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Abstract

This quantitative study aims to explore EFL instructors' perspectives on the roles of edutainment in teaching
vocabulary concerning students' cognitive, psychological, and social development. Therefore, the researchers
developed a questionnaire to measure Saudi EFL university instructors' perspectives on the roles of edutainment
in teaching vocabulary. Participants were asked to rank their responses based on a 5-point Likert scale. The
sample consists of 91 EFL instructors in Saudi universities during the 2020 and 2021 academic years. Results
indicated that edutainment contributes to vocabulary learning as most university EFL instructors use edutainment
in their classes. However, not all of them are using it in teaching vocabulary. Generally, EFL instructors favored
the edutainment role in developing students' psychological aspects over the other dimensions. EFL instructors
extremely valued the crucial role of edutainment on students' attitudes, critical thinking skills, and
communication while learning vocabulary. Likewise, EFL instructors appraised the essential role of edutainment
on students' creativity, motivation, and satisfaction. On the other hand, EFL instructors moderately valued the
role of edutainment on students' comprehension and collaboration while learning vocabulary. The study
concludes with some recommendations and suggestions for further research.
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1. Introduction

Nowadays, many students who demonstrate a high degree of technological literacy are eager to explore the
extensive range of applications accessible on their portable computers, mobile phones, and tablets (Niño, 2015).
Therefore, the rise in literacy and recent technological advancements have resulted in the spread of integrating
technology into education (Hashim, 2018).

With no exception, technology has made its change in language teaching and learning. The invention of
technology could provide learners with sufficient exposure to the language (Hazarika, 2017) and offer teachers
e-content to promote an active learning environment and captivate learners' attention (Parvin & Salam, 2018).

Since the 1980s, technological advancements have directly impacted English language teaching (ELT). For
example, with increased internet access, instructors and learners can access multiple online language learning
materials, participate in online communities, and create specific e-content (Dudeney & Hockly, 2012).

According to Alqarni et al. (2019), when EFL students feel enthusiastic about utilizing technology to help
them learn English, it will enhance teachers' efforts to establish a better language environment. Alqahtani (2019)
pointed out that using visual, auditory, and animated materials through computer devices and mobile phone
applications has a vital role in the teaching-learning process. Dudeney and Hockly (2012) argued that the
teacher's role has remained consistent despite these changes. For example, they have to direct students in the
language learning process and provide appropriate and up-to-date online learning resources.

On the other hand, the abundance of e-materials and continuous evolution of technology often cause some
challenges to teachers in emerging them in EFL classrooms. These challenges may vary due to insufficient
technological literacy, ill-equipped classrooms, and inappropriate e-resources and materials (Hermagustiana &
Rusmawaty, 2018). Accordingly, EFL teachers' knowledge and familiarity with high-tech evolutions are crucial
for employing technology effectively in teaching all language skills and aspects (Alqahtani, 2019).

As a vital language aspect, vocabulary is considered the key to learning English because of its fundamental
role in developing the four language skills, i.e., reading, writing, listening, and speaking, besides developing EFL
learners' language competence (Alqahtani, 2015; Ediger, 1998). Alqahtani (2015) defined vocabulary as "the
total number of words that are needed to communicate ideas and express the speakers' meaning " (p.25). Hence,
this set of words takes different forms and allows learners to produce linguistically comprehensive language to
communicate and transmit knowledge.

Allen (1983) found that teaching vocabulary is linguistically complicated. For instance, learners would be
unable to comprehend the grammatical structure if they could not figure out the meaning of the words in their
given context. Likewise, according to Ediger (1998) and Rabab'ah (2003), the lack of sufficient vocabulary
impedes learners from understanding reading materials, expressing their ideas and opinions, and engaging in



Research on Humanities and Social Sciences www.iiste.org

ISSN 2224-5766 (Paper) ISSN 2225-0484 (Online)

Vol.12, No.12, 2022

39

meaningful conversations. Besides, Kacani and Cyfeku (2015) stated that many teachers are challenged to teach
new terminology in a foreign language classroom since a comprehensive understanding of a word necessitates
considerably more than merely recognizing or explaining its meaning. Instead, it requires studying its form,
meaning, and grammatical use in different contexts.

Thus, vocabulary is possibly developed via different learning strategies because it can be a stepping stone to
higher-level language usage, allowing the student to gain fluency more quickly.

Importance of vocabulary learning strategies (VLSs)

Vocabulary learning strategies (VLSs) are essential for vocabulary learning. They trigger explicit knowledge and
meet students' academic demands (Alshammari, 2020), including making conscious efforts to detect new lexical
words, selective attention, context-based inferencing, and storing information in long-term memory. For example,
Takac (2009) stated that second language (L2) vocabulary can be acquired through exposure to various contexts
and proper VLSs such as goal-directed planning, explicit learning, social interaction, and psychomotor tactics
and activities.

Goundar (2019) reported that EFL learners who completed a language program indicated that repetition,
reading, guessing, dictionary, translation, and note-taking were the most common and preferred VLSs.

Ali (2020) found that Saudi undergraduate EFL learners mainly used the guessing word meaning and social
interaction strategies to figure out the meanings of new vocabulary. According to Mirioglu (2020), Turkish EFL
learners valued the importance and application of some cognitive, determination, and metacognitive VLSs that
were deemed most important on a larger scale.

In short, far from integrating technology, the literature review reported many stimulating VLSs such as
roughly exposure to various language contexts, repetition, reading, word-guessing, dictionaries, translation, note-
taking, and social interaction tactics and activities.

Edutainment method in teaching vocabulary

EFL teachers widely held views towards integrating technology into teaching, such as visual, audio, and video
materials to enrich learners' vocabulary (Hermagustiana & Rusmawaty, 2018). When teachers use technology-
based methods, they usually educate and entertain learners. They attract learners' attention in enjoyable
learning environments. By merging "education" and "entertainment," teachers teach via edutainment. Colace et
al. (2006) illustrated that the edutainment method could be delivered via various technological tools such as
video games, television programs, computer devices, and multimedia. More recently, Alhajaji et al. (2020)
demonstrated that the edutainment method could be presented through social media platforms like Twitter,
Facebook, YouTube, and WhatsApp.

Hence, according to Aksakal (2015), Colace et al. (2006), and Wu et al. (2011), the primary purpose of
edutainment is to provide knowledge with creativity to prompt learners' participation in the educational
experience. Besides, it breaks the cycle of traditional teaching and offers dynamic communication and
interaction.

Existing research (Abdalla, 2015; Walldén & Soronen, 2004) recognizes the critical role of edutainment in
teaching and learning vocabulary. These studies reported that edutainment develops vocabulary learning,
retention, learners' academic achievements, motivation, self-confidence, and communication. Nonetheless, using
edutainment might have concerns like drifting learners away from real life into the artificial world. Likewise, it
may impact the learning process negatively if teachers do not consider its relation to the topic, suitability for the
cultural context, (3) learners' level, (4) number of students in a classroom, (5) the classroom settings, and timing.

Several other studies investigating using edutainment in vocabulary learning have been carried out. For
example, Zin and Zain (2010) have investigated the impact of edutainment games on students' language
achievements. The participants were 60 Malaysian EFL students. The results revealed that students demonstrated
positive responses to using the game software. They reported that using the game increased their language
learning, facilitated the learning process, and encouraged them to attend English classes.

Čepon (2013) investigated the impact of using videos in EFL classrooms on vocabulary, grammar, reading,
and writing. The participants were 77 Slovenian EFL students. The overall results showed that using videos
significantly affected vocabulary learning, writing, reading, and grammar. Furthermore, it reduces students'
anxiety.

Boulaid and Moubtassime (2019) indicated that using the Kahoot application helps boost Moroccan
learners' vocabulary richness and contributes to practicing language skills, mainly writing and speaking.

Yürük (2019) highlighted EFL students' perceptions of the roles of Kahoot as supplementary material in
EFL classrooms. The sample was 15 Turkish female and male undergraduate students. The results showed that
EFL students reported positive perceptions of the roles of Kahoot. They pointed out that Kahoot increased their
motivation, interaction, and cooperation and enhanced language performance and participation.

Tsai (2020) investigated the differences in Taiwanese students' English vocabulary learning performance
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and instructional material motivation between those who used the traditional lecturing approach and those who
used the Augmented Reality (AR) method. The results demonstrated that AR was more effective in EFL
students' motivation and performance.

Yawiloeng (2020) investigated the impacts of an English vocabulary video on Thai University EFL
learners' vocabulary, looking at the pedagogical implications of multimedia learning in terms of the linkages
between visual and aural information. The results demonstrated an increase in post-test scores after Thai EFL
learners engaged in L2 vocabulary learning using videos. Furthermore, participants preferred learning L2
vocabulary using videos that included first language (L1) and L2 captions, images, and L2 audios relevant to the
target vocabulary.

Mukhlif and Challob (2021) compared the effectiveness of using Facebook as an Online Learning Platform
(FOLP) to traditional instruction in enhancing the vocabulary knowledge of Iraqi EFL secondary school students
in a quasi-experimental study. The results showed that FOLP was found to be more successful than traditional
instruction at boosting EFL students' vocabulary knowledge. Furthermore, the findings revealed that diversity of
teaching strategies, instant feedback, group work, and independent learning opportunities positively impacted
students' vocabulary development.

In the Saudi context, Bataineh (2014) explored the impact of using website games on students' reading
comprehension, learning vocabulary, and motivation. This study sample consisted of 40 male school students in
Madinah, Saudi Arabia. The results reported that EFL students showed better performance than those who were
taught traditionally. Moreover, because students were motivated to learn, they could improve their reading
comprehension and vocabulary learning.

In a quasi-experimental study, Abdalla (2015) investigated utilizing edutainment in learning vocabulary.
The sample consisted of 30 Sudanese intermediate students divided into a control and experimental group that
received vocabulary lessons from two selected websites with games and animation films participating within
nine weeks. The results documented that the experimental group outperformed the control group in the post-test.
Moreover, both teachers and students valued the roles of edutainments in teaching and learning English.

Habbash (2015) investigated the effect of mobile applications in teaching vocabulary for the EFL
undergraduate level inside and outside the classrooms. The sample consisted of 56 Saudi EFL teachers who
responded to a 50-item questionnaire. The results documented that EFL teachers have positive perspectives on
mobile applications. They indicated their agreement on encouraging their students to utilize social media
platforms like Instagram, WhatsApp, Facebook, and Twitter to improve vocabulary development. Moreover,
they demonstrated the essential roles of mobile applications in facilitating vocabulary teaching.

In a quasi-experimental research design, Shahbaz and Khan (2017) found that the Saudi university students
in the experimental group performed significantly better in the post-test, demonstrating the effectiveness of the
mobile application in learning vocabulary.

EFL teachers' perspectives on the roles of edutainment in teaching vocabulary

Although vocabulary learning and development have been widely investigated, few studies have investigated the
association between teachers' perspectives on using technology-based VLSs.

A study conducted by Ali and Ghazali (2016) explored teachers' perspectives on using the VocBlast game
as a mobile language learning application in teaching vocabulary at the University of Malaysia. The teachers
were asked to respond to interviews. The results reported their positive perspectives on the VocBlast game as
valuable material to develop learners' critical thinking and creativity. Moreover, the results reported improved
learners' deductive, inductive, and metacognitive thinking skills.

Pham and Nguyen (2018) explored teachers' perceptions of using PowerPoint (PPT) as an information and
communications tool in teaching vocabulary. Sixty Vietnamese EFL teachers were asked to respond to a
questionnaire and interviews. The findings revealed that teachers' reported positive perceptions of using PPT in
teaching vocabulary as a valuable instructional tool. The results also found that PPT provides learners with a
pleasant learning environment. Nonetheless, they expressed some concerns regarding the time, lack of facilities,
and teachers' inadequate knowledge of technology.

In Saudi contexts, Kabooha and Elyas (2018) investigated teachers' and students' perceptions of integrating
YouTube videos during reading tasks to improve vocabulary comprehension and memorization. The study
examined 4 Saudi EFL female teachers and 100 EFL female students divided into control and experimental
groups. The results showed significant differences in favor of the experimental group. The results also showed
that both teachers and students perceived YouTube positively as a helpful tool in teaching and learning
vocabulary.

Al-Johali (2019) explored Saudi EFL teachers' perspectives on using mobile applications in teaching
vocabulary at public schools in Saudi Arabia. The participants were 113 Saudi EFL school teachers asked to
respond to a 25-item questionnaire. The results showed that the teachers considered mobile applications as
practical tools to enhance collaboration between learners, exchange knowledge and lesson activities, and assist
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each other regarding the technical issues they encounter.
Alsaif and Farhana (2019) explored EFL teachers' acceptance of MALL applications in learning vocabulary,

particularly Duolingo. The participants were 20 Saudi EFL teachers who responded to a questionnaire, and only
three were interviewed. The results revealed that teachers positively viewed Duolingo as a beneficial application
to increase learners' motivation. Nonetheless, they expressed some concerns regarding MALL applications'
unsuitability, leading them to be reluctant to use them.

2. Statement of the problem

Saudi students usually graduate from secondary schools with a low proficiency level in all language skills, which
leads them to face many challenges at the college level (Fareh, 2010). Notably, several factors affect learners'
achievement and motivation while learning English. For example, curriculum failure to fulfill learners' needs,
teachers' dependence on non-interactive methods, and learners' lack of comprehending instructions or writing
meaningful sentences could create low motivating learning settings (Alkubaidi, 2014; Alrashidi & Phan, 2015;
Rahman & Alhaisoni, 2013).

As one of the knowledge areas in language, vocabulary plays an essential role in learners' academic
performance, communication, and understanding of any written or spoken language (Rabab'ah, 2003). As
effective practices are required to teach vocabulary, more attention should be paid to the appropriate use of
interactive vocabulary learning techniques within an attractive learning environment (Zin & Zain, 2010).
Therefore, Saudi EFL teachers are expected to consider new methods and strategies to promote learning in an
enjoyable environment. Thus, applying edutainment portmanteau, which is the combination of education and
entertainment, may attract the learners' senses, allow them to enjoy learning, and enhance their vocabulary
learning levels.

Although extensive research has been carried out on using technology to support vocabulary learning, a
considerable literature has grown up around the theme of edutainment, in particular, in teaching and learning
vocabulary, regarding learners' cognitive development, psychology, and social behavior (Abdalla, 2015;
Bataineh, 2014; Čepon, 2013; Habbash, 2015; Kabooha & Elyas, 2018). However, few Saudi studies (Al-Johali,
2019; Alsaif & Farhana, 2019; Kabooha & Elyas, 2018) have investigated teachers' perspectives on teaching
vocabulary in enjoyable learning environments. Therefore, this quantitative study's primary goal is to explore
university EFL instructors' perspectives on the roles of edutainment in teaching vocabulary in Saudi Arabia
concerning learners' cognitive, psychological, and social development.

3. Research questions

1. What are the perspectives of university EFL instructors on the roles of edutainment in teaching
vocabulary?

2. What are university EFL instructors' perspectives on the roles of edutainment in teaching vocabulary
concerning cognitive development?

3. What are university EFL instructors' perspectives on the roles of edutainment in teaching vocabulary
concerning psychological development?

4. What are university EFL instructors' perspectives on the roles of edutainment in teaching vocabulary
concerning social development?

4. Methodology

The quantitative data was gathered via a questionnaire designed to collate Saudi university EFL instructors'
perspectives on the roles of edutainment in teaching vocabulary. The data was collected using a descriptive
research design. Fraenkel and Wallen (2009) state that a descriptive design "summarizes the characteristics
(abilities, preferences, behaviors) of individuals, groups, or (sometimes) physical environments (such as
schools)" (p.14).

4.1. Population and research sample

This study comprises all Saudi EFL instructors in Saudi universities during the first and second semesters of the
2020 and 2021 academic years. The study sample includes 91 EFL instructors. The research sample was selected
randomly from different universities such as Taibah University, Al-Ghad International Health Sciences Colleges,
Prince Mugrin university, Princess Nourah Bint Abdul Rahman University, and the Northern Border University.
The characteristics of the sample are described based on their gender, degree, years of teaching experience, and
age as follows:
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Table 1. Characteristics of the research sample

Variables
Frequencies
N = 91

Percentages
Total
(100%)

Gender
Female 53 58.2%

100%
Male 38 41.8%

Degree

Bachelor 29 31.9%

100%
Diploma 0 0%
Master 47 51.6%
PhD 13 14.3%
Other 2 2.2%

Years
of experience

Less than 5 19 20.9%

100%
5 - 10 22 24.2%
11 - 15 20 22.0%
16 - 20 16 17.6%
More than 20 14 15.4%

Age

25 - 34 31 34.1%

100%
35 - 44 35 38.5%
45 - 55 19 20.9%
Over 55 6 6.6%

As shown in Table 1, more than half of the participants, 53 (58.2%), were female instructors, and 38 (41.8%)
were male instructors. About 35 (38.5%) of the participants' prevalent age ranged from 35 to 44 years old. More
than half of the participants, 47 (51.6%), carry a master's degree. Also, 22 (24.2%) had 5 to 10 years of
experience, whereas 20 (22.0%) had 11 to 15 years of experience.

Regarding the two background questions, the sample responses are presented in Table 2 below:
Table 2. EFL instructors' use of edutainment in language classrooms

Background Questions
Yes No

Total
F % F %

Do you use edutainment in your EFL classes in general? 83 91.2 8 8.8 91 (100%)
Do you use edutainment in teaching vocabulary in particular? 78 85.7 13 14.3 91(100%)

Table 2 shows that 83 (91.2%) university instructors use edutainment in their EFL classes, and 78 (85.7%)
use it in teaching vocabulary. The above high response rate could be attributed to Saudi EFL instructors' beliefs
that the use of technology contributes significantly to the pedagogical aspects of the English language, in which
the application of edutainment will lead to effective learning with the assistance and support of technology
elements, components, and enjoyable features.

4.2. Instrumentation

The researchers designed a closed-ended questionnaire to explore university EFL instructors' perspectives on the
roles of edutainment in teaching vocabulary based on the reviewed literature (Al-Johali, 2019; Alsaif & Farhana,
2019; Zuraina Ali & Ghazali, 2016).

The questionnaire is divided into three parts. The first part consists of questions about the sample
demographic information. In the second part, the participants were asked to answer two closed questions about
using edutainment in EFL classes and teaching vocabulary. Lastly, the third part consists of several items to
measure instructors' perspectives on the roles of edutainment when teaching vocabulary. The questionnaire 34-
items were ranked using a five-point Likert scale (5= Always, 4= Usually, 3= Sometimes, 2= Rarely, and 1=
Never). The items were also distributed on the three central dimensions regarding the roles of edutainment in
teaching vocabulary concerning (a) cognitive abilities with three sub-dimensions, (b) psychological aspects with
three sub-dimensions, and (c) students' social aspects with two sub-dimensions. Firstly, students' cognitive
abilities include comprehension (5 items), creativity (4 items), and critical thinking (4 items). Secondly, students'
psychological aspects consist of attitudes (4 items), motivation (4 items), and satisfaction (4 items). Thirdly,
students' social aspects cover communication (4 items) and collaboration (5 items).

4.3. Validity and reliability

Five curriculum and language teaching experts reviewed the questionnaire items and commented
on their clarity, relevance, and adequacy to the purpose of the study, the dimensions, and sub-dimensions. They
suggested some linguistic and structural modifications and deleted one statement, resulting in a total of 33 items
in the final version of the questionnaire. Thus, the critical thinking sub-dimension included (3 items) instead of 4.

Moreover, a pilot study was conducted with 11 Saudi University EFL instructors to compute the
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questionnaire's reliability and internal consistency to measure the extent to which the questionnaire items
measure the same underlying construct. Pearson correlation was employed to describe the strength and direction
of the relationship between the questionnaire items. The correlation coefficient results indicated a positive, direct,
and significant relationship between a total of 12 items of the first dimension with range values (r= .619-.915).
Likewise, the correlation coefficient results indicated a positive, direct, and significant relationship between a
total of 12 items of the second dimension with range values (r= .633-.930). The third dimension results showed a
positive, direct, and significant relationship between a total of 9 items with range values (r= .705-.940).

Cronbach's alpha coefficient was employed to measure all items' internal consistency in the questionnaire.
The results indicated a high internal consistency and reliability between the 33 items (0.933). The reliability of
the 12 items covers the first dimension (α=0.840), the reliability of the 12 items covers the second dimension
(α=0.848), and the nine items cover the third dimension (α=0.935). The estimated reliability of the analyzed
items was above the accepted value of 0.7.

4.4. Data collection

On November 23rd, 2021, the questionnaire was directed officially to Saudi University EFL instructors in Saudi
Arabia. It took about three weeks to receive 91 responses from Taibah University, Al-Ghad International Health
Sciences Colleges, Prince Mugrin university, Princess Nourah Bint Abdul Rahman University, and the Northern
Border University regarding EFL instructors' voices toward the roles of edutainment in teaching vocabulary.

4.5. Data analysis

The responses to the questionnaire were analyzed using version 25 of the Statistical Package for the Social
Sciences (SPSS). The quantitative data was calculated using descriptive statistics (frequencies, percentages,
means, and standard deviations).

5. Results

Frequencies, percentages, means, and standard deviations were computed to answer the four research questions.
The mean (M) and standard deviation (SD) for each item of the questionnaire responses were used to rank from
high to the low frequency of use.

5.1. Results of perspectives on the roles of edutainment in teaching vocabulary
Descriptive statistics were computed to answer the first research question, "What are the perspectives of
university EFL instructors on the roles of edutainment in teaching vocabulary?" (see Table 3). The results ranked
from high to low mean and standard deviation scores for each sub-dimension.
Table 3. Dimensions of the roles of edutainment in learning vocabulary

Dimensions Sub- Dimensions

Descriptive Statistics

of the Sub-dimensions

Descriptive Statistics

of the Dimensions
Level

No of

Items
M SD

No of

Items
M SD

Cognitive
Abilities

Critical thinking 3 4.13 0.74
12 3.96 0.84 UsuallyCreativity 4 3.97 0.85

Comprehension 5 3.79 0.93

Psychological
Aspects

Attitudes 4 4.36 0.68
12 4.02 0.77 UsuallyMotivation 4 3.86 0.81

Satisfaction 4 3.85 0.83

Social Aspects
Communication 4 4.09 0.75

9 2.58 0.55 Sometimes
Collaboration 5 3.66 0.89

Total 3.52 0.72 Usually

As shown in Table 3, the results demonstrate the perspectives of university EFL instructors towards the
roles of edutainment in teaching vocabulary regarding the main three dimensions and their sub-dimensions.
Among cognitive development sub-dimensions, critical thinking obtained the highest mean score (M=4.13;
SD=.74), followed by creativity with a mean score (M=3.97; SD=.85). However, comprehension got the lowest
mean score (M=3.79; SD=.93), which indicates that EFL instructors view edutainment as a key role in students'
critical thinking more than creativity and comprehension.

As for the psychological development sub-dimensions, attitudes obtained the highest mean score (M=4.36;
SD=.68), followed by motivation (M=3.86; SD=.81) and satisfaction (M=3.85; SD=.83) which showed close
mean scores. Hence, the means scores indicate that EFL instructors view edutainment as a critical aspect of
students' vocabulary learning attitudes than their motivation and satisfaction.
Lastly, regarding social development sub-dimensions, communication obtained the highest mean score (M=4.09;
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SD=.75), followed by collaboration (M=3.66; SD=.89) which indicates that edutainment has a crucial role in
Saudi students' communication while learning vocabulary more than collaboration based on the perspectives of
university EFL instructors.

5.2. Results of perspectives on the roles of edutainment in improving cognitive abilities
Descriptive statistics were computed to answer the second research question, "What are university EFL
instructors' perspectives on the roles of edutainment in teaching vocabulary concerning cognitive development?"
(see Tables 4, 5, & 6).
Table 4. Roles of edutainment in improving critical thinking while learning vocabulary
Cognitive Abilities: Critical

Thinking

The Scale
M SD Level

Always Usually Sometimes Rarely Never
1. Improve students' higher-level

thinking abilities.
40
(44.0)

33
(36.3)

18
(19.8)

- - 4.24 .765 Always

2. Analyze learned vocabulary. 29
(31.9)

45
(49.5)

17
(18.7)

- - 4.13 .703 Usually

3. Use the new words in diverse
structures.

25
(27.5)

46
(50.5)

18
(19.8)

2
(2.2)

- 4.03 .752 Usually

Total 4.13 0.74 Usually

As shown in Table 4, item 6 (M=4.24; SD=.765) reveals that the EFL instructors "Always" find that
edutainment improves students' higher-level thinking abilities. Moreover, they "Usually" viewed that using
edutainment help EFL students analyze learned vocabulary. Likewise, the EFL instructors "Usually" assume that
edutainment assists learners in using the new words in diverse structures.

The mean score of the overall items (M=4.13; SD=0.74) shows that Saudi EFL instructors found that
edutainment improves the critical thinking skills of university students during learning vocabulary.
Table 5. Roles of edutainment in improving creativity while learning vocabulary
Cognitive Abilities:

Creativity

The Scale
M SD Level

Always Usually Sometimes Rarely Never
4. Predict the meaning of

new vocabulary.
38
(41.8)

33
(36.3)

19
(20.9)

1
(1.1)

- 4.19 .802 Usually

5. Use the words in
meaningful sentences.

31
(34.1)

39
(42.9)

20
(22.0)

1
(1.1)

- 4.10 .775 Usually

6. Categorize vocabulary
according to the
different parts of
speech.

28
(30.8)

34
(37.4)

25
(27.5)

4
(4.4)

- 3.95 .874 Usually

7. Classify synonyms and
antonyms for the
learned vocabulary.

20
(22.0)

35
(38.5)

30
(33.0)

6
(6.6)

- 3.76 .874 Usually

Total 3.97 0.85 Usually

The results shown in Table 5 reveal that EFL instructors believe that using edutainment "Usually"
encourages students to predict the meaning of new vocabulary (M=4.19; SD=.802). Similarly, the responses to
item 10 (M=4.10; SD=.775) demonstrate that EFL instructors realize that edutainment "Usually" encourages
university students to use the words in meaningful sentences. Likewise, the results of items 11 and 12 (M=3.95;
SD=.874; M=3.76; SD=.874) show that they assume that using edutainment "Usually" helps students to
categorize vocabulary according to the different parts of speech and classify synonyms and antonyms for the
learned vocabulary, respectively. The mean score of the overall items (M=3.97; SD=0.85) indicates that Saudi
EFL instructors found that edutainment improves the creativity skills of university students while learning
vocabulary.
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Table 6. Roles of edutainment in improving comprehension while learning vocabulary
Cognitive Abilities:

Comprehension

The Scale
M SD Level

Always Usually Sometimes Rarely Never
8. Identify vocabulary meaning. 41

(45.1)
30
(33.0)

20
(22.0)

-
-

4.23 .790 Always

9. Produce the accurate
pronunciation of vocabulary.

33
(36.3)

38
(41.8)

18
(19.8)

-
2
(2.2)

4.10 .870 Usually

10. Translate vocabulary
accurately to L1.

32
(35.2)

25
(27.5)

27
(29.7)

7
(7.7)

- 3.90 .978 Usually

11. Recognize the multi-meaning
of the vocabulary.

19
(20.9)

38
(41.8)

28
(30.8)

6
(6.6)

- 3.77 .857 Usually

12.Distinguish the correct
spelling of the vocabulary.

22
(24.2)

27
(29.7)

37
(40.7)

3
(3.3)

2
(2.2)

3.70 .949 Usually

Total 3.79 0.93 Usually

As shown in Table 6, the results for item 1 (M=4.23; SD=.790) reveal that the EFL instructors "Always"
find that edutainment assists students in identifying the meaning of the new vocabulary. The results of item 2
(M=4.10; SD=.870) show that edutainment "Usually" (M=3.90; SD=978) supports students in producing the
accurate pronunciation of learned vocabulary. Similarly, the EFL instructors "Usually" see that edutainment
helps students translate vocabulary accurately to L1. The results of items 4 and 5 (M=3.77; SD=.857; M=3.70;
SD=.949) show that they assume that using edutainment "Usually" helps students to recognize the multi-
meaning of the vocabulary and distinguish the correct spelling of the learned vocabulary, respectively.

The mean score of the overall items (M=3.79; SD=0.93) shows that Saudi EFL instructors found that
edutainment improves the comprehension skills of university students when learning vocabulary.

5.3. Results of perspectives on the roles of edutainment in enhancing psychological aspects
Descriptive statistics were computed to answer the third research question, "What are university EFL instructors'
perspectives on the roles of edutainment in teaching vocabulary concerning psychological development?" (see
Tables 7, 8, & 9).
Table 7. Roles of edutainment in developing attitudes while learning vocabulary
Psychological Aspects:

Attitudes

The Scale
M SD Level

Always Usually Sometimes Rarely Never
13.Make the vocabulary

lessons more attractive.
54
(59.3)

30
(33.0)

6
(6.6)

1
(1.1)

- 4.51 .673 Always

14.Attract students' attention
to new vocabulary.

48
(52.7)

33
(36.3)

10
(11.0)

- - 4.42 .684 Always

15. Enable unconscious
learning of vocabulary.

43
(47.3)

36
(39.6)

12
(13.2)

- - 4.34 .703 Always

16. Increase students'
engagement during
vocabulary lessons.

38
(41.8)

44
(48.4)

9
(9.9)

- - 4.32 .648 Always

Total 4.36 0.68 Always

As shown in Table 7, the results for item 13 (M=4.51; SD=.673) revealed that the EFL instructors "Always"
found that edutainment develops positive attitudes in the students, as it makes the vocabulary lessons more
attractive and attracts students' attention to new vocabulary (Item 14, M=4.42; SD=.684). Similarly, items 15 and
16 (M=4.34; SD=.703; M=4.32; SD=.648) indicate that EFL instructors "Always" found that edutainment builds
positive attitudes toward learning vocabulary unconsciously and actively engaging during class time.

Moreover, the mean score of the overall items (M=4.36; SD=0.68) reveals that Saudi EFL instructors found
that edutainment develops positive attitudes of university students towards learning vocabulary.
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Table 8. The roles of edutainment in improving motivation while learning vocabulary
Psychological Aspects:

Motivation

The Scale
M SD Level

Always Usually Sometimes Rarely Never
17. Involve students in

vocabulary tasks or
activities.

38
(41.8)

41
(45.1)

11
(12.1)

1
(1.1)

-
4.27 .716 Always

18. Enhance students'
responsibility for learning
English vocabulary.

24
(26.4)

38
(41.8)

25
(27.5)

4
(4.4)

- 3.90 .844 Usually

19. Gain self-confidence in
using vocabulary in the new
context.

21
(23.1)

37
(40.7)

31
(34.1)

2
(2.2)

-
3.85 .802 Usually

20. Encourage students'
autonomous learning of
vocabulary.

18
(19.8)

41
(45.1)

31
(34.1)

-
1
(1.1)

3.82 .783 Usually

Total 3.86 0.81 Usually

The results in Table 8 revealed that the EFL instructors "Always" (Item 17, M=4.27; SD=.716) found that
edutainment enhances students' motivation to learn vocabulary as it involves students in vocabulary tasks or
activities. Moreover, item 18 (M=3.90; SD=.844) demonstrates that EFL instructors believe that edutainment
"Usually" enhances students' responsibility for learning English vocabulary. Similarly, items 19 and 20 (M=3.85;
SD=.802; M=3.82; SD=.783) indicate that EFL instructors "Usually" found that edutainment increases self-
confidence in using vocabulary in the new context and encourages students' autonomous vocabulary learning,
respectively.

Furthermore, the mean score of the overall items (M=3.86; SD=0.81) illustrates that Saudi EFL instructors
found that edutainment enhances students' motivation to learn vocabulary.
Table 9. Roles of edutainment in improving satisfaction while learning vocabulary
Psychological Aspects:

Satisfaction

The Scale
M SD Level

Always Usually Sometimes Rarely Never
21. Promote interactions

among EFL students in
vocabulary lessons.

30
(33.0)

43
(47.3)

17
(18.7)

1
(1.1)

- 4.12 .743 Usually

22. Match EFL students'
needs regarding learning
vocabulary.

24
(26.4)

36
(39.6)

29
(31.9)

2
(2.2)

- 3.90 .817 Usually

23. Meet students'
expectations for success in
vocabulary learning.

20
(22.0)

41
(45.1)

28
(30.8)

2
(2.2)

- 3.87 .778 Usually

24. Save the allocated time for
vocabulary in the
language classroom.

21
(23.1)

34
(37.4)

31
(34.1)

4
(4.4)

1
(1.1)

3.77 .895 Usually

Total 3.85 0.83 Usually

As presented in Table 9, item 21 (M= 4.12; SD= .743) reveals that the EFL instructors "Usually" observed
edutainment promotes interactions among EFL students in vocabulary lessons. According to EFL instructors'
perspectives, item 22 (M= 3.90; SD= .817) shows that edutainment "Usually" considers EFL students' needs
regarding learning vocabulary. The results of items 23 and 24 (M=3.87; SD=.802; M=3.77; SD=.895) indicate
that EFL instructors "Usually" perceive that edutainment meets students' expectations for success and saves the
allocated time for vocabulary in the language classroom, respectively.

Furthermore, the mean score of the overall items (M=3.85; SD=0.83) demonstrates that Saudi EFL
instructors found that edutainment enhances students' satisfaction with learning vocabulary.

5.4. Results of perspectives on the roles of edutainment in developing social aspects
Descriptive statistics were computed to answer the fourth research question, "What are university EFL
instructors' perspectives on the roles of edutainment in teaching vocabulary concerning psychological
development?" (See Tables 10 & 11).
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Table 10. Roles of edutainment in encouraging communication while learning vocabulary
Social Aspects:

Communication

The Scale
M SD Level

Always Usually Sometimes Rarely Never
25. Enable active learning in

vocabulary lessons.
34
(37.4)

38
(41.8)

18
(19.8)

1
(1.1)

- 4.15 .773 Usually

26. Encourage EFL students to
participate actively in
vocabulary lessons.

31
(34.1)

42
(46.2)

17
(18.7)

1
(1.1)

- 4.13 .748 Usually

27. Stimulate EFL students'
interaction in using new
vocabulary.

30
(33.0)

42
(46.2)

18
(19.8)

1
(1.1)

-
4.11 .752 Usually

28. Improve students' skills to
share their vocabulary
knowledge with classmates.

21
(23.1)

48
(52.7)

21
(23.1)

1
(1.1)

- 3.98 .715 Usually

Total 4.09 0.75 Usually
Table 10 reveals the responses of EFL instructors to 4 items on the roles of edutainment communication

while learning vocabulary. The results show that item 25 obtained the highest mean (M = 4.15, SD = .773),
which indicates that edutainment "Usually" enables active learning in vocabulary lessons. Almost similar mean
scores were obtained by items 26 and 27 (M=4.13; SD=.748; M=4.11; SD=.752), which refer to EFL instructors'
perspectives on the roles of edutainment in encouraging EFL students to participate actively in vocabulary
lessons and stimulating EFL students' interaction in using new vocabulary. Similarly, item 28 (M=3.98; SD=.715)
show that EFL instructors assume that using edutainment "Usually" helps students share their vocabulary
knowledge with other classmates.

Besides, the mean score of the overall items (M=4.09; SD=0.75) shows that Saudi EFL instructors found
that edutainment enhances students' communication during learning vocabulary.
Table 11. Roles of edutainment in encouraging collaboration while learning vocabulary
Social Aspects:

Collaboration

The Scale

M SD Level
Always Usually Sometimes Rarely Never

29. Share ideas and
knowledge regarding
vocabulary learning with
other classmates.

19
(20.9)

37
(40.7)

35
(38.5)

- - 3.82 .754 Usually

30. Explore classmates'
different perspectives on
using vocabulary.

17
(18.7)

34
(37.4)

36
(39.6)

4
(4.4)

-
3.70 .823 Usually

31. Discuss with other
classmates the multi
meanings of the new
vocabulary.

15
(16.5)

39
(42.9)

32
(35.2)

4
(4.4)

1
(1.1)

3.69 .839 Usually

32. Respect classmates'
exclusive techniques in
learning vocabulary.

18
(19.8)

36
(39.6)

25
(27.5)

11
(12.1)

1
(1.1)

3.65 .970 Usually

33. Negotiate with others the
correct usage of the new
vocabulary.

15
(16.5)

37
(40.7)

31
(34.1)

8
(8.8)

- 3.65 .861 Usually

Total 3.66 0.89 Usually

As shown in Table 11, the results for item 29 (M= 3.82; SD= .754) revealed that the EFL instructors
"Usually" saw that edutainment helps EFL students to share ideas and knowledge regarding vocabulary learning
with other classmates. Approximate mean scores were obtained by items 30 and 31 (M=3.70; SD=.823; M=3.69;
SD=.839), which refer to EFL instructors' perspectives on the roles of edutainment in encouraging EFL students
to explore classmates' different perspectives of using vocabulary and discuss the multi meanings of the new
vocabulary. Similarly, the results of items 32 and 33 show identical mean scores (M=3.65; SD=.970; M=3.65;
SD=.861), which indicate that EFL instructors "Usually" found that edutainment promotes respect for
classmates' unique methods of acquiring vocabulary and negotiating the proper usage of the new terminology
with each other.

Furthermore, the mean score of the overall items (M=3.66; SD=0.89) shows that Saudi EFL instructors
found that edutainment increases students' collaboration during learning vocabulary.
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6. Discussions

Analyzing the first two questions in the rating scale revealed that most university EFL instructors use
edutainment in their classes. These results agree with Dudeney and Hockly (2012) and Pham and Nguyen (2018),
who argued that the teachers are usually eager to provide appropriate and up-to-date online language learning
resources to provide learners with a pleasant learning environment. However, the results of the background
questions showed that not all of them are using it in teaching vocabulary. Probably it is not because of the lack of
training instructors regarding advanced technology usage because more than half of the participants carry a
master's degree and are forced to use technology in their classes. This result is consistent with what Alqahtani
(2019) pointed out regarding the crucial role of EFL teachers' knowledge and familiarity with high-tech
evolutions in utilizing technology effectively in teaching all language skills and aspects. In contrast, Pham and
Nguyen (2018) argued that teachers' inadequate knowledge of technology is still a concern in integrating e-
materials in EFL classrooms.

Hence, it is probably due to the lack of appropriate vocabulary e-materials that represent those included in
students' textbooks. This explanation aligns with Ediger (1998), Rabab'ah (2003), and Kacani and Cyfeku (2015)
arguments that teaching and learning vocabulary necessitate materials that focus on grammatical use in different
contexts, not only on recognizing or explaining its meaning. At the same time, the results of their studies
expressed some concerns regarding the lack of facilities, including the fitting edutainment for targeted
vocabulary.

It might also be due to the availability of proper listening and speaking materials that instructors usually
focus on during teaching, which leads to not looking for other edutainment media focused on different language
skills such as vocabulary.

Based on the results obtained from the three research questions, the EFL instructors generally favored the
edutainment role in developing students' psychological aspects over the other dimensions. A possible
explanation for this might be that EFL instructors believe in the importance of psychological attributes to
understand individual learning and inform the instructional process. Besides, as most 21st-century digital
learners are digitized and literate in technology, the teachers might be eager to focus intensively on their learning
in various settings to identify approaches and strategies to provide sufficient exposure to multiple online
language materials and make learning more effective. These proposed interpretations seem consistent with other
research (Dudeney & Hockly, 2012; Habbash, 2015; Hashim, 2018; Hazarika, 2017; Niño, 2015; Shahbaz &
Khan, 2017), which found that the 21st-century digital learners have become ready to explore the extensive
range of applications accessible on their smart devices to enhance their language performance.

For further in-depth interpretation, the results indicated that EFL instructors extremely valued the crucial
role of edutainment on students' attitudes as a psychological aspect of integrating edutainment into vocabulary
learning. It could be argued that the positive results were due to the attractive features of edutainment media that
enhance students' attention and engagement during vocabulary learning. The positive attitudes could also be
attributed to the primary goal of edutainment in the classroom which is to educate learners while simultaneously
amusing them.

These results support previous research (Alshammari, 2020; Hermagustiana & Rusmawaty, 2018; Parvin &
Salam, 2018) on using technology in vocabulary learning to educate and entertain learners, foster positive
attitudes toward education, elicit explicit knowledge and meet students' academic needs.

Another important finding was that EFL instructors highly valued the crucial role of edutainment on
students' critical thinking skills as a part of their cognitive abilities. A possible explanation for these findings is
that edutainment media may give materials that focus on VLSs that learners may equip themselves with to think
analytically, divergently, and critically. For example, edutainment media may offer VLSs that
promote comparing, explaining, and inferring word meanings. Moreover, such resources might give learners
opportunities to judge sources, refer to, and assume new use of the words, which all are considered parts of
critical thinking skills. This result is consistent with Ali and Ghazali (2016), who showed that university
professors had favorable attitudes while employing a mobile language learning game in teaching vocabulary as a
valuable material to promote learners' critical thinking and creativity. Likewise, the results found that using a
vocabulary game as an edutainment media significantly improved the learners' deductive, inductive, and
metacognitive thinking abilities.

The most exciting finding was that EFL instructors regarded the vital role of edutainment on students'
communication as a social aspect. It seems possible that these results are because limited vocabulary knowledge
can negatively impact the development of a student's language learning. Thus, edutainment media might include
active VLSs that engage digitized students with vocabulary materials through discussions, problem-solving, case
studies, role plays, and other VLSs. Moreover, students' engagement in edutainment media might increase
multiple opportunities for participation, learner-learner interaction, not necessary collaboration, and knowledge
sharing that allows students to exchange experiences and expertise and improve the productivity of vocabulary
learning.
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These findings are in agreement with those obtained by Abdalla (2015) and Walldén and Soronen (2004),
who revealed that edutainment improves vocabulary learning, retention, academic accomplishment, motivation,
self-confidence, and communication.

Besides, these findings support previous research (Ali, 2020; Goundar, 2019; Mirioglu, 2020; Yawiloeng,
2020) that found an association between VLSs and learners' involvement and communication via utilized
edutainment. Previous research has found that using stimulated VLSs such as word guessing, dictionaries,
translation, note-taking, visuals, and auditory information engages learners in L2 vocabulary learning and social
interaction activities.

Once again, another important finding was that EFL instructors appraised the essential role of edutainment
on students' creativity skills as a part of their cognitive abilities. A possible explanation for these results may be
that edutainment media is usually designed through entertainment and other fun VLSs to educate learners. Hence,
it might be possible for EFL students to show their creativity in vocabulary learning by using edutainment
features such as predicting the meaning of new vocabulary, using the words in meaningful structures, and
categorizing vocabulary according to the different parts of speech. These results are similar to that of Aksakal
(2015), Colace et al. (2006), and Wu et al. (2011), who reported that the fundamental goal of edutainment is to
convey knowledge while motivating learners to engage in the educational process through creativity.
Furthermore, it challenges traditional teaching approaches by allowing dynamic communication and interaction.

Moreover, the results of this study indicate that EFL instructors regarded the key role of edutainment on
students' motivation and satisfaction as psychological aspects of integrating edutainment into vocabulary
learning. There are several possible explanations for these results. A possible explanation may be that
edutainment enables the learners to self-direct their learning, which entails assuming responsibility for any
decision about the learning process. Another possible reason might be that language edutainment is designed to
provide EFL learners with more opportunities for English communication in a non-native environment and cater
to learners' individual needs at all levels. It also might enhance motivation and leads to more satisfaction.
Furthermore, all the facilities provided by the edutainment media to learn vocabulary interactively might match
21st century digital students' needs and expectations and increase their satisfaction. These results seem to be
consistent with other research (Abdalla, 2015; Alsaif & Farhana, 2019; Bataineh, 2014; Tsai, 2020; Walldén &
Soronen, 2004; Yürük, 2019), which revealed that teachers positively viewed edutainment to increase learners'
motivation and enhance language performance and participation. Furthermore, Alqarni et al. (2019) reported that
when EFL students are enthusiastic about utilizing technology to help them learn English, it motivates
instructors to work more to create a better language environment.

On the other hand, EFL instructors placed an average value on the role of edutainment on students'
comprehension as a part of their cognitive abilities or collaboration as a component of the social aspects.

A possible explanation for this might be that comprehension represents a lower-level thinking skill that
eventually will be mastered by the instructor's explanations or giving examples without resorting to more active
teaching strategies. Besides, EFL instructors might seek to use multiple edutainment media types to induce
learners' higher-level thinking skills when learning the vocabulary. Thus, they might set higher standards for
other skills than comprehension, such as critical thinking, creativity, motivation, engagement, and active
involvement. This result is consistent with Kabooha and Elyas (2018), who found that both teachers and students
perceived edutainment materials positively as helpful tools in teaching and learning vocabulary and enhancing
learners' comprehension.

Regarding collaboration, a possible interpretation is that EFL instructors might notice how edutainment
promotes individual learning more than cooperative learning. Hence, although communication and interaction
exist within the EFL classroom while using edutainment media, there are opportunities for group collaboration
but still not comparable to individual activities.

However, this result has not previously been described. For example, Al-Johali (2019) found that the
teachers considered edutainment media practical tools for improving student cooperation, exchanging
information and class activities, and assisting one another with technical challenges.

7. Conclusion & Recommendations

Digitalization or the use of digital technologies in many branches of society has also manifested itself in the
education sector. Developments aim to overcome the restrictions of informal education and increase teacher-
student interactions. Researchers and practitioners have turned to design learning processes appropriate to
students' needs, expectations, and learning styles. Teaching and learning languages in general, particularly
vocabulary, is fundamental to English learning. Thus, the primary goal of the current quantitative study is to
explore university EFL instructors' perspectives on the roles of edutainment in teaching vocabulary in Saudi
Arabia concerning students' cognitive, psychological, and social development. These three dimensions are
considered essential contributing factors to students' learning English growth. Hence, sub-dimensions were
selected to concentrate on specific points. The first dimension is cognitive development which tackles critical
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thinking, creativity, and comprehension. The second dimension is psychological development and addresses
attitude, satisfaction, and motivation. Finally, the third dimension is social development and deals with
communication and collaboration.

The participants included 91 EFL instructors. The data was collected through a questionnaire. The results
indicated that edutainment contributes to vocabulary learning as most university EFL instructors use edutainment
in their classes. Nevertheless, not all of them are using it in teaching vocabulary. Generally, EFL instructors
favored the edutainment role in developing students' psychological aspects over the other dimensions. EFL
instructors extremely valued the crucial role of edutainment on students' attitudes as a psychological aspect,
critical thinking skills as a part of their cognitive abilities, and communication as a social aspect of integrating
edutainment into vocabulary learning. Moreover, EFL instructors appraised the essential role of edutainment on
students' creativity skills as a part of their cognitive abilities and motivation and satisfaction as psychological
aspects. On the other hand, EFL instructors moderately valued the role of edutainment on students'
comprehension as a part of their cognitive abilities or collaboration as a component of the social aspects.

Generally, the present study makes several noteworthy contributions to a growing body of literature on
integrating edutainment in language classrooms. This study stepped forward towards enhancing the
understanding of EFL instructors to implement edutainment into their higher education language curricula. It
also proves to be particularly valuable to teaching and learning vocabulary at university levels.

Based on the findings of this study, the researchers suggest some practical recommendations. First,
edutainment activities should be incorporated often at the post-graduate level to provide an active learning
environment. Second, EFL instructors need to enrich language classroom learning strategies and activities and
create learning environments that arouse interest in students through integrating edutainment effectively into
their vocabulary classes. Third, EFL instructors should educate themselves and immerse themselves in training
sessions or programs that equip them with the necessary digital skills to move from lecture-based classes to
discussion-based ones. Forth, EFL instructors should implement group activities to develop communication,
collaboration, and teamwork skills. They should activate cooperative VLSs such as research, design, creation,
and presentation. When there is a sense of community in class, students are more confident to share each other
information instead of turning to their instructors asking for clarification. Fifth, EFL instructors should utilize
individualized learning e-materials to present students with knowledge and tasks based on their performance to
improve comprehension skills.

More research is needed to replicate the current study with EFL instructors and students to generate more
profound insights into their perspectives on the importance and implementation of edutainment materials in
learning vocabulary. Researchers should explore the relationship between the implementation of edutainment
materials and other language skills and aspects to acknowledge EFL instructors for their contributions while
teaching English in changing circumstances. Moreover, it is highly recommended to further investigate and
experiment with the impact of a mixture of edutainment materials on students' language achievement.

8. Limitations of the study

This study has resulted in several significant findings. However, this study has only provided data on instructors'
perspectives; a broader study that includes the views and concerns of both EFL students and instructors could be
conducted to add to the body of research in this area. Furthermore, the study was held only among Saudi EFL
teachers in some Saudi universities. Hence, further studies in Saudi universities are encouraged to generalize the
results on a broader scale.
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