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ABSTRACT

The present research aims to propose a Didactic Unit based on gamification for teaching English
vocabulary, addressing the need to move beyond traditional strategies where students memonze
word lists mechanically. Such methods often lead to demotivation and limited interest where
students perceive learning the English language only as an institutional requirement.
Unfortunately, students are promoted to the next level without ensuring that the outcomes of
the teaching-learning process are meaningful. In this way, the mentioned proposal promotes
interactive activities using gamified digital resources to produce English language effectively
in various real-life contexts. The beneficiaries of this research are teachers and students in the
Tth grade of primary school (A2 level learners around 11-12 years old). The study was
conducted using a qualitative approach, employing documentary analysis charts to examine
relevant information, selecting specific details required for each category, and exploring and
interpreting the viewpoints and experiences of various authors regarding the effectiveness of
gamification in English vocabulary learning. This process guided the design of the proposal
which was subsequently validated by three experts using a Validation Matrix to ensure that the
proposal met critena related to structure, effectiveness, ahgnment with educational objectives,
and the promotion of gamified learning. Key aspects considered included relevance,
engagement, effectiveness, variety of activities, assessment methods, technological integration,
and teacher support. The experts highlighted that the gamified Didactic Unit presents a clear
and coherent structure approprate for the learners’ level and aligned with current educational
trends. It promotes dynamic and meaningful learning, effectively overcoming traditional
barriers in teaching English Learning.

KEYWORDS: English vocabulary learning, gamification, gamified digital resources, didactic
unit.
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| NTRODUCTI ON

| MPORTANCE AND RELEVANCE

Learning the English Language is essential
or ignored since it is recognized for being c
facilitating communication acwedsls adsi fpgreawindi nc
opportunities in professional, social, econom
I n the process of English | earning, voc al
|l earners could face I|linguistic challenges dur

vocabul ary when expressing t hencre,netehdiss (dvbacr udt
research affirms the devel opment a didactic

increment | earnersd engagement and motivation

According to a research f r&oDmurtulge o Wo(r2l0d2 1
established that AnGamification is a paradigm

mechani ecgsaneo sneotnt i ngs with benefidisropticveaetf

chall enging conventional | earning approaches:¢
approach to motivate students to | earn by wusirt

Mor eover, it is a new strategy that has be
field since it has provided effective outcome
probl ems, especially those whgdi db. ndhens hgwami
stimul ates | earners to improve their skills a:
and cooperation. This |ine of research focuse:
process, inchadi mgpdatf orleé ghatliewvel s. It studie
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teaching | anguages, as wel |l as the develc

ent study analyzes aspects related to the

According to Asociaci -n Mundial de Educad
er, 2022) established that #AGamification

about applying its mechani ¢c®eaaher dy maght

as | earners might ffeel delighted by the
vents the conventional met hods because i
vation by incorpdrachngvawantds, tbatgask ¢
or mance, educators are | ooking into a ran
ity of | earning since the use of convent.i
Undoubtedly, technology has been positiVve

t hat gami fication can support education
tive attit«wobenf i dempet ermna,asnapldfd @eme mtg 4 £ a

entic |l earning experience because it 1is t

Learning through Gamification has an ext e
i nstance, |l earning through exploration be:
experimenting they shoul dAdvdirtki owiatlh yo nlcic
|l opment i s an i mportant benefit at the mo
to exercise their thinking skills, conce
nline games bbaal candyemoti onahageowt h du
erate, negotiate, work on their patience,

n vocabulary, and practice communicati ve



Besi des that, it i s essenti al to consider

points that become rewards to give recognitio

are basically visual repr e s emtgat iwohni sc ho nccree alt eea
progress. Leaderboards or competitions enhanc:
motivation as they notice their progress in t

i n Gami fi cattihoenl pbse clasuasreneir s understand their
Hence, Gami fication |l ets | earners customize t
needs or preferences as wel/l as persohalizir

out comes.

This research study is supported by the fo

Acuerdos Ministeriales del Mi ni sterio de E

Acuerdo Mi ni st18ri(@a201R0: EsO0Oabl ece el " P
Fortalecimiento de | a Ensefanza de I ngl ®s", qlL
en escuelas y colegios a nivel naci onal

I n the sdmkd Acnuteexto Mi ni steri al 41014 dond

|l a materia de ingl®s de | a malla curricul ar,
materi a, mi sma que ser8 cambiada confor me se
resultados en el aprendizajeo.

Then, the a3 eemeénttd 0240 are aligned with
Curriculum which iIis tailored at |l earner s in J

school (from 1 to 3 grades) who idvoe nn oEtc usapdeoark' s
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| tur al and |inguistic diversity, the curric
eakers, and many communities have varying |
To address the needs of this diverse group,
r Il earning English, incorporating authentic
el included, regar dl essd otfo tshuepprorfti rbsat hl ammog
l'tilingual student s, including those who s
oficiency. The goal is to help develop Ecua
r globalized,wartled cuAddictuilamalall i gns wi th br
novati on, and solidarity by nurturing crit
nguage | earning

Mackenzie (2020) mentioned that ACountri es
nguage teaching in recent years through a s
ri sing across Latin Amern ctahe Sri@qiidn ctamte reH
nguage education through various policies a
arning opportunities for many peopl ed The de

gnificanterfrmhadd si rmatvlee breegi on t o enhance E

rious policies and programs, |l eading to inc
ny peopl e.

Ecuador is one of the Latin American couni
main i s not high. Learners are supposed to
udies in |Iine with the CommoneEescgpeami Br dm
t meet, and for that reason, the Minister o
udents from primary school until uni versity

4



students reflects the | ack of vocabulary t
stance, when | earners have to interact or |
t know how to express$sallt hthetiheégamightwhradod

arners feel frustrated and discouraged.
With this Dbackground, Gami fication in s«

nsidered an alternative to be wused in educ:

oposes a new educat(20a0) ,apapfrfoiarcmhs tLleatn ie\We

ucati on, combined with | imited exposure to
cent years, has | ed to poor English perfor:
ucati on ips antotl ewaesltlatsheotpuumeaowbdtue in privat
nsidered as a pilot plan.

Furthermore, it i s established as one of t
arning vocabulary, especially with young | ec

ol s that help them to rieghitcebe hete®Ififrgtwi tolf

|l earning vocabul ary. Actwually, in the curre
e world changed their way of | earning so th
come an ihoerteeadchgrwayo motivate and monit

PROBLEM STATEMENT
Georgiou K (2019) demonstrated that ALea
ality and significant results of didactics

arning by wusing traditional | mentehdhadsiso fOlredr



mo
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cabulary to youwnbobearoetsonstheseadaghkl Un

e of traditional met hods is still current i
re than in private school s.

This issue promotes that educators apply
ass so that students feel di scouraged at th
ment of | earning vocabul arCponlseagrureenrtd )y, t hdyer
motivation and engagement and students | o0s
ring class.

That is one of the main reasons that stu
arning English and sometimes this is a fact

arning process and they conhsitdeér onhhke Feguht

ntinue with the next | evel no matter if the

Limited exposure is an issue that shoul d
hedule in public schools does not contempl a
ught in English. Exposuredemnss bearagtlam ne
contexts that is why it is recommended to
ve more opportunities to acquire vocabulary
Pi Tfero et al . (2022) have reported that A
ccessfully applied in a wide variety of ac:
udying English as Second Langtagei vatktsicbol
re chances to |l earn different subjects in E



| anguage more than students at public school s

among other are taught in English. This fact,

PROBLEM TREE
Figare

Problem Tree

El aborafAedbbély: Ruiz (2024)
Sourlxierrreegsear ch



Causes:
l.Lack of new methods to encourage student
Repetitive activities to enhance vocabul ar
2.Lack of motivation and engagement dur i ng

Students have a wearied and wrong percept.

3.Lack of exposure to the English |l anguag:¢
Limited time exposed to the | anguage becau
Ef fects:

1. EFL students feel di scouraged during the
2.Students | ose the desire to participate
3.Learners have | imited communication sKki

RESEARCH QUESTI ON

What are the gamified strategies to teach

RESEARCH | DEA
The proposalunot dabpdeotheckan from a person

matches with other r ewearrec haet se.d Moos tt hoef ttrheensdes

teaching vocabulary to young | earners as well
strategy has in the current days in the educa
reason, nits tiompnemtta on the i mportance that the
enhancing | earrmicregs svomhalbcuhl aarlyl opys | earner s an



tcomes by dropping out of conventional appr

technology offers new opportunities to in
count all the advantages tAati nsowgtieehway
arners exposed to the English |l anguage is ¢
cabul ary or developing other skills.

BENEFI ClI ARI ES
The research aims to propose a didactic

searcher . wdadcde si gpnreodp ofsand  pri vate schyeasod t e

arners around 11 and 12 years old with a | o
om at an El ementary School l evel who are r¢
bl eand other kinds of technol ogi cal resour

rception of | earninlgabgctaaseomimuniheatl acd&f e«

| ow desire to-tpbaarctel ccilpaastse. duri ng f ace

Young | earners in this age range wusually 1
they wil |l benefit from the proposal of the
rough gamification in orddretdacdéevehomakipg
kely to keep on | earning vocabulary with en
cabulary is not only about memorizing words
i nterestingheacctoinvtirtaireys,, tohrey wi | | l earn thr

cording to their preferences and needs gett



OBJECTI VES
General ©Objective
T To propose a Didactic Unit focused on ¢

young | earners

Specific Objectives:

T To review trends in gamification for tese¢
1T To desigrmundadiedaonhi gami fication for teact

T To evaluate the proposal of a didactic

val i dati ons.

CHAPTER 1
THEORETI CAL FRAMEWORK
AThe theoretical Framework is a structure
support a study so that existing knowledge 1is

promotes the appropriate | udtiicf iwagtdi  Motra,c @2

Il n this context, this research aims to r¢
gami fication as a strategy to | earn English \

taken as a reference to present this research

10



PREVI OUS STUDI ES

Jor d8n( 20t2391 researched on AFostering Enc
gami f iTchaits ommt.udy i-tnhvrod ev edt wskevretng yf r om t he f i r s
Nati onal and Foreign Language Program from Ut
t hi-sretwen students was divided I ndiox esviosdgweomue s

enrolled in the -sewémnost gdenps awedr ¢hpatty of t |

Pre andspgestwere applied with t htee spturwas e
applied to measure the | earnerso6é vocabulary n
The study fotuedtatwhechtWespaeoegqucE€atmbonmdagier € xtaan
that the majority of students had a | imited E

was suggested as a gamification strategy for

After usi-mgst tshdhwegpotshat the mentioned s
l evel were able to reach an intermediate | ev
effectiveness of the menti oniesth gaomé¢dbuwlaan py.n s
supports the research idea about using diffe

gami fication.

This study has relevant content since it
can have a relevant i mpact during vocabul ary

to be an obstacle to using wihtihs ksitdsa,t etgeyenddger

adults. This is because, since the pandemic, Vv
trends changed dramatically. Notably, gamific:
focused onothegosasof Bamified tool i n order

an asserted option these days because this gal

11



anguages. lts use has been spreading because

eople around the world offering motivational

Oviedo (2022) researched fAnGamification str
esearcher focused on the transformations t ha

ast years so teachers had toadacdopt udemowadt i v

ostering innovative environments.

The objective of this investigation was
ami fication strategy on vocabulary || earning.
tudent s, seven males and sevenyfgmalres .ol Thd
Uni dad Educativa Bautistao in Ambato.

The mentioned students were part of an ex

esear ch. -t ePsrtes abnads ePdo sacn mul t i pl e choice were

vocabul ary proficiency I|l-&awve ltpeodt elseeabrineass .t hleh e
were validated by two experts from Universida

Mor eover, the data collected wunder went v
all owing the researcher to assess the influen
earning process. The results smdawedn tthhaet |tehe
vocabulary | evels indicating the positive eff
nvironment . This research used a range of e

Bl ooket, uegdpyzagll&€boadhate, platfor ms.

This research points out t hat some <chang

pandemic context in all over the worl d. Bece

12



dramatically affected so the development of o

continue teaching interactively. I n this way,
the excell ent results theyymhadg adurmompent heonl, e
under went a radical change and wuntil the cur

being used as a didactic way to develop diffe
t hat educatorlsy atrleem rays nmgual peEgpsi bl e as it i

enhance their | earning process as well as dro

Mayor gawdrrloed8)on research about AGamificat.i

where the researcher focused on the issue th
educational field is undergoing i mportanto cha
face challenges. I n order to overcome these ¢
changes by incorporating gamified tools which

Gami fication in EFL classrooms promotes t
having a positive i mpact on the | earning en

guantitative methodol ogies with treanappli udant
of the target popul ati on. The purpose of (.

gami fication affects motivati on.

The beneficiaries of this research were s
of the Pedagogy of National Foreign Languages
showed that students prefer agamisf ivwhdercel acscsrevs:
met hods were stildl used because the survey re
enhancement that supplies the different stude
motivation on tbkbectapsrbommaneerponmeht .

13
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Thi s i nvestigati on provi des engaging i nf

mi fication plays in EFL classrooms since it
en this research is directedatatt hueniavgeer sriatnyg €
ctor that might i nfluence gamification effe
demonstrateudps$ hper y@eoanlgy gcamwnl earn through

gni ficant ddtscdames itrhetyhedlexkide to have an i

tivation.

Thinking abowpsyoleagargrognsometi mes can [
arn through conventi onal-upasndalusnanorte eschtted Is4d
periences to have a positive tihmyacaotanormet heea

arn more and not give up.

Fern8ndez (2021) i nvestigated AGamificat.i
cabulary acquisition and reinforcemento in
d benefits of gamified tools in English voc

There wefroeurt hsitrutdye nt s di vided into differ

mbridge) students from 11 to 14 years ol d v

rticipants were part of an Academj cFseechal

ssian in Spain. The mentioned Academic prerg

ver al met hods to develop all the required s
First, the participants were introduced

erview of the enrolled tools which was cons

14



vocabulary. I n this sense, students were awar

during the teaching and | earning process.
Therefore, the researcher pretended to de
classrooms can support vocabulary | earning th

Socrative by applying a qui zoolndwaas prodllat i veGo
and innovative for students. Unfortunately, ¢t

the project.

Enhanced engagement stands out the benefi
t hat promote significant outcomes because it
With the use of gamificationegspltaregdesfereat
participation as well as 1Iin interaction whic

experience.

Human beingsdé nature is to have a compet
constantly competing among others. This issue

to win or get an advanced devedaospmewhyi gaminfi

hel ps to retain informatior eirm pneolre s hroai n
educational field.
Thereby, this process gives assistance to

that they are able to apply vocabulary at the
experimenting with an enjoyabl drhbsglriagtedl éar n

that | earnerstédomnmémbaye a | ong

15



Ret herford (2020) developed a research s

AThe | mpact of i ncorporating gamification int

beneficiaries were students of e@learkenmtsar yT hech

objective of the research was to assess the ef

Q
=~

address the studentsd6 needs due to the gr o

The study enroll ed experilmevnetlalv opcaarbtulca rpya
ng advantage of a gamified environment by

control group r-eaeéedelde s s axdasmd ewaada puwlpaerhye c C

The students form a homogeneous group of
Xi co, specifically from Oaxaca so that t he
search study revealed the succewv®calbulgaarnyi

hancement amofnme yloiumg Bmpa@lni sthh Language Lear:t

The experiment al group, which was able t
neral vocabulary assessment growth overtaki|
ith the conventional worksheetsppobivcidedcy Ma
esented dramatically a significant 1 mproven
glish Language Learning |l evel through the g:¢

mi fication reportedatitdmti remrgeaagssaence ndo mmalr enw t ti

rk with traditional paper | essons. Besi des
mi fied | essons.

Undoubtedly, | earning English as being yo
nce the issue that people are far from thei

16



you

wh i

mo t

di fferent due to educators trying to apply
dy in a comfortable environment through th

nci pal aim is to providmi dilatppb eestsr mqgl ipre@g

uations which can be | imitations to have a
re are a | ot of programs especially, in th
nNg | ememerenedsbefore, gami fication at sch
| s applied during classes by educator s, t h
ch Il ets | earners work deeply on atthetihre yc camn
hundred percent exposed to the | anguage wl
i n the personal and emotional field. Mor e o\
ing | earning by saprpaltyeignyg bgeacnaiufsiec alteiaornn earss ac
ng |l earners in the same conditions or nati\

better communi cat e.

THEORETI CAL FRAMEWORK

Games

Games in the English Language context has
gh School Studentsd Motivation to | earn CI
m Scopus, Besalti & Smith (2024) acnotnicyl ude
lvate students to | earn. Therefore, educat
oyabl e, and I mmersive |l earning experience:
mes make classes interewswditnige anac @lxwli an yn go f
students. Al so, games develop memory, agi/l

17



|l earnersd attention and promotes an enjoyabl e
motivati on, and practice increase significant

how vocabul ary can be appltiedamasreafultréeasni

participation for that reason they promote | at
readi ng, and writing conducting to have memor
so that Illeartnerrsemambearbh vocabul ary and | anguac

As | earners require to think in a creative

also fostered due to the fact t hat they neec

environment improving their cogfga®mesei nTobhge
contexts, 1t is important to select games tha
Gameased | earning
Gameased |l earning (GBL) in the current da
in educators as well as teachers. Pl ass et a

defined as games with specilfaisc (l2dd&2@rji Mg nd o0 alnse

AThere ar e -sfwpupro rntuitruga ltiteyor et i c al foundati ons
cognitive, affective, and sociocultural.o
NnGamased | earning refers to the achi eveme

game <content and play and enhasmdivhgg!| epramciers

chall enges that provide | earners afs gnemd caosn tte
promotes the acquisition of skills and knowl
environment 1is that geaeasmd vd mitgi wiptaicess a@aad adcdld
the |l earners a sense ofayac c(oGmbBpLl)i sshtnuednetn.t sl ns htoh

by selecting actions and facing outcomes rega

18



APositive outcomes mightnfle mehde crhes wlets o fr

(Kra2b21) edphhatsi ze t he edu-qatl ohg)] tont extamp

motivati on, i's connecte@dat bt pembervatuit cowmebket
motivated by the issue of advancing Iim tha&nga
passive | earners. When | earners use video gam
|l earning from failgwrae s, | ®@madlsadc hempltios biengeager-
hi gher | evel s.

This Iis a process where trial, error, and
players wusually start the game at | ow | evel s |

worl d effectiwvwvikdwel Appaeprb &dadtaier tvetl d mast er ¢ he
video games are designed to keep |l earners 1int
overall progress-baded cll aasrsmiorogns e yaaoner ages st

t hrough apprtovaitng hleeyvealrse sadbl e t o show progres

ADesigni-bgsegamkeear ni ng ( GBL) environmen:
argumentation skills has recently become popu
worl d applications, it encourageseacheve weah

opportunity -$s0l piagespenadatems within the cont «
2020) -baGaende | earning (GBL) combines the strate

to playing gamesd. nThihe e@&ldlucws ieodhwadatfored t o f

i mprove the application of concepts in real I
Educators shobladgedpplewr miamgpe because it i ncl
i mpr ovdmeinntt eda-pamsgdonanlt rakil |l s, -aepptecadi appo~b
engagement and motivation, and a@llvicrmg.i on of

19



Furthermore, this approach changes | earne
the | earning process a meaningful and engagi
design different activities wvahcecrorsdid me  du d aetaat
not have enough experi erecd gmietdh gtaemceh ro@lt d goyn,s na:
i nstance, Mi necr aft i's a prograadamginieat | leads 00E¢
objectives and outcamesnmenawhi Ve pgiakfor mswh

create quizzes where | earners are able to pla

Technol ogy Educati on

The analysis Alnternational Journal of E me
Scopus where Tayakcu et al. (2020) affirms th
use of equipment in classrooms.o Qurarte mteloy,l ei ta
to interact with technology, met hods to enha
transition from traditional teaching t o mo r

gami fication. 0O

Il n this context, Technol ogy Education helg
technol ogy effectively since | earners are abl
to |l earn by doing through prarcdatca, dmdbl soliwne
promoting critical thinking. ACurrent Edwucati
pl atforms to get significant l earning out come
virtual real i tcy,l | qadmirfaitc atei amol &and hat promot e
(Bahodirovich & Romilovich, 2021). I n this s
to prepare | earners for instructing nhdemaso t
take advantage of 1t in the educational field

20



Gami ficati on

AGami fication is a term used in | earning W
|l earning since it reflects an innovative and
AFundamentally, gami ficati onlkme &l £ ntemdats g womme n:
user participation, the motivation to keep us
existing customerso (Kasurinen & Knutas, 2018

this can beeadgrel tab edcoaudbslee i t can cause addicti

out comes i n education. Fortunately, i nvestig
|l earners to |l earn significantly allowing them
metdhso are used to motivate students to I mprove
For that reason, some experts have deter mined
in the educational field since 2022.

According to a report from Cumbre Mundi a

freedom to fail by making mistakes and | earni
refl ection and accompli shments, rgs ngelnlewagdg ht
strategi es, have been encl osed. Essentially,
be foll owed, specific objectives to be accom

includes using gamenehgmantsvi hiepethétcstede

and it is fundament al to know and wunderstand
situations and is vital to avoid including i sc
2022 Thereby, gaming and | earning have vario
domains, competition, overcoming obstacles, d

of getting rewards.
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Ga

mo

The study AThe Effect of Utilizing Gamific
iversity Settingso taken from Scopus, Qubo®©
tegrating game el e ngeantes caonndt enkaticshaa nsioicesd | i anstcae i

gami fication is an instructional met hod i n

game design which emerges as an effective t
tensive accesscdwr agnddranadariiomg akrdo vwlnedge am

allenging for educators (Nieto & Roldg&8n, 20

NfRecent research 1in the gamification fie
ements should be tailored to | earnerso (Hal
ality and artificial i nten Itihgee nnceea r( Alu)t uhraev,e
chnol ogies are expected to contribute to t
mi fication is becoming a prominent pedagog
incipally for | earvreerts omhad aert thggllse tvhiatth i o
According t o t he study Al mpact of Gami f

rformanceo taken from Scopus AGamification
similation of knowledge, the i mprdeemsent aod
ecifically refers to a wide range of <capabi

Vi ronment and that can be enhanced through

aramillo et al ., 2024) .
I n such way, it is essential to be aware t
ken into account such as the issue that it

nitored assessment where tkhet d ekamove risf rtelcesy

22



right way or not so that educators are able to

the |l earner can improve in new attempts.

Gami fication Trends in EFL

Gami fication is a topic, which has been col
devel opment of services and applications in
Gamification in the school envirahmemnhomaansr
presents a new Vvision to propose |l earning in

themselves regarding the new teaching methods

becoming more commod, i nhtshappbucAatronahgfibeéa
bit new. Despite this fact, there are a | ot o
effects gamification presents specifically d

cl asmrwi t hout the nectetdaceycbasattEhdsnmeansact

to |l earn vocabulary through gamification stra

Then, the i mprovement of soft skills whic
that are tested in collaboration and competit
Undoubtedl vy, new | earning gamesbuwutr es dme ngf ut

becoming the most popul ar -l anghhage Dealkinngg &l

significantly people to |l earn a new | anguage.
rewards, or crownlsecdmiondpepomgalmar tihat Misecr af f
which helps educators to incorporate | earner s
effectively by controlling the environment an

Kal ek @ sSl i ogeriene (2022) suggest that al so

way must be considered.
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Someti mes educators or institutions do not
Kahoot 1is a good -boapsteidon.e alrhniisngi splatgamen wher ¢
educators are-tdhnee mudddediequni ramswe had kynudie
l ink shared on the phones meanwhile | earning i
earn points so at the end someone can set t o
bet ween regul ar g atnheast alneda rgnaemmisf iacraet isounp pioss ed t

to the provided topics and get an assessment

Researchers have concluded that wusing gam
a positive i mpact on |l earners because their

dramatically.

Di dacti cs

Educators have the opportunity to shape tl

by employing different teaching methods. Ri sk
i mportant role in organizing waendc ama msagi nd atth e
the result of our creativity, and theory of t
this way, i1t is important to take into account

during theredesati Oohas pssue requires that e |
organi zational techniques, teaching formats, ¢

characteristics.

Mor eover, Ri skulova (2020) mentioned that
didactics is to combine theoretical knowl edge
t hat educational accompl i shmenthse oarye almals epdr ac
application, this issue is possible through ¢t}
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of the |l earning material so that -lliefag nsirtsu arnaiyc
wel | as having conscious attitudes promoting

activities offered.

English Language

Beginning from the issue that Language i s
hel ps people to interact each other by sharing
AEnglish is the most widelg cfpoklkea masguagem
|l anguages, with over 350 million people speatk
million as their second | anguage. There are E

worl do (llyosoyn,a,t R2e0 2EOn)g | i sihnh Isauncchu awpey i s i mpo

the universal | anguage and is valwuable in dif

open up more job opportunities as well vas educ

access to relevant material on internet, so be

from different countries, cultures and perspe
Skills

According to HabhBeEwany el amrdguageO02t0ands up

including: readi ng, writing, |l i stening and sp
Englisho. I n this sense, the four English Ski
t he Ige @mrmicres s. English Language offers Recept

Receptive Skills are responsible for recei
case, Listening is the ability to understand
in different contexts | i ke ¢ oonpvleer staot iuonndse r sMeaan
English from any kind of source by recogni zing
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Skills are in charge of produce | anguage out pl
people to produce | anguage orally through prory

Likewise, writing also 38 si deakidodhaemant hglipn pw

into account grammar, punctuati on, spelling,
Subkills
English Language has relevant subskills t
Undoubtedly, |l earners should focus on subskil
be i mproved to get an effective 2c2)mmeufnfiicrams oOf
English La&akgudge oddler detail basis for using
vocabul ary devel opmentdepitth itshies sseurbtssklaillllt. oiVso &

made up of some f eat whea sc hs vadH oawvss ri eeeangniftyii ng
wel | as remember to be used accurately when s

i mportant because words can have different n

synonyms ansloaemmnmingmsl ahmguage use as well as ¢
make English sound more natural awmd&iflllue mtr.ombn
an extensive vocabulary which i mproves the de

Vocabul ary

Vocabul ary also is considered one of the n
because it I's related to how people can be a
AVocabul ary l earning I n second and/foaecti orei
communication and it iIs iIimpossible to use a |
and to master other skills in Englisho. To rec:
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a kind of dictionary in their minds full of

conversations.

The study AUnveiling vocabulary teaching a

an EFL contexto taken from Scopus by Al shumra

generally valued vocabul ary onl las praerquirtehd ot.h el
according to Pradini & Adnyayant.i (2022) , A By
able to write a concept, read the information
are |istening balarynishcsusémasefovogaung | eal
where children can rapidly absorb new infor me
understand and | earn about their surroundings
vial role in this developmental stage by maxir
effective strategies, facilities, and l ear ni
Additional l vy, meani ngf ul | eaemengedctovehresh
vocabulary. Thus, Educators need to find enga

|l earner s motivati on, even i n onl ine l earnin

student s vocabul awhyi clhe aa fnfi enrgs iisn tWorradewailMe an

significantly increase motivation and interes

Additionall vy, ATo become proficient i n Engl
as possible, as it iIis one of the most <cruci al
2020) . However, someti mes eductat@iree i inmpedrutcaar

|l earning vocabulary without analyzing that t

communi cat e.
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Wahyuningsi h
commonly encoun
i nappropriate i

|l anguage <curric

& Af andi (2020) concluded th
tered by the students are i ne
ntonation and pronunciati on,

ulum devel opment 0. I n this ser

| anguage | earning process when speaking Engl i :

grammar mastery,
of confidence,

have a | imitati

Il ncorrect psbonoontsatdeohnhhel it
ands padalkirdgeg vedonmpiedu IEmnmg.l i Gdins eq

on i n expressing ideas becaus:

Someti mes t hesen kumdlesr tfah e acortresxtca by readir

even can have t

are not able to

Cognitivism
According t

on human functi

he mentioned skills more devel

produce | anguage orally.

o Schunk & Usher (2019), ndnCogn

oning that emphasi zes the cri

motivati on, lreeagrunliantg ,o nan dCogeali ft haeei bhabrité@de®on
|l earning present prominent roles in the educa
put on the internal thought processes of a | e

it can be divitdkRaorn ine®; twvoecil abroogmi ti ve theor

(Garnham, 2019)

The cogni ti

ve theory was introduced by Je

behaviorism theory that was profgesedrlyy (S$Muihmng

2020) . I n this

sense, a relevant di fference e

education context. While cognitive | earning t
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ment al processes, behaviorism specifically em

(Garnham, 2019).

The Cognitivism theory focuses on the men:

actions such as thinking, remembering, percei
are included. This theory podgiorsnat hhain pPhecks
as a computer. As it emphasizes acquiring kno

the cognitivist approach delves beyond observ
to the study ofttlétami nd pndc &d@osves, and stor
activity fioor stalte sfthaic tl it on associated wi t h th

consequenceso (Makransky, 2021).

Further morecohkal uke @2f0fBiacta ciiySealnfd envi r on mi
hand in hand. o0 Thus, cognitivism provides be
includes interactive ment al activities that
expgsisnudenter tvookihrorgpgghtiesti ons encourages t
beyond existing knowledge to |l ook for solutio

in thought pr ocessreise n ceensp hsahsai pzei nsgt utdheantt sedx plee ar

be altered based on new information. Accordin
process rather than a static product. The fou
kowl edge occurs as | earners are abl-soltwi npgar 't
activities. Cognitive Il earning involves acti\
|l earners in optimizing their ment al capacity.

AChil dren may not | earn easily a foreign
clear, | ogi cal tohb snekrivnagt,i oann ds ksitlrlosn garsee Inffot mat
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ng cognitive strategies facilitates the | ¢

sting understanding, so that enhancing the
tained, meani ngful , and taicotniavle ascttuidveintti eer.
olvement in the | earning process facilitat
cognitive approach does not rely on repet
tered arounmg,sitgmadhicmaqt!| ¢ 2amens how to |
uine understanding. I n other wor ds, it i
niti vism strategies when students are | ear
radé memory and comprehension of concept s,
tifying student sd thought s, guiding | ear n
ween i deas, prompting | earnerprooeidehhbechac

di scover new solutions to any probl em.

Constructivism

AThe constructivist revolution has deep r
ies heavily on the work of Pi aget and Vyg
nitive change only occurs whenmeqtuhd ipreuvi cu
ause it emphasizes new2ilnfoAmptoxinmat &lfygi ¢
n Pi aget introduced a distinctive <concept
nection theorieskndWhWledcdpd odomesumggtsansdtbat
resentations of autonomous reality. Pi age
| dren do and how they think at different s
world éd&womviéeéaws and their views are extre

l ving (BuebBaapddin et al
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Constructivism centers on the idea that |
which means that students acquire knowledge |
already know. Proponents of cosstwsudtifviuemcad
instructional context and the | earnersod belief

meaning and knowledge through their-r experien

constructivism igionalt metstped. fRPicapetddaggoconstr
i mpacted |l earning theories and teaching appro
The fundament al idea of the theory revol
interactions that | earners can have with the
where | earners generate knowl edges andAdeommed :
and assimilation are factors to contribute to
There is an extensive range of benefits o
such as children experience enhanced and mot i\
Education i s most effectiivreg wahredh d d mpfroechuesnessi ot
memorizati on. Mor eover, |l earners are involved

design | eading tol beetaepptretaent oonaandel kbahbs
soci al and ciolmnseu nbiyc actriecant isrkg an environment of

by working on group projects.

Efgievial. (2021) concluded that AThe rol e
with the role of "producers', a teacher who a
educative teaching. o The main fcwomctuinenr sofofstiuW
becoming producers of ideas. Besides, the rol
hi ndering the | earning process to actively fa
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Connectivism

AThe concept of connectivism describes t|
ubi quitous access to knowledge enabled by the
Spinell o, 2020) . Il n the same way, aDewn&sroWwai a
di stributed | earning, i'sSs suggested as a mor e
required without relying solely on personal I
knowl eddConmacsae d vi sm t hsetourdye npgrso pnooste so ntlhyatac q u i
knowl edge from diverse sources but also integ
the theorists George Siemens and Stephen Dow
advancements haheewhyanaformadi on i s accessed

process.

AThe principles of connectivism may hel

environment where | earners add understandi ngs
through online interactions and byedcadssi 2@ 2
This theory advocates for group interaction &

perspectives and opinions at t he moment of m

comprehension by wusing pdmnittfiogans ,ared& pdloodgan.g o

I n this context, connectivism means that
i ndi vidual process. This issue Iimplies that |
sharing with others their si.ddas,t hepilneiaornnsi nags
participation is very important due to the fa

Meanwhi |l e, t he conventional | e aa enn tngr emde t meotdh
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connectivism emphasizes creating knowledge cr

coll aborative way.

There is a range of benefits to connectiyv
to encourage | earners to collaborate with ott
mut ual benefit because theygolautei mambd eand sdhmnetei
take on teaching rol es. Furthermore, motivat.
activities involved in connectivism foster en
as they t atkye frcers ptomesiirtbidwn | earni ng.

Principles teaching to young | earners

Teaching young | earners sometimes could tu
Ramendra, 2020) analyzed fiThe i mportance of Er
and how essenti al is to produce iltighltearIty. IY
English vocabul ary necessary to convey their
vocabulary actively. o Some principles can g

constructing teaching meshadd physndaknmgmagemg

Deni & Fahriany (2020) affirm that Als nec

English to young | earners in order to gain opt
strategies in which | earneres 6c mweerdesd aguedt to bnjge
|l earningfideacbmes. need to use appropriate | e
engaged and motivated in the teaching and | ea

that there is rgléaaguagwhéraconmgcwimh physi

to encourages young | earners to use drawing,
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playing games, and performing movements or ac
this case, teachers frequently tend to apply
ATPR is a | anguage | earning method that
action. It is |Iinked to the trace theory of 1
memory connection is traced, tRemsthodgetl ast e
students respond to commands that require phy
al | skills must be developed, there are diff
l earners. Some | i gtoegryi mgeact irwistpioend ilnigk & oa wwadim
audi o prompts, and numbering sequences. Si mi/l
and expressions in certain situations to deve
Patanduk et al. (2023) affirm that HAYoung
making it challenging to keep their focus dur
interactive and engaging ambixvimi izes oppomaunti &
sense, designing |l essons based on interconnec
have | imited attention spans, i's cruci al t o |
change t heuiaccktliyviatsy paoss sg bl e since they need t
mi nutes to get effective | earning. |t i s ess
activities such as including a mixdtiddferemtnaeik
(l'i stening, speaking, reading, writing)adsgrin
activities, or individual wor k. Moreover, cre
wel | a st 0 eearr mearr aanc teinvhiatnicees tche | earning experi
Devel oping |l essons based on assignment s,
to be centered on meaning that allows | earner
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i mproves the studentsd r evoeadrdc hc omkiielclts oand op

(Yuliansyah & Ayu, 2021). For instance, drawir

sequencing pictures in orderrotu@sc @mmp Ilpeati e sa  sTtf
features of classroom tasks for young | earnei
meani ngf ul erwedg emman to,b jeeltli ves, and | earner s’

scaffol di ng helspusp pyoorutn ge alceha rontehresr ,t ocl ass mat es

teachers or parents in order to | earn from th

Propose | essons centered on that young | e

structured around specific topics such as fri

famous people so that | essotnhse ccahni | odfrfeenrdsa | li &
makes it easier to express ideas in English.
young | earners can develop without feeling fr.
mi nds and tcarte aotne faorl ilmiarni ng. AMeaningf ul | e a
relevant to studentso6é prior knowledge, the ma
knowl edge, and the meaning materi alséaedi sbnht

knowl edgeo (Hsbollah & Hassan, 2022). That is

| anguage iinput and being models as well as

materials, thus educatouasde rodmpparts.o Dwse ttoo ptrh
English knowl edge, they need strong assistan
providing examples or illustrations. Hence, [
so that tlhesyucccaens sffuullfliyl t heir activities in cl

|l earners know the progress that they have by 1

proud such as stickers, points, stars, or eve
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CHAPTER 2
METHODOL OGI CAL DESI GN
AThe met hodol ogi cal design is the appropri
the way that the study is conducted by spec

cess, technics or i nstnemenhensnttandnsesal eabhi

I n this sense, the current chaptedepfhthe
erstanding of the methodol ogy applied whioc
el op English vocabulary ktea@amniohgthnsyochagtl

type of research design. Mo r eaosVees i, g rt ehce are

cribe deexapsevratedsdat i.on anal ysi s

RESEARCH DESI GN

The reseadrac hquaddguiarte ve approach. Accordi
alitative research involves the study used
e study, per sonal experiences, i ntrlospect.

eractionatlt hatnddevsicsruiabe treaxutsi ne and probl e

i vidual 6s | ives. 0

I n this senwasso ntdhuicst erde sbeggaorexime ot at or gsear c
sky & Mdetli 62820 A documentary research met
t contain information about the phe@omenon
|l icable for describing the gamifi edtisltlrate

erience the use of conventional | earning m
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This meeaddhod eadwmcators to use innovative a
|l earners to have significant out comes i n thi
gami fication. hasepntiiiesti ga¢e@dcltasiets and docun

EFL young | earner s, gami fication trends, stra

PARTI CI PANTS
The proposal of the didact unit bas®d on

ai med atyesevdrtahners around 11 and 12 years

vocabulary | earning from primary school who
kinds of technology. The particfi plaenarsnimagy bheacve
the |l ack of enough vocabul ary. Considering th

l earning process thhecugmedamiccioedi agtitwi ttihes r

getting meaningful vocabulary | earning.
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Tabl e
Consistency Matri x
CategonConcept|/Di mensi (Il ndicatonTechni q
definit
I nstrum
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Coll abor|Teamwor k
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progress|interact:i
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achi eveme
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| anguage
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CONSI STEWOWRI X
Tab2 e
Consistency Matri x
Catego/ConceptuDi mensilndicatorTechni qlt
definiti I nstrum
Didact|{iA systeObjectiLearning |[Documen!|
Unit tlinterrelllearninr researc
devel othe el en categor
Englisinvolvedcontentcontent Sanalysi
vocabulearningStagingdevelop
such as instrucActivitie
vocabul a Teaching
which r e
sever al
an d ConnTechnoITechnoIog
Words intooI resources
Ianguageintegreenhance V
(Engl i sh
where it
of ficial
| anguage
(Bronov
2019)
(McCarth
2022)
El aboraAepdbél: Ruiz (2024)

Sourlxier:ect

research
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RESEARTHCHNI QUES AND | NNSTRUMENTS

Thi s r a pipeadocchument al anal ysi s. Mor gan (2
document al analysis is a valuable research me
of analyzing various types of documents inclu
artiamnldes,nsti tuti onal reports. o

I n this sensei eddolciuamemnd sad aramha |l yasp sl wi t h ¢
collect information about gamification trends

proposal of a didactic unit based on gamifica

According to ®Pampahez |l & frroaBR, AThe anal vy
categories requires compliance with a series
make fl exible according to theopadureubardt set
separating, and prioritizing elements. o0 Thus,
chaassed so etlast tiot i alelnawfy the most signific

the research.

DESCRI PTI ON OF THE APPLI CATI ON OF I NSTRUMENTS
THE RESULTS

Aut hdmabel Rui z

Ti tl e of t hRPROR®SA&ar chE A DI DACTI C UNI T
GAMI FI CATI ON TO DEVELOP ENGLI SH VOCABULARY

LEARNERS.
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Ge

for t

ner al Objecti Ve ofopbsearibteedasadt oo gami f

eaching vocabul ary

| NSTRUMENT:DODYXREhent ary Analysis Chart

ObjecTheecurrent Document ary Andadpytsh sa nCahlayr st

of 20 resources found related to categori es:
resources, and vocabul ary.

Data CollecAsobhh@rcaesent study is qualitze
researchwianglsé rbonemment ary Anal ysis Chart. | n t
suggdsetsearching document s, articles, or journ
Ssyst emaptriozécaavdi soomaiots si bl e to analyze the foll o\
trends, gami fication strategies, gamiwasd re
necessary to reasgear cdcho 20h earctaitcelgeosr ireesl ment i one
chaw& sto coll ect rel evant I nformation for eacf
Popul ation, Textual Typology, APA References,
Overvi ew.

This systemaetd xxpan dinn g uag g&kosntt ent Anal ysi s C
i Annexes 1 a7 202 pdigreag etpd hananianl ysi s of the ¢
selecting specific details required in each c
structure of the Didactic Unit Based on Gamif
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ANALYSI S RESULT

Aut horsodé Triangul ati on

According to Bans & Tiimub (2021), ATriangtl
of a studyo. Moreover, fAit is crucial since it
by integrating multiple meapprdesach|ltl @wc ogp e ms
weaknesses of anothero (Aguil ar, 2020) . I n t

an Authoro6s Triangulation to compare differen

I n the following charts, di fferent authors
gami fication strategies, and gamification el e
Tab3d e

Vocabul ary

VOCABULARY

Pradini & Adnyayant.i
|l earners have a deep unde
Author ¢learly express their thoi
Pradinifead, maked sense of the wi
Adnyayantivocabulary i's especially
they are at a stage wher

vocabulary and easily fig

4 2



Aut hor
April ani (
Aut hor
Di az et al

April ani (2021) affirm
one of the most <cruci al e
ot her | anguage, as it dir
effective communication.
essenti al obuetc a s s é& f iwiitehn t
i mpossible to use a | angu
| anguage skill Acquiring
ment al Adictionaryo of W (

thought s.

Di az €20 2a2) conclude
i mproved skills I n | earn
vocabul ary through gamifi
They used technology prop:
which help them thimk fic
|l earners were able to fee
they had more chances t o |
way using gami fied tool s
Wor dwal | , Qui zwhi zer, Qauri ¢

and Jeopardy rocks.

El abor aRwidz bAnabel (2024)
Sourlxier;ect research

4 3



|l nterpretation:

The current studies presented in the above
a similar point of view regarding to vocabul e
and Diaz et al. (2022) absdlawntda Inyg agrcead uwiatrty
|l earners to express their thoughts clearly. F
because they absorb all around their environn

strong vocabudfafreyctiisvea cloemmunocati on and mast

|l anguage proficiency because it is |ike human
transmit ideas or thoughts.

Gami fication has shown to be a powerful t o
more confidence 1in | earners through i nteract
Qui zwhi zer , Qui zl et , Vocabul ary JamocBbastshcagr
practice fun and engaging, helping | earners s

4 4



Tabd e

Vocabul ary

VOCABULARY

Aut hor

Yu (2023) affirms that
a process i n which it mu

| ear nerasc cnuereudl aatoe knowl edc

Thi s process is a <cru
| anguage, thereby gamific
some mobile apps to promo

Students can easily |1|e

Yu (Zozgamified met hods anyti me

Aut hor

vocabul ary | earning often
storytelling, achi evement
entertainmeat feat br @ed mén

i mpact the acquisition of

KI'i mova & Polakoya (20
some met hods that promot e
Learning Mobil e appl As a i
Language Learning ( MALL)

all ows | earners to use th
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KI'i mova & practice their vocabul hay

(2020) activities on these devic
speaking skill s, hel ping
vocabul ary | earned, creat

with gcembaey and confiden

Al shumrz2aha 4) affirms
considered as a cruci al
proficiency, and the i mpa
perceptions about vocabul
recently gained relewaqnd I

context.

Despite the |1Importance
an i mportant feature of L
of | exical items and the
a fluent | anguage mastery

Aut hor
most | ear nuenrdse.r sTtoa ntdr uwryi t t

Al s humramn2 |l earners have to acquire
mastering a word goes bey

|l earners must know how to

di fferent contextg. which

El abor aRwidz bAnabel (2024)
Sourlxier;ect research
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|l nterpretation:

Through the current studies presented, It

view regarding to vocabul ary. I n this ser

with the fact that Acqui riiang pEmgleissh tvad a bruelga

cumul ate knowl edge.

As gamification suggests the wuse of mobi |

hance English vocabulary |l earning, it all ows
ytime with the incorporation yofi ngpoantet ev cecneebn
guisition. Likewise, KIlIimova & Polakoya (20

balsei sted | anguage | earning (MALL) due to t
vices to practice Mooealwelrar ywhea-bgaediethiodpn vig

arners are able to foster vocabulary acqui s

aningful sentences with confidence.
However, Al shumrani , (2024) shows a disag
cabulary required for constructing | anguage

process must require thousandsieh wamddet delma

achieve | anguage proficiency.
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Tabi e

Vocabul ary

VOCABULARY

Aut hor

Si mamor e &

Okt avi

any,

Aut hor

Wahyunings

Af andi

(20

Si
profi
vocab
| angu

overl

mamore & Oktaviany (

ci

u l

adg

0O

ni

ni

ency i n Engl i sh, I
ary as possible, S
e. Nevertheless, s
k t hev oicnapbourl taarnyc el ec
ze thar It IS ar
cati on.

Wahyuningsih & Afandi |

of ten

k nowl

or pr

Th

or t h

what

wi t h

face vocabul ary ch
edge, complex senten
onunciation, | ack of
e mentioned i ssues ¢
oughts effectively.

they read, l i sten toc
the spoken | anguage

4 8



Sadeghi et al . (2020)
gami ficati on di d not i mp
acquisition among partic

Author significant effectiveness
Sadeghi eteffects to devel op plvioccaatl
| eaderboards did not have

such as pronunciati on, i

practice i n different con

process.

El abor aRwidz bAnabel (2024)
Sourlxier;ect research

|l nterpretation:

I n the previous dtevcilopmealk eotfed hfeorabtolve
believe that vocabulary devel opment can be si

current methods such as gamification.

However, they have found some chall enges t
l ine with this argument, Si mamore & Oktavi an
Sadeghi et al. (2020) conclude thatrachioewaiciuag
substanti al vocabul ary to have effective comm

drawbacks such as | imited words knowl edge, wr
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exposure to have practice. These issues can b
not able to produce | anguage effectively stru

|l ack of wvocabul ary. Despitedt hen e mefri tse udfi eg

referenced above argue that i1its i mpact on voc
that it does not positively influence vocabul
l earner s’ out comes.

Taba e

Gami ficati on

GAMI FI CATI ON

Fadbhteltael . (2020) have
t hat gami fication great |l
Aut hor
enabling them to engage m
Fadhl e et _ _
t hat it i's employed to e

|l earning out comes.

Qubo® et al . (2024) aff
Author jntegrating technology us

Qubo® eﬂoanWhiCh can make it an eff

activities to foster rel e
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Gami ficati on i s becom

teaching strategy as it |

beneficial for students

mi ght be still used.
Jaramill o et al . (202¢

Aut hor greatly enhances motivat.i

wel | as the assimilation
Jaramil |l o

and | earnersé6é academic co
(2024

a broad setthaotf aarbel | dnuc®ise

educational environment F

i mproved by playful and i

El abor aRwidz bAnabel (2024)
Sourlxier;ect research

|l nterpretation:

I n the current studies presented in the <ch
have a similar point ofFawdihdwer egaradi.nd 2t0® 09 g m
and JaramR0ORé4) estatdies completely agree on th
an i mportant role in the educational field si:H
strategy with the potenti al t o be shengfgil @i aw

conventionarleaowdrh,odasut Mor s al so agree with the
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motivati ah;so encourages | earners to get sign

|l earning experiences. As gamification integra
an effective tool in educationamknactivities f
Tabi e

Gami ficati on

GAMI FI CATI ON

Jord8n (t023&) . have s h

experiment al group of stuw
test and a post test, the
tool s t o foster Engl i sh

Aut hor
gami fication strateggyr oss

age groups, including cl
Jord8n( 202 specifically, this resear
gami fied tool to enhance

Educapl ay.

Oviedocpa@ce2de with th

have reveal ed a signi fi«
Aut hor
vocabulary | evel s, i ndi ca

Oviedo gami fication strategies i
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Mayor gashf@wed)t hat st uc
classes rather than takin:

Author were still used. However,

Mayorga (2to face challenges that n.

to the new chagamisf iiencc otr @

reshape conventional teac

El abor aRwidz bAnabel (2024)
Sourlxier;ect research

Il nterpretation:

Through these previous studies it can be e
view regarding to gamification. Thus, the fir
of view since they concludettshatt fegpliwiemg sga mi
vocabulary |l earning due to the fact that it i ¢
with different types of |l earners. I n the s
gami ficati onsiptriovneotiempaactpoas wel | as a signi
vocabul ary devel opment . On the other hand, r
gami fication rather than conventional <c¢l asses.
of kegeipmnmind that some significant chall enge
can involve a reshape conventional approaches
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training to use gamified tools correctly

ful l benefi't from t hem.

Tab8g e

Gami ficati on

GAMI FI CATI ON

Tayakcu et al . (2020)

Aut hor technology just f oc ucsleads sa
Tayakecu et EVeEN when it has expanded
to i mprove outcomes, have
shift from traditional t
possibility that educatio

tool s i ving asi de met hod

i nteracti on.

Aut hor
Zhang & Hasim (2023) ¢
Zhang & Hapgt pnew currently and it
(2023) the educational field. Ho

controll ed i tedngaey thoeol a adc
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addiction to participants

negati ve.

Hal |l i fax et al (2019)
the gamification field af

el ements must be customi z

i's cruci al to recognize t
mo st t elfeavcatnor s i S t hat
Aut hor
personali zed, have ongoi
Hal | i1 ax “receive i mmediate feedbac
can produce a negati ve i
perf ormance i s al so hraevlee v
management of chosen tool
El abor aRwidz bAnabel (2024)
Sourlrierrect research
|l nterpretation:
The previous studies taken for the
agree with the use of gamificati on

points that

(2023),

us

ng

gamif

and Hal l i fax et al

i n

devel

t

he

op

edu

can be strugglingt falr. i (tx302@)p, i £ha

(2019)

ication. They emphasi ze

have

on

t
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on the use of equipment wun cl assrooms, it has
so that there has been a transition from tradi
mi ght overly rely on |jusd uwsanidfi etde dlorod Iso g iocaul

apart methods -wWhnraltdeinctoaragti omr.al

Al t hough gamification is currently foster:i
become 2ddeubwerd if i1t is not properly manag:
out comes. Moreover, to be inva hieghl psr cgmami
needs to be tailored to the | earnersd needs a:

Tab9d e

Gami fication Trends

GAMI FI CATI ON TRENDS

Bahodirovich & Romiddv

their study t hat recent

Author effectiveness of digital
BahodirovisSignificant | eagaminfgi oat ic:«
Romil ovichtrend which incorporates
tool s that foster mor e i

experience
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Mayorga (2023) affirms

is considered as new tren

Author osffering a fresh perspect
Mayor ga (2encouraging educator to e
to foster lintger aodi vieeatr e

everywhere and anyti me.

Ji m®dnez & Gargallo (20:
and motivation are cl osel
of gami fication on | earne
greater enthusiasm for En

Author they are sccemdsuichearieohad t 0o

Jim®nez & traditional classroom in
(2020) environment . Qui zizz was
which is a fun and engag

answer questions c cer raedd tel
on smartphones or comput

educators need to create

El abor aRwidz bAnabel (2024)
Sourlxier;ect research
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|l nterpretation:

I n the studies presented in the chart abovi
point of view regarding to gamification trend
Mayorga (2023), and Ji m®nezue& tGuatg arlel coe n(t2 0e2dOu) c

emphasize the effectiveness of digital tools

Gami fication definitely stands out as a ne:

reality and <coll aborative tools incorporati ol
interactive |l earning experiendeoxn. eRBlywcadmbisnicm
an innovative environment different from a «coc

English through the use of games. Ji m®nez & Gz
primary gamifi edn tionotlersaicntciev ei twaoyf ffeorrs lacar ner

technol ogy.

Tabl@®

Gami fication Trends

GAMI FI CATI ON TRENDS

Bagher & Khodabanceadlhoaut
i ncreasi-aogntsetrueddlent nstruct

Aut hor
adoption of instructional

educational field since i
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Khodabande

(2021)
Aut hor
Fithriani

Bagher

combine entertainment t o
achieve a better understa
significant i mpact as it

focus maki ng It a popul a

performansemati wat il om.

Fithriani €®021) wexpl a

advancement , the use of (
i ncreased, l eading to th
model s | i ke gamification

s ome met hods. Because o
smamntnhels, tablets, etc., i
of (I CT) Il nf ormati on and
mo bdalkkei st ed | anguage | ea
assisted |l anguage | earnin

based nggeabrans become one of

of i ntegrate gamificati on

Digital games have bee
activities for | anguage ¢
Qui zl et , online or mo b i |

i mprovement of vocabul ary
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ol

Aut hor

Veli

ra

€

Ol'iveira et al (2022)
devel op their study sugag:«
i ncrease |l earner so mot i ve

|l earning environments.

However, whil e it can
some studies also indicat
can |l ead to negative outc
on | earnersd experience,

t he educat oac ctoauknitn gt hiantt ol
di fferent behavi or al prof

struggle with different t

achiever, master mi nd, se
Thereby, Ol'iveira et oalal
gami fication is suggested

mentioned trend does not

El abor aRwidz bAnabel (2024)
Sourlxieriect research
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|l nterpretation:

With the previous studies above, it can be
view regarding to gamification trends.edln th
that gamification hacermteeermne disierds tsn mectei @ ep it vtk
pl atforms which combine entertainment with ed
and understanding concept saead hlait k egvains & ,i cRitti lomi
powered by technodwdi thke adeamdenmercthsnol ogi cal
integration of some-adisgistt &ld § amlgs agec h eas nMalgi

assisted | anguage | earnidb@asedAllk)lar nMomge ¢ D&BL )

wi t h itkbeolGuilzl et which proves effectiveness in

On the other hand, Ol'iveira et al . (2022
gami fication can significantly increase | earn
crucial to consider some drawbacé&pi off poomi ygd

the effectiveness of gami fications depends o]

behavi or al profile of | earners that tend to v
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Tabll

Gami ficat.

on Trends

GAMI FI CATI ON TRENDS

Aut hor

Jaramill o

(2024

Aut hor

Kal er auska

SI'iogerien

t

t

Jaramill o et atthat( 2ga2r
rends include certain fa

he need for personali zed

assessments. These asses

mmedi ate feedback, hel pi

aroen the right track. Thi

t

p
b

S

t

a

he opportunity to improv
rocess needs to be monit
ehavior can feel frustra
upposedgtagimeg for | earne

Kal erauskas, & Slioget
earnerEs behavior and mo
ami fied activities for a
hesitrudy clearly show t he

ctivities can turn repet

6 2



The author of this stu:
has become increasingly p:
for |l earning vocabul ary.

t hat some studies have fo

Author gsych as rmehlli Idoeas sniost al w

Fithriani mMotivation or perfor manc
activities on mobile devi
possible drawbacks, such
devices for socialkdpocrapo®
that can get distracted e
El abor aRwidz bAnabel (2024)
Sourlrierrect research
|l nterpretation:
The studies taken for the devel opment of t
with some gamification trends. However, they

di sadvantages to be consider wheunc aatpipolny i onfgf.e rD

advantages, educators need to be aware that i

6 3



I n this sense, Jaramill o et al . (2024) , K
(2021) conclude in their studies that it is e
affect | earnersdé behavior amdematsiedatfioon aed pea
time since they can feel repetitive as well é
Mor eover, authors highlight the issue that wusi
effective benause of distractio

Tablz2
Gammi fication Strategies

GAMI FI CATI ON STRATEGI ES

Jayawardena & Gupta (2

gami fication is recently
enhance online education

Aut hor
el ementgame esentings to ¢
Jayawardenmeans t hat ex perrieewnacred s p oc
Gupt a (202alternative instead of tr
choose their own | earning

6 4



Aut hor

Pal ani appa
(2022)
Aut hor

Hos sMamand

(2021)

Pal ani appan & Noor (20
of I nformati on Communi cat
ri sen by online |l earning
sedifrected | earning strat:¢

This strategy not only
tdace instruction but al s
based el ements into the t
|l earning environment i's ¢

| anguage awegluli sad itome ade v-¢

sol ving skill s. Thi s st

i nformati on sharing and

|l earner s ar e adbil ree ctta oma i

with technological t osolesas

online environments.

Ho s sMo hna nd (2021) sad n

pedagogical model s I i ke FI

such asBaPredj elcetarni ng and

i mportant role in the edu

are the most effective me

takenafaommstructivist appl

whi ch emphasi zes soci al
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argument , t he aut hor s m
environments support this

pat hs hel ping educators

combinati on of technol og
promo’tceen2lury skills which
and | earning process.

El abor aRwidz bAnabel (2024)

Sourlxier;ect research

Il nterpretation:

The current studies presented in the chart
point of view regarding to gamification strat
Pal ani appan & NooMohaonaza2jz02nh)y tdogtsleati wg d& rhi ftihee:
becoming a relevant strategy promoting onlin
experiment gamification el ements. Online | ear .
take their own | eaegiyngakeschaegeéeaThi agstexpe
interactive. I n this environment | earners can
and preobdblemng developing technological ski Il

effectively.
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Tablz2

Gami fication Strategies

GAMI FI CATI ON STRATEGI ES

Kivancicek & Uzun (202
technol ogy has -beenhumappeéd
i mplgiaensi fi cation and onl i
nowadays ar e taking pl ac

especially in | anguage ed

Author This strategy offers oppo
Kivancicekto engage with game el eme
(2022) classroom promoting sign

teaching and | earning pro
and Qui zi gaaigméear ef exool s
classroom strategies to t

when there is no game enyv

Nieto & Rokd®w (B@QR21)o

Aut hor 2:
provides | earners with ex
Nieto & ROgpncouraged sharing knowl e
(2021) challenging for educator

gami fied videoconferences

of fering sense of support
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young awd@g a@rdadwmg extra mo

ability to develop strate:q

Gami fied strategies h .
increase during the | earn
are some strategies that
as Quizzes which all ows

through appsrms. online pl

M-r1 €12102 1) conclude 't he
used as a teaching strate
t eamwor k, critical t hs mlkv
and technological profici

compl ex.

Educators i nvol ved in
strategies as power ful t o

Aut hor
Al t hough, t heir mai n c he
M-rell sctivities and task as W
understanding wh @n as@plc
Furthermore, educatorso i

[a))

during the process the |

management of design proc

El abor aRwidz bAnabel (2024)
Sourlxier;ect research



Vi e

mo t

(20

|l nterpretation:

With the previous studies above, it can be
w regarding to gamification strategies. I
todayos educational, onl inmé gdmrssribawmes keag
guage education. This strategy all ows | eart

ough gami fied el ements and tools such as S

options tatvemi ftyant hat agamifidc or integrat
e with the previous author, Nieto & Rol d§n
ess to information that easily can & shar
wn in the current study that keep | earner
vi ded.

Gami fied activities can perfectly be wused
ivation fostering strategies for competitd.i
21) highlights in the studg hbe isBstuteucthat

manage the teaching process.
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Tabl 4

Gami ficat.

on EI

ement s

FI CATI ON ELEMENTS

GAMI

Aut hor
Par k & Ki

Aut hor
Gar ai al de
(2021)

n

Pa
di ffe
the e
mot i v

aut ho

Fu
badge
i mpr o
| earn
feedb

appro

Ga
poi nt

combi

Th

rk & Kim (2021) <conc
rent el ements, struc
ducational field. It
ation with integrati
r st metntgami fied envi
rther mor e, t he appl
s which are gamific.

VvV e t heir motivati on
ers set goals foster
ack. Leadehlrdwlad d

priate according to

raial de & Cowaewdar2d
s, l evel s, badges,

ned with feedback to

ey also mention that

mi fied platforms as
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Aut hor

Boundour

(

this process can greatly
again the app spending mo

participation.

Boundour (2023)midfifciart m
are essenti al in the deve
fact that their main feat
t he educational field ma
Leader boards, rewar ds, abne
feedback are part of the
current trends which are

promoting the | earning im

El abor aRwidz bAnabel (2024)
Sourlxier;ect research

|l nterpretation:

The current studies presented to

aut hors have the same point of view

(2021) , Garaial de & Cowan (2021), dinads Btoluantd
gami fication incorporates different el ements
educators and | earners. Through the use of el
|l earners are able to experiment motivation.

t

he

devel

regardi ncg

71
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According to authors above, gami fied envir
such as | eaderboards and badges which play ¢

engagement due to the that t hey f oismhmeadicadcnep e

feedback. Mor eover , the combination of rewar d:
on apps practicing educational content .
Tabl®&®

Gami fication El ement s

GAMI FI CATI ON ELEMENTS

Wi rani & Romadhon (20
gami fied tools suggested

must contain gamification

Author use Kahoot which integrat

Wi rani & during the | emamti ngl Ipavwsc ef
Romadhon (and poll s, thus | earners
qgui zzes, |l earners mu s t a

points which encourages t
first ranks of t he | e¢ad

environment .
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Demirbilek(Z202R2)yo0ocaebal
use gamification in their
and increase interest in
their study educators sup

on the objectivedeat tmel

Aut hor _ . .
gami fication el ements suc
Demirbileklevels, and feedback to f
Al zouebu (free practice making | e:
Menti meter, are gaming we
angngaging | earning proce:c
Phil pott & Son (2022)
Aut hor the results that |l earners
| eaderboard increased t h
Phil pott &
threshol d, but once it '
(2022)
declined. Mo r e ohvaetr , | etahdeeyr

rankings to regul ate user

for foreign | anguage | ear

El abor aRwidz bAnabel (2024)
Sourlxier;ect research
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|l nterpretation:

The previous current studies presented abo
of view regarding to gamification el ements. I
the integration gamificationnel amehearaensé e
and motivation. Their study highlights the e
i ncorporates some gamified elements to foster
& Al zouebu (2022)ons hedwe nmemats gamsihf iacsatpioi nt s, I
are used by educators to increase interest in

mentioned el ements can promote to experiment

However, Phil pott & Son (2022) point out t
decline beyond threshold. Its impact al so shoi

out comes.

CHAPTER 3
THE PROPOSAL
PROPOSAL MNAMERE ctic Uni't Focused on Gamificatic

for Young Learners

TYPE OF PRODECT:Uurrent proposal suggests a Di

|l earning.

According to Richards et al. (2012) , ADef

instructional activities with clearly stated
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Il n this context, the current di dactic unit

system by English area teachers to be used wi
vocabulary | earning.
The current proposal consists of four | es

various teaching methods to promote significal
to determine | earners’ needsi se® bhatusithgyt cal

interactive and engaging.

Hence, the current didactic unit devel ops
students, it has the following sections:
T Cover Page: The name of the wunit of stud

Learningo

T I'ntroducti on: |t gives a brief wel come t

i nfluence of gamification on vocabul ary |

T Table of Contents: It is basically the s
name of the | essons, | anguage focus, skil

T I'nstructional Procedures: The procedures
target audience, time for the | esson, met
Sstudentsod6 actions, materials, wuggestions

f Topics of study: It i s the devel opment of

which have been created by the author of
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proposed activities need to be played | i

al so attached to verify their proper <crea

OBJECTI VES:
Gener al Ohoj edcetsiivgen: i nt e raaccttiivviet iaensd uesni gnagg i gna
resources to promote English vocabullagryadien me

primary students

Specific Objectives:

T To foster vocabulary |l earning through ir
academic | essons.
9 To promote vocabulary learning th'tough |

grade student s.

FOUNDATI ON:

Met hods and Strategies
Some teaching methods are applied and comb
el ements promote a better | earning experience
are considered for -Based ubegamni mpAgsofpiéBtag d INGmaimyel

Learning (MALL), Eclectic Method, ERCA Met hod

The mentioned Methods are highly related w
(2024) staBasethhéeéaGameg (GBL) combines educa
making the | earning process engagchgvithiresghl

context , games and their elements are essent.
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effective. This approach allows | earner-s to d

making skills in an interactive environment.

Mor eover, Shortt et al . (2023) states tha
Learning (MALL) has positive effects on motiyv
Some platforms offer these game ell earemitrsg pwhda
through mobile or ot her el ectronic devices.
accessible and Il ess intimidating, hel ping to

| earners experience victories.

Il n addition, Safira (2020) affirms that th
approaches or techniques to address specific

adaptable for different clasdriommaeacenvenmeaoh

well as in an online or hybrid class. Under t|
range of activities, tools or techniques to c¢

Further mor e, Ortiz et al . (2023) concluded
stages: Experience, Reflection, Conceptuali za
combination of theoretical knowt edgecwubh pes:
experiences and focusing on meaningful | ear ni
experienti al l earni ng, fostering critical t
Addi tionally, it oas bBebppplsedoaembasmceakino)

experiences dand ef xzoinltiexdatse r eal

Finally, Galindo (2021) affirms acddgast ai n t

facilitator, all owing |l earners to explore neuw
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resources. Thi s approach emphasi zes t he c¢comt
gami fication, fostering an engaging, creative
all ows |l earners t o mai nt ain i ntleeraersnti ngndr pa

hi ghlighting thecamtperrddnilcearofi mg.udent
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| Introduction |
1 o

= DIDACTIC UNIT Z
7 ~

Learning English vocabulary sometimes is just about applying
repetitive activities where students might feel discouraged and
frustrated. Consequently, there is a lack of student’s motivation.

The current Didact Unit aims to apply interactive and engaging
activities using gamified digital resources to promote English
vocabulary by twrning its acquisition into game activities
making the learning process more meaningful .

Each lesson hos been built incorporating different platforms
with games, challenges, and rewards in which students can feel
engaged as well as excited making English vocabulary learning
an adventure rather than a task so that students can be able to
apply new words in real-life contexts!

The content presented in this Didactic Unit contains activities
desigened by the author. In case of having used material oumed
by other platforms, links are attached.

2 <
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techni out come !
hboy { L2NIha « wSIFRAY3T ¢Ff1lAy3 m
GCMBYSS ¥ adradS @SN +£2 0L o dz aYS I Oad
t N2 y dzy O NBt EFS O

DF YAUO!
¢t2hy ¢teLSa 27F wSI RAy 3 5S34ONAO
G¢SOKY 21 RSOAOS { LISF 1 AY G§SOKy 2f
+2 Ol 0 dz 0 KNR dzZaA K |
t N2y dzy € LINR LISNJ |y
DF YAUO! @2 Ol o dzf
¢l w99y t £ O0Sax [ AAGSYyA DAGAY3 R
Gad OAG| LINBLRaiosz WSHRAYS3 68 NBO2:
RANBOos2y 2NA sy 3 LX | OSa
LS ia] e R

t N2 ydzy C

DF YAUO!I
Ch! wyY /| f20KSazx 2 NA oy 3 5S0l A
GCl @2N wSI RAY3 FlLaKAZ2Y
Tl AaKA?2 [ AAGSYA UGKNRdIdAK |
{ LIS T AY Of 20U KA
+2 Ol 0 dz O2YoAYl s
t N2 y dzy O RATGSNE)
DF YAUO! aAGdz a2

81



| nstructi onal Pr

Lesson -tli:meF rfeuen !

) T OOOOAOI Od 8888¢t#11 OBBPOIPOOL EI AAE

00DPEfaGqg ACAA 1 AAO AET &g [ EI

- AGER ¢Z Al EAAAOQE , AORD d,

| AEAAOEOA(,

300AAT OO0 xEI 1 AR RIAM AOERED O AR ERI
OEOI OCE OEA OOA 1T &# OOA POI PAO O AAAODI

$ AOAOCEDPOET T ¢ 4EA AOOOAT O 1 AOGOIT AE
OEIi A AAOEOEOGEAO Ai1 OAp0O8 &EOA PEAOAO

0EAOAO(q

i 8W@DAOEAT AA
082 AKAAOGEI 1
ast1 1 AADOOAI EUAQET 1
B8 BDPI EAAOET 1
I OOAOGOI AT O AAT A O1 Al i PpOAEAT BHEATAA AGGE

i 8SWZDPAOEAT AA(
AAAAEAOBO ! A 30CCAOOAR DET QA0
4 OOAOOO OEA 1 AOGOIT AU i A&

s o~ A 2 s 2 oA 2

%8C8 T7TEAO AT Ui O 11 06A AT E

7EAOA AT Ul O 1T EEA AT EITC O
7ET AT Ul O 1 EEA AT ET C UT O

8 2



A A

4 AOEO OOOAAT 60O Oi x| OE
AOAET OO1 O0i AAT 66 OEA OI PE
30 ET1 x1 AACAS

082 AKAAGEIT 1 4,

30CCAOOARAI PROAAO
4 POI OEAAO KAOE AAOAO OEO
4 POAOAT 6O 1T Ax OI AAAOGI AOU
COAOO @A AEGRBOEOEOU DPOAO
poOi 1T O1 AEAGEI T 8
.1 OAEA AOOOAT O - A1 OEi AOA
AAOAT T PAA 1 EOGA OEI AA OEA

AAI EOOET ¢ DPAOOEAEDAT 00 OI
OEi A8

agti T AADOOAT EUAOQEIT T ¢

30CCAOOAIAR OEHIAGOA O
4 DOAOGAT OO A bPi OOAO OOET C
AAOAO OOAA AAEI OA AT A AOE
OEAO OEAU AAT OAI Ai AAO OE
/I TAA 33 A1 EOEh 4 DPOiI OEAAO
O1 OAOAIT Al A 1 xAECEORAED OE AR OEEDIE/
I EOAO O AAAE DPAOOEAEDPAT O
.1 OAMEA AOOOAT O %AOAADI AU
AT UGEI A Oi EO AAT AA OOAA

B8 DPI EAAQEIT T d
30CCAOOAIAT OIEH 1A

~

@OAO

83



4 xOEOAO 11 OEA ZAIT & OAT B OM¢
AOA OEAU AAi 1 AA 1T EEA OEAC
i $/ EAOAOAR '/ AEAI UET ChS

Z A XN N~ A 2w oAz~

AT T OOOBAOEITT O 4 POI GEAAO

s o~ A 2 s 2 oA N PPN zA N~

AAOCEOEOU EIOTx HEACEA B3 @ EERAA GO
OEA AAOQEIT Al OOAAOQI U8
. I OMEA ADOOOAT O wAOAADI AU
AT UOGETI A Oi EO AAT AA OOAA
30CCAOOANK OEHIAGOA O
4 DPOIT EAAOGO 11 OAOAAT A AE
COEAAO AT A AEAAEO DOI1T O A
OAAA EO 4 OEAOAO A +AETT Oi
AOCEET C Ol i A ANDARBBECIT &I A
(ECEI ECEO OEA OEIi A AT A OE.
T AAAOOAOUR CEOA A OAxAOA
.1 OABA AOOOAT O +AETT 680 !,
I EOA OET AA OEA bpi AOA Oi

DAOOGEAEDPAT 60 01 AA PAOO 1.

y8 OOAO0Oj AT OQEAT A 1 AgO
4 AOEO 30 Oi Z0AKIN ODAD QO OA/
AOAA OEI A AAOEOEOEAO OOEI
1 AGOI 1T j BOT OGEAA A DPOIT I PO
ObpI T AA EO j OEAOA EO Al Ag@
20A0EA O AOOAOO 308

.1 OAgA AOOOAT O O0AAI ADG
AT UOGEI A8 (1 xAOGAOR EO EO E|

8 4



i SWZDPAOEAT AA(

1 230 AT OxAOO AAAT OAET ¢ Ol

ETTx1 AACA AAT OO OEA Oi PEZ
Oi Al coi 6O O1 AOAET 00T ©

082 AKAAOGET 1 ¢
30 EAOGA O1 ETET OEA AAOQOEC
OEA CEOAT AT AA8 4EAU I111TE
OEA 4 OEA x1 OA8O bPOIT O1 AE
AA AAT A O OADEI AADABAEAEOD

astT 1T AADOOAIT EUAOQET T ¢
30 AOA AAIT A O OAiI AiI AARO
bl O06A0O8 | £FOAO OBAOEAMEBAUE
O1 OAOAI AT A OEA 1 AOOAOO Oi
AAOAEOI xEOE OEA OEI A AT A

p8 PPl EAAQET T ¢
30 AOA AAT A O61 OAAI EUA OE
Agbpl AT AGET 1 AT A CEOA 111
Ol AAAOI AU AEAAEAA 'A/OCGEEA G
/' TAA OEAU AOA Al AAOh OEA
OAAAEAO OiF PI AU A | AOAEEI
OAAT CT1 EUA OEA OOAOA OAOAO

AAOEOEOU8S 4EAU OEI O1 A OA
T O AAO T &£ 1 EOGAO CEOAT 8

85



30 OAAA OEA AEAI T COA CEOA
Oi AT OxAO Oii A NOAOOEI 1T O8
AT A OEA pbi AEOI DIl OEOEI 1T 8

58 OOAOOI AT Oq
30 OAAT O A EOBEXORMOG (ET  xE
AAT 60 OEAEO AOAA OEI A AAQ
AOOET ¢ OEA 1 AOGOIT AO 1 OAE
OEAAT OF OEA O0AAI AO bPOI OE
OOA OAAAEAQ 080 pPOI I PO

- AGAOEAT O 7 31 O0OAAO

- AT OEi AGAOh wAOAADPI AUR +AET T Oh 0AA

3O0CCAOOET T ¢

-AEA OOOA T BAAAOGAOGB Al AAOOITEA AAO
OAAI AGb6bgq AT A A OOGAAT A ET OAOT AO ATTT1TAA

37 OOARA OAOARAOAEAOR 4l an



OEAOA Yq %@DAOEAT AA

30CCAOOAIA IOEIN QA O

YS7TEAO AOA AgGAiIi I A0 1T £ £ZOAA OEIi A AAOGEOEOEAOD

87 EAO AT UiT O 11TOA ATETC ET Ul 6 £ZOAA OEI Ae

¢87EI Al Ul O 1 EEA AT ETC Ul 60 Z£ZOAA OEI A AAOQE

)T O00OAEOAIOHO OEAOA NOAOOEIT O xEOE A Al A
AgAi I AO AO I OAE AO Ui & AAT 8

OEAOA ad 2ARAAOGEI T
30CCAOOARI OEHEAGOAO

)T OOOOADETT QEA T ETE T0 OAAT OEA AT AA AT A |

, ETEE@ODOdFT T xxx81 AT OE8AIT | TAIl UEAA AOE A£¢ 1

Y1 AT AA
Ofs:iA0
I|!-"-
E] .
g,

87


https://www.menti.com/alzhaeftif3n

Me nt-i--me.therd6s Fl ashcards

[P ——
Join at menticom | use code 8163 5104 i

GO CYCLING

Join ot menticom | use code 81635104

PLAY VOLLEYBALL

Join ot menticom | use code 8163 5104

PLAY VIDEO GAMES

) | AQRAEAT g&EObd A 68 A OA Az (30 EXDI © EECHA HAAMAIIAGI AR 0.0 671 (OB EE 8T B0y v ¢ 8 EDC

EOODOQTIAIAOUDOAAOAII8COOAOEA8AII7EIACAOeNKOAId'.Ay‘AlQI/uﬁ

1400 DI $AAT A

YO+

8 8


https://thumbs.dreamstime.com/b/cycling-boy-girl-go-drive-bicycles-meadow-vect-vector-illustration-flat-design-77488993.jpg
https://www.shutterstock.com/image-vector/happy-little-kids-playing-volleyball-600nw-2372432051.jpg
https://encryptedtbn0.gstatic.com/images?q=tbn:ANd9GcQYnO7VNZQ2xmpmDdaoa41zJm2HwLN3cJdeog&s

Z A N o~ o~ A o an o N

YT 66006061 DA 1 AOOAOO ET 1T OAAO O M Oi A Al
AT A 101 AAO 1T &£ 1 EOAOS

, ET Eq
ECOPOqGTTAOBAAOAADI AUBAT i TOAAOOOT OAAOAAOEODT «
AOUBEOI I

N

Development

89


https://es.educaplay.com/recursoseducativos/20402940free_time_activites_vocabulary.html
https://es.educaplay.com/recursoseducativos/20402940free_time_activites_vocabulary.html

Educapnsagrambl e vLetters Ac

e

ouon oo
LM E) L e e v e

r" o 01 [ r"
:00:34 - 00:01:48
(2 & Joronae) > [

90



P VR TN

OEAOA R4 | DPl EAAOQEIT 1
4EI A OOCCRODOBRKQOAOD

OEOOAT i1 OEA AIi
0

,TTE AO OEA A 111 xETC OAOAO x
OAEAOCOCADEA 10 O1 AEAT CEZ$Q¢ GAT T AE
A OOAOA OAOAO
I £ 1 EOAOS

T8 %8C83 i

Z A N N~ e

YT OOOOARKI

E
i AT A | AOAE xEOE
OEIi A AT A 1

O g AU
Oi AAO
, ETEEODPOdTTAOB8AAOCAADI AUBAT i TOAAOOOT OAAOBAAOEODT O

A £ e oA

lll-’d-‘_ - ""'~'|
n )

Development
- EdwucaMdtaghi-ng Bairs

s STATE VERBS WITH FREE-TIME ACTIVITIES © 8.334

HEY REA YOGA
S| < TATE VERBS WITH FREE- t .
el TIME ACTIVITIES
: WE GO CYCLING
PAIRS 4487
1DO AB K ’

Anabel Ruiz )
(=)
& o |
=D B L3
e 41.67 Qa4 STATE VERBS WITH FREE-TIME ACTIVITIES © 60.42

WE PLAY SKATING
1 WE PLAY BOARD GAMES
1GO VIDEO GAMES
>

()= =X¢] O

r"n
LJd

91


https://es.educaplay.com/recursoseducativos/20403371state_verbs_with_free_time_activities.html
https://es.educaplay.com/recursoseducativos/20403371state_verbs_with_free_time_activities.html

) T OOOOZADEAT QEA Ai 1 OAOOAOEIT AAIT xh AT OAO Oi OE
, ET EQODPOdTTAOAAOASE A E ZACEETFHED IOE A DA AiGERAEOO] AT O
e 0i ARBAAGADGI

STEAO AT 10U @AAT

gy OAAA A AiITE AAI 66 ObBI 000c¢
$d, A0 T A OAAA | £ Ai OOOCAA 9i
EAAI OEUh &£ O OEAO OAAOIT ) B
I 2 AAT T Ue 7TEAO AAT OO OAI T OEI
$d7AT T h ) Cci OAIT OEIl ¢ AOGAOU

' 2 AAT T Ue ) AEAT 8O Eli x OEAO
$®AOh AAAAOOA ) ci O OAEITI
1) 6 O1 61 AO Al AUET CA

$d7EAO AAT OO UIT O '11EAe

I d7AT1h ) C¢i AUATEIC AO xAAE
1 EEA CcUIiTAOOEAO AT A Ul CA8
$d(T x 1T £AT AT Ui & Ai OEAIl e
g Al CcUIiTAOOGEAO 11 AA A xAAE
Ol AAUAAA )y EAOA O1 cCi

$df EA ) AT UI CAh Oi18

Ld) AT 1806 AAI EAOA EOA

$d9AO0h EO EAI PO T A O OAlI AgA
OOOAECEO AT A AOAAOGEET CA /111

~

L #T T A T1T $ATEAAA 91 O AOA

92


https://create.kahoot.it/share/assessment-free-time-fun/5659e579-a9e2-4f4e-9452-365ee8de2b65
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oin at menticom |use code 34 40 449

What comes to your mind when you hear
the word TECHNOLOGY?

3 responses

ai

What comes to your mind when you hear
the word TECHNOLOGY?

Join at menticom |use code 3440449

What is your favorite device?

3responses

smartwatch tv laptop
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What is a digital camera?

a computer that is small enough to be carried a small, flat computer that is controlled by
around easily and is flat when closed. touching the screen or by using a special pen

a secret word or combination of letters or a type of camera that records images that can
numbers, used to prove who you are be looked at on a computer
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1S EXPLOg,

MY CITY

VALLE DE LOS CHLLOS

BY
ANABEL RUIZ

Schools

Hospitals

Restaurants

Museums

@ Malls

@ Stadium
e Bank

@ Drugstore
1. Monuments

117


https://www.google.com.ec/maps/@0.116182,78.4945415,11434m/data=!3m1!1e3?hl=es&entry=ttu&g_ep=EgoyMDI0MTAyMy4wIKXMDSoASAFQAw%3D%3D
https://www.google.com.ec/maps/@0.116182,78.4945415,11434m/data=!3m1!1e3?hl=es&entry=ttu&g_ep=EgoyMDI0MTAyMy4wIKXMDSoASAFQAw%3D%3D
https://www.shutterstock.com/image-vector/place-school-blue-map-pin-260nw-1022703460.jpg
https://cdn-icons-png.freepik.com/512/3367/3367623.png
https://www.shutterstock.com/image-vector/food-pin-icon-restaurant-location-260nw-1705309783.jpg
https://e7.pngegg.com/pngimages/841/924/png-clipart-art-museum-platform-computer-icons-british-museum-museum-icon-angle-logo-thumbnail.png
https://e7.pngegg.com/pngimages/841/924/png-clipart-art-museum-platform-computer-icons-british-museum-museum-icon-angle-logo-thumbnail.png
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcTTfRCEkpmA9HCKWSo-v-eogAWEaEZ2KdOInC-KYiSvShYDg4H5AhhnWd2IU35uNVGnpHk&usqp=CAU
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcTTfRCEkpmA9HCKWSo-v-eogAWEaEZ2KdOInC-KYiSvShYDg4H5AhhnWd2IU35uNVGnpHk&usqp=CAU
https://st5.depositphotos.com/35057912/66778/v/450/depositphotos_667786164-stock-illustration-mall-location-vector-fill-outline.jpg
https://st5.depositphotos.com/35057912/66778/v/450/depositphotos_667786164-stock-illustration-mall-location-vector-fill-outline.jpg
https://www.shutterstock.com/image-vector/football-stadium-here-soccer-field-600w-1132500932.jpg
https://cdn3.vectorstock.com/i/1000x1000/35/72/bank-map-pointer-flat-icon-vector-10253572.jpg
https://encryptedtbn0.gstatic.com/images?q=tbn:ANd9GcR5SQQnXxuhhtr31Lkq9OdKXdLVtArBoSgtHMTopgO2ka88r0gI6HmupYILvkUJbdYymoQ&usqp=CAU
https://encryptedtbn0.gstatic.com/images?q=tbn:ANd9GcR5SQQnXxuhhtr31Lkq9OdKXdLVtArBoSgtHMTopgO2ka88r0gI6HmupYILvkUJbdYymoQ&usqp=CAU
https://e7.pngegg.com/pngimages/905/11/png-clipart-computer-icons-monument-symbol-miscellaneous-cdr.png

OEAOAT A4A01 AOU
30CCAOOAiIAy OEHITAGOAO
2AT AT T AAOAO 71 OAxAlI 1l 1 AOEOEOU(
) T OOOOADVEDI OEA 71 OAxAI 1 1 ETE AT A AET T OA OATAI

AAEI EOCOETTh O0OU O CcOAOO xEAO bPI AAA EO EOS

, ETEQODOdF¥ ¥ xi OAxA1 181 AOTAOTOAOT OOAATaBOlayni B

; DE‘VEIW |
- Wor.dwalidn. lcanmlePazttlﬁl\deO m C

What place is it?

a place where children
£0 to be educated.

E] [ Mezclar I[ Deshacer | [ Repartir ] » : :

What place is it? ~ Compartic

a building where people
{  and businesses can invest or borrow

a structure or building that is built
: money, change it to foreign money, etc.

to honour a special person or event.

E] [ Mezclar ] Deshacer Repartir ] o 52 E] Mezclar ][ Deshacer ][ Repartir ] gy 52

What place is it? ~ compartr What place is it?
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Listen and repeat

next to / beside

Practice
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https://www.youtube.com/watch?v=Hd14_fB5AC4

The bank is ‘ The bank is between

the grocery store and = the grocery store and
the bakery. : : the bakery.
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PIN de juege:

Unete en www.kahoot.it
i) 712 4758
|

/

Where is the restaurant?

& 0:v

Mostrar contenido

@ Itisin front of the movie theater. v

410 & PIN de juego: T124758

Where is the post office?

* o

Mostrar contenido

& PIN de juego: 7124758

1
il

A Itis next to the store.

@ Itis on Second Street.

3h0

0

Respuestas|

4 Itis behind of the post office.

W it is far from the police station.

& PIN de juego: 7124758

Where is the school?

L 2% [ L

Mostrar contenido

# Itis on the comer of First Street and Central Avenue.

& PIN de juego: 7124758

GiVing qirect.idns

5228
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My city.

I |l i angaliqtu2i,s a nice city in whi

places to visit. I f yowuheomeskeayawesu sseh otu
popul ar. Moreoveéethe twray ktsg vihsirte i s a n

Clama'i ch i s bledhd mtded he ESPESPIEisv é¢énniatk ¥

San Luis shoppirecdg yodi therémthdstores t

excellent dias&kowmgt about food, you can

to choysd.avoriteElpllaefol srestaurant whi

the city.
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https://padlet.com/anabelruizb16/tell-me-about-you-city-xrkg7rb79hole44o

Padlet:y Activity

(¢} 25 padlet.com/anabelruizb16/tell-me-about-you-city-xrkg7rb79holeddo [E A ¢ b m

g8  MGmail @

Q Maps

‘Padlet

Anabel Raiz + Sh

Tell me about you city
Draw or desigfia map of the city you live or the place you're from. Write a paragraph prensen he place. Remember to use the vocabulary checked and prepasitions
of directions correctly. Finally, comment a classmate's post.

m Anabel Ruiz

Prompt:

Sangolqui is a ni
places to visit. If you come, you should visit the

ity in which you can find different

museums because they are popular. Moreover, try to
visit the parks, there is a nice place named "Santa
Clara" which is Iocated hehind the ESPE University.

)y I ACA OAEAICOZEOIAIGAOOA GO
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Nota adhesiva

Dani s wearning a ackej

Cancelar Guardar

8 Clothing

Establecer fondo Borrar marco
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OVERCOAT

a piece of clothing with long
A long thick coat worn in sleeves that is usually made
cold weather. from wool, it doesn’t open at

the front.

TRACKSUIT HOODIE

I;;:::xteydl;lf::lll;gvz?:::; a sweatshirt (cotton clothing

AdE that has a hood to cover the
those training for a sport, | head)
exercising, or as casual :

) I ACGAO OAEAT &Diid
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https://edpuzzle.com/media/66f599489483252fb04be6fa

— edpuzzle Q. Add search terms or a Yo

€ Video Preview

00:2601:21

Assigned to 1class

= edpuzzle Q_ Add search terms or a YouTube link here

€ Video Preview 4 hssign

Watchlater  Share

i i g

O Clothing & Fashion (U ol

© nddnew | (7) &

¢ Editassignedvideo e Sharepreview @ Public

What does Carl and Ema wear on weekends?

They wear Trousers ,T-shirt, tihgts,
tracksuit, skirt.

They wear suit, shirt, tie, shoes, dress,
blouses.

They wear T- shirt, shorts, sandals, trainers

Rewatch

136



OEAOAT A4DAT AAT O ' AOEOEOU
30CCAOOAiIAn OEHITA@OAO

- AGET Ad
)T OEA AGOOAIZOAGADEDEROT ERCAEO OOAA OET AA 00O«
OAGEAx O AAAGI AOU OAl AGAA O AlTOEEIC AO xAll

)T OOOOABEDI gAIl A EO AAT T AA O/TA xAU 10666 ET xEI
OEAO ET OAT A O1 OEITT O ET 1 O0OAAO OF CcCcAO OEA T E£ U
ACEO AT A OOU O OAAPA8 2A1 Al AAO OEAO BROI NOA
OEA NOAOOEI 1T O8

137


https://www.gimkit.com/host?id=66f60cde9940359798981745

Go to gimkit.com/join and enter code

586492

One Way Out!

Evil plants have taken over your spaceship, the
e Alphastar. Work together, traverse through the ship,
fight back, and make your escape!

Close

Start Game

Jonig s  plyec

GIMKIT =

7 & J What is he wearing?

Yoursnoutof energy ~ youcat move!

Clck ‘Answer Ouestions”to g energy

He is wearing a waistcoats The baby wears a waistcoat grey

The baby is wearing a grey waistcoat He is wearing a grey belt



https://www.gimkit.com/host?id=66f60cde9940359798981745
https://www.gimkit.com/host?id=66f60cde9940359798981745
https://www.gimkit.com/host?id=66f60cde9940359798981745






































































































































































