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Abstract 

This study aims to explore the impact of Wordwall interactive games on vocabulary 

acquisition among Saudi EFL learners. The study participants comprised 100 students from 

an elementary school in Saudi Arabia. They were equally divided into two groups: the 

experimental group and the control groups. To achieve this, a quasi-experimental design with 

the two groups was employed, aligning with the study's nature and objectives. For data 

collection, the researchers developed an achievement test to evaluate the participants’ 

vocabulary acquisition. The experimental group was taught using Wordwall interactive games, 

whereas the control group was taught using the traditional approach. The results of the study 

revealed that employing Wordwall games in teaching and learning English vocabulary yields 

more gains than using the conventional approach, as the analysis showed statistically 

significant differences in performance between the two groups: the experimental group 

performed better in the test than the control group. Based on the findings, the researchers 

recommended that Wordwall games be used in teaching English vocabulary at all levels. 

Keywords: Traditional teaching methods, Vocabulary acquisition, Wordwall interactive 

games, Saudi EFL learners 
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1. Introduction 

Besides being an international lingua franca, English holds a prominent position as the 

language of education. A significant portion of publications across various disciplines are 

either originally written in English or translated into it. Furthermore, numerous institutes and 

universities around the world use English as the primary language of instruction. 

To achieve proficiency in English, learners must focus on building a strong vocabulary, as it 

forms the foundation for mastering other language skills like speaking, reading, writing, and 

listening. Vocabulary plays a crucial role in language learning, as it enables learners to 

communicate effectively in all areas of language use. Without a broad vocabulary and 

strategies for learning new words, learners may struggle to express themselves and 

understand the language. Additionally, enhancing vocabulary is essential for successful 

English learning. Teachers play a key role in improving students' vocabulary and should 

incorporate innovative techniques and resources, with new media offering promising tools for 

creative language learning (Alqahtani, 2015). 

One of the difficulties that learners of English as a Foreign Language (EFL) face is retaining 

vocabulary, which leads to frustration and a lack of confidence, while fear of low grades 

further discourages their efforts, making it harder for them to complete assignments 

(Purwitasari, 2022). Many students retain new vocabulary only temporarily, struggling to 

recall it later due to conventional teaching methods that lack interactivity. Teachers often rely 

on traditional approaches, such as having students read vocabulary, translate it into learners’ 

first language, and explain the meanings, which leads to disinterest and a lack of enjoyment 

in the classroom (Ainy, 2015). 

Numerous studies dealing with the Wordwall interactive games' usefulness in EFL classes 

have shown their effectiveness in enhancing vocabulary acquisition. In this regard, various 

studies (e.g., Al-Saleem & Abu Seileek, 2024; Al-Lahham & Abu Suilik, 2023; Purwitasari, 

2022) have shown that using Wordwall interactive games is more effective than the 

traditional approach at improving vocabulary acquisition. These studies support Wordwall’s 

ability to produce engaging, dynamic, and powerful learning environments. 

Interactive games are successful at helping students learn new words, especially beginners. 

Chen (2007) emphasises that games attract students’ attention, inspire them, and improve 

their English language proficiency. According to Bakhsh (2016), games not only inspire 

students but also keep them alert, engaged, and physically active. Furthermore, according to 

Wasti (2004), Wordwall is a useful tool for teaching students new vocabulary, raising their 

phonics and letter awareness, helping them recognise and write letter forms, improving their 

spelling and reading skills, and helping them make correspondence between letters and 

sounds. 

Wordwall interactive games serve as an effective and engaging tool for learning English. This 

educational and entertaining platform, originally a computer program, was redesigned as a 

website in 2016 to enhance accessibility. The platform offers 18 free elements that teachers 

can utilise to create customised games using ready-made templates or adapt games shared by 
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other educators. Examples of these interactive activities include Matching Pairs, Match Up, 

Word Search, Labeled Diagram, Missing Word, Random Cards, Unjumble, Game Show Quiz, 

Open the Box, Flip Tiles, True or False, Anagram, Image Quiz, Maze Chase, Quiz, Random 

Wheel, Find the Match, and Group Sort. Both teachers and students can easily switch 

between these activities, making Wordwall a flexible and user-friendly resource for language 

learning. 

Another advantage is that Wordwall interactive games can easily be used by anyone in the 

educational process, whether it is a teacher or a student (Ismiyati & Saputri, 2020). By using 

Wordwall interactive games, the teacher can create an enjoyable environment for the student 

in which he/she can freely express himself/herself without worry. Allen (2007) mentions that 

Wordwall interactive games support learning activities such as speaking, reading and writing 

for students. This type of media can be a source of learning for students, increasing their 

creativity and enthusiasm in working on problem solving by using this language-based 

application. Similarly, Lon and Wilfong (2021) believe that the Wordwall interactive game 

serves as an instructional medium that can enhance students' vocabulary acquisition. The 

Wordwall method involves interactive instruction through the presentation of words and 

images in the classroom. 

Teachers can support students in building extensive vocabulary skills by adopting 

contemporary teaching methods that integrate engaging, web-based tools. Wordwall 

interactive games, as highlighted by Çila (2021), are educational tools that allow teachers to 

design personalised vocabulary practice activities using templates or access games created by 

other educators. Employing Wordwall interactive games in learning makes the process 

dynamic and more entertaining, which, in turn, improves the learners’ willingness to learn 

vocabulary. Wordwall games provide learners with diverse advantages, such as simplifying 

the acquisition of new vocabulary items, affirming links between memorisation of vocabulary 

and language skills, including reading and writing and enhancing students’ communication 

skills. In addition, having an enormous database of drills, teachers may find Wordwall games 

useful in designing their lessons (Solikah, 2017). 

According to Thornbury (2002), learning vocabulary is indispensable since vocabulary item 

knowledge constitutes the basics of any language. Interactive gaming has proven to be an 

effective method, providing a relaxed and engaging environment for practising vocabulary 

while boosting students' confidence and enjoyment. Addressing the low motivation among 

students to learn English requires innovative and supportive techniques. Wordwall games 

offer a promising solution, helping students memorise and reinforce vocabulary through fun, 

competitive, and interactive activities. This research focuses on the impact of Wordwall 

interactive games on Saudi EFL learners’ vocabulary acquisition in elementary schools, 

comparing this approach to traditional English teaching methods. Specifically, it examines 

how Wordwall games influence vocabulary learning among Saudi elementary school EFL 

learners. The findings aim to benefit English teachers, curriculum developers, students, 

supervisors and researchers. Based on this premise, the following research question arises: 

What effect do Wordwall interactive games have on vocabulary acquisition among 
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elementary school students? 

2. Literature Review 

2.1 Vocabulary 

Vocabulary is a cornerstone of learning English as a foreign language, as emphasised by 

linguist David Wilkins, who stated: "Without grammar, very little can be conveyed; without 

vocabulary, nothing can be conveyed" (as cited in Thornbury, 2002, p.13). This highlights 

that vocabulary is essential for communication, with meaning primarily transmitted through 

words rather than grammar. Consequently, vocabulary plays a central role in contemporary 

language research. Vocabulary refers to the words necessary for effective communication, 

encompassing both expressive vocabulary (used in speaking and writing) and receptive 

vocabulary (understood in listening and reading) (Neuman & Dwyer, 2009). 

Vocabulary acquisition is fundamental to language learning, as it underpins effective 

communication, comprehension and the development of listening, speaking, reading and 

writing skills. Schmitt (2000) asserts that "lexical knowledge is central to communicative 

competence and to the acquisition of a second language" (p. 55), while Nation (2001) 

emphasises the reciprocal relationship between vocabulary knowledge and language use. 

Previously overshadowed by grammar and phonology, vocabulary gained prominence in 

language teaching during the late 20th century, thanks to researchers like Barcroft (2004) and 

Read (2000). Bromley (2002) highlights the benefits of vocabulary learning, including its 

positive impact on comprehension, academic achievement, communication and critical 

thinking. Strong vocabulary knowledge is essential because it enables accurate expression 

and the comprehension of complicated concepts in both excelling in language education and 

communicating throughout one’s life (Pikulski & Templeton, 2004). Alqahtani (2015) further 

reaffirms the significance of vocabulary in attaining language proficiency and literacy by 

stating that it is necessary for applying language structures and functions. 

Teachers frequently struggle to provide successful vocabulary instruction because they are 

unsure of where to concentrate their efforts and lack confidence in ideal practices (Berne & 

Blachowicz, 2008). Though attaining satisfying results can be challenging, both teachers and 

students agree that vocabulary acquisition is crucial to effective language instruction (Walters, 

2004). Teachers must select appropriate techniques and be well-prepared with effective, 

up-to-date methods to engage students and make the learning process both meaningful and 

enjoyable (Alqahtani, 2015). 

Vocabulary is commonly divided into two types: active and passive. Harmer (1991) 

distinguishes between these categories, explaining that active vocabulary refers to the words 

that students have learned and are expected to use in communication. In contrast, passive 

vocabulary includes words that students can recognise when encountered but may not be able 

to pronounce. Similarly, Haycraft, as cited in Hatch and Brown (1995), describes vocabulary 

as either receptive or productive, aligning with the active-passive distinction. 

Schmitt and McCarthy (1997) outline effective vocabulary learning strategies, including 

guessing word meanings from context, using word parts and mnemonic techniques to 
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enhance memory and employing vocabulary cards to link foreign words with their native 

language counterparts. Similarly, Celce-Murcia (2001) highlights three strategies: deriving 

meanings from context, particularly when it is sufficiently rich in clues; using mnemonic 

devices like the keyword technique to associate target words with memorable keywords; and 

maintaining vocabulary notebooks as a tool for independent learning. These approaches help 

students actively engage with and retain new vocabulary. 

2.2 Electronic Educational Games and Wordwall Platform 

2.2.1 Electronic Educational Games 

Electronic educational games have various definitions, all emphasising their blend of 

entertainment and education. Al-Rubaie et al. (2004) describe them as software that combines 

fun with learning, creating an engaging atmosphere where students solve problems through 

play, thus fostering a sense of challenge. Al-Nabulsi (2018) characterises these games as 

either ready-made or custom-designed, designed to be entertaining and educational, with 

specific objectives to be achieved through structured rules. Al-Omari and Al-Shanqeeti (2019) 

define them as games played on electronic devices, featuring multimedia elements like video 

clips and sounds, and involving tasks and scoring systems, all while pursuing defined 

educational goals.  

By creating an interactive learning environment, electronic educational games are very good 

at drawing students in and helping them comprehend information, facts, and concepts. 

Through visual and aural impacts, they enhance learning and provide a more pleasurable 

alternative to conventional teaching techniques. They also assist students in becoming 

proficient in using computers and smartphones (Al-Mughazi, 2018). In addition to supporting 

social development through cooperative play and teaching students how to accept losses 

without becoming frustrated, these games improve cognitive capacities by cultivating skills in 

synthesis, analysis, and creativity (Himal, 2018). They also increase motivation, engagement, 

and focus, which help students retain knowledge longer. These kinds of games are very 

helpful for students who struggle with learning or who are shy or afraid in class (Al-Zuhari, 

2022). 

2.2.2 Wordwall Platform 

Digital game content is tightly incorporated into instructional strategies to increase students’ 

motivation and engagement, demonstrating the critical role that technology plays in education. 

Learning achievement is greatly enhanced by interactive digital games that are tailored to the 

students’ needs. This strategy is demonstrated by platforms such as Wordwall, which provides 

interactive games and challenges for game-based evaluations. Wordwall can be used by 

educators to provide assignments, assess student performance and support distance learning. 

It also works well as an online teaching platform for classroom instruction, enhancing student 

engagement and interaction (Mazelin et al., 2022).  

As a teaching tool, the Wordwall platform has many advantages, including interoperability 

with computers and smart devices, 18 customisable templates, and free access to basic 

capabilities (Skala, 2019). It promotes a competitive and interesting learning environment by 



International Journal of Linguistics 

ISSN 1948-5425 

2025, Vol. 17, No. 2 

www.macrothink.org/ijl 
69 

supporting multilingual use, including Arabic, and enabling students to access games through 

shared links without registration. As for teachers, they can utilise Wordwall for both in-person 

and remote learning, download scores, and print tasks in PDF format. Nevertheless, 

shortcomings include the inability to change text size, the cap of five free games per account, 

and difficulties in tracking cheating because of how simple it is to access at home 

(Hamzanwadi, 2022). Notwithstanding these limitations, Wordwall fosters an enjoyable 

learning environment that improves student engagement, motivation, and cognitive abilities, 

all of which contribute to better learning outcomes (Behnamnia et al., 2020). 

Wordwall interactive games have been shown to have a positive effect on the learning 

process in earlier research on vocabulary acquisition. In this regard, Al-Saleem and Abu 

Seileek (2024) looked into how Wordwall interactive games affected the speech abilities of 

EFL students in the tenth grade. Forty-two students from Al-Hamra Secondary School for 

Girls participated in the study; they were split into two groups: an experimental group, which 

used Wordwall games, and a control group, which received conventional education. Students’ 

speaking and listening abilities were assessed using pre- and post-tests. The study finds that 

the experimental group’s performance had significantly improved. According to the study, 

using Wordwall in language instruction can enhance the development of speaking skills. 

Similar results were reported in a study conducted by Al-Lahham and Abu Suilik (2023), who 

looked at how Wordwall interactive games affected seventh-grade Jordanian students’ 

vocabulary development. Forty students participated in the study; they were split into two 

groups: one that used Wordwall for the experimental portion of the study and the other that 

received conventional instruction. Vocabulary knowledge was assessed in both groups 

beforehand, and post-tests were administered following 24 lessons. The experimental group’s 

results showed notable gains, indicating that Wordwall had a beneficial effect on vocabulary 

acquisition.  

Purwitasari (2022) investigated the degree to which the Wordwall software was successful in 

helping seventh-grade students at MTsN 4 Magetan improve their vocabulary mastery. With 49 

students divided into an experimental group (26 students) and a control group (23 students), the 

study used a quasi-experimental approach. Data were gathered using pre- and post-tests. The 

results of the study revealed that the experimental group’s mean post-test score (84.13) was 

considerably higher than that of the control group (75.19). This demonstrated that Wordwall 

increased students’ interest and active involvement in learning English while also greatly 

improving students’ vocabulary acquisition.  

Alpatikah (2022) investigated how well first-grade students at MTs Negeri 10 Jakarta used the 

Wordwall.net platform to increase their vocabulary proficiency. Students in the first grade were 

split into experimental and control groups for this quasi-experimental study. Multiple-choice 

examinations were administered both before and after the experiment. The results of the 

analysis demonstrated that although the pre-test scores did not change significantly, the 

experimental group outperformed the control group, suggesting that Wordwall improved 

vocabulary knowledge.  

Hasram et al. (2021) conducted a study on the use of Wordwall in vocabulary instruction. The 
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participants were 150 students from two universities. Over the course of two weeks, the study 

used formative evaluations and contrasted Wordwall’s efficacy with that of conventional 

paper-based exams. The findings demonstrated that non-traditional teaching strategies, such as 

those supported by Wordwall, were more successful in improving students’ vocabulary 

acquisition.  

At SDN 1 Mambang School, Pradini and Adnyayanti (2022) investigated the use of Wordwall 

in teaching English vocabulary to young students. The study employed a one-shot case design 

and focused on vocabulary elements such as nouns, verbs, and adjectives. With a 73.33-point 

rise, the post-test results demonstrated a noteworthy improvement in the student’s vocabulary 

learning. This implies that Wordwall successfully increases students’ vocabulary acquisition.  

Triariani (2020) looked into how well Wordwall media helped students at SMPN 1 Siman 

Ponorogo improve their vocabulary competence. Two groups participated in the study; one 

group used Wordwall medium, while the other group received conventional education. The 

experimental group outperformed the control group in vocabulary mastery, according to the 

results, which revealed a statistically significant difference between the two groups. According 

to the study’s findings, Wordwall greatly enhanced students’ command of vocabulary.  

The usefulness of Wordwall in improving vocabulary acquisition and student engagement in 

informal learning environments was investigated by Asryad (2024). Wordwall’s interactive 

features greatly increased student engagement and vocabulary use and control, according to a 

qualitative case study that included semi-structured interviews with sixteen students. 

Nonetheless, certain difficulties were observed, including trouble answering longer questions 

and using new language. The study underlined how crucial it is to incorporate digital resources 

like Wordwall in order to create a more successful and inclusive learning environment.  

3. Method 

To accomplish its goals, the study used a quasi-experimental design with two groups 

(experimental and control). In order to minimise outside influences and ensure the validity of 

the results, the experimental design comprised pre- and post-tests for both the experimental and 

control groups. By employing this approach, the study produced trustworthy and perceptive 

results and provided a thorough grasp of Wordwall’s influence on vocabulary development.  

3.1 Research Population 

The research population refers to the group of individuals from which a study's statistical 

sample is drawn (Momoh, 2022). This study specifically targeted a convenient sample of 

fourth, fifth, and sixth-grade students from a primary school under the Ministry of Education 

during the academic year 2024. The participants were aged between 10 and 12 years. 

3.2 Participants 

The study involved 100 male students from an elementary school in Saudi Arabia during the 

first semester of the academic year 2024. Participants were pre-divided into two sections by 

the school administration. These sections were then randomly assigned into two equal groups: 

an experimental group taught using Wordwall interactive games and a control group taught 
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through traditional methods. 

3.3 The Implementation of the Wordwall Interactive Games 

The implementation of Wordwall interactive games for vocabulary acquisition lasted one 

academic month. A week prior to using the Wordwall platform, the teacher introduced the 

students to the interactive games, explaining their features and how they differ from 

traditional classroom methods. The teacher also addressed students' questions and concerns 

regarding the platform and discussed the tasks they would be expected to complete. To 

conduct the study, the following steps were followed: 

1. Obtaining a facilitation letter to support the research activities. 

2. Selecting a school for the study and coordinating with the administration to implement the 

experiment. 

3. Choosing students and dividing them into two groups: experimental and control. 

4. Designing the test, ensuring its reliability, and conducting a pilot study to verify its 

validity. 

5. Administering a pre-test to both groups to assess their initial levels. 

6. Teaching the experimental group using interactive Wordwall games, while the control 

group received instruction through traditional methods. 

7. Conducting a post-test for both groups after the teaching phase, collecting data, and 

analysing the results. 

3.4 Research Instruments 

3.4.1 Vocabulary Acquisition Test 

The test was developed based on content from the third unit of the fourth, fifth, and 

sixth-grade English curriculum (Top Goal 1), ensuring alignment with the study's focus on 

vocabulary acquisition. The test consisted of 20 questions, incorporating multiple-choice, 

true/false and word-meaning matching formats. Both groups were tested twice: before and 

after the intervention, to allow the researchers to identify the impact of using Wordwall 

games in teaching English vocabulary. 

3.4.2 The Validity of the Test 

Face Validity 

The test was evaluated by experts in language education and curriculum development. Their 

role was to ensure that the test items were appropriate for measuring the targeted vocabulary 

acquisition among primary school students. The experts examined the test, made suggestions 

for better wording of particular items, and made sure that it was in line with the students’ 

learning goals and skill levels. The necessary changes were made to improve the test’s validity 

in response to the experts’ feedback. 
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Validity of the Test Based on Difficulty, Discrimination, and Ease Indices 

The test was given to a sample of fourth, fifth-, and sixth-grade students who were not part of 

the main research group in order to guarantee its construct validity. The aim was to evaluate the 

test’s discrimination, ease and difficulty indices. While the ease index showed the percentage 

of students who answered a question correctly, the difficulty index calculated the percentage of 

students who gave an incorrect response. The discrimination index evaluated each question’s 

capacity to distinguish between students in the upper and lower groups who performed well 

and poorly. Standard formulas were used to determine these indices. The results are shown in 

Table 1, below. 

Table 1. The difficulty, discrimination, and ease indices 

Discrimination 

Index 

Difficulty 

Index 

Ease 

Index 

Total of 

responses 

Incorrect 

answer 

Correct 

answer 

Item 

number 

50% 35% 65% 40 14 26 Q1 

55% 27.5% 72.5% 40 11 29 Q2 

60% 40% 60% 40 16 24 Q3 

45% 42.5% 57.5% 40 17 23 Q4 

85% 47.5% 52.5% 40 19 21 Q5 

85% 42.5% 57.5% 40 17 23 Q6 

85% 42.5% 57.5% 40 17 23 Q7 

65% 37.5% 62.5% 40 15 25 Q8 

75% 42.5% 57.5% 40 17 23 Q9 

65% 47.5% 52.5% 40 19 21 Q10 

55% 47.5% 52.5% 40 19 21 Q11 

85% 42.5% 57.5% 40 17 23 Q12 

85% 42.5% 57.5% 40 17 23 Q13 

80% 50% 50% 40 20 20 Q14 

65% 52.5% 47.5% 40 21 19 Q15 

70% 45% 55% 40 18 22 Q16 

65% 32.5% 67.5% 40 13 27 Q17 

70% 40% 60% 40 16 24 Q18 

60% 40% 60 40 16 24 Q19 

85% 42.5% 57.5 40 17 23 Q20 

 

The analysis of Table 1 demonstrates that the test items are balanced, appropriate to the 

students' cognitive levels and valid for measuring the intended objectives. The exam items are 

relatively easy and appropriate for the target students’ skill level, according to the ease index 

scores, which ranged from 47% to 72%. The test was balanced and successfully assessed 

different levels of vocabulary acquisition, as seen by the difficulty index value, which varied 

from 27% to 52%. Furthermore, the test’s significant capacity to differentiate between students 

with higher and lower levels of vocabulary acquisition was indicated by the discrimination 
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index values, which varied from 55% to 85%. These findings confirm the test's credibility, 

accuracy, and effectiveness in assessing individual differences. 

3.5 The Reliability of the Test 

To ensure the test's reliability over time, the researchers employed this method by 

administering the test to a pilot sample of 13 students outside the main study group. A week 

later, the test was re-administered to the same sample. Table 2 displays the students' scores 

from both test administrations. 

Table 2. Students’ test scores 

Student Y x y2 x2 Xy 

1 12 12 144 144 144 

2 11 11 121 121 121 

3 18 18 324 324 324 

4 16 14 256 196 224 

5 9 11 81 121 99 

6 9 9 81 81 81 

7 10 10 100 100 100 

8 9 9 81 81 81 

9 17 12 289 144 204 

10 9 7 81 49 63 

11 18 18 324 324 324 

12 9 10 81 100 90 

13 16 18 256 324 288 

Sum 163 159 2219 2109 2143 

 

r=  

After calculating the values, Pearson's correlation coefficient was determined to be 0.88, 

indicating a strong positive correlation between the pre-test and post-test results. This high 

value demonstrates that the test exhibits a high degree of stability and consistency in 

measuring performance, with closely aligned outcomes across the two testing periods. 

3.6 Normal Distribution of the Data 

To verify that the data followed a normal distribution and to select the appropriate statistical 

analysis method, the researchers assessed the normality of the data using the 

Kolmogorov-Smirnov and Shapiro-Wilk tests. The following, Table 3, presents a description 

of the results. 
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Table 3. Description of the results 

Test Type Group Type 
Kolmogorov-Smirnov

a
  

Statistic df Sig. Statistic 

Pre - Test 

Scores 

Experimental 

Group 
0.103 50 .200

*
 0.971 

Control Group 0.109 50 0.196 0.973 

Post - Test 

Scores 

Experimental 

Group 
0.102 50 .200

*
 0.960 

 

Table 3 presents the results of the Kolmogorov-Smirnov test, which show that the statistical 

values for all data in both the experimental and control groups were greater than 0.05. This 

indicates that the data follow a normal distribution. Therefore, the independent samples t-test 

will be used to compare the experimental and control groups. 

4. Results and Discussion 

The results are presented in relation to the research question: What effect do Wordwall 

interactive games have on vocabulary acquisition among elementary school students?  

4.1 The Effect of Wordwall Interactive Games on Students' Vocabulary Acquisition 

An independent sample t-test was conducted to determine the significance of the differences 

between the post-test scores of the two groups. The results are presented in Table 4. 

Table 4. The independent sample t-test of the vocabulary acquisition post-test 

Group Type 

Statics 

Number Mean 
Standard 

Deviation 

T. 

Value 

Sig. (2 

-Tailed) 

The statical 

Significance 

Experimental 

Group 
50 14.40 3.262 

4.326 0.000 
Statically 

Significance 
Control 

Group 
50 10.94 4.047 

 

The results in Table 4 clearly demonstrate a significant difference between the experimental 

and control groups on the post-test. The t-value of 4.326, with a probability value of p = 

0.000, indicates that the difference is statistically significant and not due to chance, 

suggesting a real effect of Wordwall on the experimental group. The average score for the 

experimental group was 14.40 (with a standard deviation of 3.262), while the control group 

had an average score of 10.49 (with a standard deviation of 4.047). These findings make clear 
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that the use of interactive learning tools like Wordwall significantly enhances vocabulary 

acquisition compared to traditional teaching methods. 

4.2 The Effect Size (ƞ
2
) 

The effect size (ƞ2) was calculated to assess the extent of the impact of using Wordwall 

interactive games on vocabulary acquisition. Using the obtained t-value (t = 4.326) and the 

total sample size (n = 100), the effect size was determined as follows: 

 

According to Cohen's (1988) guidelines, 

- 0.01 = small effectiveness.  

- 0.06 = medium effectiveness. 

- 0.14 and more = large effectiveness. 

In this study, the effect size (ƞ2) was calculated to be 0.16, indicating that 16% of the 

variance in vocabulary acquisition can be attributed to the use of Wordwall interactive games. 

The considerable effect size underlines the substantial effect that Wordwall games have on 

the performance of the participants. Based on the findings, the researchers assert that 

Wordwall games, as a teaching instrument, are effective and able to increase learners’ 

motivation for English vocabulary acquisition, which ultimately enhances their memory 

retention and strong, long-lasting vocabulary knowledge. 

As evident in the above analysis, the findings of the study showed that the Wordwall interactive 

games group (the experimental group) demonstrated strikingly more gains in vocabulary 

acquisition than the group that received traditional education (the control group), which 

implies that employing interactive games such as Wordwall in teaching vocabulary can 

successfully improve students’ ability to learn a new language. Wordwall encouraged 

improved vocabulary retention and comprehension by immersing learners in an entertaining, 

game-based setting, which is important for language development in elementary education. 

The findings further demonstrate that the experimental group’s improved language learning 

was not a coincidence. The assumption that using Wordwall interactive games in the classroom 

has a significant impact on students’ vocabulary development is further supported by the 

statistical significance.  

In terms of results, the present study aligns with numerous previous studies that explored the 

impact of interactive games, particularly the Wordwall platform, on vocabulary acquisition. 

For example, Wordwall helped seventh-grade students acquire more vocabulary, according to 

Alpatikah (2022), who also discovered that the experimental group performed better on the 

post-test than the control group. In a similar vein, Hasram et al. (2021) showed that interactive 

techniques, such as Wordwall, were superior to conventional techniques in improving 
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vocabulary acquisition. Wordwall’s capacity to promote student vocabulary acquisition was 

demonstrated by Pradini and Adnyayanti (2022), who found that it considerably increased 

students’ gains in nouns, verbs and adjectives. These studies collectively confirm Wordwall’s 

beneficial effects on vocabulary acquisition, which, in turn, support the findings of the current 

study. 

5. Conclusion 

The main objective of this study is to examine the impact of Wordwall interactive games on 

vocabulary acquisition among Saudi EFL learners. The results of the study showed that 

primary school students’ vocabulary development was significantly impacted by Wordwall 

interactive games. A large effect size and statistically significant results showed that the 

experimental group, which utilised Wordwall, performed better than the control group in 

vocabulary learning. These results imply that interactive games can be crucial in boosting 

vocabulary acquisition in elementary school and confirm the increasing amount of research 

showing how well digital resources, like Wordwall, can improve language learning. Based on 

the findings of the present study, the researchers recommend that Wordwall interactive games 

be used in teaching and learning English vocabulary, including all levels. 

Despite the fruitful results of the study, limitations exist. First, the study focused on young EFL 

learners. Greater insight into the usefulness of interactive games could be gained if adult 

learners, such as university students, were included. Future research may compare the impact 

of such games on both young and adult EFL learners. Furthermore, researchers are encouraged 

to explore the attitudes of EFL learners towards employing Wordwall interactive games in 

vocabulary learning classes. Second, this study involved only male participants. Future studies 

may examine the impact of Wordwall games on both male and female participants, as well as 

their attitudes towards using them in their learning.  
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