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VARITSARA BOTMART : THE EFFECTS OF GAMIFIED FLIPPED
CLASSROOM APPLICATION ON LEARNING ENGLISH VOCABULARY
FOR THAI UNIVERSITY STUDENTS IN EFL CONTEXT. THESIS

ADVISOR : SUKSAN SUPPASETSEREE, Ph.D., 172 PP.

GAMIFIED FLIPPED CLASSROOM/ GAMIFICATION/ FLIPPED

CLASSROOM/ VOCABULARY LEARNING

Vocabulary is considered as an essential element for all English language skills.

In order to communicate and express the idea, students should have enough
vocabulary knowledge. However, some Thai EFL university students have been found
to have low vocabulary knowledge. Major cause included; unattractive instructional
method, limited exposure to the English language outside the classroom, and
inadequate vocabulary knowledge. In this study, Gamified Flipped Classroom
Application (GFCA) was used to allow students to learn with fun and also provide more
opportunities to learn outside the classroom. The purposes of this study were to develop
the GFCA; to investigate the effects of GFCA on learning English vocabulary, and to
explore students’ opinion towards the use of GFCA on learning English vocabulary.

The present study was conducted with 74 Thai EFL university students, who
enrolled in English for Specific Purposes Course in the academic year 2019, Suranaree
University of Technology (SUT). A combined qualitative and quantitative methodology
was implemented as sources for collecting data over the period of the experiment. After
taking a pretest, students in the main experiment learned vocabulary through GFCA for
both outside and inside the classroom. After the ends of the experiment, students were

asked to do the posttest. Later, the questionnaire and a semi-structured interview were



IV

administered.

The present study was (1) regarding the development of GFCA, Tt was designed
and developed systematically based on learning theories of gamification and flipped
classroom method, which aimed to support students in learning English vocabulary.
Additionally, the contents of GFCA were sent to the experts in the English Language
Teaching (ELT) field to evaluate for the appropriateness of the GFCA before employing
in the experiment.

(2) In response to the investigation of the effects of GFCA on English
vocabulary knowledge, students’ English vocabulary achievement before and after
learning with GFCA were compared. A paired sample t-test was used to determine their
difference. The results of the English vocabulary achievements of the students in the
posttest (X=18.65) were higher than those in the pretest (x=11.22) with statistically
significant differences (p=.000, p<.05).

(3) In regards to the questionnaire and semi-structured interview, the finding
indicated that students had a good opinion towards to use of GFCA at the average score
of x=4.02 (S.D = 0.90). Moreover, the results of students' opinions also revealed that
students liked learning English vocabulary through GFCA since it was fun and
convenient for their learning.

The results of the study suggest that GFCA is an instructional method that can

be used to enhance students’ English vocabulary knowledge.
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