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This study focused on teachers’ attitude towards using games in teaching-learning
activities of learning vocabulary. The purpose of this research is to explore teachers’
attitude to the use of a game for learning vocabulary of the students. A qualitative
study was conducted with 12 teachers of Azampur Government Primary School of
Dhaka city, Bangladesh to gain in depth knowledge of the issues. An everyday game
of children named ‘Tic-tac-toe’ was chosen for teachers to teach vocabulary rather
traditional process of memorizing. Then, semi-structured focus group interviews
were used as tool to collect data from teachers after observing students playing the
game. Data was then analyzed for thematic contents by standard content analysis
framework which yielded six major themes such as play-based teaching strategy,
language development, classroom environment, learning by doing approach, ac-
ceptance and barriers on adopting play-based strategy. Overall, findings showed
positive attitude towards using game for learning vocabulary of a foreign language.
The implications of this study imply that the themes can be effective in classroom
practice of Bangladeshi classroom.
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INTRODUCTION

This study focused on how teachers per-
ceive the strategy of using a game on teaching-
learning process of vocabulary. Vocabulary is a
fundamental segment for early literacy achieve-
ment (Roskos et al. 2008). In teaching-learning
of any language, the primary importance is vo-
cabulary (Widaningsih, 2009). Surprisingly, vo-
cabulary is often ignored mostly in second lan-
guage classes (Fernandez et al., 2009). Study has
mostly emphasized to the importance of vocabu-
lary learning for language learning like English
(DeCarrico, 2001). Generally, language learners
face significant difficulties in memorizing large
vocabularies. Researcher showed that children
who enter school with poor vocabularies regu-
larly experience troubles in learning (Walker et
al. 1994). Students cannot get others idea and
express their ideas without enough vocabulary
(Lessard-Clouston,2013). In addition, students
are having a strong distaste of learning vocabu-
lary in consecutive methods like memorizing,
writing on papers, adapting inactively through
teachers’ explanations which has made extreme
issues with learning abilities (Nguyen & Khuat,
2003 & Uberman, 1998). However, students pre-
fer learning language in a casual environment, for
example vocabulary games (Nguyen & Khuat,
2003). Students can learn almost 80 percent what
they are exposed to from joyful and communi-
cative classes (Nguyen & Khuat, 2003). As per
Freeman (2000), students appreciate communica-
tive engagement in the classroom. He stated that
plays can provide a constructive competition.

Though defining play is a difficult idea,
it is easy to recognize. Play is an important part
of childhood where children can effectively en-
gage in different types of activities with a part-
ner or group. Play can offer effective learning
approach and can achieve a priority method of
teaching in childhood education (Moyles, 2014).
Coinciding with the arise of this concept, imple-
menting game as a learning tool became a source
of interest among the teachers (Aziz & Majzub,
2011; Bakhsh, 2016; Opel, et al., 2009; Kamal &
Shahadur, 2019). In order to create effective im-
pact on teaching-learning process of vocabulary
learning teachers need to create more specific
learning activities to provide their students with
more support (Prioty, 2014). The activity time of
a play can give a successful learning experience
for children and help them achieve knowledges as
play permits children to be inventive while buil-
ding up their own minds (Anderson-McNamee,
& Bailey, 2010). Series of studies investigated
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about the effectiveness of play based teaching-
learning process in different contexts (Ramadha-
niarti, 2016; Ali, et al., 2011; Bakhsh, 2016; Chen
& Chung, 2007; Han, et. al., 2010; Chan & Lin,
2000; Jiang, 2008; Kuo, 2008). In Bangladesh,
there is also some studies (Proity, 2014; Opel, et
al., 2009; Kamal & Shahadur, 2019) regarding the
impact on students in joyful teaching-learning.
However, there is dearth of studies in terms of
attitude of teachers in implementing play-based
learning method. The aim of this study was to
analyze teachers’ attitude towards the impact of
implementing a casual game for learning voca-
bulary which has not been examined in previous
research.

With regards to this purpose, the study app-
lied a qualitative approach to understand Bangla-
deshi primary school teachers’ attitude on impact
of using a game on vocabulary teaching-learning.
The main unit of analysis was to analyze teach-
ers attitude based on thematic content analysis.
This study expected that it would be useful for
the contribution of strategy in teaching vocabula-
ry and findings will be useful for the teachers who
are interested in changing their teaching strategy
for vocabulary learning.

The purpose of this research is to explore
teachers’ attitude to the use of a game for lear-
ning vocabulary of the students. To achieve the
purpose of this study, the following sub questions
guided my research- How do teachers perceive
the use of a game for learning vocabulary?

METHOD

A qualitative methodology was adopted to
explore the attitude of teachers about play based
learning. The data was collected by semi-structu-
red focus group interviews of the primary school
teachers. The focus was on knowledge of teach-
ing strategy in terms of vocabulary, language de-
velopment through play, teaching- learning envi-
ronment in play-based strategy, knowledge and
confidence in change in teaching practice, stu-
dents’ learning approach and future interventions
towards teaching practice in vocabulary. The
guide was subjected to validation and reliability
assessment prior to data collection. This qualita-
tive study can be categorized as a case study be-
cause the research was carried out in a limited or
small-scale single case. To analyze the obtained
data, descriptive data analysis for thematic ana-
lysis was employed. In analyzing data, the steps
followed are transcribing, coding and interpreting
the data. The first step is transcribing the data be-
cause interview needs to be transcribed to enab-
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le data analysis for a study. (Gibbs 2007; Bailey
2008). The researcher used a recorder at the time
of focus group interviews and then transcribed
the focus group interviews herself. Secondly, the
data were coded in form of labelling as coding
includes a process of defining the data (Charmaz,
2006). From the specific coding, researcher then
grouped the codes into themes. The themes are
of principal attributes and of principal actions.
The researcher did narrative analysis considering
the focus of attitude and different experiences of
each teacher.

The respondents of the study was 12 teach-
ers from grade II, IIT & V (which has two sections
in each grade) of Azampur Govt Primary School
of Dhaka city. Before interviewing the teachers,
researcher did observation for half an hour in
each grade II, III & V English classroom in the
school to see the students’ participations to the
‘Tic-tac-toe’ game which was conducted by the
teacher in teaching English vocabulary. Three
Focus Group interviews are conducted in which
four teachers from each grade had participated in
one focus group interview. The game and the fo-
cus of the interviews was pilot tested within four
students and a home tutor. The instrument was
subjected to validation and reliability assessment
prior to data collection. Qualitative experts at
University of Dhaka validated the interview fo-
cus by using a combination of argumentative and
cumulative techniques. Researcher choose a casu-
al game ‘Tic-tac-toe’ as a word game for teaching
vocabulary lessons. The pilot test gave an oppor-
tunity to the researcher to make amendments to
the tool carried out in the main research.

Tic-tac-toe (otherwise called noughts and
crosses or Xs and Os) is a paper-and-pencil game
for two players who take turns marking the spa-
ces in a 3x3 framework. The player who succeeds
in placing three of their marks horizontally, ver-
tically or diagonally wins the match. In this rese-
arch, children provided some flip cards of Eng-
lish alphabets instead of X and Os. Two players
were provided to collect alphabets randomly, 13
alphabets for each. For grade II the framework
was 3X3, grade III the framework was 4X4, and
5X5 was for grade V. When the player formed a
meaningful word horizontally, vertically or diago-
nally, he scored accordingly the number of alpha-
bets. For instance, when a player formed ‘DONE’
vertically, he scored 4 and another player formed
‘TO’ horizontally where he scored 2. At the
end of the game, the total score added, and the
highest scorer won the match. The grids were se-
lected regarding age and vocabulary capacity of
the students and pilot tested within four students.
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In this research, two teachers were selected
from each class who conducted the game in a class.
The teachers welcomed the students for participa-
ting the game willingly, then formed some two-
participant groups for implementing the game
in a break time of half an hour. The researcher
briefed the teachers the play with instructions for
implementing. In two sections of three grades, 12
teachers were conducted the game with about 50
students. The purpose of these activities was to
explore the effectiveness of a word game for ef-
fective teaching-learning. The researcher took the
role of observer for understanding whether the
game was working effectively or not to improve
vocabulary learning. Students were unaware that
they were being observed. After the end of the
implementation of the game, the researcher con-
ducted focus group interviews with the teachers
where the focus was to explore teachers’ attitude
to implement the game for teaching vocabulary.

RESULT AND DISSCUSSION

Twelve primary school teachers of Dha-
ka city were interviewed. Majority (n=10) of the
participants were from age group 30-40 with 5
and above year working experiences. Two res-
pondents were of 20-30 age group with 1-2 year
working experience. The findings from the inter-
views of teachers revealed teachers’ attitude in
multiple ways. Though most of the teachers exp-
lored using games in a positive way, some teach-
ers stated some negative impacts also. The focus
group interviews produced six themes which exp-
lain teachers’ attitude towards the effectiveness of
using a game for learning vocabulary.

During the interviews the participants
were asked for their concept about implementing
a play for teaching vocabulary. Majority of the
participants stated that teaching through a game
was completely a new concept as a teaching stra-
tegy. Participants of this study mostly agreed that
they used traditional method of memorizing list
of words for teaching vocabulary. Only one re-
cently joined teacher having B.ed degree have ex-
pressed his updated knowledge about play-based
teaching strategy. This may be attributed to the
fact that newly joined teacher with experience of
1 to 2 years feel interested about updated teaching
strategy. However, all the teachers (n=12) agreed
that suggested play-based activities assist them to
enhance their teaching strategy for teaching vo-
cabulary and playing a vocabulary game do also
help to improve student’s capacity of learning
vocabulary than using traditional method. They
hardly thought about any strategies that could
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help this way.

“When I was contacted to implement a game,
1 supposed that it will be a waste of class time. But
surprisingly, at the end of the game whole class learned
more words than I imagined.”

“It was fun, it’s the first time I am using a game
for teaching vocabulary. Students had to recall the
words or make new words and put it intentionally to
win the game. I feel that it helped not only to remember
those words but also to learn new words to become a
winner of the game.”

The teacher having updated knowledge
about teaching methodology expressed views as:

“I have completed a course on instructional
technology on my Bachelor in Education (B.ed). I
achieved a diversified knowledge on teaching materials
on that course. Implementing a game seems very effecti-
ve to me for vocabulary learning of students.”

Language development through play

Participants were asked about the impact
of play on students’ vocabulary learning. Majo-
rity commented that students can achieve a grea-
ter quantity of meaningful vocabularies and they
were not also afraid of making mistake in saying
a new word. Respondents also said that students
were conscious about the spelling of the words,
learning diverse words on a single letter, knowing
the precise pronunciations and meanings of dif-
ferent words, because it was the prerequisite for
winning the game. One teacher mentioned that,

“In my classes I always gave importance to the
pronunciation, spelling and writing of words for me-
morizing vocabulary as listening, reading, writing and
speaking are the basics of learning English. However,
this game includes all of these language skills by play-
ing it which was very effective.”

Majority of the participants stated that
learners instinctively recognized the importance
of vocabulary to their language learning by this
game. Children had to select an alphabet, paus-
ed to think and hit another alphabet by turn to
make a meaningful word to win which represents
the development of language skills. Another ad-
vantage revealed is that students’ anxiety towards
language learning decreases at the time of game
this game create an impact on vocabulary lear-
ning of students.

“In language classes, children feel stressful
because they have to master the language which
is unknown to them but by playing this game,
they hardly recognized that they already learned
the language.”

Classroom environment in play-based learning

Participants was interviewed about the
classroom environment after implementing the
game. Majority showed their positive views to-
wards the classroom environment and stated that
they literally learned how to organize a class-
room for creating an effective teaching-learning
environment by maintaining focus on the whole
class in order to keep activities organized smooth.

“The engagement of students was really admi-
rable. Students were so enthusiastic about playing the
game, they were asking questions where any complica-
tions arose and confirming the rules and meaning of
words from the teachers at the time of scoring. This ef-
fective way of engaging students taught me a classroom
management trick.”

“I noticed while completing the games, peers
only talked only about how they can win, I rarely heard
students to chat within peers which was an excellent
idea of engaging student”

The game indeed created an interacting
classroom environment which also includes fri-
endly teacher-student relationship. Through rese-
archer observation it could also be seen that stu-
dents were interested to play the game willingly
because of having scopes to compete with one
another. Contrarily, two respondents faced chal-
lenges in implementing the game.

“Children sometimes moved a lot and talked too
much when they were excited which made it hard to
control them. As a result, it made noise and unorgani-
zed classroom.”

Acceptance of play-based teaching-learning

In the interviews, respondents were as-
ked to express their views to accept the change
student’s participation in play-based teaching-
learning. Most of the participants frequently said
that game relieved the children from being bored
in classrooms where they sit passively. Students’
positive attitude towards playing games may
show that children really enjoyed the game. This
may mean children want to have the opportunity
to play games in the classroom, as they provide
an active participation in the classroom. Resear-
cher also observed student’s active participation
in the game. Considering the impact, majority of
the teachers were ready to accept the change, but
they recommended proper training from the govt
to implement such strategy.

“All of the students were eager to participate
the game, even after one round, some shy students also
raise their hands up to play the game which gave me
immense pleasure. Yes, it is necessary in classroom to
implement such play-based activities.”

“Every student was desperate to be the win-
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ner. So, they are collecting new words to play the game
again and again. This kind of effective activity definite-
ly can make good standards of teaching.”

Learning by doing approach

During the interview, researcher investiga-
ted teachers’ attitude towards students learning
approach for the play-based activities. One te-
acher mentioned, “when children touch something,
they realize what the object is and how it feels; when
they do some action, they get to know the meaning”.
As in the game, children were provided alphabets
through flip cards first, they were recognizing the
alphabets and then by placing in a right order
they got the actualization. Majority of the partici-
pants suggested the activity as learning by doing.
Moreover, by maintaining the rules of the game
and following that cooperatively with peers and
teachers, students also develop a social behavior
by playing the game. Through observation resear-
cher also observed the same.

Barrier towards adoption of play-based strat-
egy

In terms of barrier towards adoption of
play-based teaching-learning activities, partici-
pants of primary school teachers of Bangladesh
identified limitations like lack of training pro-
grams regarding instructional technology, poor
salary structures of primary school teachers,
teacher-students ratio and spaces in classrooms.

“There are barriers as primary school teach-
ers have very poor salary. Most of the time teachers do
not feel interested to give an extra effort to make lessons
interesting. Government did not also arrange proper
training for updated teaching strategies.”

“Basically, the teacher-student ration in
Bangladeshi primary school is too high to implement
such type of strategy. Implement a game in a congested
classroom within at least 60 students will be a real chal-
lenge.”

Implementing a play for teaching-learning
activities seems a completely new idea at the
perspective of Bangladeshi primary school teach-
ers. Although several studies are reported in li-
terature regarding joyful learning and play-based
activities (Chowdhury & Rivalland, 2012; Banu,
2014; Begum, 2011), there is paucity of informa-
tion for Bangladeshi teachers for adopting such
new strategy. The present study suggested multip-
le factors that must be addressed to bring change
in teaching practice of primary school teachers in
Bangladesh.

A handful of our respondents had a clear
idea and concept of play-based teaching strate-
gy; however, majority of the respondents were
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unaware of implementing a game as a learning
tool. This warrants insufficient exposure and
practicing updated skills and knowledges as per
trends and creativity. In primary schools of Bang-
ladesh having B.Ed and M.Ed degree is optional
for teaching profession which creates dearth of
updated knowledge about instructional techno-
logy. Previous studies of different contexts have
suggested that (Lynch, 2015; Pyle & Danniels,
2017; Bulunuz, 2012; Van-Oer & Duijkers, 2013)
early schoolteachers should engage themselves in
play-based teaching method with proper instruc-
tional technology. According to Allen (1983),
games are important in teaching vocabulary be-
cause they highlight the necessary and important
words to achieve the objectives of the game. Ver-
non (2009) argued that games are effective tools
to teach vocabulary to young learners. Therefore,
play-based strategy creates positive attitude to-
wards learning and teaching. The current study
also supports that in showing the benefits of play-
based teaching method for learning vocabulary.
In Bangladesh, most of the teachers emphasized
memorization of textbook vocabularies more
than play-based learning (Banu, 2014; Chowd-
hury & Rivalland, 2016). Therefore, in order to
create an effective impact on students learning te-
achers should employ new teaching strategies like
play for vocabulary learning. The findings of this
study can contribute for primary school teachers
to improve their knowledge and teaching strate-
gy for teaching vocabulary in education sector of
Bangladesh.

Learning through games could encourage
the operation of certain psychological and in-
tellectual factors of language skills which could
facilitate communication heightened self-esteem,
motivation towards language learning and rein-
forcing learning (Huang, 2005). To the mastery
of English language skills, students have to know
the vocabulary of the language such as a list of
words with meaning which supports their skills’
improvement (Linse & Nunan 2005). In additi-
on, games may involve all four language skills,
speaking, writing, listening, and reading (Lee,
1995). In other contexts (Thomas, et al., 2011;
Stagnitti, et al., 2016; Nicolopoulou, et al., 2015)
it is confirmed that play-based teaching strategy
can contribute to children’s learning of language
skills which is also suggested by the findings of
this study. In Bangladesh, the current scenario of
learning the English language includes learning
vocabulary, grammar, reading, and translation.
Students may face problems to understand con-
cepts, as they usually get is something abstract.
The syllabus remains fixed and the teachers have
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the freedom to choose the teaching material. In
fact, students are given marks on class-perfor-
mance, which may on speaking or vocabulary
learning. They feel shy and do not want to speak
in front of the class. Since children are being pre-
pared bilingual for higher studies in Bangladesh,
students need to use English outside the class
from the very beginning of learning. The tradi-
tional way of learning vocabulary by mere co-
pying and recalling has shown to be less effective.
Meanwhile, games are also being considered as
a time-consuming activity in most English class-
rooms. Studies also suggests that play-based met-
hod can develop learning skills in early childhood
education of Bangladesh (Chowdhury, & Rival-
land, 2012; Banu, 2014). Therefore, findings of
this study for implementing a game for teaching
vocabulary can motivate the primary school te-
achers of Bangladesh for effective language deve-
lopment through game. The study has shown that
those having more experiences had no clear idea
about modern teaching strategy. On the contrary,
young teachers having B.Ed with experience ran-
ging from 1 to 2 years seem to be more updated
theoretically. Therefore, it is important that the
students should be educated properly about their
extended roles while working in teaching profes-
sion during their undergraduate studies. It should
also be addressed by the government to provide
proper trainings to primary school teachers. This
will create awareness among teachers to practice
more updated strategy in their teaching.

The findings of the study supported several
studies stating that teachers have to understand
the students’ characteristics for creating an ef-
fective environment for learning (Brown, 2001;
Cameron, 2001). According to Moon (2009),
“Interaction is the basic source of language in-
put”. Teachers need to provide children a com-
municative atmosphere where they could express
themselves for creative language skill (Halliwell,
1992). Games create an atmosphere of effective
communication where children can communica-
te before, during, and after the game (Wright, et
al., 2005). Moreover, games create a fun and re-
laxed atmosphere where children could learn fast
and retain words better (Nga, 2003 & Uberman,
1998). However, understanding games will assist
teachers in finding and creating casual games
that help their students to learn while they play
(Rixon,1981). Games also encourage learners to
keep interested in learning from which teacher
can use students focus to concentrate in a single
topic within shortest possible time (I-Jung, 2005).
Basically, effective classroom management inclu-
des strategies that create a safe, fair and rule-based
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learning environment for students to flourish in
(Emmor & Evertson, 1981). Thus, play-based ac-
tivity flourished in other contexts as a mean of
time and classroom management. Bangladesh
suffers from excessive students in one classroom
where classroom management remain a vital is-
sue. Research suggested that Bangladesh needs
low cost material and skilled classroom manage-
ment to develop new ways for language learning
(Begum, 2011). In this study, researcher used a
low-cost tool as a game and findings suggested an
effective time and classroom management. Thus,
the findings of this study can contribute to the
classroom management skill of primary school
teachers of Bangladesh.

Using games in teaching not only enhan-
ces children’s motivation, but also provide a rein-
forcement to use the language (Lewis & Bedson,
1999). While playing in a small group, students
may develop their skills of disagreeing in a polite
way, ask for help, and work with others (Jacobs
& Liu, 1996). They encourage cooperation, team
spirit, competition, and turn taking (Ersoz, 2000
& Orlick, 2006). “The more decisions the lear-
ners make about a word, and the more cognitive-
ly demanding these decisions, the better the word
is remembered” (Thornbury, 2002). According-
ly, it seems that using games enhances students’
ability to recall the words which store the words
into students’ working memory and hopefully the
long-term memory. The findings are in a line with
studies suggested students can learn vocabulary
more quickly and easily by doing activities during
game playing. Furthermore, children learn best
by doing and by acting in the world (Angelova &
Lekova, 1995; Atake, 2003; Deng, 2006; Pound,
2014). In Bangladesh, students-centered learning
is yet to adopt (Biswas & Roy, 2010). Therefore,
findings of this study can contribute to adopt the
student-centered learning for effective learning by
doing approach of students.

Teachers’ positive attitude towards games
for teaching vocabulary showed that students
and teachers both really enjoyed the game. This
indicates that the students really want to have
the scope to play games in classroom, and te-
achers also can provide an active and supporti-
ve environment in the classroom. Furthermore,
some teachers faced trouble in implementing the
game regarding classroom management. There-
fore, teaching strategy through game need proper
instructions with time bindings. Firstly, teacher
must understand the game and how to conduct
it properly. Then, teachers will encourage every
student to take part in game and supervise them
accordingly. For effective teaching-learning, the-
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re should be a balance between game, number
of vocabularies, time, effort, and instructions in
native language. Thus, teachers will capable of
balancing all the challenges while using games in
teaching vocabulary. The respondents expressed
their views about the readiness and acceptance
of change in teaching strategy. The transformati-
on can be challenging in developing country like
Bangladesh. This study reports several barriers
like teacher-student ratio, poor salary structures
and classroom spaces. The government needs to
play a proactive role to rise teachers’ salary high,
providing proper training and imposing strict
laws about classroom environment. Those who
completed a Bachelor and Master of Education
should be prioritized in engaging with teaching
profession with high salary scale. In addition, the
government should impose compulsory training
from teachers training institute to every primary
school for better outcome in teaching strategy.

Curriculum of primary and preschool
should also create learning opportunities directly
into play, so that the learning can match the de-
velopment process. If primary school teachers
of Bangladesh employ play-based teaching met-
hod, academic performance of primary school
students will also increase. Students will also feel
attracted to come to the school which may also
decrease the dropout rate at primary level. There-
fore, teachers should definitely incorporate joyful
teaching methods into their teaching.

CONCLUSION

This study shows a lack of awareness
among primary school teachers about implemen-
ting play-based activity for vocabulary teaching.
However, teachers’ attitude was positive towards
accepting change in teaching strategy provided
the government plays its role to remove the bar-
riers for the implementation and ultimate benefit
of primary education. The study also reveals that
games can contribute to vocabulary learning in
an effective and pleasant atmosphere with proper
time and classroom management. The game used
in this research can be played not only in the clas-
sroom but also anywhere students want to play
with their peers which involves active language
learning. The major contribution of the study is
its demonstration of a large effectiveness of te-
aching-learning vocabulary in Bangladeshi con-
text. This research demonstrated that employing
games for teaching vocabulary could be improved
significantly with benefits to the children and te-
achers. In Bangladesh, the importance of quality
primary education has been acknowledged by the
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government. As a result, newer concept of teach-
ing-learning strategy has been channeled. Howe-
ver, learning vocabulary through games can be
one powerful and intriguing way to connect in
any classrooms. Thus, games may lead students
towards the goal of improving communicative
competence by their teachers and surroundings.
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