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This research aims to develop teaching materials using role-play game-enhanced 

English vocabulary acquisition in primary school. This research was conducted in 

one of the outstanding primary schools in Makassar, South Sulawesi, Indonesia. 

This study is formative research—developmental research to improve design 

theory for designing teaching practices or processes. The development of the 

material was based on three important steps: preliminary study, development, and 

validation by experts in learning and teaching materials. Before developing the 

teaching materials, the syllabus should be made to support the development of the 

teaching materials. The teaching material was developed based on the teaching 

objectives with the topics or themes related to the student's daily life. After 

developing the material, the material was evaluated by two experts in learning and 

teaching materials. The evaluation was done by giving the prototype of the 

teaching material and validation sheet to the experts. The result of the study is the 

teaching material of basic English vocabulary based on the role-play technique for 

the pupils. It was found that this developed material was categorized as good based 

on the evaluation of the experts of the learning materials. The basic English 

vocabulary teaching materials, lesson plans, and teaching materials were designed 

based on the needs of the students. It was discovered after analyzing the data. It is 

intended that because the contents of the materials apply to the student's everyday 

lives, they can read and comprehend them. Role-playing techniques are also used 

in the creation of instructional materials. For the pupils, this technique is engaging 

and enjoyable. However, the teaching material still needs to be developed 

regarding the content, language use, and appearance. 

© 2023 The Author(s). This is an open access article under Attribution-NonCommercial 4.0 International (CC BY-NC 4.0) license. 

  
 

 

1. Introduction 

English is one of the languages used as the language of 

communication internationally. In the 21st century, 

consciously, the era of globalization is growing inevitably. 

Children must learn to use English because they will be more 

easily accustomed if introduced from the beginning of school 

age, without losing the importance of regional languages. 

English as a global language is important, but the local 

language is also vital (Haidar & Fang, 2019). English, apart 

from being an international language used by many countries 
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in the current era, English language skills can open 

opportunities for learners to prepare for the future, such as 

expanding career and study abroad opportunities, as well as 

broadening their horizons and knowledge about the world 

(Matear, 2008). 

Children will more easily access information from various 

sources, such as books, movies, music, and the Internet. 

Training children to learn English will be easier. In this 

golden age, children's curiosity is more, so getting used to it 

becomes easier. Of course, some problems occur in 

elementary school-age children, namely the curriculum in 
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Indonesia has changed, and changes always aim to improve 

the quality of better education. In Indonesia, English has 

entered the realm of local content (Zein, 2017), and almost all 

schools are competing to apply English, so it has been 

developed very quickly. However, the results of English 

learning are not satisfactory even though every level of 

education has used the method of developing the students' 

competence, indicating that there are problems, one of which 

is teaching material development (Tomlinson, 2012). 

This study aims to develop a teaching material of basic 

English vocabulary based on the role-play technique. This 

product is expected to provide primary school pupils with 

learning materials that are joyful and fun for them because 

they will play their roles in the classroom. The materials 

concern basic English vocabulary items selected from the 

books for primary school pupils that require them to role-

play. This approach is essential in enhancing social and 

emotional intelligence (Norris, 2003). In the effort to increase 

the pupils' social and emotional intelligence, it is important to 

find effective ways, which is, one of them is to develop their 

basic vocabulary knowledge of English. Social and emotional 

intelligence can foster students to be knowledgeable, 

responsible, and caring (Durlak et al., 2011; Elias, 1997; 

Humphrey et al., 2020; Taylor et al., 2017). 

Role-play in role-play games (RPG) enhances the English 

vocabulary acquisition framework (Lu & Chang, 2016). 

Vocabulary, as one of the important language elements, 

should be given great attention in teaching English. The 

students with many vocabulary items will be more successful 

than those with little vocabulary. Many pupils find it difficult 

to read and write or understand English texts because they 

have insufficient vocabulary knowledge. They are confused 

and cannot express their ideas orally or in written form 

because their vocabulary is limited. Of course, this condition 

is closely related to their limitation or failure to master the 

required words. Besides, many teachers complain about the 

failure of the students to master the required words, especially 

those from rural areas. Therefore, it is essential to address the 

vocabulary needs of English‐language learners (Carlo et al., 

2004). 

Many reasons they expressed concerning their failure to 

master the words, among others, are that they assume that 

learning English is difficult, pronouncing, spelling, and using 

words in contexts are difficult, and they also find problems 

reading and writing in English. These problems are also 

stimulated by the background of their parents, who are busy 

working and have no knowledge of English. In this relation, 

Wallace (1982) mentions many elements that students should 

possess to know a word. Knowing a term can mean having 

the following abilities in the target language:  

• Be aware of it, whether it is spoken or written. 

• Easily recollect it. 

• Connect it to an applicable thing or idea. 

• Apply the proper grammatical structure. 

• Pronounce it clearly when speaking. 

• Spell it correctly when you write it. 

• Use it in the appropriate collocation—with the words it 

naturally pairs with. 

• Apply it with the required formality. 

• Recognize its associations and meanings. 

For primary school students, the focus is only on some 

elements related to the role-playing technique: to understand 

the meaning of new words, pronounce, spell, and use them 

for playing their roles. To master these components, the role 

of teachers is crucially needed to motivate the pupils to be 

aware of the importance of English. They should convince 

their pupils that learning and mastering the basic vocabulary 

of English will assist them in understanding English orally 

and in written form. Vocabulary development is critical for 

English language learners (August et al., 2005). 

In addition, another prominent factor that contributes to 

their mastery is the availability of teaching or instruction 

products, such as teaching material that can make them enjoy 

learning. In other words, they should be enjoyable for the 

students. Moreover, the words they learn by playing their 

roles make them more active and enthusiastic in learning and 

mastering them. For this reason, a study was conducted to 

develop the teaching materials of the basic vocabulary of 

English for elementary school pupils or students to fulfill 

their needs. Interesting strategies and fun materials based on 

students’ needs can help them develop their literacy (Morrow, 

2001). 

In learning English, of course, one of the prominent 

language elements which the teachers should give much 

attention to facilitate the students to express their ideas and 

emotion and give information to people. Learning a foreign 

language is a matter of learning the vocabulary of that 

language, although the system language, i.e., its grammar or 

structure, is also important (Saville‐Troike, 1984). 

Moreover, it is impossible to learn a language without 

vocabulary—without words. She further mentions that 

language is "not dry bone. It is a living thing, a growing entity 

clothed in the flesh of words. 

At primary schools, English is taught as local content, and 

its teaching depends on the school's policy, whether or not it 

is considered very important in that school, particularly in a 

big city like Makassar, Indonesia. The English subject in 

Indonesia is taught from grade 4 (Zein, 2017). In this context, 

the students need basic English vocabulary to learn the four 

language skills: Listening, Speaking, Reading, and Writing. 

To support the learning of the four language skills, it's 

important to introduce new words to students using fun 

techniques. According to Harmer (2010), when new 

vocabulary is introduced, there is always an opportunity for it 

to be familiar to some of the students in the classroom, so 

elicitation is important. In this respect, the teacher can show 

the students how to act out an activity, such as becoming a 

doctor who cures a patient. He or she plays the role of a 

doctor, uses some words that are already familiar to students, 

and introduces new words to them. 

In introducing the new words, the teachers also teach the 

language structure, which the students very simply need to 

understand a short text, dialogue, or very simple sentences. In 

the syllabus, there is no special time allocated to teach 

vocabulary. Vocabulary is taught through language skills 

(Carter & McCarthy, 2014). Therefore, it is important to 

develop teaching material that can help them understand the 

text or the dialogue.   
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Many teachers suggest a standard of eight to twelve 

productive items representing a reasonable input regarding 

how many words the students can learn in one classroom 

meeting. How many words does it take to use English 

successfully? The answer will depend on how many words 

kids need to know. Teachers might assist students in learning 

(Miller & Gildea, 1987). At elementary school, students 

might learn six to ten productive items for a teaching period 

of a 35-minute lesson. Furthermore, besides word lists, the 

teachers may consider flexible content from various topics 

and themes, among others, numbers, common food, colors, 

the telling of time, days of the week, article of clothing, eating 

utensils, family relationships, and common occupations. 

The words are practiced through role-play involving the 

students' roles in an imaginary situation to get students talking 

to each other (McDaniel, 2000). The students can play the 

role of a doctor or any other occupation in the classroom. The 

students can imagine curing a patient in a hospital; their other 

friends are their audience, and the teacher can act as a 

facilitator and motivator. Role-play effectively simulates a 

teaching and learning environment, engages students, and 

showcases superior language proficiency. Role play is 

essential for teaching evaluation (Alkin & Christie, 2002). 

According to Harmer (2010), when we give students roles 

of completely different characters and express ideas and 

emotions they do not necessarily share is called role-play: 

The students in the classroom can do many kinds of role-

playing activities—for example, imaginative interview role-

play. One of the students can play the role of an interviewer, 

and another student can become an interviewee. This activity 

is interesting because the students actively use the words or 

expressions they know or memorize before acting the role 

out.  

The student's language should be flexible if role-playing 

is to be useful for practical communication. Students will be 

more interested in an activity if it is close to life. Thus 

choosing the right roles and situations is crucial. Harmer 

(2010) further mentions three distinct advantages of 

simulation and role-play. First, they can be good fun and are 

thus motivating. Secondly, they let doubtful students be 

franker in their ideas and behavior without taking 

responsibility for what they say in the way they do when 

speaking for themselves. Thirdly, broadening the classroom 

world to cover the world outside allows students to utilize a 

much wider range of language than some more task-centered 

activities may do. 

Therefore, it is essential to develop a teaching 

package/product that encourages the students to practice or 

use the words by playing their roles in the classroom. Until 

now, no special vocabulary teaching materials have been 

written or prepared in textbooks. The product development 

was based on the student's needs and interests. Moreover, the 

teachers also benefit from it because the vocabulary items 

have already been selected concerning interesting topics and 

themes. Hence, this research aims to develop teaching 

materials using role-play-based English basic vocabulary in 

primary school. This research proposes a research question: 

what aspects should be developed in teaching materials using 

role-play games for English vocabulary acquisition in 

primary school? 

2. Method 

2.1. Research Design 

This study is formative research—a kind of developmental 

research to improve design theory for designing teaching 

practices or processes. Formative research is developmental 

research meant to enhance design theory for creating 

educational practices (Frick & Reigeluth, 1999). Formative 

research is a study undertaken before, during, or after a 

program's design and implementation. Formative research 

can be useful to identify and comprehend the populations that 

require interventions or public health initiatives and develop 

initiatives tailored to particular populations' requirements. 

The development of the material was based on three 

important steps: preliminary study, development, and 

validation by experts in learning and teaching materials. 

2.2. Research Subject 

The subjects of the study consisted of experts in teaching and 

learning materials, teachers, and students of one of the 

outstanding primary schools in Makassar, South Sulawesi, 

Indonesia. This research was conducted in the 2022 academic 

year. The choice of this school was based on the consideration 

that it required them to learn English subject as the local 

content for many years, and this school is one of the 

outstanding primary schools in Makassar.  

2.3. Research Object 

The object of the study was the textbooks used by the students 

and the teachers of English at this school. There were three 

textbooks used. The three textbooks do not contain a specific 

list of vocabulary items the students should learn. As 

mentioned previously that the number of productive 

vocabulary that can be learned based on the level of the 

school ranged from seven to ten words, and the topics of the 

material were: “greetings, self-names, names of objects in the 

classroom, names of objects outside the classroom, I love my 

family, Nice to meet you, and about the occupation.” 

3. Results 

3.1. Preliminary Study 

Before developing the teaching materials, the syllabus should 

be made to support the development of the teaching material. 

The syllabus of basic English vocabulary was designed based 

on language skills because vocabulary is not taught as a 

separate language aspect, but it is integrated into the language 

skills, Listening, Speaking, Reading, and Writing skill. The 

lesson plans were arranged based on the free learning 

curriculum. Besides, student worksheets should also support 

the teacher's material’s development. Student worksheets 

were written based on the teaching objectives in the lesson 

plans. The activities given in the worksheets were similar to 

those found in the teaching materials. The worksheets were 

given to the students to train them to pronounce new words, 

spell and use them in simple sentences. Moreover, they 

played their roles with their friends in front of the class. 
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3.2. Development of Teaching Materials 

The teaching material was developed based on the teaching 

objectives with the topics or themes related to the students' 

daily life. There are ten familiar topics in it, they are as 

follows: 

• Greetings 

• How do you spell words? 

• What is your name? 

• I love my family 

• Nice to meet you 

• What color is your bag? 

• Things in the classroom 

• Things around school 

• Close the door 

• Please 

• What do you do? 

The development of the materials contained many 

different activities, as follows:  

• Listen and repeat 

• Act out the dialogues 

• Read the dialogues 

• Look and practice 

• Practice the dialogues with a friend in front of the class. 

The students learned eight to twelve words in each unit 

through role-play-game (RPG). In addition, the materials are 

provided with pictures, animation, and video, so the students 

are interested in and enjoy learning the words. 

The product of this study was the teaching material of 

basic English vocabulary for being used in primary schools. 

This study was conducted at one of the outstanding primary 

schools in Makassar, Indonesia, which took English subjects 

as local content. The English subject was taught from the 

fourth grade until the sixth grade. The development of the 

product was based on a model of interaction and pedagogical 

principles that underlie its development. Its development 

involved the students and teachers' roles who were active in 

the learning and teaching processes. The product 

development used a more enjoyable and motivating role-play 

technique. 

3.4. Validation by Experts 

The most important part of the study results is the basic 

English vocabulary teaching material developed based on the 

role-play technique. After developing the material, the 

material was evaluated by two experts in learning and 

teaching materials. The evaluation was done by giving the 

prototype of the teaching material and validation sheet to the 

experts. The category of the experts' evaluation is based on 

the following Table 1. 

Table 1. Category of scores of the experts' evaluation 

Mean Score Range of Scores Category of Evaluation 

1 0 - 55 Poor 

2 56 - 75 Enough 

3 76 - 89 Good 

4 90 - 100 Very Good 

 

The results of the experts' evaluation of the teaching material 

are presented in Table 2 below. 

Table 2. Scores of evaluations of the experts on the teaching 

material 

Expert 

Format 

of 

Teaching 

Material 

Content Language Appearance 
Mean 

score 

Expert 

1 
87 88 86 90 87.75 

Expert 

2 
89 86 89 91 88.75 

 

 

Based on the Table above, Expert 1 scored the four 

components. For the components of format, content, and 

language, the respective scores are 87, 88, and 86, which are 

categorized as good, while for the appearance of the teaching 

material, the score is 90, which is categorized as very good. 

The mean score of the evaluation given by Expert 1 is 87.75, 

which is categorized as Good. In addition, Expert 2 also gave 

scores to the four components which have similar results. For 

the components of format, content, and language, the 

respective scores are 89, 86, and 89, which are classified as 

good, while for the appearance, the score is 91, which is 

classified as very good. The mean score of the evaluation of 

Expert 2 is 88.75, which is categorized as Good. The two 

experts' evaluation results show that the teaching material's 

development is good so that it can be used, although there 

must be correction and revision based on their suggestions. 

The teaching material should be revised before it is tried out 

for limited use. 

4. Discussion 

The development of the teaching material for elementary 

school students was based on the students and teachers' needs. 

In the syllabus of English there is not a special material for 

teaching English vocabulary. Therefore, it is an urgent need 

to develop the material that can fulfill their needs and the 

material development is based on interesting and joyful 

technique, that is, through role play-game (Lu & Chang, 

2016).  

This study demonstrated that role-play game is an 

efficient method for enlivening the teaching and learning 

environment, stimulate learners' interests, and demonstrate 

astonishing language acquisition (Kingdon, 2018; Rogers & 

Evans, 2006, 2008; van Ments, 2015). After performing the 

role-play game, students consciously applied the vocabulary 

from the presentation of new words. Also, this research 

showed the contribution of memorizing new words is better 

than simply read the words (Gao, 2006). However, 

memorizing new vocabulary items is very difficult for 

children (Chen & Chan, 2019; Demircioğlu, 2010). Therefore 

teachers should develop the interesting teaching materials and 

comfortable approach to motivate students to learn 

vocabulary. Thus, developing teaching material based on 

role-play games is effective to encourage the students to learn 

and gives better results. Role-play enhances retention of 

information, provides vitality to the classroom, and 

encourages engagement from inactive students (DeNeve & 

Heppner, 1997; Stevens, 2015). 
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The teaching material developed in this study was 

categorized as good based on the evaluation results of the 

experts. However, they put forward some suggestions to 

improve the quality of the teaching material, for example, the 

content, language use, and appearance. Concerning the 

content of the teaching material, the researchers should add 

more interesting exercises, particularly related to the student's 

daily life or their environment. From the aspect of language, 

some words or expressions are still difficult to understand 

because of grammar and unfamiliar words. The researchers 

should use simple grammar and words which are not too 

difficult. Besides, the position of the pictures in each lesson 

should be revised so that the appearance will be better and 

more interesting. 

5. Conclusion 

Based on the analysis of the findings, it was found that the 

teaching material of basic English vocabulary covering the 

syllabus of English, lesson plans, and the teaching materials 

were developed based on the students' needs. The topics of 

the materials are related to the students' daily life, so it is 

hoped that they can read and understand them. In addition, 

the teaching materials are also developed using role-play 

techniques. This technique is interesting and joyful for the 

students. 

The validation of the materials conducted by the experts 

is concerned with the format of teaching material, content, 

language, and appearance. The two experts had similar results 

of validation. The mean score of the evaluation of Expert 1 

and Expert 2 is 87.75 and 88, 75, but the two mean scores are 

categorized as good. However, the teaching material still 

needs to be developed regarding the content, language use, 

and appearance. 

References 

Alkin, M. C., & Christie, C. A. (2002). The use of role-play in teaching 

evaluation. American Journal of Evaluation, 23(2), 209–218. 

August, D., Carlo, M., Dressler, C., & Snow, C. (2005). The critical role of 
vocabulary development for English language learners. Learning 

Disabilities Research & Practice, 20(1), 50–57. 

Carlo, M. S., August, D., McLaughlin, B., Snow, C. E., Dressler, C., 
Lippman, D. N., Lively, T. J., & White, C. E. (2004). Closing the gap: 

Addressing the vocabulary needs of English‐language learners in 

bilingual and mainstream classrooms. Reading Research Quarterly, 
39(2), 188–215. 

Carter, R., & McCarthy, M. (2014). Vocabulary and language teaching. 
Routledge. 

Chen, R. W., & Chan, K. K. (2019). Using augmented reality flashcards to 

learn vocabulary in early childhood education. Journal of Educational 

Computing Research, 57(7), 1812–1831. 

Demircioğlu, Ş. (2010). Teaching English vocabulary to young learners via 

drama. Procedia-Social and Behavioral Sciences, 2(2), 439–443. 
DeNeve, K. M., & Heppner, M. J. (1997). Role play simulations: The 

assessment of an active learning technique and comparisons with 

traditional lectures. Innovative Higher Education, 21, 231–246. 
Durlak, J. A., Weissberg, R. P., Dymnicki, A. B., Taylor, R. D., & 

Schellinger, K. B. (2011). The impact of enhancing students’ social and 

emotional learning: A meta‐analysis of school‐based universal 

interventions. Child Development, 82(1), 405–432. 

Elias, M. J. (1997). Promoting social and emotional learning: Guidelines for 

educators. Ascd. 
Frick, T. W., & Reigeluth, C. M. (1999). Formative research: A methodology 

for creating and improving design theories. Instructional-Design 

Theories and Models: A New Paradigm of Instructional Theory, 2, 633–
652. 

Gao, X. (2006). Understanding changes in Chinese students’ uses of learning 

strategies in China and Britain: A socio-cultural re-interpretation. 
System, 34(1), 55–67. 

Haidar, S., & Fang, F. (2019). English language in education and 

globalization: A comparative analysis of the role of English in Pakistan 
and China. Asia Pacific Journal of Education, 39(2), 165–176. 

Harmer, J. (2010). The Practice of English Language Teaching. 

Pearson/Longman. 
http://books.google.com.my/books?id=1zJ7ygAACAAJ 

Humphrey, N., Lendrum, A., Wigelsworth, M., & Greenberg, M. T. (2020). 

Social and emotional learning. Routledge. 
Kingdon, Z. (2018). Young children as beings, becomings, having beens: an 

integrated approach to role-play. International Journal of Early Years 

Education, 26(4), 354–368. 
Lu, F.-C., & Chang, B. (2016). Role-play game-enhanced English for a 

specific-purpose vocabulary-acquisition framework. Journal of 
Educational Technology & Society, 19(2), 367–377. 

Matear, A. (2008). English language learning and education policy in Chile: 

Can English really open doors for all? Asia Pacific Journal of Education, 
28(2), 131–147. 

McDaniel, K. N. (2000). Four elements of successful historical role-playing 

in the classroom. The History Teacher, 33(3), 357–362. 
Miller, G. A., & Gildea, P. M. (1987). How children learn words. Scientific 

American, 257(3), 94–99. 

Morrow, L. M. (2001). 18 Literacy Development in the Early Years: Helping 
Children Read and Write. Handbook of Instructional Practices for 

Literacy Teacher-Educators: Examples and Reflections from the 

Teaching Lives of Literacy Scholars. 
Norris, J. A. (2003). Looking at classroom management through a social and 

emotional learning lens. Theory into Practice, 42(4), 313–318. 

Rogers, S., & Evans, J. (2006). Playing the game? Exploring role play from 

children’s perspectives. European Early Childhood Education Research 

Journal, 14(1), 43–55. 

Rogers, S., & Evans, J. (2008). Inside role-play in early childhood education: 
Researching young children’s perspectives. Routledge. 

Saville‐Troike, M. (1984). What really matters in second language learning 

for academic achievement? TESOL Quarterly, 18(2), 199–219. 
Stevens, R. (2015). Role-play and student engagement: reflections from the 

classroom. Teaching in Higher Education, 20(5), 481–492. 

https://doi.org/10.1080/13562517.2015.1020778 
Taylor, R. D., Oberle, E., Durlak, J. A., & Weissberg, R. P. (2017). 

Promoting positive youth development through school‐based social and 

emotional learning interventions: A meta‐analysis of follow‐up effects. 
Child Development, 88(4), 1156–1171. 

Tomlinson, B. (2012). Materials development for language learning and 

teaching. Language Teaching, 45(2), 143–179. 
van Ments, M. (2015). Simulations, games, and role-play. In Handbook of 

Educational Ideas and Practices (Routledge Revivals) (pp. 823–832). 

Routledge. 
Wallace, M. J. (1982). Teaching Vocabulary. Heinemann Educational 

Books. https://books.google.co.id/books?id=lIhOAAAAYAAJ 

Zein, M. S. (2017). Elementary English education in Indonesia: Policy 
developments, current practices, and future prospects: How has 

Indonesia coped with the demand for teaching English in schools? 

English Today, 33(1), 53–59.  

 


