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Abstract
Background and Aims: This study investigated the effectiveness of using PowerPoint puzzle-picture games
in improving vocabulary skills among fourth-grade students defined as EFL young learners in Thailand. It
aimed to; (1) examine the impact of using the games in improving vocabulary skills among Thai EFL young
learners who possess their English competence at the Al level under the Common European Framework of
Reference for Languages (CEFR) and (2) quantify the learners’ attitude towards the implementation of the
games.
Methodology: This experimental study investigated the efficacy of PowerPoint puzzle-picture games in
enhancing English vocabulary learning among Thai young learners, alongside gauging their attitude towards
this instructional approach. Utilizing a one-group experimental design, 40 fourth-grade students from Wat
Chaisurin School participated in the study, selected based on Al English competency criteria. The study,
validated by three EFL experts, spanned four weeks, comprising three 50-minute sessions per week, and
involved pre-test and post-test vocabulary assessments.
Results: After the experiment of using the games with the fourth-grade sample group, it was found that the
games could be utilized as the media to enhance the English vocabulary skills of the students significantly at
0.01 level (t = -9.29, a = 0.01) meaning that they improved the students’ vocabulary skills in terms of
vocabulary knowledge retention. It also showed a positive impact on motivation and engagement gained by the
students in terms of stimulation that encouraged them to participate in the English vocabulary learning activity.
To some extent, the games could practically enhance vocabulary skill instruction in other subjects.
Conclusion: The results confirmed that using games effectively improves English vocabulary skills among
fourth-grade students, fostering both knowledge retention and heightened motivation for learning. Moreover,
the positive outcomes suggest that incorporating such games into instruction may have broader applicability,
potentially enhancing vocabulary skill development across diverse subjects.
Keywords: Puzzle Picture; PowerPoint Game; English Vocabulary; Young Learners

Introduction

In the late twentieth century, the field of education mostly required games and activities as they are
considered one of the useful techniques that teachers can use in their classes (Hajji & Kim, 2019). Games
can encourage learning and motivation, and students get very engaged in games, some of them are
appropriate for young and adult learners studying English as their second language. Proper use of games in
English pedagogy could help students get rid of the pressure of learning a language and create a relaxed
atmosphere for learning (Yang & Dixon, 2015). Competent games are the best examples of cognitive
psychology provided in action: a meaningful and motivating activity with clear and consistent reactions set
with reliable goals (Rieber et al., 2008).

Learners often find a second language difficult and innovative ways are sought by educators as they
are willing to continue to improve language learning and increase the motivation of the second language
learners. Several technologies exist to assist in language learning, ranging from basic tools which could be
electronic applications on computers, software programs, and mobile learning, to the use of games on
mobile platforms to teach language skills (Shennat, 2019).

This paper presents a practical game that teachers of English can use or apply at all levels of
students as EFL learners whose English skills are at the level of Al based on the Common European
Framework of Reference for Languages (CEFR) as a part of classroom instruction. The fourth-grade
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students studying at Wat Chai Surin Municipality School in Phetchaburi province, Thailand, were selected
as the sample for this study.

Objectives
1. To examine the impact of using PowerPoint puzzle-picture games on Thai EFL young learners.
2. To quantify the learners’ motivation and engagement towards learning with practical use of the
PowerPoint puzzle-picture games.

Literature review

The PowerPoint game is a game constructed by using the Microsoft (MS) PowerPoint application,
and its templates can be assembled (Siko & Barbour, 2012) for a variety of English learning games. This
application has been used as an instructional tool in foreign language pedagogy and other different uses.
Modern language instruction depends more on the use of technology such as PowerPoint to express or
conduct ideas and messages with the help of images, animations, and. In addition, it can be an assistant tool
that can be designed and constructed into a game to assist teachers in running lesson activities in the
classroom. Moreover, through games roles of the learners and teachers are changed and the learners are
encouraged by the teachers to actively participate in their learning (Gozcu & Caganaga, 2016).

Games of vocabulary learning can be designed to reinforce a teacher’s instruction and aid student’s
understanding of significant content (Wells & Narkon, 2011). Playing a learning game requires students to
cooperate with other students as a team or group, sometimes just individually to compete against the other
teams or players. While playing, the learners need to use the English language and repeated patterns which
will help in developing and improving their skills (Bakhsh, 2016). The teacher plays a significant role in
helping the students to gain adequate vocabulary to comprehend. Moreover, students should have chances
to speak English with their knowledge of vocabulary and knowing how to use the words in certain sentence
patterns determined in the gameplay. The teacher should also have a close review of the language in which
the students could be rewarded for their ability to use words and expressions (Anil, 2011). For instance, a
puzzle picture game is designed to have the learners or students focus on learning the English vocabulary
as a part of an entire lesson. The game requires students to use speaking skills and critical thinking skills
while playing to win the game. Playing the game is therefore counted as learning with enjoyable actions
each team or individual is trying to use the target language while playing it.

Young learners, who are children from the first year of formal schooling (five or six years old) to
eleven or twelve years of age (Phillip, 1993), like to play games. Drew and Hasselgreen (2008) define
young language learners (YLL) as learners from five years, up to around 12-13 years, which seems to reflect
the lower and upper limits of primary school education. These young children always love to have fun with
playing games. In addition, from their study, Yolageldili & Arikan (2011) found that game-like activities
have been proven to work well with young learners. Games can encourage young learners to develop
motivation toward learning English and develop their communication skills, which is the main target of the
instruction.

Previous related studies

There are significant previous studies on using the PowerPoint game approach in language teaching
and learning. Lari (2014) conducted a study on strategies, including games, that impacted secondary school
students learning English vocabulary and the results showed that technology plays a big role in language
classes. Games could be used as a tool to facilitate teaching and learning practically. However, the
researcher had not pinpointed how games developed with PowerPoint applications could enhance
vocabulary learning interactively. Hashemi, Azizzinezhad, and Farokhi (2012) conducted a study and found
that using the PowerPoint application was a better innovative tool for teaching and learning in modern
classes, and school teachers could employ the application to enhance teaching sessions by providing a
roadmap, reinforcing what you say and allowing you to use graphics and other multimedia to clarify
understanding and to support different learning styles, but developing game design with the application for
teaching had not clarified. Barbour, Kinsella, and Rieber (2009) conducted a study using homemade
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PowerPoint games in classrooms and they found that using the games could effectively improve students’
learning, yet the students’ attitude towards learning with this type of software application games, such as
motivation, had not been quantified. This study could fill in those research gaps with useful findings.

Methodology

This is an experimental study that involves the collection and analysis of quantitative data to find
out the result of utilizing the PowerPoint puzzle-picture games for English vocabulary learning of Thai
young learners and quantify their attitude towards the instruction that used the English vocabulary learning
games in the classroom. The sample of this study was 40 fourth-grade students studying at a local primary
school, Wat Chaisurin School located in downtown Phetchaburi, purposively selected based on their
English competency under CEFR test results at Al (first level or beginner) criteria. With a verification
discussion, the researcher and the school teachers of English agreed that the selected students were a normal
representative of the population. The sample was assigned to be the one-group experimental to learn English
vocabulary with the picture-puzzle games designed by the researcher on the Microsoft PowerPoint
application instruction focusing on the practical vocabulary learning games in various topics associated
with real-life situations or activities. The vocabulary instruction and learning include correct pronunciation
and communicative practice used while learning in the classroom. The vocabulary content was aligned with
the curriculum indicators of English for fourth graders, which include vocabulary in topics of number, time,
color, occupation food, and animal. After the game was designed, it was validated by 3 experts in English
teaching as a foreign language (EFL) pedagogy. The experiment lasted 4 weeks and each week contained
3 separate period hours of 50 minutes per day. The data were collected by using two appareled vocabulary
pre-test and post-test.

Instruments for data collection

There were two types of instruments used in this study; 1) appareled vocabulary pre-test and post-
test, and 2) a questionnaire. The vocabulary tests were created by the researcher and then validated their
I0C by 3 EFL teaching experts. Before the experiment, the participants took the vocabulary pre-test and
then took the post-test after the experiment had ended. The vocabulary test content includes parts of speech
of words (e.g. noun, verb, adjective, adverb, etc.) and the communication of telling time. To determination
of the learners’ attitude towards the instruction and the PowerPoint picture-puzzle games, a Likert rating-
scale questionnaire was used to collect the data after the implementation of the game instruction in the
classroom. The questionnaire consisted of 10 items asking about the learner’s perceptions and attitudes
including motivation, engagement, and satisfaction.

Game Details
The purpose of the PowerPoint picture-puzzle games is to teach and review students’ knowledge and

ability in using English vocabulary for communication within designated situations targeting using words
chosen from specific topics that align with learning objectives covering common real-life situations
indicated in the fourth-grade curriculum. Moreover, it focuses the learners to practice English pronunciation
of words assigned in the gameplay within the learning lesson. In the lesson, the teacher explains the features
of the picture-puzzle games and how to play with the PowerPoint application containing attractive
animation features that ease the gameplay with mouse clicks. The game mostly consists of using the
assigned vocabulary in different functions (such as nouns, adjectives, and verbs) and communication
(telling time and numbers) under the rule set. The students (players) are required to say the words they want
to pick out correctly from the picture puzzles. They must speak and use their critical thinking skills to
analyze the clues to reveal which picture is hidden behind the puzzles. In addition, they need to ask, answer,
and request with the game controller (teacher) by using the English language correctly to move the game
to the winning point. The game mechanics engage the students to promote active learning by completion
among teams that take turns to play and win a single game. Playing the games, therefore makes the students
learn the target English unintentionally, or with unawareness. Table 1 below shows the word categories
included in the games.
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Table 1: The different categories of words are the examples used in the game.

Adjectives Nouns Verbs Numbers
wet cat take one
kind cake sing three
cute feed bet five
shirt cow get thirty one

shoes root find seventeen
gloves lake love twelve

Description of the PowerPoint Picture-puzzle Game
The target group is the Thai 4™ graders learning English on a regular class basis.
The equipment consists of a computer, a visualized projector, and a screen.

Roles:

1. Players: Students are divided into groups (4-5 groups) and assigned duty.

2. Referee: The teacher is the game conductor.

3. Timers: The teacher is also a timer to keep a time limit for each turn of play.

Game Rules

1. There are different categories of words that the teacher can put in; such as number, color, verb,
noun, adjective, and time telling for all different individual puzzles.

2. The game is played and completed in groups or individuals.

3. Each picture put behind the puzzles on a single slide is considered a round.

4. Around is played until the picture is identified (what it is) correctly.

5. Players in each group have to pick out only one single puzzle by calling (saying) the word on
the puzzle that is to be taken out to reveal a picture clue (a part of the hidden picture).

6. When the selected single puzzle is taken out on each turn, the group or player is allowed to
choose to identify (to guess what the hidden picture is) or to skip the turn (because the picture
is not clear and it is to risk to make a correct identification).

7. If the group or individual student (player) chooses to identify the answer (picture), they will
have 5 seconds for a time limit to identify by calling what the hidden picture is.

8. If the group or player chooses to pass (or skip the turn), the next group will take a turn to play.
The group or player who identifies what the hidden picture is correctly will get the point(s).

9. If the identification answer is incorrect, the group will get a penalty with a suspension (stay out

of playing) for the current round of play. And they will regain the right to play in the next
round.

10. A picture puzzle game includes 10 picture slides (10 rounds of gameplay).
11. The group that has the highest points is the winner.

How to play this game

Before playing the game:

First, the teacher divides the students into groups of 5 students, so there are 9 groups to play. Second,
the teacher explains the rules of how to gain points and win the game to get the rewards. Third, each group
has to draw a number to decide which group will play first. The group that draws number one will be the
first group to play, then second, third, fourth, and fifth in a rotation.

During the game:

To start, the first group is asked to pick a puzzle that they want to take out on a slide with the hidden
picture by saying the word or phrase on the chosen puzzle correctly. To elaborate on the understanding of
how to play, figure 1 shows how the player plays.
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frog rat pot hit ten

take  cut bet heat find

-

cute sing cow free

bring saw low cake tube

fake fine feed kind bean

Figure 1 shows how a piece of the picture puzzle is chosen and taken out.

In Figure 1, the player wants to see what the hidden picture is and they pick out the “fat” puzzle located
in the center of the slide, so he or she says “I want the word “fat” taken out.” Then the teacher clicks on the
puzzle to take it out. After the click, the “fat” puzzle disappears.

1. The group has 5 seconds to identify what the picture is. If the group cannot answer, the group will

have to decide to skip the turn by saying “We skip.” or “We pass.”

2. The group that has the next turn will be asked to pick out another piece of the puzzle and decide to
identify the picture or skip (pass) the turn when they don’t know the answer (what the hidden
picture is) because the clue(s) is not clear enough to guess it.

3. If the group decides to give an answer or identify the hidden picture but it is incorrect. They will get
a penalty by a suspension (stop playing) until the round is finished.

4. There are puzzle pictures in which the players must add the adjective to a noun word on the piece of
the puzzle to make the game more challenging (a variety of game puzzle designs depending on
certain topics of English they are learning or focusing on).

shoessocks shirt jacketpants shoes MSKinidll socks shirt jacket pants

hat  jacket ' shirt m shirt shirt hat  jacket ' shirt m‘-m shirt
— —
SOCKSS pants  shoes m skirt ~ pants S0cks® pants  shoes skirt ~pants

socks shirt | skirt hat | socks socks  shirt = skirt hat | socks
gloves: socks | shoes gg)g}g shoes ' gloves gloves| socks = shoes shoes |gloves

Figure 2 shows the pieces of the picture puzzle are input with different colors with nouns.

In Figure 2, the example shows that the player wants to take out the word “shirt,” but there is more than
one word, so the player must say the color and the shirt “black shirt.” Like, “I want to take out the black
shirt, please.”

5. The game will continue until one of the groups gets the correct picture (identify the hidden picture

correctly).

big heavy thin  ugly lonely

fresh angry tall fresh angry

shiny

shiny 'h short flat
M
hot — bad

grey

easy blue first  tiny

easy blue '

Figure 3 The example of puzzles taken out to give clues of the picture.
In Figure 3, the pieces of the puzzle have been taken out and it gives a clue enough for identification
that reveals some part of the picture. So, the picture hidden is the “fireman.”
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6. A bonus stage will be played to allow each group to earn more points before the game wraps up.

Blank

= Nothing

BONUS
POINTS

Figure 4 The bonus stage for the players to get extra points or a deduction

At the bonus stage, the points in this game are set as money for the reward. It could be changed to
several points if the teacher does not want to use money as the points of this game.

7. Rules at this stage is that if the players open a piece of the puzzle and find nothing, or “blank,” they
will get no points. If they open and find the pictures of money, they get points depending on what
the money they find as shown in Figure 5. If they open and get a bomb, the players will lose points.

LN

*x &5 * &8¢ )5
At ® ) § AT (}6« =
LV

LAY

P

<t P [aa 0 Vi
MR A ob\d bl | [
Figure 5 shows the puzzles of ‘blank’ or money gain with a certain amount of money.

After playing the game:

The students and the teacher held a debriefing of what happened while playing the picture puzzle
game. The teacher reviews the vocabulary and a dictation can be done to assess the students’ recall of how
much they have learned or gained the knowledge.

Data Analysis

The vocabulary test results were analyzed using the dependent t-test and the impact size was also
computed. The data from the questionnaire was analyzed with descriptive statistics for mean (X) and
standard deviation (S.D.).

Results
The results from the data analysis are shown in 3 parts:

@)
@)

= QN

E P>

Part 1: Analysis of IOC. The result of the congruency analysis from the 3 experts is shown in the
following table:
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Table 1. 10C evaluation analysis

10C evaluation by
No Issues to analyze the three experts  Total 10C
#1 #2 #3 value

English Learning Contents

1. English vocabulary knowledge 1 0 1 2 0.67
2. English pronunciation knowledge 1 1 1 3 1.00
3. Appropriateness of vocabulary use 1 1 1 3 1.00
4. English vocabulary accuracy 0 1 1 2 0.67
5. English vocabulary skill improvement 1 1 1 3 1.00
average 0.87
Content in the Game Design

6. The appropriate content in the game 1 0 1 2 0.67
7. The pictures used in the game 0 1 1 2 0.67
8.  Learning motivation from the game 1 1 1 3 1.00
9. Integration of game and lesson 1 1 1 3 1.00
10. Rules and score evaluation 1 1 0 2 0.67
average 0.80

Overall average 0.78

According to the 10C evaluation analysis, it can be concluded that the constructed PowerPoint
picture-puzzle games are appropriate for EFL vocabulary instruction and learning at 78% (1I0C = 0.78).

Part 2: The impact of using the game for learning vocabulary for Thai EFL learners
Table 2 Result of pre-and post-test analysis

n X S.D.
Pre-test 40 15.22 3.21
Post-test 21.15 2.37

From Table 2, the mean score achieved by the participants from the post-test is higher (x = 21.15,
SD = 2.37) than the mean score achieved by participants on the pre-test (X = 15.22, SD = 3.21). The result
of the data analysis indicates that there was an improvement in the student’s vocabulary knowledge gained
from learning with the PowerPoint picture-puzzle games.

Table 3 Results of t-test analysis comparing the test scores from the pre-and post-test
n X S.D. t-value df Sig.
Pre-test/Post-test 40 -5.93 1.68 -9.29 39 .000*
*significance level 0.01
Table 3, shows that there is a statistically significant difference between the mean scores on the
pre-and post-vocabulary test comparison, as indicated by the t value = -9.29, o = 0.01. Therefore, the
participants of this study have significantly improved their vocabulary knowledge after playing the
PowerPoint picture-puzzle games. This indicates that the use of the game is effective for vocabulary
learning. This analysis gives a definitive answer to the first research objective.
Part 3: The attitudes of the students towards the Picture Puzzle game

[497]
Citation Nakjan, M., Pankaew, P., Yenprem, W., & Kanokkamalade, V. (2024). Using PowerPoint Puzzle-picture Games
for Teaching Vocabulary to Thai EFL Young Learners. International Journal of Sociologies and Anthropologies
Science Reviews, 4 (3), 491-502; DOI: https://doi.org/10.60027/ijsasr.2024.4260



https://so07.tci-thaijo.org/index.php/IJSASR/index
https://doi.org/10.60027/ijsasr.2024.4260

International Journal of Sociologies and Anthropologies Science Reviews
Volume 4 Issue 3: May-June 2024: ISSN 2985-2730

Website: https://so07.tci-thaijo.org/index.php/IJSASR/index

Table 4 Learners’ attitudes towards using the Picture-puzzle games in the classroom.

Questionnaire items about the Picture-puzzle games X SD
1. They can motivate learners to learn the vocabulary enthusiastically. 4.48 .60
2. They provide opportunities for learners to practice vocabulary in the classroom. 440 .67
3. They stimulate learners’ needs and interests. 446 .68
4. They provide attractive fun tasks for learning the target language. 4.25 .70
5. They provide tasks that help learners develop not only speaking ability but also 4.30 .64
writing skills in vocabulary.
6. The games encourage learners to have more motivation when speaking the target 4.33 .65
language.
7. They provide a relaxed atmosphere to promote the use of the target language. 4.45 .55
8. They can attract the attention of the learners. 4.26 73
9. Picture-puzzle games can improve the learners’ vocabulary knowledge. 440 .67

Table 4 presents the descriptive statistics on the 3 categories of learners’ attitudes towards learning
the vocabulary through the PowerPoint picture-puzzle games ranging from highest to lowest. It shows that
the game can motivate the students to learn the vocabulary enthusiastically at the highest level (X = 4.48,
S.D. =.60). It stimulates the learners’ needs and interests (X = 4.46, S.D. = .68). Lastly, the game provides
a relaxed atmosphere to promote use of the target language (X =4.45, S.D.=.55). This indicates that the
games can motivate, engage, and satisfy the students in learning the targeted English vocabulary.

Discussion
The impact of a Picture Puzzle PowerPoint game on Thai EFL young learners

The research results found that the PowerPoint picture-puzzle games had an impact significantly
on Thai EFL fourth-grade elementary learners learning English vocabulary regularly. The learners have
strongly and significantly improved their performance on vocabulary knowledge after the instruction that
used the PowerPoint picture-puzzle games as a medium of learning in the classroom. As a result, the
learners were more inspired, interested, and engaged in doing the tasks, making them progress in their
vocabulary skills Wells and Narkon (2011) mention that games of vocabulary can be designed to reinforce
teacher-conducted instruction and help learners’ understanding of significant content. In addition, the
results conform to the findings of the study conducted by Lari (2014) which showed the impact of using
PowerPoint presentation applications on secondary school students, and the results show that the
PowerPoint application can be used as a tool to facilitate teaching and learning in the classroom. Moreover,
the researcher also made a content analysis of the constructed and designed game used in the classroom for
significant implications as follows;

1. Class Management: Many players in the classroom participated in playing and learning, indicating
that it a time-consuming in each single classroom lesson. Teachers should divide the students into groups
of 5 and there were 9 groups played and took turns until all the pictures were revealed and the answers
identified. It took quite a lot of time to finish the game if no one could give the correct answer to each
picture hidden behind the puzzles and there were 8 picture puzzles to play. The teacher should also make
sure that every student has a chance to participate, not just only the active learners. Patience is a must for
all students to take turns. It can be applied to a big class or even an English camp activity with about 100
campers, but it needs a team of teachers to assist in playing the game as well as monitoring and encouraging
all students to take part in learning by playing the game under a proper control and behavior monitoring.

2. Complexity: The teacher, as the game modulator, had explained the rules made it clear to the
players, and described thoroughly how they could gain points for the group. First, the students needed to
pronounce the word on the puzzle they chose correctly. This makes them learn English word pronunciation
unconsciously in a fun way. In some cases, the teacher assisted those students who did not pronounce the
word incorrectly by spelling out the words and saying it for them to repeat. Some of the words were difficult
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to pronounce, so the teacher had to help them with proper pronunciation. Second, the students had to guess
the answer or identify the hidden picture by using their team brainstorm for the word they wanted to guess.
This practice is said to be learning from peers. Then when the groups identified the name of the picture
correctly, they earned a point. However, some groups gave the wrong answer, they were punished by
stopping their turn to play or holding a suspension in that round. Third, the game could become more
challenging by adding more adjectives to the nouns in the puzzles or making the word more complicated,
such as a longer phrase, collocations, or even a short sentence. Also, the picture can be more difficult if it
is trickily hidden in a strange way to guess; such as placing it in the center of the slide. Finally, there were
several times that the groups skipped or passed their turns because they had no confidence in making the
correct identification of the hidden picture even though almost all of the parts of the hidden picture
appeared. And it would be considered a lucky turn if a group could take out the puzzle piece that revealed
a significant part of the picture, or a clear clue. Below is figure 6 shows several pieces of the puzzle were
taken out for many turns in pictures (1) and (2), and picture (3), but it still had no absolute answer until the
“window” was taken out, which showed the object more clearly for the group to answer with confidence.
The answer to this hidden picture is “knife.”

3. Classroom Environment: The environment of the class while playing the puzzle game was quiet
at the beginning of the play because the students who were the first group to play were not confident to give
the exact answer so they had to skip or pass their turn to guess the answer. In the middle of the game play
when the hidden picture was almost completely revealed, some groups had a meeting to discuss the answer
and kept it secret. When the picture was identified correctly by a group, all the members in that group were
cheerful and shouted with delight and excitement as they were being rewarded with a point. Finally, when
the whole game was finished, the winner group was praised with praise and applause from the whole class.
Class chaos is natural for a fun game playing, therefore the teacher must learn how to control the class to
move on with learning with ease and satisfaction.

4. Satisfaction: The students were satisfied with this game. Each student had a chance to practice
saying English words or phrases and learn and gain knowledge about the vocabulary. Some students could
improve their pronunciation skills with confidence. In doing so, they feel that they can use English words
from what they have learned in school but are scared to use them. Even though some of the students in each
group could understand the meaning of a few words in the puzzles, the feedback from students was positive.
They mentioned that the PowerPoint picture-puzzle games caught their attention and made them eager to
find the meaning of the words that appeared on the puzzles. This could imply that the students had the
motivation to focus on learning the vocabulary with this gameplay activity in the classroom, implying that
the teacher should allow the students to use other vocabulary learning tools while playing the games.

5. Debriefing: The students stated that they had learned a lot of vocabulary, and some were new to
them while playing these games. They learned with their peers and from listening to the teacher explaining
how to pronounce the words correctly. They were able to assist each other in their group while playing the
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game using critical thinking to identify the hidden picture. This game guided them to learn and to work
together. Besides, they had learned to communicate in English in real situations by playing games that they
never used in their real life in the Thai environment. It shows an amazing eagerness in trying to speak
English to help the team to win the game. The games then proved to be very beneficial and every teacher
of English and other fields can learn how to construct and use them for their classroom lessons. It is not
complicated pedagogically.
Part 2: The attitudes towards the Puzzle Picture PowerPoint game in the classroom

The findings of this study revealed that the young learners had positive attitudes towards the use of
the Picture Puzzle PowerPoint game for learning English in the classroom. These research findings are in
line with the study of Bakhsh (2016) where the learners used the language and repeated patterns of
communication while playing the game, which would help develop their skills in vocabulary. Accordingly,
this game could stimulate the students’ attitudes towards learning English, which many thought was
difficult and boring for them. Moreover, it could create the students’ need and interest in learning other
English skills by paying more attention because they had gained more vocabulary knowledge and more
confidence to grow in more difficult things, such as reading and writing. In addition, the students felt relaxed
in the learning as the atmosphere was like a normal game playing in everyday life. When the teacher used
this as a learning aid for teaching vocabulary in the classroom. They are motivated and stay focused when
there is competition with rewards, which is the condition stated in a psychological learning theory. Last but
not least, the game could be expanded to be more challenging when teachers put them into a sequence of
simple to more difficult tasks. It can be stated that game-like activities have been proven they work well
with young learners (Yolageldili & Arikan, 2011).

Conclusion

According to the purposes of the study, the findings show the impact of using the PowerPoint
puzzle-picture games on the Thai EFL fourth-grade sample with statistical significance, yielding that the
constructed games are proved to be effective and beneficial for English vocabulary instruction and learning
in Thai school classroom, which could be generalized to different learning content and subject matters. The
findings also imply that practical games designed on computerized applications propose learning more than
just fun from playing. According to Lorenzutii (2016), different English vocabulary learning activities are
important if the learners are to exercise all the perspectives of word knowledge The activity that requires
games and rules integrated with the lesson in the classroom is very useful in most of the subjects in schools.
Students or learners feel relaxed and enjoy the action while playing and practicing the English language.
Secondly, the practical use of PowerPoint puzzle-picture games in the classroom has been proven to be
attractive, motivating, and satisfying at a high level among the students. Therefore, PowerPoint applications
can be widely utilized for learning game designs for teachers who have some knowledge of using this
application. The application could create simple simulations depending on the designers, instructors, or
teachers, for better use in education (Barbour, et al, 2007).

[500]
Citation Nakjan, M., Pankaew, P., Yenprem, W., & Kanokkamalade, V. (2024). Using PowerPoint Puzzle-picture Games
for Teaching Vocabulary to Thai EFL Young Learners. International Journal of Sociologies and Anthropologies
Science Reviews, 4 (3), 491-502; DOI: https://doi.org/10.60027/ijsasr.2024.4260



https://so07.tci-thaijo.org/index.php/IJSASR/index
https://doi.org/10.60027/ijsasr.2024.4260

International Journal of Sociologies and Anthropologies Science Reviews 4 e
Volume 4 Issue 3: May-June 2024: ISSN 2985-2730

Website: https://so07.tci-thaijo.org/index.php/IJSASR/index

Recommendations

Based on the findings of this study, the researcher recommends that English teachers adapt and use
certain kinds of game activities to help motivate Thai young learners to learn interactively by using the
target language through game playing, and the PowerPoint application is made very easy to design learning
games, as well as installing students’ motivation and attitudes towards learning English and other subjects.
It is recommended that designing PowerPoint learning games should be simple and easy to play, but include
all students in the class to have a chance to actively participate in the gameplay. It should be played
competitively among teams with proper classroom control and wrap-up or lesson summary to assist the
learners in recognizing and recalling what the lesson provides and targets them to learn. Last but not least,
a trick of using games pedagogically is to prepare rewards for the winners and other participating ones to
reinforce their learning under the behavioral conditional principles.

Different educational stakeholders, such as policymakers, curriculum developers, school
administrators, and parents should encourage and support English teachers and all other subject-matter
teachers to be creative in designing and developing computerized educational games for all age levels.
For further study, the researcher has the following suggestions:

1. The game can be recorded to check the students’ vocabulary pronunciation in English while
students are playing this game for improvement solutions.

2. The purpose of this game is to encourage the students to use English, so teachers may make it
more serious by making the rules more rigid. There should be different types of English skills learned
through games designed on the PowerPoint application

3. There should be a study of using a variety of games in teaching and learning a whole course of
a regular semester in a certain level of students, young children, and teenagers.
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