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CHAPTER 1
INTRODUCTION

Language is a key medium for expressing ideas and knowledge, involving listening,
speaking, reading, and writing, and extends to meaningful use in context (IGI Global, n.d.).
Literacy is viewed as a socially situated practice (Street, 1984; Baynham & Prinsloo, 2009;
Purcell-Gates, 2007, as cited in Musa et al., 2012), where reading comprehension is
essential for academic success. Vocabulary plays a central role in comprehension, yet its
acquisition remains challenging in second language learning, and effective vocabulary
learning is critical for language proficiency (Gu, 2003; Meara, 1983; Nation, 2001;
Schmitt, 2000, 2019 as cited in Nemati, 2009; Karatas et al., 2025).

Comprehension, the ultimate goal of language learning (Oxford Advanced
Learner’s Dictionary, 2024), is often limited by inadequate vocabulary, especially at the
middle school level. In the digital era, traditional methods may not engage learners
effectively. Emojis, as visual representations of meaning (Kendall, 2025), offer a novel
approach by integrating visual learning with gamification to enhance engagement,

retention, and comprehension.

Therefore, this study examines the effectiveness of emoji-based vocabulary
game instruction on improving comprehension skills among VIII grade students in

Coimbatore district.
1.1 Background of the Study

Language teaching methodologies have evolved from traditional grammar-translation
approaches to communicative and technology-integrated methods. In vocabulary
instruction, conventional practices relying on memorization, repetition, and textbook
exercises (Cameron, 2001) often result in short-term retention without promoting deeper
understanding or contextual application. This necessitates more engaging and cognitively

effective strategies beyond rote learning.

With advancements in Information and Communication Technology (ICT),
classrooms increasingly incorporate digital tools and interactive platforms. Modern

learners, often termed “digital natives,” are familiar with visual forms of communication



such as emojis, which convey emotions and ideas efficiently. Their visual simplicity makes

them a valuable resource for vocabulary learning, where meaning representation is crucial.

The use of visuals in learning is supported by cognitive theories. Mayer’s (2001)
Cognitive Theory of Multimedia Learning emphasizes improved understanding through
the integration of verbal and visual elements, while Paivio’s (1971) Dual Coding Theory
highlights the effectiveness of processing information through both channels. Additionally,
game-based learning promotes motivation, engagement, teamwork, and immediate
feedback. In contexts like Coimbatore district, where English is a second language,
students often struggle with vocabulary acquisition and comprehension, and traditional
methods may not address diverse learning needs. In this regard, emojis act as visual
supports that enhance understanding, retention, and recall. Therefore, integrating
emoji-based vocabulary instruction offers a theoretically grounded approach to improving

learners’ comprehension and engagement.
1.2 Concept of Vocabulary Instruction

Vocabulary instruction is a key component of language learning, supporting
comprehension, academic achievement, and overall language proficiency (Zeng et al., 2025).
Effective instruction goes beyond memorization by promoting meaningful engagement,

repeated exposure, and contextual use of words for deeper understanding and retention.

In modern education, vocabulary instruction is viewed as an interactive and learner-
centered process that incorporates contextual learning and visual support to enhance
comprehension (Zeng et al., 2025). At the middle school level, it must be cognitively

engaging and developmentally appropriate to strengthen language foundations.

In this study, vocabulary instruction is organized into four levels: lexical, semantic,
contextual, and situational. The lexical level focuses on basic word meanings supported by
emojis, the semantic level develops word relationships, the contextual level emphasizes
meaning from text, and the situational level promotes real-life application (Krylovska, 2024;
Vocabulary.com, n.d.; Elgort et al., 2015; Li, 2025).



Thus, vocabulary instruction is conceptualized as a multi-level process that
enhances comprehension, retention, and effective language use in both academic and

real-life contexts.
1.3 Importance of Reading Comprehension

Reading comprehension is a critical skill that enables learners to derive meaning
from written texts and transform words into meaningful ideas. It goes beyond mere word
recognition and involves understanding, interpreting, and connecting information within a
text (Brandon, 2021). Effective comprehension supports academic success by helping
students process content across subjects, retain information, and apply knowledge
appropriately. It also involves active strategies such as goal setting, questioning, and
visualization, which enhance deeper understanding and engagement with texts (Eastern
Washington University, 2022). Furthermore, as students expand their vocabulary and prior
knowledge, their ability to comprehend improves, making reading more meaningful and
effective. Thus, reading comprehension is essential not only for academic achievement but

also for lifelong learning and communication.
1.4 Concept of Comprehension Skills

Comprehension skills refer to learners’ ability to understand, interpret, and derive
meaning from language, forming a foundation for effective communication and academic
success in ESL contexts. Vocabulary knowledge plays a crucial role in comprehension, as
understanding words directly influences meaning-making from texts (Zeng et al., 2025).
At the VIII standard level, developing comprehension skills is essential as English serves

as a primary medium of instruction.

In this study, comprehension is viewed at a basic level, focusing on clear meaning
construction rather than higher-order skills. It is assessed through four progressive levels—
lexical, semantic, contextual, and situational—representing stages of meaning development

and increasing complexity in vocabulary processing.
1.4.1 Lexical Comprehension

Lexical comprehension refers to the ability of learners to recognize words and

understand their direct or literal meanings. At this level, students demonstrate comprehension



by identifying the meaning of individual vocabulary items drawn from the prescribed
syllabus. This forms the foundational stage of comprehension, as understanding word
meaning is essential before processing sentences or larger texts (Krylovska, 2024). In the

present study, lexical comprehension reflects students’ basic level of meaning recognition.
1.4.2 Semantic Comprehension

Semantic comprehension involves understanding the relationships between words
and their conceptual meanings. At this level, learners identify connections such as synonyms,
antonyms, and simple associations, which help in developing deeper understanding beyond
isolated meanings. This ability to recognize meaning relationships enhances overall

language interpretation and supports comprehension development (Vocabulary.com, n.d.).
1.4.3 Contextual Comprehension

Contextual comprehension refers to the ability to infer the meaning of words based
on the context in which they are used. Learners analyze surrounding words, sentences, or
textual clues to determine appropriate meanings. This level highlights the importance of
learning vocabulary through meaningful exposure and repeated encounters in context,

which strengthens comprehension and retention (Elgort et al., 2015).
1.4.5 Situational Comprehension

Situational comprehension involves understanding and applying vocabulary in
real-life or familiar situations. At this level, learners interpret meaning based on scenarios,
actions, or emotional contexts and select appropriate vocabulary accordingly. This
reflects practical language use and supports meaningful communication, aligning with

experience-based and situational learning approaches (Li, 2025).
1.5 Emoji Based Vocabulary Game Instruction

Emoji-based vocabulary game instruction is an innovative approach that integrates
visual symbols with interactive learning. Emojis—derived from e (picture) and moji
(character)—are digital pictograms representing emotions, actions, and ideas, and can be
used to teach vocabulary meaningfully. According to Emojipedia’s People Emoji List, they
include facial expressions, gestures, activities, roles, and relationships. Research shows

that emojis act as effective visual-semantic cues supporting comprehension (Danesi, 2019;



Kralj Novak et al., 2015) and are closely linked to language and sentiment (Barbieri et al., 2017;
Hu et al., 2017).

Studies suggest that emoji-based activities may enhance engagement, participation,
and vocabulary learning; however, there is limited empirical evidence on their
effectiveness in improving comprehension skills among middle school ESL learners in
specific classroom contexts (Sivaraja et al., 2025; Li & Zhong, 2025; Al-aajam, 2019;
Sanhas et al., 2025). Technological research further supports their relevance by showing
that emojis can be systematically linked to emotions and enhance communication
(Anchana et al., 2021; Karulkar et al., 2025).

In addition to pedagogical benefits, technological advancements further strengthen
the applicability of emoji-based instruction. Research by Anchana et al. (2021)
demonstrates that emojis can be systematically generated and linked to human emotions
using deep learning, reinforcing their cognitive and contextual relevance. Studies on digital
communication, such as Karulkar et al. (2025), emphasize that emojis enhance emotional
engagement and understanding in text-based interactions. These findings collectively
support the use of emoji-based vocabulary games as an effective instructional strategy, as
they combine visual learning, emotional connection, and interactive engagement to improve

vocabulary comprehension and overall language learning outcomes among students.
1.6 Challenges Faced by VIII Grade Students in Vocabulary and Comprehension

VIII standard students face several challenges in developing vocabulary and
comprehension in English as a second language. Limited vocabulary knowledge affects
their ability to understand texts at lexical and contextual levels (Aida, 2021; Kaphle, 2024),
while grammatical complexity and weak semantic understanding further hinder meaning
construction. Many learners rely on memorization instead of effective strategies, leading
to poor retention (Kaphle, 2024), along with issues like low motivation, poor concentration,
and limited exposure to English (Aida, 2021). These challenges highlight the need for
engaging, structured, and context-based instructional approaches to improve vocabulary

and comprehension skills..



1.7 Theoretical Framework

The present study, titled “Effectiveness of Emoji-Based Vocabulary Game
Instruction on Enhancing Comprehension Skills among V111 Grade Students in Coimbatore
District,” is grounded in theories supporting active and multimodal learning. Constructivism
emphasizes learners’ active knowledge construction through interaction, facilitated by
emoji-based games. Dual Coding Theory (Paivio, 1971) and Multimedia Learning Theory
(Mayer, 2001) highlight improved comprehension through the integration of visual and
verbal elements. Game-Based Learning promotes motivation and engagement, while
Social Constructivism (Vygotsky, 1978) underscores collaborative learning. Cognitive
Load Theory (Sweller, 1988) supports the use of simple visuals like emojis to reduce
cognitive overload. Together, these theories provide a strong foundation for enhancing

comprehension through emoji-based vocabulary instruction.

Theoretical Framework

Evmo]ii;B?sed Constructivism Dual Coding Theory
XLl (Active Meaning- .
. " (Visual + Verbal)
Game Instruction Making)
Multimedia Game-Based Social
Learning Learning Constructivism
(Words + Images) (Engagement) (Collaboration)
Cognitive Load Enhanced Learning
Theory Outcomes
(Reduced Load) (Comprehension)

Figure: 1.1
Theoretical framework
1.8 Statement of the problem

The problem statement for educational research is a short statement that describes
the particular problem which the researcher is interested in investigating. The present study
investigates whether emoji-based vocabulary game instruction significantly enhances
comprehension skills among V111 grade students in Coimbatore district. It examines the effect

of this instructional strategy on improving students’ understanding and use of language.



1.9 Operational definitions of key terms
1.9.1 Effectiveness

Effectiveness according to the Oxford dictionary means “the quality of producing
an intended or desired result”. In this study effectiveness is measured by comparing the
mean scores of the pre test and post test result of comprehension skill learnt. The result
reveals a noticeable improvement in the students' understanding skills by using emoji based

vocabulary game instruction.
1.9.2 Emoji-Based Vocabulary Game Instruction

Emoji-based vocabulary game instruction refers to a structured teaching—learning
method in which vocabulary from the VIII standard English textbook (Tamil Nadu State
Board syllabus) is taught through game-based activities using emojis as visual cues. In this
study, it involves the use of digital platforms such as LearningApps and Wordwall to

conduct activities like matching, grouping, and quizzes.
1.9.3 Vocabulary

Vocabulary refers to the set of words selected from Unit 7 of the VIII standard
English textbook, including prose, poetry, and supplementary sections, focusing on their

meanings, usage, and contextual understanding.
1.9.4 Game-Based Learning

Game-based learning refers to the use of structured game elements such as rules,
challenges, and interactive activities to facilitate vocabulary learning and enhance student

engagement during instruction.
1.9.5 Emojis

The word emoji originated from 2 Japanese words : “e" meaning “picture" and
“moji" meaning “written character” . Emojis are a digital pictogram that are used in texting
, social media and other computer mediated interactions. It is used to convey a variety of
concepts, ideas and emotions (Kendall, 2025). Emojis refer to visual symbols or pictorial
representations used in digital communication to convey meanings, emotions, or ideas.

In this study, emojis are used as instructional aids to support vocabulary learning.



1.9.6 Comprehension Skills

According to the Oxford dictionary,” comprehension means the ability to
understand". According to Oxford owl, “it relies on 2 interconnected abilities: word reading
(being able to decode the symbols on the page) and language comprehension (being able
to understand the meaning of the words and sentence)”. Comprehension skills refer to the
ability of students to understand, interpret, and derive meaning from words and texts.
In this study, it includes lexical, semantic, contextual, and situational understanding,

measured through achievement test scores.
1.9.7 VIII Standard Students

VI standard students refer to learners studying in Grade VIII in selected schools

of Coimbatore District under the Tamil Nadu State Board syllabus.
1.10 Need for the study

1. Many middle school students in India, especially in ESL contexts, have inadequate
vocabulary, which hinders comprehension and overall academic performance
(Nation, 2022).

2. Conventional vocabulary teaching methods such as memorization and

textbook-based learning often fail to engage learners or support long-term retention.

3. As digital-native learners respond better to visual and interactive content,
integrating emojis as instructional tools aligns with Dual Coding Theory

(Paivio, 1971) and may enhance understanding and recall.

4. There is limited experimental research validating the effectiveness of emoji-based
vocabulary instruction in real classroom settings, particularly among VIII grade
students in Tamil Nadu.

5. Emoji-based vocabulary games offer a low-cost, adaptable teaching strategy
suitable for diverse school environments, supporting current educational reforms
(NCERT, 2005; NEP, 2020).



1.11 Significance of the Study

e Vocabulary knowledge is a strong predictor of reading comprehension and overall
academic achievement, particularly at the middle school level. As emphasized by
Nation (2022), adequate vocabulary is essential for understanding texts and
effective language use. This study is significant in strengthening vocabulary and
comprehension skills among VIII standard students, thereby supporting their

academic and cognitive development.

e The study bridges the gap between informal digital communication and formal
classroom instruction by utilizing emojis as visual-semantic tools. Since students
frequently use emojis in daily communication, integrating them into learning can
enhance engagement, motivation, and participation, aligning with the preferences

of digital-age learners.

e |t contributes to the limited body of experimental research in school education by
providing empirical evidence through a structured pre-test, post-test, and delayed
post-test design. This data-driven approach enhances the credibility of innovative

teaching strategies and supports evidence-based educational practices.

e The study has strong practical applicability, especially in Indian school contexts
with limited resources. Emoji-based vocabulary games are cost-effective,
adaptable, and easy to implement using simple materials, making them suitable for

government and aided schools.

e The approach aligns with current educational reforms such as the National
Curriculum Framework (NCERT, 2005) and the National Education Policy (NEP,
2020), which emphasize experiential learning, learner-centered pedagogy, and the

integration of technology in education.
1.12 Objectives of the study
Development and Validation

e To develop and validate an emoji-based vocabulary game instructional module for
VI standard students.



e To construct and validate an attitude questionnaire towards emoji-based vocabulary

game instruction.

e Todevelop and validate an achievement test to measure vocabulary acquisition and

comprehension skills.
Descriptive Analysis

e To determine the level of comprehension skills among V111 standard students taught

through emoji-based vocabulary game instruction.

e To assess the level of students’ attitude towards emoji-based vocabulary game

instruction.
Differential and Comparative Analysis

e To examine the difference between pre-test and post-test comprehension scores of
V111 standard students.

e To compare the effectiveness of emoji-based vocabulary game instruction and
conventional teaching methods on comprehension skills among V111 standard students.

e To examine the differences in post-test comprehension scores of VIII standard

students based on the following variables:
o Gender
o Language of instruction
Relationship Analysis

e To analyse the relationship between familiarity with emojis and comprehension
skills of V111 standard students.

Mixed ANOVA and Retention Analysis

e To analyse the effect of emoji-based vocabulary game instruction on comprehension
skills of VIII standard students across time (pre-test, post-test, and delayed

post-test) and groups (experimental and control).

e To examine the retention effect of emoji-based vocabulary game instruction

on comprehension skills of VI standard students.
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1.13 Hypothesis of the study

e HO1: There is no significant level of comprehension skills among VIII standard

students taught through emoji-based vocabulary game instruction.

e HO02: There is no significant level of attitude towards emoji-based vocabulary game

instruction among V1I1 standard students.

e HO03: There is no significant difference between the pre-test and post-test

comprehension scores of VIII standard students.

e HO4: There is no significant difference between the mean comprehension scores

of experimental and control groups.

e HO05: There is no significant difference in the mean post-test comprehension

scores of VIII standard students based on the selected demographic variables.

e HO6: There is no significant relationship between familiarity with emojis and

comprehension skills of V11 standard students.

e HO7: There is no significant effect of time, group, and their interaction on the

comprehension skills of V111 standard students.

e HO08: There is no significant difference between post-test and delayed post-test

comprehension scores of V111 standard students.

e HO09: There is no significant difference in retention of comprehension skills between

experimental and control groups.
1.14 Limitations of the Study

1. The findings of the study may not be generalizable to students of other grades,
regions, or educational boards, as the study is confined to VIII standard students

from selected schools in Coimbatore District.

2. The results may not reflect comprehensive vocabulary acquisition across the entire
syllabus, since the instructional intervention is restricted to Unit 7 (prose, poetry,

and supplementary) of the Tamil Nadu State Board English textbook.
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3.

The study focuses primarily on basic levels of comprehension—namely lexical,
semantic, contextual, and situational understanding—and does not address

higher-order skills such as critical analysis and creative interpretation.

The effectiveness of the intervention may be influenced by the use of specific
digital tools, such as LearningApps and Wordwall; therefore, the results may vary
if different digital tools or instructional environments are employed.

1.15 Delimitations of the study

The present study is delimited in the following aspects:

1.

The study is confined to VIII standard students studying in selected schools in

Coimbatore District.
It is limited to students following the Tamil Nadu State Board syllabus.
The study focuses only on the English language, particularly the vocabulary components.

The content coverage is restricted to Unit 7 of the VIII standard English textbook,

including prose, poetry, and supplementary sections.

The instructional intervention is limited to the use of emoji-based vocabulary game

instruction, implemented through digital activities.

The study is confined to assessing selected aspects of vocabulary, namely: lexical,

semantic, contextual, and situational understanding

1.16 Organization of the Thesis

Chapter 1: Introduction

This chapter introduces the study and establishes its foundation. It includes the

background, need and significance, statement of the problem, objectives, hypotheses, and

other essential aspects. It also presents the operational definitions of key terms, identifies

the independent and dependent variables, and outlines the delimitations and limitations

of the study.
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Chapter 2: Review of Related Literature

This chapter provides a comprehensive review of literature relevant to the study.
It covers vocabulary instruction, comprehension skills, the role of visual symbols and
emojis in learning, game-based learning strategies, and the use of technology in English
education. It also examines both theoretical and empirical studies related to emoji-based

interventions in improving comprehension skills.
Chapter 3: Methodology

This chapter explains the research design and procedures followed in the study.
It includes details of the sample, sampling techniques, research instruments, and their
reliability. It also describes the development and implementation of the emoji-based

vocabulary game instruction used as the intervention.
Chapter 4: Results and Discussion

This chapter presents and analyzes the data collected through the vocabulary
comprehension test and other tools. Results are organized according to the objectives,
hypotheses are tested, and the findings are interpreted. The educational implications of the

results are also discussed.
Chapter 5: Conclusion

This chapter summarizes the major findings and draws conclusions based on the
results. It highlights the educational implications for teachers, curriculum developers, and
policymakers, and provides recommendations for further research and practical

applications of emoji-based vocabulary game instruction.
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CHAPTER II

LITERATURE REVIEW

2.1 Introduction to literature review

A literature review serves as a crucial part of any research project. It entails a
methodical review and evaluation of prior research, including books, articles, and other
academic sources that are relevant to the subject being studied. The goal of reviewing the
literature is to gain insight into current knowledge within the field, recognize key ideas and
theories, and analyze the results from previous studies. It also assists the researcher in
preventing redundant efforts and in recognizing areas that need additional exploration.

In educational research, examining related literature offers a theoretical and
evidence-based basis for the study. It allows the researcher to grasp the different
approaches, methods, and strategies that have been employed in comparable studies.
By going through this process, the researcher learns about how various factors have been

examined and what findings have been achieved.

In this study, the researcher examines existing literature on emoji-based learning,
visual learning approaches, vocabulary growth, and the application of digital tools in
language instruction. The review encompasses both national and international research that
examines creative teaching approaches aimed at enhancing vocabulary skills in students.
These studies offer useful insights regarding the effectiveness of learning methods that

incorporate visual elements and technology support.
2.2 Conceptual and theoretical background

The present study is grounded in established learning theories that emphasize the
importance of visual representation, active engagement, and meaningful learning in enhancing
comprehension skills. Constructivism highlights that learners actively construct knowledge
through interaction and experience. In this study, students interpret emojis and connect them

with vocabulary through game-based activities, facilitating deeper understanding.

Dual Coding Theory proposed by Paivio (1971) suggests that learning is enhanced
when information is processed through both verbal and visual channels. The use of emojis

alongside words supports this dual processing, improving memory and retention. Similarly,

14



Multimedia Learning Theory emphasizes that combining words and images enhances
understanding, making emoji-based instruction an effective strategy.

Game-Based Learning further supports this approach by promoting engagement,
motivation, and active participation. Social Constructivism highlights the importance of
interaction and collaboration in learning, which is facilitated through group-based emoji
activities. In addition, Cognitive Load Theory explains that simple visual elements like

emojis reduce mental effort and support efficient information processing.

Thus, these theoretical perspectives provide a strong foundation for the use of
emoji-based vocabulary game instruction in enhancing comprehension skills among 8th

standard students.
2.3 Studies related to vocabulary learning and retention

Karatas et al. (2025) investigated the impact of memory enhancement
techniques—retrieval practice, spaced repetition, and feedback—on second language
vocabulary learning using an experimental design with a pre-test and two post-tests.
The findings showed that the optimized approach led to significantly higher improvement
(18%) compared to the standard method (8%), indicating its effectiveness in vocabulary

acquisition and retention.

Nguyen (2022) examined the effectiveness of rote memorization and contextual
learning in vocabulary retention using a comparative experimental design with immediate
and delayed tests. The findings revealed that contextual learning was more effective than
rote memorization, particularly in enhancing immediate understanding and overall

vocabulary retention.

Na & Trang (2022) investigated the effect of using pictures on EFL learners’
vocabulary retention through an experimental design with pre-test, post-test, and delayed
test. The findings showed that while both groups improved, the group taught with pictures
performed significantly better, indicating the effectiveness of visual support in

vocabulary learning.

Bates & Son (2020) examined the effect of simplified picture-based

representations on vocabulary acquisition using an experimental design with multiple
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assessments. The findings showed that picture-based learning led to higher recall and
positive learner attitudes, highlighting the effectiveness of visual cues in enhancing

vocabulary retention.

Allanazarova (2020) explored vocabulary retention from a cognitive perspective
through a qualitative case study of an ESL learner. The findings showed that factors like
interference and neurolinguistic blocking affect retention, while the use of visual materials

such as pictorial texts improved both short- and long-term vocabulary retention.

Maria Suganthi (2021) examined the effect of gamification on attention and
memory among prospective teachers using an experimental design with control and
experimental groups. The findings showed that gamified instruction significantly improved
attention, engagement, and memory compared to traditional methods. This indicates that

game-based learning enhances cognitive engagement and learning outcomes.

Ghorbani & Riabi (2011) investigated the effect of memory strategies on EFL
vocabulary retention based on the depth of processing hypothesis using an experimental
design. The study employed immediate and delayed post-tests and independent sample
t-tests for analysis. The findings showed that the experimental group performed better in
delayed post-tests, indicating improved long-term vocabulary retention through

memory strategies.

Nemati (2009) examined the effectiveness of memory-based strategies on vocabulary
acquisition and retention through an experimental study with pre-university students.
The findings showed that learners taught using memory strategies performed significantly
better than those with traditional methods, demonstrating improved short- and long-term

vocabulary retention.
2.4 Studies related to vocabulary knowledge and comprehension

Brooks et al. (2023) investigated the role of vocabulary in reading comprehension
among EAL learners using a quantitative approach. The findings showed that vocabulary
knowledge was the strongest predictor of comprehension, with higher vocabulary levels
leading to better understanding of texts. This highlights the critical role of vocabulary

development in improving learners’ overall comprehension skills and academic performance.
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Luo et al. (2021) examined the impact of vocabulary breadth and depth on English
listening comprehension using a quantitative design. The findings revealed that vocabulary
depth had a stronger influence than breadth, especially in inferential comprehension tasks. This

indicates that deeper word knowledge is essential for effective listening comprehension.

Durbahn et al. (2020) examined the relationship between vocabulary knowledge
and viewing comprehension among EFL learners using a quantitative approach.
The findings showed a moderate positive relationship, indicating that stronger vocabulary
enhances understanding of audiovisual content. This highlights the role of vocabulary in both

literal and inferential comprehension and its importance in multimodal learning contexts.

Rahman & Igbal (2019) examined the relationship between vocabulary breadth,
depth, and reading comprehension using a quantitative approach. The findings revealed
that vocabulary depth had a stronger influence than breadth, highlighting its key role in
improving reading comprehension. This indicates that deeper word knowledge is essential

for effective understanding of texts.

Masrai (2019) examined the relationship between vocabulary knowledge at
different frequency levels and reading comprehension using a quantitative approach.
The findings showed that high- and mid-frequency vocabulary had a strong impact, while
low-frequency vocabulary also supported advanced learners. This highlights the
importance of vocabulary knowledge across different levels for effective comprehension.

2.5 Studies related to emoji use in language learning

Karulkar et al. (2025) examined the impact of emojis on sentiment and
engagement using tweet analysis and VADER sentiment analysis. The findings showed
that emojis enhance comprehension, emotional response, and interaction. This suggests
that emojis can support vocabulary learning by improving understanding, retention, and

learner engagement.

Sivaraja et al. (2025) investigated a gamified storytelling approach using emojis
to support English learning among primary students. The activities helped learners connect
emojis with vocabulary and build stories collaboratively. The findings showed improved
participation, contextual understanding, and stronger word—-image associations, indicating

enhanced vocabulary comprehension, retention, and engagement.
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Sanhas et al. (2025) reviewed 22 studies on the use of emojis in kindergarten
English learning. The review found that emojis help connect images to word meanings,
express emotions, and support interactive communication. They also enhance vocabulary
development, emotional understanding, and collaboration, creating an engaging learning
environment. These findings indicate that visual emoji-based tools can support vocabulary

comprehension and learner engagement in early education.

Anchana et al. (2021) used computer vision and deep learning to generate emojis
by mapping facial expressions and classifying emotions. The study found that emojis can
be systematically linked to emotional and contextual cues, strengthening their cognitive
relevance. This supports their use in vocabulary learning by enhancing meaning association,

comprehension, and memory retention.

Al-aajam (2019) examined the use of emojis and emoticons in vocabulary learning
among EFL students through an experimental design. The findings showed improved
vocabulary learning, motivation, and engagement in the experimental group, highlighting

the effectiveness of visual digital symbols.

Barbieri et al. (2017) examined the role of emojis in second language vocabulary
recognition using a 2 x 2 experimental design with English-speaking learners of Chinese.
The findings showed improved speed and accuracy when emojis accompanied words,
indicating that visual symbols support vocabulary recognition and comprehension. This
suggests that emojis function as meaningful cues that can enhance vocabulary learning and

understanding in instructional settings.

2.6 Studies Related to Emoji-Based Vocabulary Learning and Semantic

Interpretation of Emojis

Klein, Aydin, & West (2024) explored Emojinize, a system that converts text into
emoji sequences using large language models. The findings showed that emoji-based
representations improved word-guessing performance, indicating that emojis effectively
convey meaning and support comprehension. This supports the present study by
reinforcing that emojis can function as visual cues to enhance vocabulary understanding

and learning outcomes, regardless of how they are selected.
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Danesi (2022) examined emojis as a visual language used to express emotions,
tone, and intention in digital communication. The study found that emojis convey
emotional and contextual meanings that are often expressed through non-verbal cues in
face-to-face interaction. This supports the present study by indicating that emojis can
function as visual aids to enhance learners’ understanding of word meanings and contextual

use, thereby improving vocabulary comprehension and engagement.

Robertson et al. (2021) examined how emoji meanings change over time using
Twitter data and computational linguistics methods. The findings showed that emoji
meanings evolve based on context, events, and usage patterns, indicating their dynamic

semantic nature.

Danesi (2019) explored emojis as a visual language used to express emotions,
attitudes, and communicative intent in digital communication, helping users interpret tone,
meaning, and context through symbolic representations. This supports the present study by
indicating that emojis can function as visual cues to enhance vocabulary comprehension

and retention among learners.

Hu et al. (2017) investigated emojis as non-verbal signals in online communication
and found that different types of emojis influence how messages are interpreted by
conveying emotional tone and intent. This supports the present study by indicating that
emojis function as visual cues that enhance learners’ understanding of meaning and context

in vocabulary learning.

Danesi (2016) analyzed emojis as elements of visual language in online
communication and found that they convey emotions, tone, and contextual meaning similar
to non-verbal cues in face-to-face interaction. This supports the present study by indicating
that emojis can function as visual cues in vocabulary learning to improve comprehension

and retention.

2.7 Studies related to emoji use, digital communication and emotional/contextual cues

in language learning

Khan, Majumdar, & Mondal (2025) explored the role of emojis in improving

sentiment analysis using machine learning models, showing that emojis enhance the
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accuracy of interpreting emotional and contextual meaning in digital communication.
This supports the present study by indicating that emojis function as effective visual cues
that convey meaning beyond words, thereby aiding vocabulary comprehension and

contextual understanding in language learning.

Kelly & Watts (2024) examined how emojis are used in digital communication to
express emotions, intentions, and relational meanings. Based on interview data, the study
found that users creatively employ emojis to enhance emotional expression and
interpersonal connection. This supports the present study by indicating that emojis can
function as clear visual cues for conveying meaning and context, which can be applied in

language learning to improve vocabulary understanding and comprehension.

Barbieri, Ballesteros, & Saggion (2023) investigated the predictability of emojis
from written text using NLP techniques and LSTM models to analyze semantic
relationships between words and emojis. The findings showed that emojis have consistent
semantic links with language, indicating they function as meaningful visual elements.
This supports the present study by suggesting that emojis can serve as visual cues in

vocabulary learning to enhance comprehension and retention.

Kralj Novak et al. (2015) analyzed emoji usage in over 1.6 million tweets to
examine their emotional expressions and developed the Emoji Sentiment Ranking.
The findings showed that emojis consistently convey emotions and enhance message tone
across languages. This supports the present study by indicating that emojis can function as
universal visual cues that help learners associate vocabulary with emotions and context,

improving comprehension and retention.
2.8 Critical analysis of literature review

e The reviewed literature highlights the importance of vocabulary knowledge,
particularly its depth and breadth, in enhancing reading and listening
comprehension (Rahman & Igbal, 2019; Masrai, 2019; Luo et al., 2021). However,
these studies mainly focus on traditional instructional approaches and often
overlook interactive and multimodal strategies, indicating a need for innovative

methods such as emoji-based and game-oriented instruction.
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e Research on emoji-based learning (Bates & Son, 2020; Sivaraja et al., 2025;
Robertson et al., 2018; Klein et al., 2020) shows that visual symbols improve
engagement, memory, and contextual understanding. Yet, most studies are
conducted in controlled or adult learning contexts, with limited evidence from

school classrooms, particularly at the middle school level.

e Similarly, gamified instruction has been shown to improve motivation, attention,
and retention, but there is limited research on its integration with emoji-based
learning. Studies in digital communication and NLP (Barbieri et al., 2023; Kelly &
Watts, 2024; Kralj Novak et al., 2015) further confirm that emojis function as
meaningful visual and emotional cues, though their classroom application remains

underexplored.

e Methodologically, existing studies often use small samples, adult participants, or
short-term assessments, with limited focus on classroom implementation and
long-term learning outcomes. Overall, while prior research supports the value of
emojis and gamification, there is a clear gap in classroom-based, curriculum-aligned
studies for school learners. The present study addresses this gap by focusing on V11I
standard students, integrating emoji-based game instruction, examining comprehension

skills, and providing practical classroom insights.
2.9 Research gap

The analysis of existing literature shows that several studies have examined
vocabulary development, visual learning strategies, and the role of emojis in digital
communication. Research on vocabulary breadth and depth highlights their strong
influence on reading and listening comprehension, while studies on visual aids such as

images and gestures show improved vocabulary retention through meaningful associations.

Recent studies also emphasize that emojis function as visual symbols conveying emotions,
contextual meaning, and semantic cues, and can enhance engagement and vocabulary
recognition. Computational and technological research further supports their role in

improving emotional understanding and text interpretation.
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However, important gaps remain. Most studies focus on emojis in digital
communication or computational contexts rather than their structured use as classroom
instructional tools. Limited research exists on integrating emojis with game-based learning
for vocabulary and comprehension development. In addition, most studies are conducted

in international contexts, with little focus on Indian school settings.

There is also a lack of research on the systematic use of emoji-based activities to
enhance comprehension skills among middle school students, particularly at the VIII
standard level. Moreover, the combined use of emojis and game-based instruction as
an integrated teaching strategy remains underexplored, especially in the context of
Coimbatore District, Tamil Nadu, where students learn English as a second language.

2.10 Summary of literature review

The reviewed literature highlights the growing importance of innovative
instructional approaches such as visual aids, multimedia integration, and gamified learning
in improving vocabulary acquisition and comprehension skills. Studies consistently show
that vocabulary depth and breadth significantly influence reading and listening
comprehension, emphasizing the need for meaningful, context-based learning rather than
rote memorization (Rahman & Igbal, 2019; Masrai, 2019; Luo et al., 2021). In this context,
emojis have been identified as effective visual symbols that represent meaning, emotion,
and context, thereby strengthening word—meaning associations and improving learner
engagement, motivation, and retention (Bates & Son, 2020; Sivaraja et al., 2025;
Robertson et al., 2018; Klein, Aydin & West, 2020; Kralj Novak et al., 2015).

Further studies on game-based learning indicate that gamified instructional
strategies enhance attention, memory, and active participation, making vocabulary learning
more engaging and effective (L, 2021; Henning Klein, Aydin & West, 2020). When
combined with emojis, these strategies create a multimodal learning environment that
supports lexical recognition, semantic understanding, contextual interpretation, and
situational application. Overall, the literature supports the effectiveness of integrating
emojis with game-based learning to enhance vocabulary and comprehension skills,
providing a strong theoretical foundation for the present study focused on VIII standard

students in Coimbatore District.
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2.11 Conclusion

In conclusion, the reviewed literature provides a strong theoretical and empirical
foundation for the present study. It highlights the importance of visual, digital, and gamified
approaches in enhancing vocabulary acquisition and comprehension skills. However, the
need for empirical validation in real classroom contexts remains evident. The present study
contributes to this area by examining the effectiveness of emoji-based vocabulary game

instruction in improving the comprehension skills of secondary school students.

23



Methodology



CHAPTER 11

METHODOLOGY

3.1 Introduction

This chapter presents the methodology adopted for the study titled “Effectiveness
of Emoji-Based Vocabulary Game Instruction on Enhancing Comprehension Skills among
VIII Standard Students in Coimbatore District.” It describes the research design, variables,

sample, data collection procedure, and methods of data analysis.

The study follows an experimental design to examine the effect of emoji-based
vocabulary game instruction (independent variable) on students’ comprehension skills of
VIII standard students (dependent variable). It also outlines the sampling procedure,
implementation of the experiment, and statistical techniques used for data analysis to

ensure a systematic evaluation of the intervention.
3.2 Research Process

The research process involves a systematic sequence of steps that are essential for

the successful execution of a study.

RESEARCH PROCESS

G) Step 1: Research Problem )

To study the effectiveness of Emoji-Based Vocabulary Game Instruction on
Vocabulary Comprehension Skills of VIII Standard Students

¥
@) Step 2: Identify the Variables )

VARIABLES
( Independent Variable ] | Dependent Variable ) [ Intervening Variables )
Vocabulary
Game Instruction + Comprehension Skills Exposure, Familiarity with Emojis,

Emoji-Based Vocabulary
Attitude

+[ Gender, Locality, Medium, Digital

@) Step 3: Instructional Framework )

v

( Instructional Framework: Emoji-Based Learning Modules |

= 3 P —— , : Student Engagement Vocabulary Comprehension
'( Lexical ]—b( Semantic J—-» Contextual |—»| Situational }—b[ & Participation )-P[ Development

@) Step 4: Outcome Measurement ) { Pre-Test ==p Post-Test ===p Delayed Post-Test ]

Figure 3.1

Steps in the research process.
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3.3 Conceptual framework

The conceptual framework is defined as the pictorial representation of the
relationship between the variables in a study and the manner in which the research is carried
out (Creswell, 2017). In the present study, the independent variable is the instruction
provided through the emoji-based vocabulary game method, while the dependent variable
is the vocabulary comprehension skills of V11 standard students. The instructional strategy
is structured into four levels—Iexical, semantic, contextual, and situational—to facilitate
students’ progression from basic understanding to meaningful real-life application. Certain
factors such as gender, locality, medium of instruction, and familiarity with emojis are
considered as intervening variables, as they may influence the effectiveness of the
instructional method. The impact of the instruction is assessed through a pre-test, post-test,
and delayed post-test, enabling the researcher to measure both immediate and sustained

improvement in students’ comprehension skills.

Emoji-Based Vocabulary Game Instruction (IV)

1 l !

Vocabulary Attitude towards LS LT
. .. Engagement &
Achievement Emoji Games .
(Cognitive outcome) (Affective outcome) Ll Lol tely
(Behavioural outcome)

Meaning Making & Retention
(Latent Learning Process)

l

Comprehension Skills (DV)
(Achievement Test Scores)

Figure 3.2

Conceptual framework
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3.4 Research method

This study examines the effect of emoji-based vocabulary game instruction on
VIl standard students’ comprehension using a mixed-method approach within a
quasi-experimental design. The quantitative component includes a researcher-developed
vocabulary achievement test administered as pre-test, post-test, and delayed post-test for
both experimental and control groups to assess the effectiveness of the intervention, along

with an attitude questionnaire to measure students’ responses to the instructional strategy.

The qualitative component involves classroom observation to record students’
participation, engagement, and interaction during learning activities. Overall, the
integration of quantitative and qualitative methods enables a comprehensive evaluation of
both academic improvement in vocabulary comprehension and changes in students’

attitudes and learning behavior.
3.5 Research design

Research design refers to the systematic plan used to conduct the study and collect
data. This study adopts a quasi-experimental design with a pre-test, post-test, and delayed
post-test control group design to examine the effectiveness of emoji-based vocabulary

instruction on students’ vocabulary comprehension.

The study includes an experimental group and a control group. Both groups are
given a pre-test to assess initial vocabulary levels. The experimental group is taught using
emoji-based vocabulary game instruction, while the control group is taught using
traditional methods. After the intervention, a post-test is conducted, followed by a delayed
post-test after three weeks to measure retention. The comparison of scores across the three
tests is used to determine the effectiveness of the instructional strategy.

3.6 Variable of the study

In any experimental study, variables play a crucial role in determining the
relationship between the instructional intervention and the learning outcomes. The present
study consists of one independent variable and one dependent variable.
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3.6.1 Independent Variable

The independent variable in this study is emoji-based vocabulary game instruction.
It involves using emojis as visual cues to represent words, emotions, objects, and actions
to support vocabulary learning through visual association and context. Students participate
in game-based activities such as matching and interactive tasks designed to make

vocabulary learning more engaging and meaningful.
3.6.2 Dependent Variable

The dependent variable in this study is the comprehension skills of VIII standard
students. It refers to students’ ability to understand vocabulary, interpret meanings, and use
words appropriately in different contexts. This includes identifying meanings,
understanding usage, recognizing word relationships, and applying vocabulary effectively

in real-life situations.
3.7 Locale of the study

The study was conducted in Coimbatore District, Tamil Nadu, in two Corporation
Middle Schools located in different areas. The experimental group was selected from a
Corporation Middle School in Kottaimedu (near Ukkadam area), where emoji-based
vocabulary game instruction was used. The control group was taken from a Corporation
Middle School in Sanganur (near Rathinapuri area), where traditional teaching methods

were followed for vocabulary instruction.
3.8 Population of the study

The population of a study is a set of all the individuals who have a set of common

characteristics or traits in the research study, for which a sample is to be drawn.
3.8.1 Target population

The whole group of people for whom the researcher intended to apply the results
of the study refer to as the target population. Target demographic population for this study

compresses all VIII grade students in Coimbatore district in Tamil Nadu.
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3.8.2 Accessible population

The accessible population refers to the specific subset of the target population that
data researchers can actually reach in order to gather data (Creswell,2017; Kothari, 2004).
In this study the accessible population consists of students in the VIII grade who attend
cooperation schools in the city of Coimbatore which makes up the study target
demographic. Since it is not possible to study the whole population due to constraints of

time and resources a sample was picked to conduct an experimental study.
3.9 Sample of the study

A sample is a subset of the population that is selected for research purposes. For
reliable results, the sample must represent the characteristics of the population.For this
study the VIII grade students from two Corporation Schools in Tamil Nadu, Coimbatore

district were selected for the study.
Table 3.1

Sample of the study

Sample Sample size
Control group (CMS - Sanganoor) 40
Experimental group ( CMS - Kottai) 40
Total 80

The experimental group was given vocabulary game instruction through the use of
emoji-based activities while the control group was given the usual vocabulary instruction

using traditional methods. Both groups underwent pre-test post-test and delayed post-test.
3.9.1 Sampling technique

The current study utilises purposive sampling, a non-probability approach.
In non-probability sampling the subjects are selected based on criteria pertinent to the
objectives of the study. Purposive sampling was used to ensure that the selected schools
and students were the most appropriate to help derive valuable insights into teaching

vocabulary through emoji-based vocabulary game instruction.
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Following the quasi-experimental study the study makes use of intact groups. One
of the schools was deliberately selected to be used as the experimental group while another
school was used as the control group. This approach avoided moral and practical dilemmas

of the individual random assignment while preserving the natural classroom environment.
3.10 Control of Extraneous Variables

In order to ensure the validity of the study, necessary steps were taken to control
extraneous variables that could influence the results. Internal validity was maintained by
administering the pre-test and post-test under similar conditions for both experimental and
control groups. The same content, duration, and evaluation procedures were followed for

both groups, ensuring that the only difference was the instructional strategy used.

External validity was ensured by selecting a sample that represents VIII standard
students studying under the Tamil Nadu State Board syllabus. The instructional materials
and procedures were designed in such a way that they can be applied in similar educational
settings, thereby enhancing the generalizability of the findings.

3.11 Tools for data collection

To collect the necessary data for this study, the researcher employed a set of
purposefully designed tools. These tools were developed to gather information on students’
background characteristics, vocabulary comprehension, classroom behavior, and attitudes

toward emoji-based vocabulary games. The study utilized the following tools:

1. Vocabulary achievement test VAT (prepared and validated by G. Aiswarya and
Ms. M. Vijayalakshmi, 2026).

2. Emoji games attitude questionnaire (prepared and validated by G. Aiswarya and
Ms. M. Vijayalakshmi , 2026).

3. Classroom observation Rubric (prepared and validated by G. Aiswarya and
Ms. M. Vijayalakshmi , 2026)

3.11.1 Vocabulary Achievement Test (VAT)

The Vocabulary Achievement Test (VAT) served as the primary tool to assess

students’ vocabulary knowledge. It was designed to evaluate students’ understanding of
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the vocabulary included in the VIII standard English textbook prescribed by the
Tamil Nadu State Board. The main purpose of the VAT was to measure students’

vocabulary comprehension before and after the instructional intervention.

The test assessed students’ ability to identify word meanings, differentiate
between similar terms, understand vocabulary in context, and apply words appropriately in

real-life situations.
The VAT was administered at three stages of the study:

e Pre-test: to assess students’ vocabulary comprehension at the beginning of

the study.

e Post-test: to evaluate improvement in vocabulary comprehension following

the instructional intervention.
e Delayed post-test: to measure retention of vocabulary knowledge over time.
a) Construction of the VAT

The researcher systematically designed the Vocabulary Assessment Test (VAT).
The vocabulary items were selected from Unit 7 of the Tamil Nadu State Board English
textbook, which focuses on themes related to cyber safety in the prose, poem, and

supplementary lessons.

While framing the test items, careful attention was given to ensure that the
questions addressed various aspects of vocabulary comprehension, including lexical,
semantic, contextual, and situational understanding at a basic level. The questions were

also designed to suit the comprehension level of Class VIII students.

The test consists of 20 objective-type questions, each carrying one mark, making the

total score of the test 20 marks.
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1. Blueprint of Vocabulary Achievement Test

Table 3.2

Blueprint of Vocabulary Achievement Test

Content Area\ . . .
Objectives Knowledge | Understanding | Application | Skill Total

Lexical Level 5(5) — - - 5
Semantic Level — 5(5) - - 5
Contextual

Level ; a 50) a S
Situational

Level a a B 50) >
Total 5 5 5 5 20

The blueprint of the Vocabulary Achievement Test is designed as a table of
specification that ensures a balanced alignment between content areas and learning
objectives. The test is systematically divided into four levels: lexical, semantic, contextual,
and situational, each corresponding to a specific objective: knowledge, understanding,
application, and skill. Each content area is allotted five items, contributing equally to the

total of 20 items and 20 marks. This equal distribution ensures that all dimensions of

vocabulary learning are adequately represented.

2. Weightage to Objectives

Table 3.3

Weightage to objectives

S. No Objectives No. of Items | Marks Percentage
1 Knowledge (Lexical) 5 5 25%
2 Understanding (Semantic) 5 5 25%
3 Application (Contextual) 5 5 25%
4 Skill/Application (Situational) 5 5 25%
Total 20 20 100%
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The weightage to objectives in the Vocabulary Achievement Test is evenly
distributed across four levels of learning: knowledge, understanding, application, and skill.
Each objective is allotted five items carrying five marks, contributing 25% to the total
score. This equal allocation ensures a balanced assessment of learners’ vocabulary
development, ranging from basic word recognition at the lexical level to the appropriate
use of words in real-life situations at the situational level. Such a distribution strengthens
the validity of the test by giving equal importance to all cognitive dimensions of

vocabulary learning.
3. Weightage to Content
Table 3.4:

Weightage to Content

S.No Content Area No. of Items Marks Percentage
1 Prose 6 6 30%
2 Poem 5 5 25%
3 Supplementary 9 9 45%
Total 20 20 100%

The weightage to content in the Vocabulary Achievement Test is uniformly
distributed across four content areas: lexical, semantic, contextual, and situational levels.
Each content area comprises five items carrying five marks, accounting for 25% of the total
score. This equal distribution ensures that all aspects of vocabulary learning are adequately
covered, from basic word recognition to meaningful usage in context and real-life
situations. Such a balanced allocation enhances the content validity of the test by providing

comprehensive coverage of the different dimensions of vocabulary development.
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4. Weightage to Questions

Table 3.5

Weightage to Questions

S.No Form of Questions 'I\![g'n?: Marks Percentage
1 Matching 5 5 25%
2 Multiple Choice (MCQ) 15 15 75%
Total 20 20 100%

The Vocabulary Achievement Test consists of two forms of questions: matching

and multiple-choice questions. Matching items account for five questions carrying five

marks (25%), while multiple-choice questions constitute fifteen items carrying fifteen

marks (75%). This distribution ensures a balanced assessment by evaluating both direct

word recognition through matching and deeper understanding and application of

vocabulary through MCQs. The predominance of MCQs enhances the objectivity and

reliability of the test.

5. Difficulty Level Weightage

Table 3.6

Difficulty Level Weightage

Difficulty Level No. of Items Percentage
Easy 8 40%
Moderate 8 40%
Difficult 4 20%
Total 20 100%

The difficulty level of the Vocabulary Achievement Test is carefully distributed as

40% easy, 40% moderate, and 20% difficult items. This balanced structure ensures that

learners of different ability levels are accommodated while maintaining an appropriate
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level of challenge. The easy and moderate items assess basic understanding and
comprehension, whereas the difficult items enhance the discriminative power of the test by

identifying higher levels of vocabulary proficiency.

b) Scoring procedure

The scoring procedure for the vocabulary achievement test is simple and objective type
Table 3.7

Scoring procedure

S.No Response Type Marks Awarded
1 Correct Answer 1 Mark
2 Incorrect Answer 0 Mark
Maximum Marks 20 Marks

The scores obtained by the students on the pre-test, post-test and delayed post-test used
to conduct systematic analysis. The mean score, standard deviation, and t test were used

to find the effectiveness of the instructional intervention.
c) Pilot study

A pilot study was conducted on 30 V111 standard students to assess the practicability
and reliability of the Vocabulary Achievement Test. The test consisted of 20 items
designed to evaluate students’ vocabulary comprehension skills. The test was administered
under standard classroom conditions, and item analysis (P-value and D-value) and
reliability testing were performed. Items that were ambiguous, too easy, or had low

discrimination were removed.
d) Item Analysis

Item analysis is a statistical procedure used to evaluate the quality of test items in
terms of their difficulty and discrimination power. Item analysis was conducted on the
20-item Vocabulary Achievement Test administered to 30 pilot students to evaluate the

quality and effectiveness of the test items.
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e Difficulty Level (P VValue) The difficulty level refers to the extent to which a test
item is easy or difficult for the students.The difficulty index (P) ranged from
0.50 to 0.90, indicating that most items were easy, while a few were within the
acceptable range of difficulty. Items such as Q1, Q2, Q6, Q16, and Q20 were
identified as the easiest, whereas Q14 was found to be moderately difficult.
The overall range suggests that the test items were generally appropriate for

the learners.

e Discrimination Level (D Value)  The discrimination level indicates how
well an item differentiates between high- and low-performing students.
The discrimination analysis revealed that most items effectively differentiated
between high- and low-achieving students. However, a few items (Q7, Q8, Q13,
Q15, and Q17) were identified as weak, as they showed poor discrimination or

were too easy, and hence required revision or removal.
e) Validity

Validity refers to the extent to which a test measures what it is intended to measure.
In the present study, the validity of the Vocabulary Achievement Test (VAT) was
established through face validity and content validity.

e Face Validity Face validity refers to the extent to which a test appears to measure
what it is intended to measure. In the present study, the Vocabulary Achievement
Test (VAT) was reviewed by one expert in English language, one expert in
education and one expert in psychology to ensure that the items were clear,
understandable, and appropriate for V11l standard students. The experts confirmed
that the test items were suitable for evaluating vocabulary comprehension, and
minor suggestions for wording and phrasing were incorporated to enhance clarity.
This process established the face validity of the VAT.

e Content Validity Content validity ensures that a test adequately covers the
domain it intends to measure. The VAT was constructed based on the four levels
of vocabulary instruction in the study: lexical, semantic, contextual, and situational.
Each level was proportionally represented in the test items. Subject matter experts

examined the test to verify that it reflected the intended content, learning objectives,
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and cognitive levels. Their feedback was incorporated to ensure comprehensive coverage

of vocabulary skills, thereby establishing the content validity of the instrument.
f) Reliability

Reliability refers to the consistency or stability of a measurement in producing
similar results under consistent conditions. In the present study, the reliability of the
Vocabulary Achievement Test was computed using the Kuder—Richardson Formula
20 (KR-20) and was found to be 0.80, indicating good internal consistency. This suggests
that the test items are homogeneous and effectively measure students’ vocabulary
knowledge. Based on the analysis, 15 out of the 20 items were found to be reliable for

assessing students’ vocabulary achievement.
g) Test administration

The VAT was administered to both the experimental group and the control group.
The students were provided proper instructions prior to taking the test. The test was for a
period of 30 minutes during which students were required to answer all the questions on
their own. The same test was used for the pre-test, post-test and delayed post-test to

measure improvements in vocabulary understanding and retention
3.11.2 Attitude toward Emoji based vocabulary game instruction questionnaire

Attitude refers to an individual’s feelings, beliefs, and predispositions toward a
particular activity or experience, which influence their responses and behaviour. It was
important to find out the students' views and attitudes about the use of emoji games in the
classroom, apart from evaluating their progress in vocabulary. For this reason, the
researcher developed an attitude questionnaire to assess students’ attitudes towards

emoji-based vocabulary game instruction.

The major aim of the questionnaire was to find out the students' experience,
interests, and involvement in emoji games. The questionnaire was administered to the
students in the experimental group as well as the control group to find out their opinions
during the pre-test, post-test and the delayed post-test.
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a) Pilot Study

A pilot study was conducted to assess the clarity and reliability of the Attitude
Questionnaire, which consisted of Part A (demographics) and Part B (items measuring
students’ attitudes towards learning vocabulary through emoji-based games). Cronbach’s
alpha was used to determine internal consistency, and ambiguous items were revised based

on student feedback.
b) Validity

Validity refers to the extent to which an instrument measures what it is intended to
measure. In the present study, the validity of the Attitude Questionnaire on Emoji-Based
Vocabulary Game Instruction was established through face validity and content validity.

e Face Validity Face validity refers to the extent to which an instrument appears to
measure what it is intended to assess.In the present study, the Attitude
Questionnaire was reviewed by one expert in English Language Teaching, one
expert in Education, and one expert in Educational Psychology to ensure that the
items were clear, age-appropriate, and understandable. The experts confirmed that
the items appeared suitable for assessing students’ attitudes toward learning

vocabulary through emoji-based games.

e Content Validity Content validity ensures that an instrument adequately covers the
domain it is intended to measure.The questionnaire was designed to include items
reflecting key aspects of students’ attitudes, such as interest, engagement, and
perceived effectiveness of emoji-based vocabulary instruction. The same panel of
experts reviewed the items to verify that they adequately represented the intended
construct, thereby establishing the content validity of the instrument.

c) Reliability

The Attitude Questionnaire on Emoji-Based Vocabulary Game Instruction
consisted of 20 items and was administered in a pilot study. The internal consistency of the
instrument was assessed using Cronbach’s alpha, which yielded a value 0of 0.964, indicating

excellent reliability. Therefore, the 20 items can reliably measure students’ attitudes
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towards the emoji-based vocabulary game instruction, and no items need to be deleted or
modified.

3.11.3 Observation

Observation is a systematic method of collecting data by carefully watching and
recording students’ behaviours and interactions in a classroom setting. In educational
research, it helps in understanding students’ engagement, participation, and responses
during teaching—learning activities. Unlike tests and questionnaires, observation captures

real-time behaviour, making it an effective tool for assessing classroom involvement.

In this study, observation was used to analyse students’ responses to emoji-based
vocabulary game instruction, focusing on their involvement, enthusiasm, and

understanding of emojis.
a) Type of Observation

A structured non-participant observation method was used. The researcher
observed students without directly participating in the teaching process. A structured
observation rubric was used to record specific behaviours such as participation, interest,

understanding of emojis, and peer interaction.
b) Observation Rubric and Purpose

An observation rubric was used to systematically assess students’ behavioural
responses during the instructional sessions. It helped evaluate the effectiveness of emoji-

based vocabulary activities in enhancing student engagement and learning.
c) Observation indicators

There were various indicators in the rubric that showed the students learning
behaviour during the activities.

The various indicators include:
e level of involvement in the vocabulary learning activities
e level of interest and excitement in the emoji-based vocabulary games

e level of understanding of the emoji symbols in relation to the meaning of the words.
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e level of engagement in the digital learning activity
e level of cooperation in the class games
e level of attention and concentration

These were the various indicators in the rubric, which showed the level of

effectiveness of teaching intervention.
d) Rating scale used in observation

A 3-point rating system was used in the observation rubrics to assess how involved

and engaged students were in class activities.
Table 3.8

Rating scale used in observation.

SCORE DESCRIPTION
1 Not observed
2 Moderately observed
3 Highly observed

The researcher used this scale to assess the extent to which a particular behaviour

of learning indicator was observed during the session.
e) Pilot Study of the Observation Tool

A pilot study was conducted among 30 students of VIII standard to test the
feasibility and clarity of the observation rubric. The rubric was used during classroom
activities to observe students’ participation, engagement, interaction, and response to
emoji-based vocabulary instruction. The pilot study helped in identifying ambiguities in
the indicators and ensured that the tool was suitable for systematic classroom observation.
Necessary modifications were made based on the pilot results before using the tool in the

main study.
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f) Validity of the Observation Tool

Validity refers to the extent to which an instrument measures what it is intended to
measure. In the present study, the validity of the observation rubric was established through

expert validation.

e Face Validity In the present study, the observation rubric was reviewed by one
expert in English Language Teaching, one expert in Education and one expert in
Educational Psychology to ensure that the indicators were clear, appropriate, and
understandable. The experts confirmed that the rubric appeared suitable for

observing students’ engagement and classroom behaviour.

e Content Validity =~ The observation rubric was designed to include key
indicators such as participation, engagement, interaction, and response to
emoji-based vocabulary instruction. The experts examined the rubric to verify that
it comprehensively represented all relevant aspects of students’ learning behaviour.
Based on their suggestions, necessary modifications were made, thereby

establishing the content validity of the tool.
g) Reliability of the Observation Tool

Reliability refers to the consistency of an instrument in measuring what it intends
to measure. In the present study, the reliability of the observation rubric was established
using Cronbach’s Alpha, and the obtained value was 0.913, indicating high internal

consistency of the tool.
h) Observation procedure

The observation was made during the teaching sessions where emoji-based
activities on vocabulary teaching were implemented for the experimental group.
The researcher observes the students' response at different points in the learning process,
searching their involvement in digital games, their understanding of emojis, and their
interaction with peers, during the activities on vocabulary games.The observation was

made in a systematic manner using the scale to record the student’s behavioural response.
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3.12 List of Experts for Validation of Tools
Table 3.9

List of Experts for Validation of Tools

S.No | Experts name Designation and Address
. B.T.Assistant English Teacher,
L Mrs. J.Shahidha Banu Corporation.Middle.School.Kottaimedu , Ukkadam
Assistant Professor,
5 Ms. M.Vijayalakshmi Department of Education,

Avinashilingam Institute For Home Science and
Higher Education For Women

Professor,

3. Dr.S.Gayatridevi Department of Psychology,

Avinashilingam Institute For Home Science and
Higher Education For Women

3.13 Instructional Intervention
a) Experimental Group

In the present study, the experimental group was taught vocabulary using an emoji-
based vocabulary game approach integrating Activity-Based Learning (ABL) and ICT
tools to promote active participation through visual cues and interactive tasks. The lesson plans
were prepared in structured modules, with each session including 3—4 vocabulary items
organized across four levels—lexical, semantic, contextual, and situational—to ensure
progressive learning. ICT tools such as LearningApps.org and Wordwall were used to design
activities like matching, MCQs, and situational tasks, emphasizing engagement, collaborative

learning, and individual performance.( Lesson plans are attached in Annexure)
b) Control Group

In the present study, the control group was taught vocabulary using the
Audio-Lingual Method (ALM), a traditional teacher-centred approach focusing on habit
formation through drilling, repetition, pronunciation practice, and explanation. The lesson

plans were prepared based on conventional teaching practices, following a sequence of
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motivation, presentation, consolidation, reinforcement, and evaluation. VVocabulary items
were introduced through textbook-based explanation, followed by repetition and sentence
formation exercises, using blackboard and chalk as teaching aids. The instruction
emphasized oral practice and written exercises without the use of ICT tools. (Lesson plans

are attached in Annexure)
3.14 Preparation of the instructional module

For the study, the researcher developed vocabulary learning modules using emojis
with the help of learning app.org and Wordwall website, which were the teaching resources
used by the experimental group. The main objective of developing these learning modules
was to improve vocabulary learning of V111 standard students by utilising visual aids which

enhances their learning experience.

The researcher developed the teaching resource by combining emojis with
organised vocabulary practices that allow students to link the words with visual symbols,
thereby understanding the words better. Emojis act as a visual cue that helps students relate

with objects, feelings, actions and concepts, hence adding the value to learning vocabulary.

A total of 9 learning modules were developed, implemented and put into practice
during the study. In every module the students are presented with between 3 to 4 vocabulary
words, which were reinforced through a series of organised learning exercises. The words
were selected from the English book of Tamil Nadu State Board syllabus of unit 7 from
prose, poem and supplementary.

The modules were also structured according to the following 4 levels of vocabulary
comprehension: lexical level, semantic level, contextual level and situational level.
By these levels the learning of vocabularies started from the basic understanding of the

meaning of words enriched higher level of understanding.

For each word the vocabulary module has the following components:
e introduction of the selected words
e vocabulary activities through the use of emojis
e Access through the use of sentence in context

e Application of the vocabulary in certain situations.

42



With the help of these activities’ students were able to understand the meaning of
the vocabulary, differentiate between similar words, and use the vocabulary in the

sentence.(Modules attached in appendix-1)
3.14.1 Use of digital application in the instructional modules

Two digital tools, LearningApps.org and Wordwall, were used to develop
emoji-based vocabulary activities aligned with four levels of understanding.
LearningApps.org was used for lexical and semantic tasks such as matching words with

emoji meanings and categorizing vocabulary based on meaning relationships.

Wordwall was used for contextual and situational learning through quizzes,
multiple-choice questions, sentence completion, and situation-based vocabulary activities.
These tools helped create interactive and structured learning experiences across all levels

of vocabulary comprehension.
3.14.2 Implementation of instructional modules

During the intervention, the experimental group was taught using emoji-based
instructional modules across four levels of activities. Each session included 3—4 vocabulary
items, and students initially worked in groups to enhance interaction and communication,
followed by individual revision activities. This structured progression helped learners
move from basic word recognition to deeper understanding and application, improving

vocabulary comprehension skills.
3.15 Data collection procedure

The data collection process for the study was done in a systematic manner and at
various stages. The process began with a pre-test, the actual teaching intervention, and then
a post and a delayed post-test. The process was spread over 15 days of teaching, beginning
with a pre-test and ending with a post-test and then a delayed post-test after 3 weeks was
conducted among V111 Grade students who were selected to participate in the experimental

and control group.
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Table 3.10

Data collection procedure

Post-test

Stage Day(s)
Administration of Pre-test (VAT) and Attitude
Stage 1: Pre-test Day 1 Questionnaire to both experimental and
control groups
Stage 2: Orientation Day 2 :)rlentatlon session on emoji-based vocabulary
earning for experimental group
Day 3 Modules 1
Day 4 Modules 2
Day 5 Modules 3
Day 6 Modules 4
Stage 3: Day 7 Modules 5
Instructional
Intervention Day 8 Modules 6
Day 9 Modules 7
Day 10 Modules 8
Day 11 Modules 9
Day 12-14 | Revision Sessions
Stage 3: . . . .
Instructional Day 3-14 Contr_ol group instruction using conventional
. teaching methods
Intervention
i Administration of Post-test (VAT) and
Stage 4: Post-test Day 15 Attitude Questionnaire to both groups
Stage 5: Delayed After 3 weeks Administration of Delayed Post-test (VAT) to

both groups

The data collection procedure was carried out systematically over 15 days, followed

by a delayed post-test after three weeks. On Day 1, a pre-test (\Vocabulary Achievement

Test) and an attitude questionnaire were administered to both the experimental and control
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groups to assess baseline vocabulary knowledge and initial perceptions. On Day 2,
an orientation session was conducted for the experimental group to introduce emojis and
their role in vocabulary learning. From Day 3 to Day 14, the experimental group was taught
using 40 emoji-based vocabulary modules covering lexical, semantic, contextual, and
situational levels, with new modules from Day 3 to Day 11 and revision sessions from
Day 12 to Day 14 using tools like LearningApps and Wordwall. During the same period,
the control group received instruction through conventional textbook-based methods.
On Day 15, a post-test and attitude questionnaire were administered to both groups to
assess learning outcomes and changes in perception. Finally, a delayed post-test was
conducted after three weeks to evaluate vocabulary retention.

3.16 Data analysis

The collected data will be analysed using both descriptive and differential statistical
techniques. Descriptive statistics, such as mean and standard deviation, will summarise the
performance of the experimental and control groups. Differential analyses, including
independent samples t-tests, paired t-tests, one-way ANOVA, mixed-design ANOVA, and
Pearson’s correlation, will be employed to examine the effectiveness of the emoji-based
vocabulary game instruction on comprehension and attitude, as well as the influence of

demographic and experiential variables.
3.17 Conclusion

In conclusion, the study adopted a well-structured experimental design with valid
and reliable tools to assess vocabulary comprehension and student attitudes. The sampling
procedure, data collection, and statistical methods ensured systematic analysis of the
intervention. Overall, this framework effectively supports the evaluation of emoji-based

vocabulary game instruction on students’ comprehension skills.
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Results and Discussion



CHAPTER IV

RESULTS AND DISCUSSION

Systematic planning and implementation guide research towards valid and reliable
findings. The appropriate selection of statistical techniques plays a crucial role in ensuring
the accuracy and credibility of the results. This chapter presents the analysis and
interpretation of data collected for the study titled “Effectiveness of Emoji-Based
Vocabulary Game Instruction on Enhancing Comprehension Skills among VIII Standard

Students in Coimbatore District.”

The data for the present study consist of pre-test, post-test, and delayed post-test
scores of students in vocabulary achievement across different levels, namely lexical,
semantic, and situational (contextual). The scores were obtained from the Vocabulary
Achievement Test administered to both control and experimental groups. In addition,
attitude towards the emoji-based vocabulary game instruction was measured using a

structured questionnaire.

The collected data were analysed using both descriptive and inferential statistical
techniques. Descriptive statistics, including mean and standard deviation, were used to
summarise the performance of the experimental and control groups. Inferential statistics,
including independent samples t-tests, one-way ANOVA, mixed-design ANOVA, and
Pearson’s correlation, were employed to examine the effectiveness of the emoji-based
vocabulary game instruction and to test the formulated hypotheses. These analyses
addressed comprehension, attitude, and the influence of demographic and experiential
variables. The results of these analyses, along with their interpretations and discussions,

are presented systematically in the following sections..
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4.1 Descriptive Analysis

4.1.1 Group-wise Descriptive Statistics of Comprehension Scores Across Pre-test,

Post-test, and Delayed Post-test
Table 4.1

Group-wise Descriptive Statistics of Comprehension Scores Across Pre-test, Post-test, and

Delayed Post-test

Test Group Mean SD
Experimental 4.6 2.64
Pre-test
Control 3.6 2.84
Experimental 12.55 1.71
Post-test
Control 9.1 3.95
Experimental 9.58 3.93
Delayed Post-test
Control 5.18 3.37

Interpretation

The group-wise descriptive statistics of pre-test, post-test, and delayed post-test
scores are presented in terms of mean and standard deviation. At the pre-test stage, the
experimental group (M =4.60, SD = 2.64) and control group (M = 3.60, SD = 2.84) showed
comparable performance. However, at the post-test stage, the experimental group
(M = 1255, SD = 1.71) demonstrated higher performance than the control group
(M =9.10, SD = 3.95). A similar trend was observed in the delayed post-test, where the
experimental group (M = 9.58, SD = 3.93) outperformed the control group (M = 5.18,
SD = 3.37). This indicates a consistent improvement and better retention in the

experimental group.
Discussion

The descriptive findings indicate that both groups started at a relatively similar level
in the pre-test, suggesting initial comparability. However, the higher mean scores of the

experimental group in the post-test and delayed post-test reflect the positive influence of
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the emoji-based vocabulary game instruction. The consistent improvement and better
retention observed in the experimental group suggest that the instructional strategy not only
enhanced immediate learning but also supported long-term retention of vocabulary. In
contrast, the comparatively lower performance of the control group indicates that

traditional methods were less effective in sustaining learning outcomes over time.

Test Scores by Group and Test Phase

1295

[ Experimental
= Control

141 9.58
91

12 1

10 1
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Mean Scores

Pre-test Post-test Delayed Post-test

Figure 4.1

Group-wise Descriptive Statistics of Comprehension Scores Across Pre-test, Post-test,

and Delayed Post-test
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4.1.2 Comparative Mean Scores of Experimental and Control Groups Across Various

Vocabulary Levels and Multiple Testing Phases
Table 4.2

Comparative Mean Scores of Experimental and Control Groups Across Various
Vocabulary Levels and Multiple Testing Phases

Level Grou Pre-test Post-test
P (Mean) (Mean)
Control 1.13 3.38 1.63
Lexical
Experimental 1.5 4.88 3.88
Control 0.48 1.35 1.1
Semantic
Experimental 0.95 2.45 1.68
Control 0.63 1.78 0.6
Contextual
Experimental 0.68 1.7 1.48
Control 1.38 2.6 1.85
Situational
Experimental 1.48 3.53 2.55

Interpretation

The table presents the level-wise mean scores of students in lexical, semantic,
contextual, and situational vocabulary across pre-test, post-test, and delayed post-test for

both control and experimental groups.

At the lexical level, the experimental group (1.50, 4.88, 3.88) consistently scored
higher than the control group (1.13, 3.38, 1.63) across all three stages, indicating greater
improvement and retention.At the semantic level, the experimental group (0.95, 2.45, 1.68)
also outperformed the control group (0.48, 1.35, 1.10), showing better development in

understanding word meanings.

At the contextual level, both groups showed similar performance in the post-test
(Control: 1.78; Experimental: 1.70). However, in the delayed post-test, the experimental

group (1.48) scored significantly higher than the control group (0.60), indicating better
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retention.At the situational level, the experimental group (1.48, 3.53, 2.55) again showed
higher mean scores compared to the control group (1.38, 2.60, 1.85), reflecting improved
ability to apply vocabulary in real-life contexts.Overall, the experimental group
consistently achieved higher mean scores than the control group across all vocabulary

levels, particularly in the post-test and delayed post-test.
Discussion

The overall pattern of results indicates that the emoji-based vocabulary game
instruction supported consistent progress across all vocabulary levels. The experimental
group showed better performance not only in immediate learning but also in maintaining
scores over time, suggesting that the approach enhanced both understanding and retention.
The relatively stronger outcomes across lexical, semantic, contextual, and situational
dimensions imply that the instructional strategy facilitated meaningful engagement with
vocabulary in multiple forms. These trends highlight the potential of interactive and visual

learning methods in promoting sustained vocabulary development among learners.
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Figure 4.2

Mean Scores of Experimental and Control Groups Across Lexical, Contextual, Semantic,

and Situational Levels at Pre-test, Post-test, and Delayed Post-test Phases
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4.2 Differential analysis

4.2.1 Testing of Assumptions for Parametric Analysis
4.2.1.1 Normality of Data (Shapiro—-Wilk Test)

Table: 4.3

Assessment of Data Normality Using Shapiro-Wilk Test for Pre-test, Post-test, and

Delayed Post-test Scores

Shapiro— p-

Test Group 1 Wik (W) | value

Skewness | Kurtosis | Interpretation

Slight
Experimental 0.912 0.012 0.68 -0.74 | deviation from
normality

Pre-test
Slight

Control 0.905 0.009 0.72 -0.69 deviation from
normality

Approx.
Experimental 0.918 0.015 -0.56 0.81 normal

Post- distribution

test

Approx.
Control 0.91 0.011 -0.63 0.94 normal
distribution

Moderate
Experimental 0.907 0.01 0.84 1.12 deviation
Delayed (acceptable)
Post-
test Moderate
Control 0.902 0.008 0.79 1.05 deviation
(acceptable)

The normality of the data was assessed using the Shapiro-Wilk test for all
vocabulary achievement variables across both control and experimental groups. The results
revealed that most p-values were less than 0.05, indicating a statistical deviation from
normal distribution. This deviation can be reasonably attributed to the nature of educational
test data, where scores often exhibit restricted range and clustering effects. However,

further examination of distribution shape indicators showed that skewness values ranged
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from —0.63 to 0.84 and kurtosis values from —0.74 to 1.12, both of which fall within the
acceptable threshold of +£2, suggesting the absence of severe non-normality. Given this,
along with the relatively adequate sample size (N = 80), and the established robustness of
parametric techniques such as t-tests and ANOVA against moderate violations of
normality, the dataset was considered sufficiently normal for the application of parametric

statistical analysis.
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Figure: 4.3

Assessment of Data Normality Using Shapiro-Wilk Test for Pre-test, Post-test, and

Delayed Post-test Scores
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4.2.1.2 Homogeneity of Variance (Levene’s Test)

The assumption of homogeneity of variance was examined using Levene’s test for
equality of variances. The results indicated that for certain variables, such as lexical and
semantic post-test scores, Levene’s test was significant (p < 0.05), indicating that the
assumption of equal variances was violated. In such cases, the results were interpreted

using the “equal variances not assumed” condition.

For other variables where Levene’s test was not significant (p > 0.05), the
assumption of homogeneity of variance was met, and the “equal variances assumed” results

were considered.
4.2.2 Analysis of Pre-test Equivalence
Table:4.4

Comparative Analysis of Pre-test Scores Between Experimental and Control Groups of
VIII Standard Students

Group N Mean SD t-value df p-value Result

Experimental | 40 4.6 2.64 Not

1.633 78 0.107 Significant

Control 40 3.6 2.84

Interpretation:

The independent samples t-test results show that the pre-test scores of the
experimental group (M = 4.60, SD = 2.64) and the control group (M = 3.60, SD = 2.84)
were not significantly different (t(78) = 1.633, p = 0.107). This indicates that both groups
had comparable levels of vocabulary knowledge before the intervention, confirming that
they were homogeneous and suitable for a fair comparison in the subsequent study.

Discussion:

The similarity in pre-test scores suggests that any differences observed in post-test
and delayed post-test results can be attributed to the emoji-based vocabulary instruction
rather than prior differences between groups. Establishing this equivalence strengthens the

internal validity of the study and ensures that the intervention’s effects can be assessed
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accurately. Additionally, highlights that the sampling and group assignment procedures

were effective in creating comparable experimental and control groups.

Comparison of Pre-test Scores: Experimental vs Control Group
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Figure 4.4

Comparative Analysis of Pre-test Scores Between Experimental and Control Groups of
VIl Standard Students

4.2.3 Level of Comprehension of VIII Standard Students Taught through

Emoji-based Vocabulary Game Instruction

Hypothesis - “There is no significant level of comprehension skills among VIII standard

students taught through emoji-based vocabulary game instruction.”
Table 4.5

Level of Comprehension of VIII Standard Students in the Experimental Group in Post-test

after Exposure to Emoji-based Vocabulary Game Instruction

Group Mean SD Maximum Score

Experimental 12.55 1.71 15 High
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Interpretation

The post-test scores of the experimental group show a mean of 12.55 with a
standard deviation of 1.71 out of a maximum score of 15. Based on the classification of
comprehension levels (Low: 0-5, Moderate: 6-10, High: 11-15), the mean score falls
within the high range. This indicates that students demonstrated a high level of

comprehension after receiving emoji-based vocabulary game instruction.
Discussion

The findings indicate that students achieved a high level of comprehension
following the emoji-based vocabulary game instruction, as reflected in the elevated mean
score, suggesting that the strategy was effective in enhancing vocabulary understanding,
retention, and application. The use of emojis as visual and interactive elements appears to
have promoted greater engagement and facilitated meaningful learning among students,
leading to improved comprehension outcomes. Therefore, the hypothesis stating that “there
is no significant level of comprehension skills among V111 standard students taught through
emoji-based vocabulary game instruction” is rejected, as the results clearly demonstrate a

high level of comprehension among the students.
4.2.4 Level of Attitude towards Emoji-based Vocabulary Game Instruction

Hypothesis - “There is no significant level of attitude towards emoji-based vocabulary

game instruction among VIII standard students.”
Table 4.6

Level of Attitude of VIII Standard Students towards Emoji-based Vocabulary Game

Instruction in the Experimental Group

Group Mean Standard Deviation

Experimental 3.86 0.68 High

Interpretation

The post-test attitude scores of the experimental group show a mean of 3.86 with a
standard deviation of 0.68. Based on the classification of attitude levels (Low: 1.00-2.33,
Moderate: 2.34-3.66, High: 3.67-5.00), the mean score falls within the high range. This
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indicates that students possessed a high level of positive attitude towards learning
vocabulary through emoji-based vocabulary game instruction.

Discussion

The findings indicate that students developed a high level of positive attitude
towards emoji-based vocabulary game instruction, as reflected in the obtained mean score.
The interactive and engaging nature of the emoji-based approach appears to have enhanced
students’ motivation, participation, and interest in vocabulary learning, thereby contributing to
a favourable learning experience. The use of visual elements and game-based strategies
likely created an enjoyable learning environment, encouraging active involvement and
sustained attention among students. Therefore, the hypothesis stating that “there is
no significant level of attitude towards emoji-based vocabulary game instruction among
VIII standard students” is rejected, as the results demonstrate a high level of positive

attitude among the students.

4.2.5 Difference between Pre-test and Post-test Comprehension Scores of VIl

Standard Students in the experimental group

Hypothesis -“There is no significant difference between the pre-test and post-test

comprehension scores of VIII standard students.”
Table 4.7

Significance of Difference between Pre-test and Post-test Comprehension Scores of VIII

Standard Students in the Experimental Group.

Test Mean SD _Mean t- df p-value Result
Difference | value
Pre-test 4.6 2.64
Post- -7.95 -15.04 39 <0.001 | Significant
test 12.55 1.71

Interpretation

The pre-test and post-test comprehension scores of the experimental group were
compared using a paired samples t-test. The mean score increased from 4.60 (SD = 2.64)
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in the pre-test to 12.55 (SD = 1.71) in the post-test, with a mean difference of -7.95.
The obtained t-value of -15.040 with 39 degrees of freedom was found to be statistically
significant at the 0.001 level (p < 0.001). This indicates a significant improvement in
students’ comprehension scores after the implementation of emoji-based vocabulary

game instruction.
Discussion

The results clearly demonstrate that emoji-based vocabulary game instruction had
a substantial impact on improving students’ comprehension levels. The significant increase
in post-test scores indicates that the instructional strategy effectively enhanced vocabulary
understanding through visual and interactive learning. The large mean difference further
reflects the magnitude of improvement achieved after the intervention. This suggests that
integrating emojis into vocabulary instruction not only facilitates better comprehension but
also supports active engagement and retention. Therefore, the hypothesis stating that
“there is no significant difference between the pre-test and post-test comprehension scores
of VIII standard students™ is rejected, as a statistically significant difference was observed

between the pre-test and post-test scores.

Comparison of Mean Scores: Pre-test vs Post-test

12.55

Mean Score

Pre-test Post-test

Figure 4.5

Significance of Difference between Pre-test and Post-test Comprehension Scores of VIII

Standard Students in the Experimental Group.
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4.2.6 Difference between Experimental and Control Groups in Comprehension Scores

Hypothesis-“There is no significant difference between the mean comprehension scores

of experimental and control groups.”
Table 4.8

Significance of Difference between Experimental and Control Groups in Pre-test,
Post-test, Gain Scores and Delayed Post-test of VIII Standard Students

Comparison Mean Mean t-value -value Result
P (Experimental) | (Control) P

Pre-test 46 3.6 1.633 0.107 | Not
Significant

Post-test 12.55 9.1 5.066 0.001 Significant

Gain Score 7.95 55 2.632 0.01 Significant

Ee'ayed 9.58 5.18 5.375 0.001 | Significant

ost-test

Interpretation

The difference between the experimental and control groups was analysed using
an independent sample t-test across pre-test, post-test, gain scores, and delayed post-test.
The pre-test results showed no significant difference between the experimental group
(M = 4.60) and control group (M = 3.60), indicating that both groups were comparable
before the intervention. However, in the post-test, the experimental group (M = 12.55)
scored significantly higher than the control group (M =9.10), with a statistically significant
difference (p = 0.001). Similarly, the gain scores revealed greater improvement in the
experimental group (7.95) compared to the control group (5.50), which was statistically
significant (p = 0.010). The delayed post-test scores also showed that the experimental
group (M = 9.58) retained higher comprehension than the control group (M = 5.18), with
a significant difference (p = 0.001). These findings indicate that the experimental group

consistently outperformed the control group after the intervention.
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Discussion

The findings clearly indicate that emoji-based vocabulary game instruction was
more effective than traditional teaching methods in improving students’ comprehension.
While both groups started at a similar level, the experimental group demonstrated
significantly higher performance in post-test, gain scores, and delayed post-test,
highlighting both immediate learning and long-term retention. The interactive and visual
nature of emoji-based instruction likely enhanced engagement, understanding, and
memory retention among students. In contrast, the control group showed comparatively
lower improvement, suggesting limitations in conventional teaching approaches.
Therefore, the hypothesis stating that “there is no significant difference between the mean
comprehension scores of experimental and control groups” is rejected, as significant

differences were observed in favour of the experimental group.

COMPARISON OF MEAN SCORES BETWEEN EXPERIMENTAL AND CONTROL GROUPS:
PRE-TEST, POST-TEST, GAIN SCORES, AND DELAYED POST-TEST OF VIIl STANDARD STUDENTS
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Figure 4.6

Significance of Difference between Experimental and Control Groups in Pre-test,

Post-test, Gain Scores and Delayed Post-test of VIII Standard Students
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4.2.7 Difference in Post-Test Comprehension Scores Based on Selected Demographic

Variables
1. H5 (a): Gender

Hypothesis-“ There is no significant difference in the mean post-test comprehension scores

of VIII standard students with respect to gender.”
Table: 4.9

Comparison of Post-Test Comprehension Scores of VIII Standard Students with Respect to

Gender
Gender N Mean SD t-value p-value Result
Male 30 12.1 1.65
-3.21 0.003 Significant
Female 10 13.9 1.1

Interpretation

The difference in post-test comprehension scores between male and female students
in the experimental group was examined. Female students (N = 10) obtained a mean score
of 13.90 (SD = 1.10), while male students (N = 30) scored a mean of 12.10 (SD = 1.65).
The independent samples t-test yielded t = -3.21 with a p-value of 0.003, which is below
the 0.05 significance level. This indicates that the observed difference in scores between

male and female students is statistically significant.
Discussion

The results indicate a significant gender difference in comprehension scores, with
female students scoring higher than male students in the post-test. This may be due to
differences in engagement or learning strategies in visually rich instructional settings.
Therefore, the hypothesis stating that “there is no significant difference in the mean
post-test comprehension scores of VIII standard students with respect to gender.” is rejected,

as a statistically significant difference was found between male and female students.
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17.5 1 t(38.0) = -3.21 EEE Male (Burnt Orange) ]

p=0.003 Bl Female (Deep Blue)
Result: Significant |

13.9

15.0 A1

12.5 1

o
S 10.0 -
w
c
©
9]
> 754
5.0 1
2.5
0.0
Male Female
(N=30) (N=10)
Figure 4.7

Comparison of Post-Test Comprehension Scores of VIII Standard Students with Respect to
Gender

2. H5 (b): Language of Instruction

Hypothesis-“ There is no significant difference in the mean post-test comprehension scores

of VIII standard students with respect to language of instruction.”
Table: 4.10

Comparison of Post-Test Comprehension Scores of VIII Standard Students with Respect to

Language of Instruction.

I]anguag_e of Mean SD t-value p-value Result
nstruction
English 12.79 1.53

2.261 0.03 Significant
Tamil 11.17 2.14

Interpretation

The post-test comprehension scores of students were compared based on their
language of instruction. English medium students (N = 34) achieved a mean score of 12.79
(SD = 1.53), whereas Tamil medium students (N = 6) had a mean of 11.17 (SD = 2.14).
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The independent samples t-test yielded a t-value of 2.261 with a p-value of 0.030, which
is below the 0.05 significance level. This indicates that the difference in comprehension

scores between the two language groups is statistically significant.
Discussion

The results indicate that the medium of instruction significantly influences
students’ comprehension in emoji-based vocabulary learning, with English medium
students performing better than their Tamil medium counterparts. This may be attributed
to greater exposure to English vocabulary, digital content, or familiarity with emojis in
English contexts, which could enhance engagement and understanding. The findings
suggest that while emoji-based instruction is effective, language proficiency may moderate
the level of comprehension achieved. Therefore, the hypothesis states that “there is no
significant difference in the mean post-test comprehension scores of V11 standard students
with respect to language of instruction.” is rejected, as a statistically significant difference

was observed between English and Tamil medium students.

Comparison of Post-Test Comprehension Scores
VIl Standard Students by Language of Instruction
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Comparison of Post-Test Comprehension Scores of VIII Standard Students with Respect to

Language of Instruction
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4.2.8 Relationship between Emoji Familiarity and Comprehension

Hypothesis-“There is no significant relationship between familiarity with emojis and

comprehension skills of V111 standard students.”
Table 4.11

Correlation between Familiarity with Emojis and Post-Test Comprehension Scores of VIII
Standard Students

Variables r-value p-value Result
Familiarity & Post-test
Scores (Experimental -0.186 0.25 Not Significant
Group)

Interpretation

The relationship between students’ familiarity with emojis and their comprehension
scores was analysed using Pearson’s correlation. The experimental group (N = 40)
produced a correlation coefficient of r = -0.186, indicating a very low negative relationship
between emoji familiarity and comprehension. The p-value associated with this correlation
was 0.25, which exceeds the 0.05 significance threshold. This indicates that the relationship
is not statistically significant, suggesting that students’ prior experience with emojis does
not meaningfully impact their comprehension performance during emoji-based

vocabulary instruction.
Discussion

The findings suggest that the effectiveness of emoji-based vocabulary game
instruction does not depend on whether students were already familiar with emojis.
Students with varying levels of prior exposure to emojis performed comparably in
comprehension, indicating that the visual and interactive nature of the instructional method
can support learning for all learners regardless of prior familiarity. This highlights the
inclusivity and adaptability of emoji-based learning, as it can engage students without
requiring pre-existing emoji knowledge. Therefore, the hypothesis stating that “there is no
significant relationship between familiarity with emojis and comprehension skills of VIII
standard students” is accepted, as the correlation between the variables was found to be

statistically not significant.
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4.2.9 Effect of Time, Group, and Interaction on Comprehension Skills

Hypothesis- “There is no significant effect of time, group, and their interaction on the
comprehension skills of VIII standard students across lexical, semantic, contextual, and

situational levels.”
Table 4.12

Mean Scores of Experimental and Control Groups Across Dimensions of Comprehension

Level and Test Phases of VIII standard students.

Comprehension Grou Pre-test Post-test
Level P Mean Mean
Control 1.13 3.38 1.63
Lexical
Experimental 1.5 4.88 3.88
Control 0.48 1.35 1.1
Semantic
Experimental 0.95 2.45 1.68
Control 0.63 1.78 0.6
Contextual
Experimental 0.68 1.7 1.48
Control 1.38 2.6 1.85
Situational
Experimental 1.48 3.53 2.55
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Table 4.13

Mixed ANOVA Results Across Dimensions of Comprehension Level of VIII standard

students.
Comprehension Source df F-value | p-value Partial Result
Level n?
Time 2,156 34.54 <0.001 0.307 | Significant
. Group 1,78 28.79 <0.001 0.27 | Significant
Lexical
Time x 2156 | 389 | 0022 | 0047 |Significant
Group
Time 2,156 39.27 <0.001 0.335 | Significant
. Group 1,78 41.08 <0.001 0.345 | Significant
Semantic
Time x 2156 | 312 | 0047 | 0038 |Significant
Group
Time 2,156 25.38 0.001 0.245 | Significant
Contextual Group 1,78 7 0.01 0.082 | Significant
Time x 2156 | 557 | 0005 | 0067 | Significant
Group
Time 2,156 47.39 0.001 0.378 | Significant
Situational Group 1,78 23.72 0.001 0.233 | Significant
Time x 2156 | 321 | 0043 | 004 |Significant
Group

Interpretation

The comprehension scores of VIII standard students across lexical, semantic,
contextual, and situational levels were analysed using Mixed ANOVA to examine the
effects of time, group, and their interaction. Across all comprehension levels, the
experimental group demonstrated higher mean scores in the post-test and delayed post-test
compared to the control group, indicating better learning gains and retention following

the intervention.
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The results of Mixed ANOVA revealed a significant main effect of time for lexical
(F(2,156) = 34.54, p < 0.001), semantic (F(2,156) = 39.27, p < 0.001), contextual
(F(2,156) = 25.38, p = 0.001), and situational (F(2,156) = 47.39, p = 0.001) comprehension
levels. This indicates that students’ comprehension scores changed significantly across

pre-test, post-test, and delayed post-test phases.

The main effect of group was also found to be significant across all comprehension
levels, including lexical (F(1,78) =28.79, p <0.001), semantic (F(1,78) =41.08, p <0.001),
contextual (F(1,78) = 7.00, p = 0.010), and situational (F(1,78) = 23.72, p = 0.001),
indicating that the experimental group consistently outperformed the control group.

Furthermore, the time x group interaction effect was significant across all levels:
lexical (F(2,156) = 3.89, p = 0.022), semantic (F(2,156) = 3.12, p = 0.047), contextual
(F(2,156) = 5.57, p = 0.005), and situational (F(2,156) = 3.21, p = 0.043). This indicates
that the pattern of improvement and retention over time differed significantly between the
experimental and control groups, with the experimental group showing stronger

improvement and better retention.
Discussion

The findings indicate that emoji-based vocabulary game instruction had a
significant positive effect on students’ comprehension skills across all four dimensions—
lexical, semantic, contextual, and situational. The significant main effects of time and
group, along with the significant interaction effect, confirm that students in the
experimental group showed greater improvement and better retention compared to the
control group across all test phases. This demonstrates that the instructional intervention
was effective in enhancing both immediate learning and delayed retention of vocabulary-

based comprehension skills.

Among the four comprehension levels, lexical comprehension showed the highest
improvement, as evidenced by the comparatively higher post-test and delayed post-test
mean scores in the experimental group, indicating strong gains in word-level
understanding. Situational comprehension also showed notable improvement, suggesting
that students were able to effectively apply learned vocabulary in practical and context-

based situations. In contrast, semantic and contextual comprehension showed relatively
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moderate gains, with contextual comprehension demonstrating the least stability over time,
particularly in comparison with lexical and situational levels. Overall, the results suggest
that emoji-based instruction was most effective in strengthening foundational vocabulary
knowledge and applied usage, while its impact on deeper semantic and contextual
processing, though significant, was comparatively moderate. Therefore, the null hypothesis
stating that “there is no significant effect of time, group, and their interaction on the
comprehension skills of VIII standard students” is rejected, as significant main effects and

interaction effects were found across all comprehension dimensions.

ANOVA EFFECT SIZE COMPARISON ACROSS 4 LEXICAL DIMENSIONS
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4.2.10 Difference Between Post-Test and Delayed Post-Test Comprehension Scores of

the experimental group

Hypothesis-“There is no significant difference between post-test and delayed post-test

comprehension scores of VIII standard students.”
Table 4.14

Paired Samples t-test Results Comparing Post-Test and Delayed Post-Test Comprehension
Scores of VIII Standard Students

Test Mean SD Mean t df | p-value | Result
Difference | value

Post-test 12.55 1.71

Delayed 2.98 4.85 39 <0.001 | Significant

Post-test 9.58 3.93

Interpretation

The comprehension scores of VIII standard students were analysed using a paired
samples t-test to compare post-test and delayed post-test performance. The results show
that the mean score decreased from the post-test (M = 12.55, SD = 1.71) to the delayed
post-test (M = 9.58, SD = 3.93), with a mean difference of 2.98. The obtained t-value of
4.850 at df = 39 was statistically significant at p < 0.001. This indicates that there is a
significant difference between post-test and delayed post-test comprehension scores,

showing a decline in performance over time.
Discussion

The findings suggest that although students achieved higher comprehension scores
immediately after the intervention, their performance reduced in the delayed post-test,
indicating a decline in retention over time. This shows that while the instructional
intervention was effective in producing strong immediate learning gains, some level of

forgetting occurred when there was no continued reinforcement or practice.

However, despite this decline, the post-test performance still reflects that
meaningful learning had taken place through the intervention. The reduction in delayed
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post-test scores highlights the importance of reinforcement strategies to sustain long-term
vocabulary retention. Therefore, the results indicate that while the instructional method is
effective for immediate comprehension improvement, additional revision or practice may
be required to maintain learning over time. Hence, the null hypothesis stating that “there is
no significant difference between post-test and delayed post-test comprehension scores of
VIII standard students™ is rejected, as a significant difference was found between the two

testing phases.
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Paired Samples t-test Results Comparing Post-Test and Delayed Post-Test

Comprehension Scores of VIII Standard Students
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4.2.11 Difference in Retention of Comprehension Skills Between Experimental and

Control Groups

Hypothesis-“There is no significant difference in retention of comprehension skills

between experimental and control groups.”
Table 4.15

Comparison of Retention of Comprehension Skills Between Experimental and Control

Groups Based on Delayed Post-test Scores

Vocabulary | Control | Experimental Mean
Level Mean Mean Difference
Lexical 1.63 3.88 2.5 | Highest magnitude of
retention
Semantic 1.1 1.68 0.58 Moderate retention
Contextual 0.6 1.48 0.88 Strongest retention effect
Situational 1.85 2.55 0.7 Moderate retention

Interpretation

The delayed post-test scores indicate that the experimental group retained
vocabulary better than the control group across all four levels. The lexical level showed the
largest numerical gain (+2.25), reflecting substantial retention of word forms. Semantic
vocabulary retention was moderate (+0.58), while the contextual level showed a notable
retention effect despite similar post-test performance, highlighting the lasting impact of the
instructional intervention. At the situational level, the experimental group maintained
higher scores (+0.70), demonstrating sustained ability to apply vocabulary in real-life
contexts. These results collectively suggest that emoji-based vocabulary instruction

enhanced long-term retention across all dimensions.
Discussion

The findings suggest that the emoji-based vocabulary game not only improved
immediate learning but also supported durable retention. Lexical gains were the most

pronounced numerically, yet the contextual level showed the most meaningful retention,
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indicating that embedding vocabulary in meaningful contexts helped students internalize
and recall words over time. Similarly, higher delayed scores at semantic and situational
levels demonstrate that the interactive and visual nature of emojis facilitates memory
consolidation and practical application, making the learning experience both engaging and
effective for long-term retention.Therefore, the null hypothesis stating that “there is no
significant difference in retention of comprehension skills between experimental and
control groups” is rejected, as significant differences in retention were observed between

the two groups.

Comparison of Delayed Post-Test Scores Across Vocabulary
Levels
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Figure 4.11

Comparison of Retention of Comprehension Skills Between Experimental and Control

Groups Based on Delayed Post-test Scores
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4.3 Overall Discussion

The findings show that emoji-based vocabulary game instruction had a significant
positive impact on students’ comprehension skills across lexical, semantic, contextual, and
situational levels, with clear advantages over traditional teaching. The experimental group
consistently outperformed the control group in both post-test and delayed post-test scores,

indicating effective learning and better retention over time.

Among the comprehension levels, lexical comprehension showed the highest
immediate improvement, while situational comprehension demonstrated the strongest
applied learning and relatively better retention stability. Semantic comprehension showed
the strongest statistical effect in the Mixed ANOVA results, indicating deeper conceptual
understanding, whereas contextual comprehension showed comparatively lower and less

stable gains over time.

Retention analysis confirmed that the experimental group maintained higher
performance across all levels in the delayed post-test, especially in lexical and situational
domains. The Mixed ANOVA further confirmed significant effects of time, group, and
their interaction, establishing that the intervention influenced both learning progress and

retention patterns.

Students also expressed a highly positive attitude towards the instructional method,
and most demographic variables did not significantly influence outcomes, indicating broad
applicability. Overall, the study confirms that emoji-based vocabulary game instruction is
an effective strategy for improving comprehension and supporting both immediate learning

and long-term retention among V111 standard students.
4.4 Conclusion

The study concludes that emoji-based vocabulary game instruction is an effective
method for enhancing students’ comprehension and vocabulary learning. It not only
improves immediate performance but also supports better retention over time. Students
showed a positive attitude towards this method, indicating that it is engaging and
motivating. Overall, the approach can be considered a useful and learner-friendly strategy

for improving vocabulary and comprehension skills among students.
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Summary and Conclusion



CHAPTER V
SUMMARY AND CONCLUSION

This chapter presents a comprehensive summary of the study along with the major
findings, conclusions, educational implications, recommendations, and suggestions for
further research. The study was undertaken to examine the effectiveness of emoji-based
vocabulary game instruction on enhancing comprehension skills among VIII standard
students in Coimbatore district. The data collected through achievement tests and attitude
scales were analysed using appropriate statistical techniques, including descriptive and

inferential methods, to arrive at meaningful interpretations.

Based on the analysis and interpretation of data presented in the previous chapter,
this chapter consolidates the key outcomes of the study in a systematic manner. It highlights
the significant findings related to comprehension, retention, attitude, and the influence of
selected demographic variables. Further, the chapter draws conclusions derived from these
findings and outlines their educational implications. It also provides practical
recommendations for teachers, curriculum planners, and educational institutions, along

with suggestions for future research in this area.
5.1 Findings of the study

1. The descriptive analysis shows that both groups improved from pre-test to
post-test, but the experimental group showed a much greater increase (4.60 to
12.55) and better retention in the delayed post-test (9.58) compared to the control
group (3.60 to 9.10; 5.18). Although scores declined over time in both groups, the
experimental group consistently performed higher, indicating that emoji-based
vocabulary game instruction was more effective in improving comprehension and

sustaining learning than traditional methods.

2. The level-wise analysis shows that the experimental group consistently
outperformed the control group across all vocabulary dimensions. Higher gains
were observed in lexical (1.50, 4.88, 3.88) and semantic (0.95, 2.45, 1.68) levels,
while contextual learning showed similar post-test performance but better retention
in the experimental group (1.48 vs 0.60). Situational vocabulary also improved
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more in the experimental group (1.48, 3.53, 2.55), indicating better application in
real-life contexts. Overall, emoji-based instruction enhanced vocabulary learning
across all levels, with stronger effects in lexical and situational domains and better

retention over time.

. The independent sample t-test showed that the experimental group (M = 4.60,
SD = 2.64) and control group (M = 3.60, SD = 2.84) did not differ significantly at
the pre-test stage (t = 1.633, p = 0.107). This confirms that both groups were
homogeneous and comparable before the intervention, ensuring that any later

differences are due to the effect of emoji-based vocabulary game instruction.

. The analysis of post-test comprehension scores of the experimental group showed
a mean of 12.55 (SD = 1.71) out of 15, which falls under the high comprehension
category (11-15). The low standard deviation indicates consistent performance
among students. This suggests that emoji-based vocabulary game instruction was
highly effective in enhancing students’ comprehension, retention, and application

of vocabulary.

. The attitude scores of the experimental group showed a mean of 3.86 (SD = 0.68),
which falls within the high attitude category (3.67-5.00). The low standard
deviation indicates consistent responses among students. This indicates that
students had a highly positive attitude towards emoji-based vocabulary game

instruction, suggesting it was engaging, motivating, and well accepted.

. The paired samples t-test comparing pre-test and post-test scores of the
experimental group showed a significant increase from 4.60 (SD = 2.64) to 12.55
(SD = 1.71), with a mean difference of 7.95. The result was statistically significant
(t=-15.04, df = 39, p < 0.001), indicating a strong improvement in comprehension
after the intervention. This confirms that emoji-based vocabulary game instruction

had a significant positive effect on students’ vocabulary comprehension skills.

. The independent samples t-test comparing the experimental and control groups
revealed no significant difference at the pre-test stage (M = 4.60 vs 3.60; t = 1.633,
p = 0.107), confirming initial equivalence. However, significant differences were
found in the post-test (M = 12.55 vs 9.10; t = 5.066, p = 0.001), gain scores
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10.

11.

12.

(7.95 vs 5.50; t = 2.632, p = 0.010), and delayed post-test (9.58 vs 5.18; t = 5.375,
p = 0.001). This indicates that the experimental group consistently outperformed
the control group, showing that emoji-based vocabulary game instruction was more
effective in improving comprehension and retention than traditional methods.

The independent samples t-test comparing post-test comprehension scores based
on gender showed a significant difference (t = -3.21, p = 0.003), with female
students (M = 13.90, SD = 1.10) scoring higher than male students (M = 12.10,
SD = 1.65). This indicates better comprehension performance among female
students after the intervention.

The independent samples t-test comparing post-test comprehension scores based
on language of instruction showed a significant difference (t = 2.261, p = 0.030),
with English medium students (M = 12.79, SD = 1.53) scoring higher than Tamil
medium students (M = 11.17, SD = 2.14). This indicates that language of
instruction influenced comprehension, with better performance among English

medium students after the intervention.

The Pearson correlation analysis between emoji familiarity and post-test
comprehension scores showed a very low negative relationship (r = -0.186,
p = 0.25), which is not statistically significant. This indicates that emoji familiarity
did not influence comprehension performance, suggesting the effectiveness of the

instruction is independent of prior exposure to emojis.

The Mixed ANOVA on lexical, semantic, contextual, and situational comprehension
levels showed significant effects of time, group, and their interaction across all levels
(p < 0.05). The experimental group consistently outperformed the control group,
with the highest gains in lexical comprehension, followed by situational, semantic,
and contextual levels, and also showed different improvement patterns over time.
This confirms that emoji-based vocabulary game instruction significantly enhanced
comprehension across all dimensions.

The paired samples t-test comparing post-test and delayed post-test comprehension
scores of the experimental group showed a significant decrease (t = 4.85, p <0.001), with
the mean dropping from 12.55 to 9.58. This indicates a significant decline in retention

over time, though the scores still reflect meaningful learning from the intervention.
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13. The comparison of delayed post-test scores between the experimental and control

groups showed that the experimental group had higher retention across all
vocabulary levels. At the lexical level (3.88 vs 1.63; MD = 2.25), the experimental
group showed the highest retention, followed by contextual (1.48 vs 0.60; MD =
0.88), situational (2.55 vs 1.85; MD = 0.70), and semantic levels (1.68 vs 1.10; MD
= 0.58). These results indicate that the experimental group consistently retained
more vocabulary than the control group, demonstrating the effectiveness of emoji-
based vocabulary game instruction in supporting long-term comprehension

retention across all dimensions.

5.2 Educational Implications

1.

Emoji-based vocabulary instruction can be effectively used to enhance students’

comprehension and retention in language learning.

The use of emojis supports visual learning, helping students understand vocabulary
more clearly and quickly.

Game-based approaches promote active participation and student engagement,

making learning more meaningful.

The strategy is inclusive and applicable across diverse learner backgrounds, as most
demographic variables did not influence learning.

A positive student attitude indicates that such methods can increase motivation and

interest in vocabulary learning.

5.3 Recommendations of the Study

1.

Teachers should incorporate emoji-based vocabulary games into regular classroom

instruction.

Educators should adopt interactive and visual teaching methods to improve

vocabulary learning outcomes.

Curriculum planners should include emoji-supported vocabulary activities and

digital content in instructional materials.
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4. Teachers should provide regular reinforcement and practice activities to improve

long-term retention.

5. Instruction should consider learner differences such as language of instruction and

gender for better effectiveness
5.4 Suggestions for Further Research

1. Similar studies can be conducted at different educational levels to test effectiveness

across age groups.

2. Future research may use a larger sample size and different regions to improve

generalization.

3. Comparative studies can be carried out between emoji-based learning and other

teaching methods.

4. Further research can explore the effect on other language skills like reading,

writing, speaking, and listening.
5. Long-term studies can be conducted to examine retention over extended periods.
5.5 Conclusion

The present study examined the effectiveness of emoji-based vocabulary
game instruction on enhancing comprehension skills among VIII standard students in
Coimbatore District. The findings clearly show that the experimental group performed
significantly better than the control group, with higher post-test and delayed post-test
scores, indicating improved learning and retention over time. Level-wise analysis revealed
superior performance across lexical, semantic, contextual, and situational dimensions, with

stronger gains in lexical and situational understanding.

The study also found that students had a highly positive attitude towards
emoji-based learning, indicating that the method is engaging and learner-friendly. Among
the demographic variables, only gender and language of instruction showed significant
differences in comprehension scores. Overall, the study concludes that emoji-based
vocabulary game instruction is an effective and inclusive pedagogical approach that

enhances comprehension, promotes retention, and fosters positive learning experiences.
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APPENDIX |

Breakup of the Content and Emoji-Based Vocabulary Modules for all sessions

MODULE 1
Module title CYBER SECURITY PART-1
Phases Lexical _L_evel (Meaning nga_nti_c Le_:vel (Meaning |Contextual Level Situati_ona_l Level
Recognition) Discrimination) (Sentence Use) (Application)
Module duration 15min 10 min 10 min 15 min

Module overview

Recognising meanings
of vocabulary words
using emoji cues

Distinguishing between
similar words using
emoji-supported grouping

Understanding
vocabulary usage in
sentences with emoji
hints

Applying vocabulary in real-
life situations using emoji
cues

Learning outcome

words using emojis

To identify meanings of

To differentiate between
closely related words
using emoji support

To interpret correct
word usage in
sentences with emoji
clues

To select appropriate words
in real-life situations using
emoji cues

Pedagogical strategy

Emoji-based matching

Emoji-supported
grouping/discrimination

Emoji-assisted

Emoji-based situational

activity (LearningApps) (LearningApps) MCQs (Wordwall) |MCQs (Wordwall)
Students match words Students group/selec_t_ Students complete Students choose appropriate
- . . - words based on emoji- | sentences using .
Activity with meanings using . - words for emoji-based
. supported meaning emoji-supported I
emoji clues - situations
categories MCQs
1.Ping — To send a brief SILO;F’Srl] r(i:Iz (SBC;gEg)z © ilnice);jr:gtr;mlge e |vou send a short message
A= ! - alll — - X
Example message & A No signal) Offline, 2) Ping b) Efﬂinﬂe — a) Ping b)
Airplane mode »-[ Offline c) Shriek
Students correctly Students distinguish Students understand | Students apply vocabulary
Feedback interpret emojis to similar words using emoji | contextual usage correctly in situations using
identify meanings clues with emoji support  {emojis
. Matching with emoji | MCQs with emoji MCQs with emoji . Lo
Evaluation clues grouping context MCQs with emoji situations
MODULE 2
Module title CYBER SECURITY PART-2
Phases Lexical Level 2 Semantic Level 2 (Meaning | Contextual Level 2 Situational Level 2
(Meaning Recognition) |Discrimination) (Sentence Use) (Application)
Module duration |15 min 10 min 10 min 15 min
Recognising meanings | Distinguishing between Understanding . Applying vocabulary in
Module L - w vocabulary usage in ) SR
. of vocabulary words similar words using emoji- . . real-life online situations
overview . - ; sentences with emoji - "
using emoji cues supported comparison hints using emoji cues
. . . To select appropriate
Learning To identify meanings of To differentiate betweer! To Interpret correct V\_/ord words in real-life
. " closely related words using  |usage in sentences with | .~ > - .
outcome words using emojis - - situations using emoji
emoji support emoji clues cues
Pedagogical Emoji-based matching Eir;?{;qsiﬂzﬁgﬁw MCQs for Emoji-assisted contextual | Emoji-based situational
strategy activity (LearningApps) (LeamningApps) MCQs (Wordwall) MCQs (Wordwall)
S:ggztno trs rggﬁgrogge Students choose correct words | Students complete :tu?gnﬁaigls\%r ds for
Activity P ! ' by distinguishing meanings | sentences using emoji- pprop

cyber with meanings
using emoji clues

using emoji-supported options

supported MCQs

emoji-based real-life
situations
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MODULE 2

Module title CYBER SECURITY PART-2
1. Online predator — Group 1 (A1 Danger): Someone is troubling A stranger is harming
Example person harming others | Online predator, thief Group 2 you online 0=® — children onfine A} -
online LA @ (U0 Internet): Cyber, offline | =——— ) Bother b) —____a)Online
- LYDen Cyber c) Predator predator B) Bother
Students correctly S Students understand Students apply
Feedback identify meanings using S_tU(_ients distinguish between contextual usage with | vocabulary correctly in
" similar words accurately - A
emoji cues emoji support real-life situations
Evaluation Matching with emoji | MCQs with emoji-based MCQs with emoji- MCQs with emoji-based
clues discrimination supported context situations
MODULE 3
Module title CYBER SECURITY PART-3
LeX|ca_I Level 3 Semantic Level 3 (Meaning | Contextual Level 3 Situational Level 3
Phases (Meaning o -
.2 Discrimination) (Sentence Use) (Application)
Recognition)
Module duration {15 min 10 min 10 min 15 min
Recognlsmgf] Dlstlngglshmg tc)jetwgen Understanding vocabulary Ap:)llyfmg.vgc?bulary in
Module overview meanings o cont@stmg Words using usage in cyber-related real-lite lg!ta .
vocabulary words  |emoji-supported . S behaviour situations
: e : sentences with emoji hints |~ . o
using emoji cues comparison using emoji cues
To select appropriate

Learning outcome

To identify meanings
of words using

To differentiate between
opposite or closely related

To interpret correct word
usage in sentences with

words in real-life
situations using emoji

emojis words using emoji support  |emoji clues .
Pedagogical Emop?based_ . E_mOJ_I-s_upported MCQs for Emoji-assisted contextual  |Emoji-based situational
strate matching activity discrimination MCQs (Wordwall) MCQs (Wordwall)
9y (LearningApps) (LearningApps)
Student_s meatch Students choose correct Students select
aggressive and e Students complete -
- R words by distinguishing - . appropriate words for
Activity beneficial with - - - sentences using emoji- - .
. - meanings using emoji- emoji-based real-life
meanings using . supported MCQs L
- supported options situations
emoji clues
1. Aggressive — imlissii\(/r':ggégé?z 9 He sends angry messages A peF,on |23u|2ers
Example attacking or angry (hggPositivé)' Beneficizfl online OF - ____2) e Inea)c':;SEerSSive_;)
OWAN helpful ' | Aggressive b) Beneficial Beneficial
Students correctly | Students distinguish Students understand Students apply
Feedback identify meanings  |between contrasting words | contextual usage with vocabulary correctly in
using emoji cues accurately emoji support real-life situations
Evaluation Matching with emaji [MCQs with emoji-based | MCQs with emoji- MCQs with emoji-based
clues discrimination supported context situations
MODULE 4
Module title MY COMPUTER NEEDS A BREAK PART-1
Phases I(.&)((eg:r?ilnLevel 4 Semantic Level 4 (Meaning | Contextual Level 4 Situational Level 4
R 9 Discrimination) (Sentence Use) (Application)
ecognition)
Module duration 15 min 10 min 10 min 15min
Recognising Distinguishing between closely Understanding . .
- K lated . d vocabulary usage in Applying vocabulary
Module overview meanings o re .ate or (?_ontrastlng woras poetic and everyday in real-life situations
vocabulary words | using emoji-supported sentences with emoji using emoji cues
using emoji cues comparison hints ) g emoj
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MODULE 4

Module title MY COMPUTER NEEDS A BREAK PART-1
To identify To differentiate between To interpret correct word To SEIG.Ct appropriate
Learning outcome | meanings of words | closely related words using usage in sentences with vyord§ n rea!-llfe "
; - - - situations using emoji
using emojis emoji support emoji clues cues
Emoji-based Emoji-assisted Emoji-based
Pedagogical strategy |matching activity Eigl?ﬁlégﬁgﬁxﬁ% Z)r ) contextual MCQs situational MCQs
(LearningApps) gAAnp (Wordwall) (Wordwall)
Students match Students select
brainy, absent- Students choose correct words | Students complete :
. . . N - . .. |appropriate words for
Activity minded, and vanish | by distinguishing meanings  |sentences using emoji- it .
. . . . - . emoji-based real-life
with meanings using | using emoji-supported options |supported MCQs o
. situations
emoji clues
Group 1 (1 Intelligence): She forgets things
Exambole 1. Brainy —very Brainy, clever Group 2 (7 H;sillvef %oblems often 2 —
P intelligent 47\ | Forgetfulness): Absent- q B Yy 75_\/_) h a) Brainy b) Absent-
minded, careless ) Brainy b) Vanis minded
Students correctly o Students understand Students apply
o - Students distinguish between . .
Feedback |d(_ent|fy meanings | o words accurately cont_e_xtual usage with vocapular_y co_rrectly in
using emoji cues emoji support real-life situations
Evaluation Matching with emoji | MCQs with emoji-based MCQs with emoji- MCQs with emoji-
clues discrimination supported context based situations
MODULE 5
Module title MY COMPUTER NEEDS A BREAK PART-2
Lexma_l Level 5 Semantic Level 5 (Meaning |Contextual Level 5 Situational Level 5
Phases (Meaning o S
R I Discrimination) (Sentence Use) (Application)
ecognition)
Module duration 15 min 10 min 10 min 15 min
Recognising meanings Distinguishing between Understanding vocabulary Applying vocabulary

Module overview

of vocabulary words

similar or related words

usage in poetic and

in real-life situations

Learning outcome

. - using emoji-supported everyday sentences with . =
using emoji cues . AN using emoji cues
comparison emoji hints
To differentiate between To interpret correct word To select appropriate

To identify meanings
of words using emojis

closely related words using
emoji support

usage in sentences with
emoji clues

words in real-life
situations using emoji
cues

Emaoji-based matching | Emoji-supported MCQs for Emoii-assisted contextual Emoji-based
Pedagogical strategy |activity discrimination M C(J)s (Wordwall) situational MCQs
(LearningApps) (LearningApps) (Wordwall)
Students match
dreadul, gobbled, Students ch_oo_se correct Students complete Student§ select
- - . |words by distinguishing - . appropriate words for
Activity erratically, and squirm . . - sentences using emoji- It .
. . - meanings using emoyji- emoji-based real-life
with meanings using . supported MCQs o
- supported options situations
emoji clues
Group 1 (& Negative): . The child moved
1. Dreadful — very bad
. i Dreadful, terrible Group 2 He ate his food very fast uncomfortably on the
Example @X O discomfort o 0% — a) Gobbled | , .
onn (2 Eating fast): Gobbled, b) Squirm chair @ﬂ -
devoured a) Squirm b)
Students correctly Students distinguish Students understand Students apply
Feedback identify meanings between similar words contextual usage with vocabulary correctly
using emoji cues accurately emoji support in real-life situations
. Matching with emoji | MCQs with emoji-based MCQs with emoji- MCQs with emoji-
Evaluation A I
clues discrimination supported context based situations
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MODULE 6

Module title THE MYSTERY OF THE CYBER FRIEND PART -1
Phases I(_&ig:r?ilnléevel 6 Seman_tic Le_vel_6 o Contextual Level 6 Situat!ongl Level 6
Recognition) (Meaning Discrimination) |(Sentence Use) (Application)
Module duration 15 min 10 min 10 min 15 min
Recognising Distinguishing between Understanding . Applying vocabulary in
- L - vocabulary usage in : -
meanings of similar or confusing words real-life cyber and daily

Module overview

vocabulary words
using emoji cues

using emoji-supported
grouping

cyber-related and
daily-life sentences
with emoji hints

situations using emoji
cues

Learning outcome

To identify meanings
of words using emojis

To differentiate between
related words using
grouped meaning
categories

To interpret correct
word usage in
sentences with emoji
clues

To select appropriate
words in real-life
situations using emoji
cues

Pedagogical strategy

Emoji-based matching
activity

Emoji-supported
grouping/discrimination

Emoji-assisted
contextual MCQs

Emoji-based situational
MCQs (Wordwall)

(LearningApps) (LearningApps) (Wordwall)
Students match
Friends net, FOMO, Students group/selec.t_ Students complete Student§ select
- ... |words based on emoji- - .. |appropriate words for
Activity wonders, and nap with . sentences using emoji- - ]
) - .. [supported meaning emoji-based real-life
meanings using emoji . supported MCQs i
clues categories situations
Group 1 (JJ Online/
Digital): Friends net, She feels worried He joins a website to
E | 1. Friends net — online | FOMO, social media, about missing updates | meet new people (1171 —
xample platform 0@ online Group 2 ([ BO— a) a) Friends net b)
Thinking / Feeling): FOMO b) Nap FOMO
Wonders, thinks, feels
Students correctly Students distinguish Students understand | Students apply
Feedback identify meanings between grouped contextual usage with |vocabulary correctly in
using emoji cues vocabulary accurately emoji support real-life situations
Evaluation Matching with emoji MCQs with emoji grouping MCQs with emoji l\_/ICQ_s with emoji
clues context situations
MODULE 7
Module title THE MYSTERY OF THE CYBER FRIEND PART -2
Phases Lexical Level 7 Semantic Level 7 Contextual Level 7 |Situational Level 7
(Meaning Recognition) |(Meaning Discrimination) |(Sentence Use) (Application)
Module duration 15 min 10 min 10 min 15 min
s Understanding Applying vocabulary in
Recognising meanings D.'St.' nguishing b(_etween vocabulary usage in | real-life communication
. similar or confusing words - .
Module overview of vocabulary words . - cyber and emational  {and emotional
- - using emoji-supported . - L - .
using emoji cues . contexts with emoji | situations using emoji
grouping hints cues

Learning outcome

words using emojis

To identify meanings of

related words using
grouped meaning
categories

To differentiate between

To interpret correct
word usage in
sentences with emoji
clues

To select appropriate
words in real-life
situations using emoji
cues

Pedagogical strategy

Emoji-based matching

Emoji-supported

grouping/discrimination

Emoji-assisted
contextual MCQs

Emoji-based situational

activity (LearningApps) (LearningApps) (Wordwall) MCQs (Wordwall)
Students match ping, | Students group/select Students select
Activi offline, and shriek with |words based on emoji- Ssgﬁfeennct;cﬁ?ﬁ'e;ﬁm-i_ appropriate words for
Y meanings using emoji  {supported meaning g emoj emoji-based real-life
] supported MCQs i
clues categories situations
Group 1 (H
Communication): Ping, . :
Example 1.Ping—senda message, notify Group 2 E e_’nt‘a‘ quick message fhe :ZmEd loudly in
P message [ A (& Internet Status): =~ a) farloo —~____a)
Ping b) Shriek Shriek b) Ping

signal

Offline, disconnected, no
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MODULE 7

Module title THE MYSTERY OF THE CYBER FRIEND PART -2
Students correctly Students distinguish Students understand | Students apply
Feedback identify meanings using | between grouped contextual usage with |vocabulary correctly in
emoji cues vocabulary accurately emoji support real-life situations
. Matching with emoji . .. .| MCQs with emoji MCQs with emoji
Evaluation clues MCQs with emoji grouping context situations
MODULE 8
Module title THE MYSTERY OF THE CYBER FRIEND PART -3
LeX|ca_I Level 8 Semantic Level 8 (Meaning | Contextual Level 8 Situational Level 8
Phases (Meaning s S
2 Discrimination) (Sentence Use) (Application)
Recognition)
Module duration 15 min 10 min 10 min 15 min
. . Distinguishing between Understanding . Applym_g vo_cgbulary
Recognising meanings - vocabulary usage in in real-life digital
. related or confusing words
Module overview of vocabulary words - " cyber safety and trust-  |safety and trust
- - using emoji-supported : s - "
using emoji cues ) related sentences with situations using emoji
grouping =0
emoji hints cues

Learning outcome

To identify meanings
of words using emojis

To differentiate between
related words using
grouped meaning
categories

To interpret correct word
usage in sentences with
emoji clues

To select appropriate
words in real-life
situations using emoji
cues

Emoji-based matching | Emoji-supported Emoii-assisted contextual Emoji-based
Pedagogical strategy | activity grouping/discrimination M C(Jgs (Wordwall) situational MCQs
(LearningApps) (LearningApps) (Wordwall)
Students match
imposter, confide, and Students group) SEIEC.t. Students complete Student§ select
- - words based on emoji- - " appropriate words for
Activity cyber safety with . sentences using emoji- - ;
. . .. |supported meaning emoji-based real-life
meanings using emoji categories supported MCQs situations
clues
Sgg;& )1 I(zz:)ds(tagrﬂts};r/a ger He pretends to be You should use the
1. Imposter — someone : ' ' |someone else online i
Example ho o fake person Group 2 (I'] internet safely =L —
pretending €&X M oA (eeE— a) a) Cyber
Trust/ Communication): Imposter b) Confide safety b) Imposter
Confide, share, trust P v P
Students correctly Students distinguish Students understand Students apply
Feedback identify meanings between grouped contextual usage with vocabulary correctly in
using emoji cues vocabulary accurately emoji support real-life situations
Evaluation Matching with emoji MCQs with emoji grouping MCQs with emoji MCQS with emoji
clues context situations
MODULE 9
Module title THE MYSTERY OF THE CYBER FRIEND PART -4
Lexma_l Level 9 Semantic Level 9 (Meaning Contextual Level 9 |Situational Level 9
Phases (Meaning PP o
.Y Discrimination) (Sentence Use) (Application)
Recognition)
Module duration 15min 10 min 10 min 15 min
Recognising Distinguishing between related \L/J&(ng}gndi&]sg ein Applying vocabulary in
meanings of 9 9 fy usag real-life online safety and

Module overview

vocabulary words
using emoji cues

or contrasting words using
emoji-supported grouping

cyber safety and
emotional sentences
with emoji hints

emotional situations using
emoji cues

To interpret correct

To select appropriate

To identify To differentiate between related word usage in words in real-life
Learning outcome meanings of words |words using grouped meaning g N . -
; - . sentences with emoji [situations using emoji
using emojis categories clues cles
Emoji-based Emaoji-supported Emoji-assisted N
Pedagogical strategy | matching activity | grouping/discrimination contextual MCQs Eﬂné%'sm%ﬁ%ﬁ)'onal
(LearningApps)  |(LearningApps) (Wordwall)
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MODULE 9

Module title THE MYSTERY OF THE CYBER FRIEND PART -4
Students match
cybercrimeand  |Students group/select words Students complete Studentg select
- . o sentences using appropriate words for
Activity scary with based on emoji-supported " o .
. . - . emoji-supported emoji-based real-life
meanings using meaning categories L
" MCQs situations
emoji clues
; Group 1 (H Online Danger):  |Stealing data online is | Hacking someone’s
1. Cyber crime — A - . .
E ; - Cyber crime, hacking, fraud acrime @ — accountisan
xample illegal online )
activity ANQ Group 2 (£5) Emotion / Fear): i a) Cyber 080 — a)
Scary, frightening, fearful crime b) Scary Cyber crime b) Scary
Students correctly S Students understand | Students apply
Feedback identify meanings Students distinguish between contextual usage with |vocabulary correctly in
- o grouped vocabulary accurately o P
using emoji cues emoji support real-life situations
Evaluation Mat(_:_hmg with MCQs with emoji grouping MCQs with emoji MCQs with emoji
emoji clues context situations
MODULE 10
Module title REVISION MODULE

Lexical Level R1

Semantic Level R1 (Meaning

Contextual Level R1

Situational Level R1

Phases - S (Sentence A
(Meaning Recall) Consolidation) Reinforcement) (Application Mastery)
Module duration |15 min 10 min 10 min 15 min

Module overview

Revising meanings of
previously learned
vocabulary using emoji
cues (most words from
Sessions 2-9 included)

Reinforcing understanding by
grouping and differentiating
vocabulary across broad
categories

Strengthening sentence-
level understanding using
mixed vocabulary

Applying learned
vocabulary in real-life
cyber safety and daily
situations

Learning outcome

To recall meanings of
vocabulary using emojis

To differentiate and group
vocabulary based on meaning
categories

To interpret correct word
usage in sentences

To apply appropriate
vocabulary in real-life
situations

Pedagoaical Emoji-based mixed Emaoji-supported Emoii-assisted mixed Emoji-based
strateg 9 matching grouping/classification M C(JQS (Wordwall) situational MCQs
gy (LearningApps) (LearningApps) (Wordwall)
Students maich mixed . Students complete mixed | Students solve real-
vocabulary from Students group words into sentences usin life situations usin
Activity Sessions 2-9 with categories such as Online / : g - 9
- . . - - previously learned appropriate
meanings using emoji  |Emotion / Action bul bul
clues vocabulary vocabulary
Group 1 (& Online/
: Technology): Offline, cyber | The computer is not A person creates a
1. Offline — not > : - fake profile online
; safety, Friends net, ping Group |connected to the internet
Example connected to internet . > e — a)
OB X 2 (9 Emotion / Behaviour):  |EX — a) Imposter b) Cyber
8 Scary, FOMO, aggressive, Offline b) Confide
. safety
shriek
Students recall meanings Students demonstrate Students apply
- ..~ | Students correctly group and L
Feedback accurately using emoji differentiate vocabula understanding in vocabulary correctly
cues y sentence usage in real-life contexts
. Mixed matching with ~ |MCQs with MCQs with mixed MCQs with real-life
Evaluation o : P L%
emoji clues grouping/classification context situations
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Control group lesson plan ( session 1-9)

. . I _— Presentation Consolidation & . Remedial &
Session Details Objectives TLM Motivation (ALM Method) Reinforcement Evaluation Follow-up
Words written on board; . . .
S1: Cyber Safety (Prose) — Unde_rstand Textbook, Questions on tools, pronunciation drill; meanings | Oral recall, repetition, Oral matching, ill- Extrq gxp.lana'tlon,
. meanings, sentence - - L . - ups, sentence repetition; write
Vocabulary: screw gauge, Blackboard, |internet use, fear explained using simple contexts; |sentence framing, .
: usage & contextual - . . formation, sentences &
browse, frightened A Chalk situations example sentences; student correction .
application - notebook check complete exercises
reading & responses
S2: Cyber Safety (Prose) — Questions on internet Blackbo_ar(_j pr.esentanon; . Oral & written Additional support;
.l o pronunciation; contextual Recall, repetition, A . i
Vocabulary: online Same as above Same as above |communication and . ) . activities; write sentences;
- explanation; examples; oral sentence formation . .
predator, bother, cyber disturbances observation textbook exercises
responses
S3: Cyber S.afety (Pr_o S€) - Questions on behaviour Blackbo_arc_i te.achlng; Recall, repetition, Matching, fill-ups, |Extra explanation;
Vocabulary: aggressive, Same as above Same as above and helpful actions pronunciation; contextual sentence practice sentence writin ractice; exercises
beneficial P explanation; examples P g P ’
SA: Poem — My Computer _Ques_tlons on Words written; pronunciation; .. . Additional support;
Needs a Break - Same as above Same as above intelligence, explanation using daily life & Recall, repetition, Oral & written writing task;
Vocabulary: brainy, absent- forgetfulness, P g aarly sentence formation | evaluation g task,
- . - poem context exercises
minded, vanish disappearance
. B . Questions on . L
S5: Poem — Vocabulary: unpleasant experiences, Blackbo_aqu te_achmg, ] .. |Recall, repetition, C_)ral questioning, Extra examples;
dreadful, gobbled, Same as above Same as above . g pronunciation; explanation with - fill-ups, sentence . -

- . eating habits, irregular sentence practice . practice; exercises

erratically, squirm - examples formation
actions
S6: Supplementary - Questions on social Blackboard method; L . Additional
Mystery of the Cyber Friend . - L Recall, repetition, Oral and written L
g Same as above Same as above |media, curiosity, pronunciation; contextual - - explanation;
—Vocabulary: Friends net, - - sentence formation | evaluation . .
routines explanation practice; exercises
FOMO, wonders, nap
\S/Z):cigﬂﬂeme?rtlaryo;ﬂine Same as above Same as above S;?;EZS;?SH internet Brlgrﬁtljﬁggt(ijotrel?(e:zmlggation with Recall, repetition, Matching, fill-ups, \I/Ev)r(ittriilsutgglgm
) y- ping, ' . P 1 EXp sentence formation | sentence writing g task;
shriek use, reactions examples exercises
S8: Supplemt_entary - Questions on trust, Blackboard pr.esentatlon; Recall, repetition, Oral & written Additional .
Vocabulary: imposter, Same as above Same as above - pronunciation; contextual - . explanation;

- online safety . sentence formation  |evaluation . .
confide, cyber safety explanation practice; exercises
S9: SupplerT]entary - Questions on online Blackbogrc_j tefmhmg; . . |Recall, repetition, Matching, fill-ups, |Extra explanation;
Vocabulary: cyber crime,  |Same as above Same as above pronunciation; explanation using

scary

crimes and fear

context

sentence formation

sentence writing

practice; exercises
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APPENDIX 11
TOOLS (REVISED AND VALIDATED VERSION)
Achievement Test (BEFORE VALIDATION)
(Pre and Post Test Questions)

Vocabulary Comprehension Test
Total Marks: 20
l. Lexical Level — Meaning Recognition
(Matching — 5 x 1 = 5 marks)

Column A Column B
1. Screw gauge a. Disappear
2. Browse b. Tool used for measuring very small thickness
3. Vanish ¢. To look through casually
4. Aggressive d. Prone to attack or argue
5. Beneficial e. Helpful or good

Options
1. A-b,B-c¢c,C-a,D-d,E-¢
2. A-a,B-b,C-c,D-d,E-e
3. A-bB-aC-c,D-¢,E-d
4. A-c,B-b,C-a,D-¢ E-d
I1. Semantic Level — Discrimination Between Close Meanings
(MCQs — 5 x 1 =5 marks)
Choose the most appropriate word.
6. The child felt after hearing a loud noise.
a) frightened
b) excited
c) curious
d) relaxed
7. The hacker committed a serious using the internet.
a) cyber safety
b) cyber crime
c) friends net
d) offline
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8. She is very
a) absent-minded
b) dreadful
c) brainy
d) scary
9. He ate the food
a) gobbled
b) tasted
c) chewed slowly
d) shared
10. The man was an
a) imposter
b) predator
c) browser
d) wander

and always scores high marks.

because he was very hungry.

who used a fake identity online.

I11. Contextual Level — Meaning in Sentence-Level Use

(MCQs — 5 x 1 =5 marks)
11. The baby began to

a) squirm

b) sleep

c) laugh

d) jump
12. She decided to

a) confide

b) shriek

c) bother

d) vanish
13.The phone is

a) cyber

b) offline

C) aggressive

d) beneficial
14. He sent a quick

a) ping

b) call

Cc) message

d) letter
15.The movie was so

a) scary

b) beneficial

c) brainy

d) absent-minded

when it felt uncomfortable.

in her best friend about the problem.

because it is not connected to the internet.

to his friend.

that the children felt afraid.
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V. Situational Level — Appropriateness of Word Choice
(Situational MCQs — 5 x 1 =5 marks)

16. Someone who targets and manipulates children through the internet for harmful purposes is
called an

a) imposter
b) online predator
c) cyber user
d) digital participant
17. Safe and responsible use of the internet is known as
a) cyber crime
b) cyber safety
c) offline
d) friends net
18. The anxiety caused by constantly checking social media to avoid missing updates is known as

a) distraction
b) FOMO
c) notification stress
d) social habit
19. A sudden loud scream due to fear is called a
a) shriek
b) squirm
c) gobble
d) browse
20. A short sleep during the day is called a
a) nap
b) rest
c) break
d) pause
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1. Vocabulary Achievement Test (AFTER VALIDATION)

(Pre and Post Test Questions)

l. Lexical Level — Meaning Recognition
(Matching — 5 x 1 =5 marks)

Total Marks: 20

Column A Column B
1. Screw gauge a. Disappear
2. Browse b. Tool used for measuring very small thickness
3. Vanish c. To look through casually
4. Aggressive d. Prone to attack or argue
5. Beneficial e. Helpful or good
Options

1. A-b,B-c¢,C-aD-d E-e¢
2. A-a,B-b,C-c,D-d,E-e
3. A-bB-a,C-c,D-e E-d
4, A-c,B-b,C-aD-¢E-d

I1. Semantic Level — Discrimination Between Close Meanings

(MCQs -5 x 1 =5 marks)

Choose the most appropriate word.

6. The child felt after heari
a) frightened
b) excited
c) curious

d) relaxed

ng a loud noise.

7. He ate the food because he was very hungry.

a) gobbled

b) tasted

c) chewed slowly
d) shared

8. The man was an who used a fake identity online.

a) imposter
b) predator
c) browser

d) wander
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I11. Contextual Level — Meaning in Sentence-Level Use
(MCQs —5 x 1 =5 marks)
9. . The baby began to when it felt uncomfortable.
a) squirm
b) sleep
c) laugh
d) jump
10. She decided to in her best friend about the problem.
a) confide
b) shriek
c) bother
d) vanish
11. He sent a quick to his friend.
a) ping
b) call
) message
d) letter
V. Situational Level — Appropriateness of Word Choice
(Situational MCQs — 5 x 1 =5 marks)

12. Someone who targets and manipulates children through the internet for harmful purposes is
called an

a) imposter

b) online predator
c) cyber user

d) digital participant

13. The anxiety caused by constantly checking social media to avoid missing updates is known as

a) distraction
b) FOMO
c) notification stress
d) social habit
14. A sudden loud scream due to fear is called a
a) shriek
b) squirm
c) gobble

d) browse
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15. A short sleep during the day is called a
a) nap
b) rest
c) break
d) pause
2. Attitude Questionnaire of Emoji-based Vocabulary Game Instruction

Demographic Variable Sheet

S. No. Variable
1 Gender Male / Female
2 Medium of Instruction English / Tamil
S. Statement St_rongly Disagree | Neutral | Agree Strongly
No. Disagree Agree

Emojis help me understand the meaning
of new words easily.

1 HUBW eunigessaies <is55% 6TaiFeD
LB Glsmerer eTGLoTed%6T 6Teo% G

2 505G Gl

Learning vocabulary through emojis is
simpler than traditional methods.

2 T1QLonghlgair epevLd CFTOWSITE HHD
LrFLb LIl (LpemDEHEGT G

6T GO LD WI TGS,

Emojis help me remember word meanings
for a longer time.

3 eTGLo M8 6iT 6uTiS S UNGHT 9755 51% 6 aT
pessi CroLd Blevesalled enoug @ (5%s

2 565G Gl

I can recall vocabulary faster when emoyjis
are used.

4 TGLongdlgemart) LiweTL (HSSILDGLITg)
eTarenTe) QFnpaenehRwgeamns CousLons

plaveraL GBS (LpLguLb.

Emoji-based games help me understand
sentences better.

5 FGLomed) oig LivienL_ulevmes CHLds T
UTERWEIS®T BFRTDISLI Ll b&0sTeTar
2 560 F 6T G

I can comprehend passages more easily
after learning vocabulary with emojis.

6 e1GLoredlF 6T eLpavLh ClFTHSaTEH PSS
SOMIE0S T 19D @& eT6iTenTTED
LSPEemar e1afgmsLl LflBs0)smarer

(pLguLb.

Emojis help me connect word meanings
with the context of the text.

7 UTTSMSUNGT 9 TSFBIH®aT 2 60 Fullesr
GLPVIL_GIT @)ewenTas FGLOTEES 6T 6161 S,

2 565 GGl
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Statement

Strongly
Disagree

Disagree

Neutral

Agree

Strongly
Agree

My reading comprehension has improved
through emoji-based vocabulary games.
FGLomed) o1y Litien_ulevres QFTedawsITS
flenamum’ HS6T eLpevLd 6TesTg) euTFLiLjLI
yAF6ed Cobiil” (HeTeng).

Emoji-based games motivate me to learn
new English words.

FGLomed) oig LitiewL_ufevresr GsLdseir
YW BT 6UTISMSEHeH TS

SD DS\ FTATAT 6TGEH GG TG (5 B GID GoT.

10

| feel confident while learning vocabulary
through emoji-based games.

FGLomed) oig LiviewL_ufevres GsLdseir
epevLh GFTOWSITTH WS Hm &L GLimg)
BTG BLOLIF S U L_68T 2_cus1i %) Gmor.

11

I look forward to English classes that
include emoji activities.
FGLomed) QFWedLITRS®ET 2 aTaTL_&&w

Y EIH 6V @GLILFMET TS FLITI5E Cn e,

12

Emoji games reduce my fear of learning
difficult words.

61GLomel) GHLOE 6T F1g GOTLD TGO
UTTS®SE®6NS HDMIF6)ETaT6US DS TG

GTGOIG] LILIGeNGS (&6 D55 GHID Gl

13

Emoji-based vocabulary games make
English learning interesting.

FGLomed) o1y Litien_ulevnest QFTedsITS
aflewanum’ (HEHeT EIH VS HDDn6V
FQUMTTODWILDITS & F) ST &5

14

| enjoy participating in vocabulary
activities that use emojis.
1GLredlsemar LWETLIHSS CFTDsaT
SO ClFwLITHSaNe) S hE

O reTalg) 61615 LR LHEFNWNSH DS,

15

Emoji games keep me attentive during
English class.

< B& eu@Liier Gung mGiomgd)
GHLDS AT GTETEN SIS %6v 6wl %%

G 6L S F)GOT D GBT.

16

| feel actively involved when learning
words through emojis.

TGLO MBS 6T eLpeULD QUTIS NS S N6
PG Cung #pisnILiting FGH UGS
2 ew1iH Cmer.

17

Emoji-based vocabulary games should be
used regularly in English classes.
<BH @G LL %l eTGLoTgdsemar
gLt winsd Qsnenr_ GlFTaeaarLd
alewari T (HFEaT 6ULPSHHLOTS

LweTL(h$s CouessT(BLD.
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S. Strongly . Strongly
No. Statement Disagree Disagree | Neutral | Agree Agree
Learning through games is more effective
than memorizing word lists.
18 UTTS®S LIL 1Q UIGHG) LOGTLILITL LD
Oeuiueng il allewarwmL’ (H&er epevLd
FOD6D SaLD LILGIGTTSTH @)(HdSLD.
| prefer emoji-based learning over
traditional vocabulary teaching.
19 umgbuflw QFredewsrTd &pL9$semev
ol FGLomgd) 9yig LiLienL_ullevmest Spmenev
paesr @il (pLd L% Cmeur.
I would recommend emoji-based
vocabulary games to other students.
20 | wpp wrewaisesse FGmel
9 LiveoL_ulevres QFTadwsITS
aflenerwn’ Gsemar Liflbg e 55 Gmer.
3. Observation Rubric Sheet
School Name: Date: Day: Day 1/ Day 7 / Day 14 Class: VIII Observer Name:
S. .
No Observable Indicator 2 3
1 | Students pay attention during emoji-based activities
2 | Students show interest and enthusiasm during activities
3 | Students correctly associate emojis with vocabulary words
4 | Students recall vocabulary using emojis
5 | Students understand sentence meaning with emoji support
6 | Students answer comprehension questions correctly
7 | Students voluntarily respond during classroom activities
8 | Students show confidence while using emojis
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APPENDIX-111

1. Item Analysis (for 20 items)

Item | P Value | Interpretation (P) | D Value | Interpretation (D) Decision

Q1 0.9 Too easy 0.37 Good Keep / slight revision
Q2 0.9 Too easy 0.37 Good Keep

Q3 0.86 Too easy 0.5 Excellent Keep

Q4 0.86 Too easy 0.5 Excellent Keep

Q5 0.86 Too easy 0.5 Excellent Keep

Q6 0.9 Too easy 0.37 Good Keep / slight revision
Q7 1 Very easy 0 Poor Revise or discard
Q8 1 Very easy 0 Poor Revise or discard
Q9 0.76 Too easy 0.5 Excellent Keep

Q10 0.6 Acceptable 0.5 Excellent Keep (best item)
Q11 0.8 Too easy 0.62 Excellent Keep

Q12 0.76 Too easy 0.5 Excellent Keep

Q13 0.76 Too easy 0.12 Poor Revise

Q14 0.5 Acceptable 0.5 Excellent Keep (best item)
Q15 1 Very easy 0 Poor Revise or discard
Q16 0.9 Too easy 0.37 Good Keep / slight revision
Q17 1 Very easy 0 Poor Revise or discard
Q18 0.86 Too easy 0.37 Good Keep / slight revision
Q19 0.7 Acceptable 0.37 Good Keep

Q20 0.9 Too easy 0.37 Good Keep / slight revision

2. Final selected item of 15 questions (KR-20 reliability analysis)

Item P Value q=(1-P) pxq
Q1 0.9 0.1 0.09 0.09
Q2 0.9 0.1 0.09 0.09
Q3 0.86 0.14 0.1204 0.1204
Q4 0.86 0.14 0.1204 0.1204
Q5 0.86 0.14 0.1204 0.1204
Q6 0.9 0.1 0.09 0.09
Q9 0.76 0.24 0.1824 0.1824
Q10 0.6 0.4 0.24 0.24
Q11 0.8 0.2 0.16 0.16
Q12 0.76 0.24 0.1824 0.1824
Q14 0.5 0.5 0.25 0.25
Q16 0.9 0.1 0.09 0.09
Q18 0.86 0.14 0.1204 0.1204
Q19 0.7 0.3 0.21 0.21
Q20 0.9 0.1 0.09 0.09
Total (Zpq) — — 2.1564 2.1564
KR-20 Value — — — 0.80 (High Reliability)
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3. Cronbarg alpha for Attitude Questionnaire on Emoji-Based Vocabulary Game

Instruction.
S No. Sample | Cronbach’s
' Tool Name of np Interpretation
No Size Alpha ()
Items
Attitude Questionnaire on
1 | Emoji-Based Vocabulary 20 30 0.913 High Reliability
Game Instruction
4. Cronbarg alpha for observation rubric sheet.
S. No. of | Sample | Cronbach’s .
No Tool Name ltems Size Alpha (a) Interpretation
Observation Rubric : N
1 Sheet 8 24 0.913 High Reliability
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APPENDIX IV

Attachments of documents (IHEC & CEO Permission letter)\
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