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Abstract
The objectives of this study were: 1) Develop game-based learning activities combined with

technology to promote vocabulary retention in Chinese, and 2) Analyze the effects of using game-
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based learning activities combined with technology to promote vocabulary retention in Chinese.
This was an experimental design using a single group pre-test and post-test design. The sample
consisted of 22 sixth-grade elementary school students from a school in Chiang Mai province,
selected using simple random sampling with classrooms as the sampling unit. The research
instrument was a Chinese vocabulary retention scale with a reliability coefficient of 0.86. Statistical
analysis included mean, standard deviation, and Repeated Measures ANOVA. The results showed
that the developed game-based learning activities combined with technology to promote
vocabulary retention in Chinese were divided into three phases: Phase 1 involved teaching
vocabulary using a PowerPoint presentation; Phase 2 involved playing a Chinese vocabulary-based
lucky red envelope game; and Phase 3 involved playing a game designed with content referencing
vocabulary from the YCT Level 1 curriculum. The effects of the implemented activities were
analyzed to assess the retention of Chinese vocabulary. A validity check was conducted by three
experts, yielding a Content Consistency Index (IOC) of 0.77. Students showed a significant
improvement in their retention of Chinese vocabulary. Their average pre-test score was 7.05,
increasing to 12.32 after the game-based leaming activities. Following the second post-test (two
weeks later), the average score reached 12.36. The fact that scores did not decrease after two weeks
met the retention criterion. Analysis of the differences between pre-test, first post-test, and second
post-test scores revealed statistically significant differences at the 0.05 level (p < 0.05).

Keywords: Game-Based Learning Activities, Memorizing Chinese Vocabulary, Technology Game-Based

Learning Activities
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