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ABSTRACT 

 

Vocabulary learning is an essential part of English language teaching, especially for 

elementary school students who are still developing their basic language skills. 

However, many students still experience difficulties in remembering and using new 

vocabulary meaningfully in classroom activities. Although many previous studies 

have reported the positive effects of Game-Based Learning (GBL), limited research 

has explored how it is implemented through a Deep Learning Approach in 

vocabulary learning for young learners. Therefore, this study aimed to describe the 

implementation of Game-Based Learning in teaching daily activities vocabulary 

through a Deep Learning Approach for fourth-grade elementary school students. 

This study employed a qualitative case study design. The participants consisted of 

one English teacher and fourth-grade students at an elementary school in Cianjur, 

West Java. Data were collected through classroom observations, semi-structured 

interviews, and document analysis and were analysed using the interactive model 

of Miles, Huberman, and Saldaña. The findings showed that Game-Based Learning 

encouraged students to participate more actively, communicate more confidently, 

collaborate with their classmates, and understand vocabulary by connecting it to 

their daily experiences. Although several challenges, such as differences in students' 

learning abilities and limited classroom time, were identified, the teacher 

successfully adapted the learning activities to achieve the learning objectives. 

Overall, the study concludes that integrating Game-Based Learning with a Deep 

Learning Approach provides a meaningful and effective strategy for teaching daily 

activities vocabulary to elementary school students. 

Keywords: Game-Based Learning, Deep Learning Approach, Vocabulary 

Learning, Daily Activities, Elementary School Students. 
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INTRODUCTION 

Vocabulary plays an important role in learning English, especially for 

elementary school students who are still building their basic language skills. Before 

students can develop their listening, speaking, reading, and writing abilities, they 

need to understand the meaning of words and know how to use them in different 

situations. Students with limited vocabulary often find it difficult to express simple 

ideas, answer questions, or understand classroom instructions. Because of this, 

vocabulary learning becomes one of the main foundations in English language 

teaching at the elementary level. A good understanding of vocabulary not only helps 

students communicate more confidently but also supports their overall language 

development. 

For young learners, vocabulary learning should not only focus on 

remembering the meaning of words. Children learn more effectively when they are 

involved in activities that allow them to see, hear, say, and use new vocabulary in 

meaningful situations. If vocabulary is introduced only through memorization, 

students may remember the words for a short time, but they often forget them 

quickly because they do not have enough opportunities to use the vocabulary in real 

communication (Wijaya and Helmie 2019). Therefore, teachers need to create 

learning experiences that encourage students to actively participate during the 

lesson and use English naturally in the classroom. 

One of the vocabulary topics commonly taught in elementary school is daily 

activities. This topic was chosen in this study because it is closely related to 

students' everyday lives. Expressions such as wake up, take a bath, have breakfast, 

go to school, and do homework are activities that children do almost every day. 

Since the situations are already familiar, students usually find it easier to understand 

the meaning of new vocabulary and remember it for a longer time. Learning 

becomes more meaningful because students are not only learning new words but 

also connecting those words with their own daily experiences. 

However, teaching vocabulary to elementary school students is not always 

easy. During the preliminary observation, the researcher found that many students 

still depended on memorizing vocabulary from the teacher's explanation. Some 

students were able to repeat the words correctly, but they became unsure when they 

were asked to use the same vocabulary in simple questions or short conversations. 

The classroom activities were mostly teacher-centered, with students listening to 

explanations and repeating vocabulary together. As a result, only a few students 

actively participated during the lesson, while the others preferred to wait for 

answers from the teacher or their classmates. This situation showed that students 

needed learning activities that could encourage them to practice vocabulary more 

actively and meaningfully. 
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To address this situation, teachers need learning strategies that engage 

students more in the classroom. One approach widely used in English language 

teaching is Game-Based Learning (GBL). Through educational games, students are 

encouraged to participate actively while learning. They answer questions, solve 

simple problems, discuss ideas with their classmates, and receive direct feedback 

from the teacher. Instead of learning vocabulary by memorizing a list of words, 

students practice using it by completing various learning activities. This kind of 

learning atmosphere helps students become more confident because they are 

learning in a way that feels enjoyable and less stressful. 

Although games can make learning more interesting, they should not be 

used only to entertain students. Learning activities still need to help students 

understand the lesson and apply what they have learned. For this reason, the 

implementation of Game-Based Learning in this study was combined with a Deep 

Learning Approach. In this research, the Deep Learning Approach encourages 

students to understand vocabulary through meaningful learning experiences instead 

of simply memorizing words. Students are expected to relate the vocabulary to their 

own daily routines, discuss it with their classmates, and use it during classroom 

activities (Helmie 2015). Through this process, students are given more 

opportunities to understand the meaning of the vocabulary and remember it for a 

longer period. 

Several previous studies have reported positive results from the use of 

Game-Based Learning in English classrooms. Many researchers found that 

educational games could increase students' motivation, classroom participation, and 

vocabulary achievement. However, most of those studies mainly discussed the 

improvement of learning outcomes after the games were implemented. There is still 

limited discussion about how the learning process takes place in the classroom, 

especially when Game-Based Learning is combined with a Deep Learning 

Approach for young learners. In other words, there is still a need for studies that 

describe not only the results of learning but also how students experience the 

learning process itself. This study attempts to provide that description by focusing 

on the implementation of the learning activities in the classroom. 

Based on this background, this study aims to describe the implementation 

of Game-Based Learning in teaching daily activities vocabulary through a Deep 

Learning Approach for fourth-grade elementary school students. The study focuses 

on how the learning activities were carried out, how students responded during the 

learning process, and how the teacher facilitated vocabulary learning through game-

based activities. It is expected that the findings of this study can provide practical 

insights for English teachers, especially those who teach young learners, in 

designing vocabulary learning that is more active, meaningful, and closely 

connected to students' daily experiences. 

 

METHOD 
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This study used a qualitative case study to explore the implementation of 

Game-Based Learning in teaching daily activities vocabulary through a Deep 

Learning Approach. A qualitative approach was chosen because the study focused 

on understanding the learning process, students' responses, and the teacher's 

experiences during classroom activities rather than measuring learning outcomes. 

Through this approach, the researcher was able to observe how the learning 

activities were carried out and how students interacted throughout the lesson. 

The study was conducted at an elementary school in Cianjur, West Java, 

Indonesia. The participants consisted of one English teacher and fourth-grade 

students who took part in the English lessons during the research. They were 

selected because the class was implementing Game-Based Learning in learning 

daily activities vocabulary. The teacher also played an important role in providing 

information about the planning, implementation, and challenges of the learning 

activities. 

Data were collected using three techniques: classroom observation, semi-

structured interviews, and document analysis. Classroom observations were carried 

out during the teaching and learning process to see how Game-Based Learning was 

implemented and how students participated in the activities. The researcher 

observed classroom interactions, students' responses, and the overall learning 

atmosphere. Semi-structured interviews were conducted with the English teacher 

and several students to gain a deeper understanding of their experiences during the 

learning process. In addition, lesson plans, teaching materials, and classroom 

documentation were analysed to support the findings from the observations and 

interviews. 

The collected data were analysed using the interactive model proposed by 

Miles, Huberman, and Saldaña (2014). The analysis involved three main steps: data 

condensation, data display, and conclusion drawing. During data condensation, the 

researcher selected and organized the information that was relevant to the research 

objectives. The organized data were then presented in the form of descriptions to 

make the findings easier to understand. Finally, conclusions were drawn by 

identifying patterns and comparing the information obtained from different data 

sources. To improve the trustworthiness of the findings, the researcher used data 

triangulation by comparing information from observations, interviews, and 

document analysis. 

 

 

RESULTS AND DISCUSSION 

The findings of this study show that Game-Based Learning (GBL) was 

successfully implemented in teaching daily activities vocabulary through a Deep 

Learning Approach. The learning process was carried out in three classroom 
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meetings, with each meeting designed to help students understand and use 

vocabulary related to their daily routines. Rather than asking students to memorize 

vocabulary from the beginning of the lesson, the teacher first invited them to talk 

about their everyday activities. This simple discussion encouraged students to 

connect the lesson with their own experiences before learning new English words. 

As a result, students were more prepared and interested in joining the learning 

activities. 

During the first meeting, the teacher introduced vocabulary related to daily 

activities by using pictures, simple questions, and classroom discussions. Students 

were asked to identify familiar activities such as waking up, brush my teeth, having 

breakfast, going to school, and doing homework. Since these activities were already 

part of the students' daily lives, most of them were able to understand the meaning 

of the vocabulary more easily. However, several students were still hesitant to 

answer questions because they were not confident in using English. The teacher 

responded by giving simple examples and encouraging students to answer without 

worrying about making mistakes. This support helped students become more 

comfortable during the learning process. 

The second meeting showed noticeable changes in students' participation. 

After becoming familiar with the classroom activities, students looked more 

confident and actively joined the games. They discussed answers with their 

classmates, shared ideas, and completed the learning tasks together. Instead of 

depending only on the teacher's explanation, students tried to solve simple problems 

by themselves before asking for help. The teacher also provided opportunities for 

students to explain their answers, allowing them to practice using English 

vocabulary in meaningful situations. Compared to the first meeting, classroom 

interaction became more active because students were willing to communicate and 

support one another during the activities. 

In the third meeting, students were encouraged to use the vocabulary in short 

sentences and simple conversations. They no longer focused only on recognizing 

words but also practiced using them to describe their daily routines. Several 

students were able to answer questions more confidently and use the target 

vocabulary naturally during classroom discussions. The observations indicated that 

students had started to understand the vocabulary rather than simply memorizing it. 

They could relate the new words to their own experiences and apply them in 

appropriate situations. This shows that learning activities connected to students' real 

lives helped them build a better understanding of English vocabulary. 

The interview results supported the findings from the classroom 

observations. The English teacher explained that students were more enthusiastic 

when learning through games because the activities were more interactive than 

traditional vocabulary lessons. According to the teacher, students who were usually 

quiet became more willing to participate, ask questions, and answer the teacher's 

instructions. The teacher also observed that students gradually became more 
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independent during the learning process because they were encouraged to think, 

discuss, and solve problems with their classmates before receiving direct 

explanations. 

The students also shared positive responses during the interviews. Most of 

them said that they enjoyed learning English through games because the lessons felt 

more interesting and less stressful. They liked matching pictures with vocabulary, 

answering simple quizzes, and working together with their friends. Several students 

explained that they could remember the vocabulary more easily because the words 

were related to activities they did every day. Instead of trying to memorize a list of 

unfamiliar words, they understood the vocabulary by connecting it with their own 

daily experiences. This made the learning process feel more meaningful and 

enjoyable. 

Besides the positive findings, several challenges were identified during the 

implementation. One of the main challenges was the different learning abilities 

among students. Some students understood the vocabulary quickly, while others 

needed more time and additional guidance. The teacher addressed this by providing 

extra support to students who needed help and encouraging peer learning during the 

game activities. Another challenge was classroom time management. Because 

students were actively involved in discussions and games, some activities took 

longer than expected. However, the teacher managed this situation by adjusting the 

pace of the lesson and focusing on the main learning objectives without reducing 

students' opportunities to participate. 

Overall, the findings indicate that Game-Based Learning created a more 

active learning environment where students were encouraged to participate instead 

of only listening to the teacher. The games gave students opportunities to practice 

vocabulary through interaction, discussion, and simple problem-solving activities. 

These experiences helped students understand the meaning of the vocabulary and 

apply it in situations that were familiar to them. The learning process also reflected 

the main idea of the Deep Learning Approach, which encourages students to build 

understanding by connecting new knowledge with their own experiences rather 

than relying only on memorization. 

The findings of this study are consistent with previous studies that reported 

the positive impact of Game-Based Learning on students' motivation and classroom 

participation. However, this study provides a different perspective because it 

focuses not only on students' learning outcomes but also on the learning process 

itself. The results show that meaningful vocabulary learning can be achieved when 

students are actively involved in classroom activities, work collaboratively with 

their classmates, and relate English vocabulary to their daily lives. Therefore, 

combining Game-Based Learning with a Deep Learning Approach can be 

considered a practical strategy for creating English lessons that are more engaging, 

meaningful, and suitable for elementary school students. 

CONCLUSION 
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This study aimed to describe the implementation of Game-Based Learning 

in teaching daily activities vocabulary through a Deep Learning Approach for 

fourth-grade elementary school students. Based on the findings, the learning 

activities encouraged students to become more involved during the English lessons. 

Instead of only listening to the teacher and memorizing vocabulary, students 

actively participated in games, classroom discussions, and simple communication 

activities that were connected to their daily routines. These activities helped 

students understand and use new vocabulary in a more meaningful way. 

The findings also showed that Game-Based Learning created a positive 

learning atmosphere where students felt more confident to participate and interact 

with their classmates. As the learning process continued, students became more 

willing to answer questions, share ideas, and practice English vocabulary during 

classroom activities. Connecting the learning materials with students' real-life 

experiences also helped them remember vocabulary more easily and understand its 

use in everyday situations. 

Although the implementation faced several challenges, such as differences 

in students' learning abilities and limited classroom time, these challenges did not 

prevent the learning activities from running effectively. The teacher managed the 

classroom by providing additional guidance, encouraging collaboration among 

students, and adjusting the activities based on the students' needs. These efforts 

helped maintain students' participation throughout the learning process. 

Overall, this study suggests that Game-Based Learning, when combined 

with a Deep Learning Approach, can support vocabulary learning for elementary 

school students in a more engaging and meaningful way. The findings are expected 

to provide useful insights for English teachers who want to create learning activities 

that encourage students to participate actively while connecting English vocabulary 

with their daily experiences. Future researchers may explore the implementation of 

this approach in different grade levels, language skills, or learning contexts to gain 

a broader understanding of its use in English language teaching. 
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