7 35.0 35.0 80.0 
23-25 4 20.0 20.0 100.0 

Total 20 100.0 100.0  

According to Table 2, the age of the respondents ranged from 18 to 25 where all the students at the undergraduate 

level fit between these ages. There were 9 respondents who had 18-20 years old and 7 respondents whose ages ranged 

between 20-23 years old. While 4 respondents had 23-25 years old.  

Pre-Post Test 

According to Table 3, students, S7, S9, and S13 recorded the same percentage in the pre-test, which is 20 percent. 

The lowest percentage scored by the students in the post-test is 70 percent, where that certain student will correctly 

choose or match 7 out of 10 words to their context. Only one student, S13, had a post-test score of 70%. For post-

test, the lowest percentage of the pre-test is 20 percent, while 70 percent indicates that the action works and is 

successful for students to develop reading comprehension vocabulary. As can be seen from the results, all the students 

in the post-test managed to select or fit more than 6 terms correctly to their meanings. 

Table 3.  

Descriptive Statistics of the Students Before and After the Implementation of Games 

Respondents Number of Correct 
Answers 

Pre-Test Scores 
(100%) 

Number of 
Correct Answers 

Post-Test Scores 
(100%) 

S1 4 40 9 90 

S2 5 50 8 80 
S3 5 50 10 100 
S4 4 40 8 80 
S5 3 30 9 90 
S6 4 40 10 100 
S7 2 20 8 80 
S8 3 30 8 80 
S9 2 20 8 80 
S10 4 40 8 80 
S11 3 30 8 80 
S12 6 60 9 90 
S13 2 20 7 70 
S14 3 30 9 90 
S15 3 30 8 80 
S16 5 50 10 100 
S17 3 30 8 80 
S18 6 60 10 100 
S19 3 30 8 80 
S20 6 60 10 100 

This indicates that in reading comprehension, there was a great increase in the vocabulary skills of the students. In 

the pre-test, the highest percentage scored by the students is 60% where that specific student can correctly select or 

match 6 out of 10 terms to their meanings. In the pre-test, three students, S12, S18, and S20, scored 60%. On the 

other side, where 5 students scored maximum marks, the highest percentage scored by the students in the post-test is 

100 percent. These 5 students can correctly pick or fit 10 words to their meanings. 

Table 4.  
The Descriptive Statistics of Respondents 

 N Mean Std.Deviation Std.Error Lower Upper Minimum Maximum 

Pretest Male 10 2.4000 1.34990 .42687 1.4343 3.3657 1.00 5.00 
Female 10 3.7000 1.05935 .33500 2.9422 4.4578 2.00 5.00 
Total 20 3.0500 1.35627 .30327 2.4152 3.6848 1.00 5.00 

Posttest Male 10 8.2500 .95015 .30046 7.5703 8.9297 7.00 9.50 
Female 10 7.8000 .91894 .29059 7.1426 8.4574 7.00 10.00 
Total 20 8.0250 .93857 .20987 7.5857 8.4643 7.00 10.00 
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Table 4, illustrates the mean differences between male and female respondents. As can be seen, the mean score of 

the male respondents was 2.4 in the pretest while the same respondents' mean scores have been dramatically changed 

to 8.25 in the post-test. Similarly, the mean score of the female respondents was 3.7 in the pretest while the mean 

score of the female respondents in the post-test was considered 7.8. 

Table 5.  
The Significant Difference Between the Pre and Post-test 

 F Sig. t df p Mean Std. Error Lower Upper 
Pretest .750 .398 -2.396 18 .028 -1.30000 .54263 -2.44002 -.15998 

Posttest .355 .559 1.077 18 .296 .45000 .41800 -.42818 1.32818 

As can be seen in Table 5, the result of the T-test shows that the P-value for the pre-test was greater than the alpha 

level p=0.39>0.05. Therefore, it can be concluded that there is no statistically significant difference in the pre-test 

scores between males and females. Similarly, concerning the post-test, the P-value based on Levene’s Test for equality 

of variance is greater than the alpha level p=0.55>0.05. Therefore, it can be also concluded that there is no statistically 

significant difference in the post-test scores across gender.  

Semi-Structured Interview 

The researcher decoded three themes that were motivation, the interest of students, and the features of games. These 

three themes allowed us to understand how games in reading comprehension helped students to develop their 

vocabulary. The emerging theme, first and foremost, was motivation. The students were motivated and get inspired 

through the use of games, and as well as able to understand the meaning of the words. The evidence from the interview 

showed that games increased the incentive of learners to develop vocabulary in reading comprehension. For example, 

when the answer was happy, happier, S15 felt proud. Similarly, S1 thought the same as well. The reaction was "happy." 

Next, it is indicated that games prompted the interest of learners to learn or understand the sense of vocabulary by 

playing games for the second subject. The proof can be seen in the reply from S11, who said, "Yes, it's easy." Finally, 

the theme extracted from the interview sessions was the games' characteristics. 

Table 6.  
Content Analysis of Student’s Interview Sessions  

Themes Keywords/Categories Participants Transcription 

Motivation 
happy 

S1 Happy 

S15 happier 

proud S11 I am proud 

excited S16 I am excited 

Students’ 
Interest 

Easy S11 Yes, it is easy 

Helpful 
S11 Yes, helpful 

S16 Yes, helpful 

interesting S15 Yes, interesting  

understandable S1 Yes, I understand the words 

Like 
S1 Yes, I like it because can understand the words 

S15 Yes, I like the games 

Features of 
The Games 

Visual 
S11                   Yes, I like it because it has pictures 

It was clear that pictures served as guides to grasp the significance of words for students. Maryam (2012) supported 
this by stating that positive images helped to explain the textual content and encouraged learners to create bridges 
between verbal (text) and non-verbal (illustration). 

Discussion and Conclusion   
Concerning the first research question on whether there are any effects of using games on teaching vocabulary in 

reading comprehension or not. The findings of the study indicated that educational games have improved the 

vocabulary knowledge of the students. Their comprehension and understanding of the vocabulary have also been 

enhanced. The findings of the study are similar to the studies conducted by (Alhajaji et al. 2020; Camacho Vásquez 

and Ovalle, 2019; Karaaslan et al. 2018; Miyazaki, 2019) who indicated that educational games are the key factors to 

improve vocabulary knowledge. Before this, they felt it was hard to learn English, but when the use of educational 

games was introduced in the classroom, students felt more energetic and excited to join in in the lesson given to them. 

The findings of the study also show that a variety of educational games benefited students in learning and building 
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new vocabularies and as well as help them to comprehend the reading text efficiently. This finding is in line with the 

findings of a study carried out by Allen et al. (2015) who believed that using proper games while teaching students can 

enhance their comprehension and as well as their ability to build their vocabulary knowledge. Students are always 

stressed that they and other students who don't focus in class should improve a little bit of their vocabulary knowledge. 

To ensure that all students engage in the lesson and learn new vocabulary through playing games, it would be better 

to strengthen their memory to be able to memorize it by just reading it the normal way. 

Besides, the findings of the current study show that students are more likely to play educational games or a kind 

of language game that makes them feel interested in learning vocabulary knowledge. For children and adults, 

educational games have always been common and fun activities, it will be more interesting because students will focus 

on various activities to ensure the learning process is going well. Thus, this study indicated that educational games 

have motivated students to take part in each session of vocabulary learning. Hence, the findings of this study are 

consistent with these studies conducted by (Derakhshan and Davoodi Khatir, 2015; Ebrahimzadeh and Alavi, 2016) 

where they indicated that educational games motivated students and increased their participation in learning 

vocabulary. In this regard, it is for teachers to use language games to enhance the vocabulary knowledge of the students 

in reading comprehension, as the vocabulary provides a lot of value. In this respect, educational games are not going 

to delay the lesson but rather help the students to comprehend the reading text easily and effectively.  Most 

importantly, the findings of the study show that educational games that were employed once should not be used again 

within a week, because they will feel bored and will not participate every day. This finding is confirmed by (Dindar et 

al. 2021) who focused on using games only once to teach the students. By using educational games, the students can 

improve their engagement, memorize new words, and as well as explain the new words. 

Moreover, educational games have positive implications for learning and enhancing the vocabulary knowledge of 

the students. This is because students do not feel bored when learning these new words through educational games. 

The findings of this study are in line with the study conducted by Chen and Hsu (2020) where they have agreed on 

the effects of games in teaching vocabulary. Students can also be more excited when educational games are being used 

in the classroom and need to memorize the words they are learning immediately. In the sense of encouragement, 

educational games have a great influence on learners' vocabulary enhancement and memorization as well as on their 

psychological side in reading comprehension. This proved to be a successful way for both teachers and students to 

consolidate and use new lexical objects. As for the second research question on whether there is any significant 

difference in the mean scores of pre and post-test across gender. The findings of the study showed that there is no 

statistically significant difference in the pre and post-test scores of the respondents across gender.  

Considering the third research question on how is the motivation of games in enhancing the vocabulary knowledge 

of the students in reading comprehension. The findings of the study in this respect indicate that motivation is a key 

factor for the enhancement of the vocabulary knowledge of the students in reading comprehension. This finding has 

been supported by (Elaish et al. 2019; Khalidiyah, 2017; Shahriarpour and Kafi, 2014) who believed that using games 

can motivate the students to improve their vocabulary knowledge. Vocabulary terms are not for a day's study, but the 

students need to practice them every day so that they can use the words and know how to use them. In other words, 

for a specific student, vocabulary is very important because it takes some time to acquire the skills to learn something 

new. In the classroom, we just need to concentrate and the students can apply the urge to learn something new. There 

will be a time when students will not take part in the lesson as they tend to be in their way, we as a teacher should 

know how to draw the attention of the students so that they can come and take part in the learning process. Since the 

students will be left out if the students do not participate, students will not be able to offer an example or clarify in 

their own words when it comes to explaining the meaning of the new words. 

Considering that, vocabulary is a sub-skill of English language skill, especially for beginners who try their best to 

learn new words as much as possible, the instructor should use all his background to teach this skill in various ways. 

He or she needs to select a method that correctly collects all the factors that make it easier for them to understand. 

Several studies have agreed that language games, as a teaching tool, have a significant influence on improving the 

vocabulary of learners (knowledge, memorization, and use) as well as on their psychological side (motivation, 

relaxation, and self-confidence). The current research is carried out to illustrate the effects of using vocabulary through 

games in reading comprehension. In conclusion, learning vocabulary through games has been considered more 

effective in reading comprehension and will be more energetic for students who are willing to enhance their vocabulary 

knowledge in a strategic and fun way. On the other hand, employing games for teaching and learning vocabulary allow 

the students to participate more frequently.  



Hashemi                                                                          Journal for the Education of Gifted Young Scientists 9(2) (Summer 2021) 151-160 
 

 159 

The goal of the current study was to examine the impact of using games on students' vocabulary knowledge in 

reading comprehension and to find out the efficacy of games in encouraging students to develop their vocabulary 

knowledge in reading comprehension. Therefore, the results of this study showed that the use of five different games 

in reading comprehension steadily increased the vocabulary skills of the students. In addition to that, without the help 

of facilitators, the students were able to understand and recall the words. This helped to inspire the students to learn 

the vocabulary when playing the games introduced during the class. Therefore, on the other hand, teachers have to 

take responsibility for attending to the needs of all students to maximize their vocabulary learning. It has also been 

shown that in reading comprehension, educational games have a significant influence on the vocabulary skills of 

students. In conclusion, the results of the current study have indicated that teaching vocabulary through educational 

games can increase the motivation of students as it provides them with enjoyable activities. 

Recommendations 

This paper has some recommendations for the use of educational games by students and teachers to enhance the 

vocabulary knowledge of the students. It is proposed that teachers should look for techniques to involve their students 

in the use of creative expression. Students may use the language more communicatively by using vocabulary games. 

Due to their benefits, educational games are widely recommended for both teachers and students to use in enhancing 

the vocabulary knowledge of the students. Because, they offer students accountability and the chance to be physically 

and mentally involved, and are student-centered rather than teacher-centered, easily attract the interest of children, 

promote their engagement, and are fun to play in the structured academic phase, and socialize students. Students often 

learn or grow several skills, such as taking turns, working independently, and working as a team with others for a 

common goal. 

The Limitations of the Research 

The present study is limited to several limitations number such as the number of participants was one constraint and 

less N= 20. Another limitation was, the researcher selected all the students from the same class (freshmen). Hence, 

the power of the study was lower than desired with the small number of participants (N=20). Moreover, this analysis 

was limited to one university whereas the large population from many universities could be more effective and 

generalizable. This university may not be representative of other universities, therefore, it restricts the generalizability 

of the results to other universities. Finally, it should be remembered that introducing more games into language classes 

to promote learning is a new strand of study. It is possible to consider the impact of learning concrete and abstract 

words through various games as another line of study. Mobile-assisted language learning apps can help learners 

develop their vocabulary domain, so the influence of various mobile applications on vocabulary learning is a good 

area of research to find out. 
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