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THE IMPACT OF USING GAMES AT ENGLISH LESSONS 

ON STUDENTS’ MOTIVATION AND INTEREST 

IN VOCABULARY LEARNING 

 

The use of games in English language teaching has come to light as a 

potential tactic to boost students' motivation and interest in learning 

vocabulary.  

Recent studies have examined the relationship between students’ 

motivation and their inclination to acquire vocabulary, particularly in the 

context of English language teaching. Smith (2019) highlighted the ability 

of digital games to boost motivation and raise student engagement in a 

research study that focused on the integration of games into language 

learning. According to Andrea Bennett (2011), games are important in 

fostering in-depth learning experiences. According to Fromme (2003), 

McFarlane and Sakellariou (2002), playing games in the classroom has its 

advantages. In addition to lowering anxiety, games are strong motivators. 

The use of game-based activities into English language classes 

promotes enjoyment, develops teamwork and competition, and offers 

quick feedback, all of which help to increase motivation and interest in 

learning new vocabulary.  

Multimedia tools assist in bringing the learning process to life in a 

way that students find interesting and unforgettable through original forms 

of self-expression and fresh experiences in the foreign language. There are 

some online games for vocabulary learning that can be used in the 

classroom: Vocabulary.com (offers a wide range of vocabulary games and 

quizzes that adapt to the individual learning level of each student); Quizlet 

(offers flashcards, quizzes, and games which can be created at each topic); 

Word Wall (allows to create and share word games, word walls, and 

quizzes); Duolingo (offers a vocabulary section that can be used to 
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enhance English vocabulary); BBC Learning English (provides various 

vocabulary and word-based games designed for English learners); 

Vocabulary Spelling City (offers interactive games and activities to help 

students improve their vocabulary and spelling skills); Kahoot! (allows to 

create engaging vocabulary quizzes and games to test and reinforce 

students' word knowledge); Crossword Puzzles (online crossword puzzle 

generators can be used to create customized puzzles with English 

vocabulary words); Word Search (can be a fun and effective way to 

reinforce vocabulary). 

The use of interactive games to language training has significantly 

increased the students’ intrinsic motivation. Additionally, students who 

play games show higher levels of enthusiasm and interest throughout 

language lessons. Students that are exposed to games demonstrate gains in 

their language ability, suggesting that games can promote language 

learning. Interactive and immersive game elements boost engagement and 

make learning enjoyable and efficient for everyone. 

By introducing games into their teaching strategies, educators can 

create dynamic learning environments that promote intrinsic motivation 

and support more efficient language learning experiences. While this 

approach doesn't replace traditional training, it provides a valuable 

supplement that can substantially enhance language learning results. 
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