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Abstract

This study investigates the effects of combining blooket games with active learning to improve Chinese
vocabulary memorization in first-year Chinese Language Teaching students at Rajabhat Mahasarakham
University. This approach aimed to make learning more engaging for Thai students. The intervention involved
26 participants and vocabulary improvement was measured from a pre-test to a post-test. The results showed a
significant improvement from a mean of 13.42 + 2.73 to 18.15 + 1.26, which was statistically significant at the
.05 level. This study suggests that integrating blooket games with active learning can effectively improve
Chinese vocabulary acquisition and recommends further investigation in different learning environments.
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1. Introduction

The economic and cultural ties between Thailand and the People’s Republic of China have grown stronger in
recent years, facilitated by the liberalization of trade and investment. This evolving relationship has led to an
increased presence of Chinese tourists and businesspeople in Thailand, necessitating effective communication in
Mandarin Chinese across various sectors (Feng et al., 2020; Hewison, 2018; Siriphon, 2019; Chantavanich,
2021). Consequently, the demand for Chinese language proficiency has surged, prompting educational
institutions at all levels in Thailand to enhance their Chinese language programs (Rao, 2019; Chen et al., 2018;
Teng et al., 2019; Guan & Frenkel, 2019).

Despite these efforts, challenges persist in teaching and learning Chinese effectively. Among the most significant
issues is the complexity of Chinese vocabulary acquisition, attributed to the intricate nature of Chinese
characters (Olmanson & Liu, 2017; Yang, 2022). This difficulty often leads to learner frustration, disinterest, and
decreased motivation, underscoring the need for innovative teaching methods (Yang, 2018).

Active learning strategies, which engage students directly in the learning process, along with the integration of
educational technology, have been identified as effective approaches to enhance language learning outcomes
(Bean & Melzer, 2021; Tharayil et al., 2018; Wrahatnolo, 2018; Huang, 2019; Shafie et al, 2019; Liesa-Orus et
al, 2020; Sulaiman & Ismail, 2020). Specifically, applications like Blooket offer a dynamic and competitive
environment that can significantly improve vocabulary retention by combining the principles of active learning
with the engaging aspects of gamified technology (Wongsaming, Yonwilad, & Tongmual, 2023; Nappe, 2023;
Khalip & Li, 2023; Pedersen, 2022; Thongrach & Jantarach, 2023).

This study aims to investigate the effectiveness of utilizing Blooket alongside active learning techniques to
improve vocabulary memorization among first-year students in the Chinese Language Teaching program at
Rajabhat Mahasarakham University. By fostering an engaging and stimulating learning environment, this
research seeks to address the noted challenges in Chinese language acquisition, with the ultimate goal of
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enhancing student outcomes in language proficiency.
2. Method
2.1 Research Objectives

1) To compare the memorization skills before and after using the Blooket game in combination with active
learning methods among first-year students of the Chinese Language Teaching program at Rajabhat
Mahasarakham University.

2) To investigate the satisfaction of first-year students in the Chinese Language Teaching program at Rajabhat
Mahasarakham University with the use of the blooket game and active learning methods.

2.2 Sample Size

The population of this study consists of first year students at Rajabhat Mahasarakham University enrolled in
Chinese Reading 1 course, totaling 54 subjects.

The sample used in this study consists of first-year students in the Chinese language teaching program at
Rajabhat Mahasarakham University. The sample group was selected using a purposive sampling method from
the first-year students enrolled in the Chinese Reading 1 course who have memory performance problems, a total
of 26 subjects. This was determined using a Chinese vocabulary memorization test consisting of 50 items
covering the basic vocabulary of the Chinese language, with a total score of 100 points. Students who scored less
than 60% were categorized as having memory problems and were selected as the sample group for this study.

2.3 Research Instruments

1) The Chinese language learning plan consists of five plans: (1) Learning Plan 1 (At 5 ¥ V4Z), (2) Learning
Plan 2 (FL 5 72— %61F), 3) Learning Plan 3 (F&F142 S 1% 4+), (@) Learning Plan 4 (A ZLI B 51) and
(5) Learning Plan 5 (54 %4 &), each plan lasting 3 hours, for a total of 15 hours.

2) Exercises to memorize Chinese vocabulary through the Blooket program in combination with Active Learning
consist of activities such as vocabulary matching (learners have to match Chinese vocabulary with the
corresponding meaning or picture), cloze (learners complete sentences or articles with missing Chinese
vocabulary), time competition (learners answer Chinese vocabulary questions within a given time) and category
games (learners categorize Chinese vocabulary according to given categories). The duration of the exercise is
about 20-30 minutes, so that learners have enough time to answer questions and repeat vocabulary. To improve
vocabulary memorization, the research team uses illustrations and sounds to help learners better remember the
vocabulary, reviews the vocabulary at the end of the exercise, and uses a variety of games and activities to
reduce stress and increase enjoyment of learning.

3) Skill test to measure Chinese vocabulary with the Blooket program in combination with active learning
methods before and after the course comprises a total of 50 questions. The format of the test is multiple choice
and includes tasks such as translating vocabulary from Chinese to Thai, filling in missing vocabulary in
sentences, matching vocabulary to the correct meaning and selecting the wrongly used vocabulary in a sentence.
The scoring criteria should be the same for each question, with a total score of 100 points to assess students’
ability to memorize vocabulary. Students who score 80% or more are very good at memorizing vocabulary.
Scores between 60% and 79% are considered good, and scores below 60% indicate that improvements and
additional help are needed in the vocabulary to be memorized.

4) The questionnaire on satisfaction with the development of vocabulary memory skills through the Blooket
program in combination with Active Learning comprises a total of 10 questions.

2.4 Research Tools

1) The Chinese language learning plan involves studying theories and principles from textbooks and research to
define learning objectives, content, activities, assessment methods and resources. The plan is divided into five
learning plans, each lasting 3 hours, for a total of 15 hours. The plans are reviewed by experts in Chinese
content, curriculum and teaching methods using an Index of Item Objective Congruence (IOC) for accuracy,
appropriateness and content validity (Likert, 1932). An IOC score of 0.93 indicates the highest level of quality.

The revised plans are submitted to the experts for final verification of accuracy. A trial was conducted at
Uttaradit Rajabhat University with 20 first year Chinese language students to calculate the reliability of the
instruments using Cronbach’s alpha coefficient (Cronbach, 1951) of 0.83. The schedules were then reviewed and
adjusted based on quality checks, and the completed schedules were used for data collection.

2) A Chinese vocabulary memorization exercise using the Blooket program and active learning was developed
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for first year students of the Chinese language teaching program at Rajabhat Mahasarakham University. The
exercise was developed using techniques from books, documents and related research. The exercise was
submitted to experts for review, which yielded an item objective congruence (IOC) index of 0.86. A revised
exercise was submitted for a second round of review. A trial run was conducted with 20 first year Chinese
language students at Uttaradit Rajabhat University and the reliability of the instrument was reported to be 0.957.
After passing the quality check, further adjustments were made and the final exercise was used for data
collection.

3) The process of creating a skill test to measure Chinese vocabulary with the Blooket program in combination
with active learning methods. The process includes the study of test development methods, analyzing lesson
content and objectives, and the development of a test with 60 items covering the main topics, essential
vocabulary, meanings and sentences. The test is presented to three experts who check the content validity and
calculate the Index of Item-Objective Congruence (I0C). The selected test items are then trialed with first year
Chinese language students at the Faculty of Education, Uttaradit Rajabhat University to determine the level of
difficulty and discrimination index. The test results are then analyzed to determine the level of difficulty and
discrimination index. The reliability of the selected 50 test items is evaluated using Kuder-Richardson formula
20 (KR-20) (Horst, 1953) with a reliability value of 0.91. The test will then be used with another 20 first-year
Chinese language students to analyze the test results. The quality-checked test will be reviewed and finalized
before it is used for data collection.

4) The questionnaire on satisfaction with vocabulary memorization skills improvement through the Blooket
program combined with Active Learning was developed by researching questionnaire construction methods from
textbooks and research documents. The questionnaire was divided into three sections: Gathering basic
information from respondents, measuring the level of satisfaction with skill development, and gathering
additional comments and suggestions.

The questionnaire was submitted to three experts, including two specialists in Chinese language and one in
curriculum and teaching methods, to check the comprehensiveness, clarity and linguistic accuracy of the
questions. The experts checked the content validity of the questionnaire and the index of item-objective
congruence (I0OC) and found acceptable content validity. The analysis showed that all units of the learning
material met the criterion with an 10C value of 0.80.

The satisfaction questionnaire was revised according to expert recommendations to ensure clarity and accuracy.
The revised questionnaire was resubmitted to the experts for final review to confirm accuracy and completeness.
The full satisfaction questionnaire was then used in data collection to assess satisfaction with the development of
vocabulary memory skills through the Blooket program and Active Learning.

3. Data Collection

The process of enhancing Chinese Vocabulary Memorization Skills through Blooket Games Combined with
Active Learning entails several structured steps. Initially, students undertake a pre-learning vocabulary test,
which comprises 50 questions and totals 100 points, conducted one hour prior to the initiation of the learning
sessions. This pre-assessment aims to gauge the students’ vocabulary knowledge before exposure to the
instructional content.

Subsequently, the instructional phase is executed through structured exercises leveraging the Blooket program,
integrated with Active Learning strategies. This educational content is systematically segmented into five
distinct learning plans, with each session extending for three hours, cumulatively accounting for a total
instructional time of 15 hours.

Upon completion of these learning modules, a post-learning assessment is conducted that mirrors the format of
the pre-learning test—consisting of 50 questions with a possible total of 100 points—to assess students’
vocabulary acquisition after the intervention.

In addition to the vocabulary tests, students are requested to fill out a satisfaction questionnaire post-lesson. This
questionnaire seeks to capture their feedback on the efficacy and engagement of developing vocabulary skills
through the innovative combination of the Blooket program and Active Learning methodologies.

The comprehensive data garnered from both the pre- and post-learning assessments, along with the satisfaction
questionnaires, are then meticulously analyzed to assess the effectiveness of the teaching strategies, the
engagement level of the students, and the overall success of the vocabulary development program.
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4. Data Analysis

Analysis of personal data this part of the analysis focuses on the demographic characteristics of the participants,
especially their gender and previous experience in learning Chinese. Descriptive statistics are used to obtain an
overview of these variables. The analysis is presented by calculating the arithmetic mean (mean) and standard
deviation (SD). The mean represents a central value for the data set, indicating the average experience of the
participants in learning Chinese, while the standard deviation provides information about the variability or
dispersion of learning experiences from the mean.

The core of the study involves comparing the mean scores of Chinese vocabulary memarization before and after
the instructional intervention. This comparison is conducted using a t-test, a statistical examination employed to
determine if there is a significant difference between the mean scores of two groups, which in this case are the
scores before and after the study. The t-test facilitates an independent analysis by comparing the mean values
(Mean) and standard deviations (SD) of the pre-study and post-study scores. This comparison aims to evaluate
the effectiveness of the combined Blooket games and Active Learning strategies in enhancing the vocabulary
memorization skills of the participants. The results from the t-test will help in determining whether the
instructional approach has led to a statistically significant improvement in the students’ vocabulary knowledge.

5. Results

Table 1. Personal data of first-year students in the Chinese Language Teaching Program, categorized by gender
and experience in learning Chinese

Personal Information Number of Students (20 total) Percentage
Gender

Male 2 7.69
Female 24 92.30
learning experience in Chinese language

Less than 1 year 2 7.69

1-2 years 15 57.69

More than 2 years 9 34.62

Table 1 shows that the students are predominantly female (92.30%), compared to 7.69% male. Most of them
have between 2 and 3 years of Chinese language learning experience (57.69%). This is followed by those with
more than 3 years of experience, accounting for 34.62%, and those with less than 2 years of experience,
accounting for 7.69%.

Table 2. Comparison of first-year students’ memorization skills in Chinese Language Teaching Program before
and after the study with the Blooket program in combination with active learning

Score (out of 50) Mean (x) Standard Deviation (S.D.) t-value Degrees of Freedom (df)  Significance (sig)
Before Learning 13.42 2.73 8.42 25.00 0.00
After Learning 18.15 1.26

Table 2 shows the results of memory development using the Blooket program in combination with Active
Learning for first-year Chinese Language Teaching Program. It is found that the scores after learning, with a
mean of 18.15 + 1.26, are higher than before learning, which had a mean of 13.42 £ 2.73. There is a statistically
significant difference at the .05 level.
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Table 3. Assessment of students’ satisfaction in the first year of Chinese language teaching in terms of
developing memory skills with the Blooket program in combination with active learning

Assessment Item X S.D. Level of Satisfaction
1. Comprehensibility and user-friendliness of the Blooket program 4.80 0.40 Highest
2. Fun and engaging learning through Blooket 4.57 0.58 Highest
3. Appropriateness of the content presented via Blooket for memorizing vocabulary 4.88 0.33 Highest
4. Improving the ability to memorize vocabulary after learning 4.80 0.40 Highest
5. Overall satisfaction with the Active Learning teaching process 4.61 0.57 Highest
6. Opinions on cooperation in the group when using Blooket 4.84 0.37 Highest
7. Ability to apply the content learned from Blooket to other learning contexts 4.76 0.43 Highest
8. Frequency of future desire to use this type of learning tool 4.92 0.27 Highest
9. Satisfaction with teacher support and feedback while using Blooket 4.73 0.45 Highest
10. Assessment of the difficulty of the questions and activities in Blooket 4.96 0.20 Highest
Total 4.78 0.40 Highest

Table 3 shows that students in the first year of Chinese language teaching are very satisfied with the learning
activities made possible by the combination of the Blooket program with Active Learning. Overall, the
satisfaction level is very high with an average score of 4.78 and a standard deviation of 0.40, indicating the
highest satisfaction level.

6. Discussion

The development of Chinese vocabulary memorization skills through blooket program and active learning for
first year Chinese Language Teaching program at Rajabhat Mahasarakham University can be described by the
following objectives:

The improvement of memorization skills using the Blooket program in combination with Active Learning for
first year Chinese Language Teaching program at Rajabhat Mahasarakham University showed that the
post-learning scores averaged 18.15 with a standard deviation (S.D.) of 1.58, which was higher than the
pre-learning scores which averaged 13.42 with a S.D. of 7.45. This difference was statistically significant at the
.05 level.

This research is consistent with the work of Khan et al. (2017), which discusses how active learning methods can
improve student engagement and potentially increase memory and comprehension in an online learning
environment. It is also consistent with the research of Tharayil et al. (2018), which provides insight into the
effective implementation of active learning strategies in the classroom to improve learning outcomes, including
memory skills.

Furthermore, the study is in line with the findings of Daly-Smith et al. (2018), who investigate the effects of
physically active learning on cognition and academic performance, including memory improvement. In addition,
the study is supported by Stillesjo et al. (2021), who found that active learning in math and grammar engages
similar brain networks, demonstrating that the benefits of active learning can also be applied to other subjects.
This supports the idea that active learning strategies can improve long-term retention and cognitive performance.

The study examines student satisfaction with the learning activities facilitated by the integration of the Blooket
program and Active Learning methods for first year Chinese Language Teaching program at Rajabhat
Mahasarakham University. Overall satisfaction is high, with a mean score of 4.78 and a standard deviation of
0.40, indicating a very high level of satisfaction.

This research is in line with the findings of Pham and Ly (2023) who investigated the use of Blooket in English
as a Foreign Language (EFL) grammar classes. Their study found that students positively rated the perceived
usefulness of the system, ease of use, attitude toward using the technology, behavioral intentions to use the
system, and overall satisfaction, indicating that students found Blooket useful for improving their grammar
performance.

Furthermore, this research is in line with the study by Bratel et al. (2021), which discusses the transition to
online teaching and learning during a global crisis. It notes that applications such as Blooket, which contain a
strong competitive element, can motivate students, potentially increasing student satisfaction.

In addition, a study by Trin Nguy&n Minh Thu and Thai Cong Dan (2023) focused on students’ perceptions of
using Blooket to learn English vocabulary. The results showed that students were very interested in learning
vocabulary with Blooket and showed a high level of satisfaction. The interactive and innovative nature of the
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Blooket games made the learning process more engaging and effective, highlighting the significant impact of
such technological tools in education.

7. Conclusion

The study investigates enhancing Chinese vocabulary memorization through Blooket games and Active Learning
among first-year Chinese language teaching students at Rajabhat Maha Sarakham University. It aims to compare
memorization skills before and after using Blooket combined with Active Learning and examines student
satisfaction with these methods. The methodology includes purposive sampling of students with memorization
difficulties, employing learning plans, Blooket exercises, and pre-post vocabulary tests. Initial findings suggest
significant improvement in vocabulary skills and high student satisfaction, indicating Blooket and Active
Learning as effective educational tools for language acquisition.

7.1 Recommendations for Future Research

1) Future research should compare the results of learning with Blooket games with other learning techniques to
understand when and why Blooket becomes an effective tool in the language classroom.

2) Investigate which components of the Blooket game (such as competition, rewards, creating challenges) have
the greatest impact on student learning and memorization.

3) Explore how learners of different abilities or backgrounds engage with Blooket games and how this affects
their learning outcomes.

4) Research should investigate how Blooket games can be adapted for use in different learning environments,
such as online learning, blended learning or in large classrooms.

5) Further research on the long-term effects of using blooket games in Chinese language learning is needed to
determine how they contribute to improving language skill over time.

6) Engage in a discursive evaluation of the theoretical frameworks that inform this pedagogical experiment,
particularly how theories of active learning and game-based learning intersect with language acquisition theories.
This should provide a holistic understanding of the effectiveness of educational tools like Blooket in language
learning.
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