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A B S T R A C T S  A R T I C L E   I N F O 

 

In recent years, mobile-based game language learning has proliferated 

due to its promising prospects and positive impacts in improving 

teaching and learning outcomes in English vocabulary development. 

With this phenomenon, Square Talks® was developed specifically to aid 

EFL beginner learners with their English vocabulary. This study aims to 

examine the effectiveness of the game app in developing the learners’ 

English vocabulary development. This study employed a quantitative 

approach focusing on 34 EFL beginner learners. The focus has been on 

how effective the game app was statistically and overall experience of 

using the game app. Data were collected through vocabulary tests and a 

survey. The test results showed that Square Talks® has improved the 

subjects’ English vocabulary development with the t-value of the test 

results is -19.93 indicating a significant effect in increasing the subjects’ 

English vocabulary development. The survey result revealed positive 

acceptance toward playing Square Talks® in terms of effectiveness 

(4.49), usability (4.34), and satisfaction (4.52). Therefore, Square Talks® 

can be considered to be an alternative learning tool to facilitate EFL 

beginner learners’ vocabulary development. 
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INTRODUCTION  
The ongoing COVID-19 outbreak has had a profound impact on various aspects of life, 

including the learning process in schools. This current situation has shifted teachers and 

students from doing activities in face-to-face language classes to studying and working 

online. In the case of EFL classes, teachers have started utilizing various digital learning 

spaces such as the school’s learning management system and many free web-based 

applications. Any online applications capable of retaining EFL students’ engagement to the 

learning process is needed. In response to the call on online learning strategies, this study is 

aimed at providing alternative vocabulary learning through a mobile game-based application. 

Research showed that learning vocabulary in a foreign language using mobile applications 

has positive impacts on learners’ learning performance (Kohnke, Zhang, & Zou, 2019; Li, 

2021; Rezaei, Neo, & Pesaranghader, 2013) and has successfully generated positive 

perceptions as well as increased learning motivation (Fageeh, 2013; Gamlo, 2019; Goz 

Ozcan, 2017; Klimova & Polakova, 2020). 
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In the context of learning EFL in Indonesia, it is evident that vocabulary is considered 

necessary for language proficiency. Nevertheless, acquiring English vocabulary development 

at a reasonable level for many Indonesian EFL beginner learners is difficult due to complex 

differences between Indonesian and English words including pronunciation, spelling, word 

form, word meaning, and word use (Rohmatillah, 2017; Salam & Nurnisa, 2021). Carcamo 

at.al. (2016) highlighted that the prevailing problems in EFL vocabulary were mainly caused 

by inadequate and outdated practices such as memorizing lists of decontextualized words and 

the excessive use of translation when teaching vocabulary. Further, previous research 

reported that foreign language learners, especially at beginner level, struggle with learning, 

memorizing, and using English vocabulary (Cahyono & Widiati, 2008; Nation, 2008; 

Schmitt, 2008). Thus, it is fundamental to provide an effective learning tool to facilitate EFL 

beginners’ vocabulary acquisition. 

Vocabulary is the core of language proficiency and provides the basis for improving 

listening, reading, speaking, and writing skills (Richards & Schmidt, 2002). Cameron (2001) 

posits that when someone learns EFL vocabulary, word learning includes the root words that 

may have different parts of speech with the vocabulary being learned. For example, the noun 

“development” has the root word of “develop” which has a part of speech and a different 

meaning. Harmer (2002) explains that EFL learners typically face three challenges: (1) 

making connections between words correctly, (2) understanding the form and meaning of 

words, and (3) distinguishing the meaning of words that are closely related to a word.  

Literature on vocabulary development shows that there are two major approaches to 

effective foreign language vocabulary acquisition: (1) long-term retention, and (2) effective 

retrieval. The first approach includes spaced repetition (Nation, 2008; Schmitt, 2008) and 

multimodal presentation (Chun & Plass, 1996; Mayer & Moreno, 2003). Spaced repetition is 

a series of presentations and exercises of word knowledge to maximize learners’ exposures to 

words (Schmitt, 2008). Woźniak and Gorzelańczyk (1994) asserted that the repetition 

intervals of knowledge presentation should be within the time learners still retain the 

knowledge. Favorable outcomes on the implementation of spaced repetition in EFL 

vocabulary learning were proven by Chukharev-Hudilainen & Klepikova (2016) who 

investigated how spaced repetition can lead to a nearly threefold improvement of vocabulary 

learning obtained by EFL learners. Moreover, Lotfolahi & Salehi (2017) revealed that spaced 

repetition practices were better in long-term retention than massed repetition practices. 

Naderi (2017) highlighted that spaced repetition worked the best when recalling single words, 

but not collocations (a series of words that co-occur to make up a meaning). Nation (2008) 

emphasized that the number of repetitions should range from five to seven in accordance with 

the levels and preferences of individual learners. This is because the purposes of the repeated 

presentations and exercises are to intensify learners’ understanding and extend their 

knowledge retention. 

The second approach is multimodal presentation. In this case, word knowledge is 

presented in multiple media. This approach is closely related to the cognitive theory of 

multimedia learning in which word knowledge develops through visual and auditory channels 

(Mayer & Moreno, 2003). Furthermore, Chun & Plass (1996) noted that when learners see 

word knowledge in two channels, they receive stimulations and use both channels to establish 

connections between what they receive and their storage in memory. Toroghi & Anaraki 

(2015) examined that compared to the single-mode instruction, the multimodal instruction 

was more beneficial to EFL learners’ vocabulary learning. Moreover, Carcamo, et.al. (2016) 

demonstrated that the use of multimodality in the classroom context significantly benefits the 

EFL learners’ in their process of learning new vocabulary. There was an improvement in 

students’ vocabulary acquisition after the multimodal sessions. Hence, the concept of 
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multimodal principle facilitates learners to have longer memory retention and accelerate their 

knowledge retrieval.  

In our study, target words are situated in four different exercises emphasizing on 

pronunciation, spelling, word meaning, and word use. The target words are also presented in 

multimodal stimulations with the combination of audio-text and audio-picture. In other 

words, the vocabulary learning experiences were designed based on the notion of spaced 

repetition and multimodal presentation approaches, all of which are aimed at facilitating 

constructive learning to enhance learners’ word acquisition for longer retention and effective 

retrieval (Zarei & Khazaie, 2011). The target words are introduced to EFL learners in the 

form of a mobile game-based application.  

Today, a wide range of language learning games are available on mobile applications. 

Digital games for educational purposes have enabled multitude of engagements in language 

learning (Goz & Ozcan, 2017), especially in vocabulary acquisition (Liu, 2016). Digital 

games have facilitated EFL learners to retain newly acquired vocabulary through ubiquitous 

learning (Yen, Chen & Huang, 2019). Yip & Kwan (2006) reported that EFL learners who 

are digital natives considered it boring to learn vocabulary from a word list. The negative 

perception toward learning vocabulary from a word list might affect the success of the 

learners in gaining vocabulary knowledge. There is a call for turning the traditional drill and 

practice EFL vocabulary learning process into an enjoyable experience with the help of 

digital games to provide a learning space that digital natives are familiar with.  

The practicality and popularity of mobile devices have contributed positively to the 

teaching and learning process (Pavlik, 2005). Stockwell & Hubbard (2013) highlighted that 

the existence of a smartphone with hardware and software is able to present a learning 

experience like a computer. In recent years, mobile learning has been considered a promising 

approach for successful vocabulary knowledge acquisition and retention (Basal, at.al., 2016; 

Deris & Shukor, 2019; Fageeh, 2013; Kohnke, Zang, & Zou, 2019; Ludwig, 2018; Rezaei, 

Neo, & Pesaranghader, 2013; Wu, 2018; Yen, Chen & Huang, 2019) based on its potential to 

engage learners to learn, practice, and enhance their language proficiency. Zou & Li (2015) 

highlighted that user-friendly mobile game apps made students feel enthusiastic and show 

eagerness in learning. Pareja-Lora et.al. (2013) argued that with varied features and potentials 

of mobile apps, there is a possibility that they only deliver fragmented learning practices. 

Moreover, by providing flexibility, practicality, and personalization, mobile-based learning 

actually brings more challenges than traditional teaching and learning (Kukulska-Hulme & 

Traxler, 2005). However, these challenges are worth the results of successful learning 

experiences.  

Indeed, digital games such as mobile game applications have the highest potential for 

bringing interesting, motivating, and stimulating learning opportunities both inside and 

outside the classroom due to their flexibility, practicality, and personalization (Akhriana, 

2019; Chen, Liu, & Huang, 2019; Gamlo, 2019; Kohnke, Zhang, & Zou, 2019; Li, et.al., 

2019; Li, 2021; Yip & Kwan, 2006). In response to successful mobile-learning experiences, 

researchers (Gamlo, 2019; Li, 2021; Wu, 2018; Yen, Chen & Huang, 2019) have 

incorporated vocabulary learning contents not only into a digital platform, but also in the 

playful activity that includes game rules, social interactions, challenges, and instant feedback 

that brings us to the term mobile-based game learning (MBGL). The term MBGL expresses 

the concept of educational entertainment or entertainment-education wrapped in educational 

games or serious games allowing learners to learn subject matter with entertainment. 

Researchers who examined the implementation of MBGL in EFL vocabulary learning 

discovered that learners manifested positive attitudes (Gamlo, 2019; Li, 2021; Wu, 2018; 

Yen, Chen & Huang, 2019), eagerness in learning (Li, 2021; Wu, 2018; Yen, Chen & Huang, 

2019), high self-confidence in learning (Li, 2021), and significant improvement in their 
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vocabulary acquisition (Li, 2021; Yen, Chen & Huang, 2019). Li, et.al. (2019) conducted an 

empirical study on flow theory and concluded that game-based vocabulary learning 

facilitated EFL learners to show affective perceptions with high intrinsic motivation, the 

balance of skill and challenge, playability, enjoyment, satisfaction, and positive attitude 

toward learning. While the findings of these studies contribute positively to the pedagogical 

benefits of game-based vocabulary learning, there are limitations for further consideration. 

Further studies should focus on the improvement of learners’ vocabulary accuracy, 

specifically addressing EFL beginners.  

With this background, Square Talks® was developed to aid EFL beginners with their 

English vocabulary development. Square Talks® is designed for Indonesian EFL learners 

learning English vocabulary in rich linguistic and thematic contexts. The theme of the game 

is “Nusantara” presenting prolific information on Indonesian cultures from Sabang until 

Merauke. The game flow is designed based on the integration of content and language 

integrated learning (CLIL), second language (L2) learning, and gaming principles. This study 

reported a preliminary study to examine the effects of the game app to enhance learners’ 

English vocabulary knowledge under two guiding questions: (1) How effective has the use of 

the game app been to enhance learners’ English vocabulary development?; and (2) How do 

the learners perceive the experience of learning English vocabulary using the game app? 

 

RESEARCH METHOD  

Research Design  

This study aimed to examine the effectiveness of Square Talks® in increasing EFL 

beginner learners’ vocabulary size. In addition, this study surveyed the learners’ perceptions 

and feedback on the overall experience learning English vocabulary using the game app.  

One design pre-test and post-test was implemented to evaluate the effectiveness of 

Square Talks® in improving students’ English vocabulary learning performance. The null 

hypothesis (Ho) was there is no significant difference between the means of the vocabulary 

tests before and after the experimental treatment. The alternative hypothesis (H1) was there 

was a significant difference between the means of the vocabulary tests before and after the 

experimental treatment.  

Due to the study from home (SFH) policy and restriction of public meetings in the 

ongoing COVID-19 pandemic, communications and coordination between students and 

researchers were done using online modes. All students were invited in a WhatsApp group 

and monitored weekly. Before students were exposed to the experimental treatment, they 

took a vocabulary pre-test. Then, they were assigned to learn the target vocabulary from the 

game app for at least four hours per week. They could decide their own time arrangement to 

use the game app for vocabulary learning. To evaluate the effectiveness of the game app in 

facilitating vocabulary learning, a vocabulary post-test was immediately conducted at the end 

of the four-week experimental period. Moreover, a questionnaire was distributed to the 

students to elicit their acceptance toward the use of Square Talks® as a vocabulary learning 

tool. 

Population and Sample  
In this study, the target research population was Indonesian beginner EFL learners in 

7th grade of a public junior high school in Bandung, West Java. 34 students were selected 

randomly as the research samples meeting the general requirement of the large enough 

sample condition in which the number of the sample (n)≥30 for quantitative research 

(Arikunto, 2019). They agreed to fully participate in the study from February-April 2021. All 

students involved in this study had access to Android smartphones that meet the requirement 

of hardware and software and internet connections and were familiar with Android mobile 
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game applications. It was very important for the samples to have an Android mobile phone 

with 720 x 1280 pixels, 1GB RAM, 300MB storage, Dual Core 2.0 GHz processor, excellent 

audio quality, and Google Play Games service installed on their phones. The minimum 

requirement of hardware and software and internet connection is necessary to reduce any 

technical glitches that may occur during the experimental treatment period. 

Instruments  

There were two instruments employed in the data collection of this study namely: (1) 

vocabulary tests; and (2) a questionnaire survey. Vocabulary tests were developed to evaluate 

the effectiveness of Square Talks® in improving students’ English vocabulary learning 

performance. The multiple-choice questions in the vocabulary tests adopted the structure and 

form of vocabulary size test developed by Nation & Beglar (2007) to measure the students’ 

ability to identify the correct Indonesian words equivalent to the English word. The test was 

administered twice, once before the students played the game app and the other one after the 

students played the game app.  

To ensure the content validity of the vocabulary tests, three language experts evaluated 

the content and linguistic aspects of the tests, including the instruction, questions, and options 

for answers to ensure the test readability and level of difficulty. All aspects are confirmed to 

be grammatically correct, not ambiguous, and unbiased. All questions had also been 

confirmed to represent various cultures in Indonesia, avoiding any exclusivity of certain 

cultures.  

Further, the Pearson’s Moment Correlation with validity coefficient of ≥ 0.30 and the 

significance level α = 0.05 was employed to assess the construct validity of the vocabulary 

test. Based on the results, the lowest validity coefficient of the test item was .340 and the 

highest was .813 indicating that the overall vocabulary tests demonstrated construct validity. 

Moreover, the result of the reliability confirmed by Cronbach Alpha was .957 which was 

satisfactory with Cronbach Alpha exceeding 0.7.  

The second research instrument was a questionnaire which was distributed to collect 

the students’ perspectives and feedback toward using Square Talks® for their English 

vocabulary learning. The questionnaire consisted of three sections. The first section was 

intended to gather information related to the students' duration of playing Square Talks®. The 

second section consists of questions on user experience adapted from Schrepp, Hinderks, & 

Thomaschewski’s questionnaire (2014) focusing on three dimensions: effectiveness, 

usability, and satisfaction. Each dimension consists of five questions with a five-point Likert 

scale. The last section of the questionnaire includes two open-ended questions intended to 

collect data on problems encountered when playing the game app. The questions in the 

questionnaire were presented in Indonesian to avoid misunderstanding on the students' side. 

The questionnaire was distributed to the students on the last day of the experimental 

treatment. This study employed Cronbach’s Alpha with coefficient >0.7 to confirm the 

reliability of the questionnaire in the Indonesian language in which the result of the 

Cronbach’s Alpha was .981 indicating that the overall questionnaire has satisfactory 

reliability.  

Data Analysis 

The first stage of the analysis was to measure the difference between pre-test and post-

test using the paired sample t-test to answer the first research question. Prior upon using the 

paired sample t-test, four conditions must be met: (1) the dependent variable must be 

continuous; (2) the observations are independent of one another; (3) the dependent variable is 

normally distributed; and (4) the dependent variable is homogeneous. To meet the third and 

fourth criteria, the Shapiro Wilk test and the Levene test were employed to determine the 

normality and homogeneity of the data. The Shapiro Wilk test was employed to determine the 
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distribution of the data with the level of significance (α) of 0.05 in which the significance 

value (p-value) > 0.05 means that the data are normally distributed. Moreover, the Levene 

test was employed to determine the homogeneity of variance with the α=0.05 in which the p-

value is greater than 0.05 which means that the data are homogenous. Referring to the t-table 

after the four conditions were fulfilled, if the result of t-test is higher than t-table at the level 

of significance (α) of 0.05 as the convention to reject the null hypothesis (Arikunto, 2019), 

the null hypothesis can be rejected. On the contrary, if the result of t-test is lower than t-table, 

the null hypothesis cannot be rejected. The inferential statistical analysis was conducted using 

SPSS version 25. 

The second stage of the analysis was focused on the questionnaire data. Data from the 

first and second sections of the questionnaire were filtered, cross-tabulated, and summarized. 

Results from open-ended questions of the third section were coded and categorized. The 

analysis of the questionnaire data was conducted using descriptive method. 

 

RESEARCH FINDINGS AND DISCUSSION  

Research Findings 

1. Vocabulary Learning Performance 

Thirty four students were selected to take part in the experiment. Before using the 

intervention media, all students took a vocabulary pre-test. Then, they were assigned to learn 

the target vocabulary from the game app. Prior to the intervention period, all students 

confirmed that they successfully installed Square Talks® in their mobile phones. It was 

important to note their successful installation ensuring that they experienced the intervention 

media in four weeks. During the intervention period, they decided their own time 

arrangement to use the game app for vocabulary learning. They were assigned to use Square 

Talks® for at least four hours per week. They were monitored through the backend database 

of the game app. At the end of the fourth week, all subjects took a vocabulary post-test. Table 

1 shows the results of the pre-test and post-test. 

Table 1  

The Students’ Pre-test and Post-test Scores 
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After obtaining the subjects’ test scores, the range, the minimum, the maximum, the 

sum, the mean, the standard deviation, and the variance were calculated. Table 2 shows the 

result of descriptive statistics. 
Table 2  

The Result of Descriptive Statistics 

 

Table 2 shows that the mean of post-test scores (55.03) is higher than the mean of pre-

test scores (36.03). It indicates that on average, the use of Square Talks® has improved the 

students’ vocabulary test scores by 52.73%. To analyze whether the difference between the 

post-test and pre-test scores is statistically significant, the paired samples t-test was done. 

Prior to conducting the paired samples t-test, the assumption of normally distributed test 

scores and the homogeneity of variance were examined to determine the use of parametric or 

nonparametric statistical tests. The Shapiro Wilk test was employed to determine the 

distribution of the data with the level of significance (α) of 0.05 in which the significance 

value (p-value) >0.05 means that the data are normally distributed. Based on the result of the 

normality test, the p-value of the pre-test was .980 and the p-value of the post-test was .157 

indicating that the data were normally distributed. In addition, the Levene test was employed 

to determine the homogeneity of variance with the α=0.05 in which the p-value is greater 

than 0.05 which means that the data are homogenous. Based on the result of the homogeneity 

test, the p-value of the mean was .626 and the p-value of the median was .628 indicating that 

the data were homogeneous. Thus, the paired samples t-test was performed to test the 

hypothesis and Table 3 depicts the result.  

 
Table 3  

The Result of the Paired Samples T-Test 

 
It can be seen in table 3 that tobtained (t-test) is -19.927. The result of tobtained and ttable (t-

table) is compared by considering the degrees of freedom (df) to test whether the Ho (null 

hypothesis) can be rejected. If the result of t-test is higher than t-table at the level of 

significance (α) of 0.05 as the convention to reject the null hypothesis (Arikunto, 2019), the 

null hypothesis can be rejected. On the contrary, if the result of t-test is lower than t-table, the 

null hypothesis cannot be rejected. Referring to Table 3, the df is 30 in which the t-table with 

α=0.05 is ± 2.042. Comparing the value of t, the value of t-test is higher than the value of t-

table (-2.042 < -19.927).  Thus, there was enough evidence indicating that H1 is accepted and 

Ho is rejected.  

 

2. Subjects’ Perceptions and Feedback towards Using Square Talks® as a Vocabulary 

Learning Tool 
The questionnaire consisted of three sections. The first section was intended to gather 

information related to the students’ duration of playing Square Talks®. The second section 

consists of questions on user experience focusing on three categories: effectiveness, usability, 

and satisfaction which revealed the overall acceptance towards using Square Talks® as a 
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vocabulary learning tool. The last section of the questionnaire collected data on problems 

encountered when playing the game app and suggestions for improvement. 

Based on the first section of the questionnaire and the backend database of the game 

app, it was discovered that the average playing time of the students playing Square Talks® 

per week was more than five times (5.03). There was a variety of duration depending on the 

playing modes that the students have chosen, between 20 minutes to 1.5 hours per game. All 

students experienced the three playing modes of the game app: single-player, multiplayer, 

and versus computer.   

According to the second section of the questionnaire, the overall user experience in 

playing Square Talks® was measured in terms of three dimensions, i.e., effectiveness, 

usability, and satisfaction by using Likert scale. Each dimension consists of five statements. 

Table 4 displays the results of the subjects’ perceptions towards Square Talks® based on the 

fifteen statements in the questionnaire.  

 
Table 4  

The Students’ Perceptions towards Square Talks® 

 

Table 4 shows that the students identified that Square Talks® has enhanced their 

English vocabulary learning positively, taking into an account that the highest mean for the 

statement in the effectiveness dimension is “Square Talks® helps me to improve English 

vocabulary knowledge (4.82). The highest mean for the statement in the usability dimension 

is “I like Square Talks® in general”. Meanwhile, the highest mean in the satisfaction 

dimension is “I like Square Talks®'s interface” (4.82). The results of the subjects’ overall 

perceptions towards Square Talks® is summarized in table 5.  

 
Table 5  

The Students’ Overall Perceptions towards Square Talks® Based on Three Dimensions 
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Table 5 shows that generally, the students showed positive perceptions on the overall 

three dimensions: the effectiveness of the game app (4.49), the usability of the game app 

(4.34), and their satisfaction toward the game app (4.52).  

In the last section of the questionnaire, several problems encountered by the students 

and their suggestions to improve Square Talks® were highlighted to provide 

recommendations for future development of the game app. Table 6 presents problems 

experienced by the students.  

 
Table 6  

Problems Encountered by the Students 

 
 

As it is shown by table 6, 55.88% of the subjects did not experience any technical 

problems. Related to understanding questions, 44.12% reported that they experienced 

difficulties in understanding the questions and thus they needed a repeat question feature 

(20.59%), needed more time to answer the questions (8.82%), and needed the voice actors to 

slow down when reading the questions aloud (14.71%).  

 

Discussion 

Based on the statistical analysis, there is a significant difference between the means of 

the vocabulary pre-test and post-test. The analytical result confirms that the subjects’ 

vocabulary learning performance after the experimental treatment was significantly 

improving that of their performance before the experimental treatment. This present study 

examines the effectiveness of Square Talks® in increasing EFL beginner learners’ 

vocabulary size. Positively, the result of the statistical analysis shows that the post-test scores 

were significantly different than the pre-test scores. This finding indicates that the use of 

mobile game applications like Square Talks® can improve learners’ English vocabulary 

development. The implementation of a mobile game app in this study is evidently effective to 

make learners experience a more meaningful process of English vocabulary development and 

successfully increase learners’ learning performance. This finding is in line with the studies 

conducted by Fageeh (2013), Kohnke, Zhang & Zou (2019), and Yen, Chen, & Huang (2019) 

revealing that the use of a mobile game app has influenced the increase of learner’s 

vocabulary test scores. 

Based on the first section of the questionnaire, it was discovered that the average 

playing time of the subjects playing Square Talks® per week was more than five times (5.03) 

between 20 minutes to 1.5 hours per game. This follows the result of a study conducted by 

Yen, Chen & Huang (2019). The subjects in their study played a mobile game app for 

English vocabulary learning on an average of five hours per week and the analytical results 

confirmed superior after treatment test scores with the improvement of their performance by 

51.95%. This distinctly suggests that the duration of the subjects using the game app for 

English vocabulary learning plays a factor in a more successful learning experience. 

The second section of the questionnaire revealed that generally, the students showed 

positive perceptions on the overall three dimensions. These positive results follow the 

previous studies (Gamblo, 2019; Li, 2021; Wu, 2018; Yen, Chen & Huang, 2019). They 

concluded that after the implementation of EFL vocabulary mobile-based game learning, 
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learners manifested positive attitudes toward the use of the game app in enhancing their 

vocabulary learning development. Similarly, the subjects in this study showed a positive 

attitude toward English vocabulary learning using Square Talks®. 

In the third section of the questionnaire, the majority of the students did not experience 

any technical issues. However, the remaining 44.12% might experience technical glitches but 

did not report them, probably because they were minor problems that did not interfere with 

the playing process. Furthermore, some students experienced difficulties in understanding the 

questions and thus they needed a repeat question feature, needed more time to answer the 

questions, and needed the voice actors to slow down when reading the questions aloud. A 

possible explanation for this issue is that despite the differences in their pre-test and post-test 

scores, some students might have difficulties in comprehending the spoken instructions and 

questions due to the possibly low English listening comprehension skills. As Zou & Li (2015) 

highlighted that user-friendly mobile game apps made students feel enthusiastic and show 

eagerness in learning, it is advisable that the game app developers revisit the questions to 

provide a feature to assist learners with low English listening ability.   
 

CONCLUSION  

This study examined learners’ vocabulary development and perceptions while using 

Square Talks® as a vocabulary learning tool. First, the study showed that Square Talks® has 

enabled learners to improve their English vocabulary learning performance. Second, the 

survey indicated that learners exhibited positive perceptions toward Square Talks®. 

Therefore, Square Talks® can be considered to be an alternative learning tool to facilitate 

EFL beginner learners’ vocabulary development.  

However, due to the small number of subjects in this study, it should be noted that the 

findings cannot be generalized to the larger population. Hence, it is suggested that further 

empirical studies to evaluate and explore the effectiveness of Square Talks® should be 

conducted by expanding the sample size and adding a delayed vocabulary post-test to provide 

a more in-depth insight on the use of mobile game applications to enhance English 

vocabulary development.  
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