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Abstract

In English as a Foreign Language (EFL) setting, maintaining student attention 
and fostering meaningful vocabulary learning remain persistent challenges, 
particularly at the elementary level. Young learners often disengage from 
traditional textbook-based instruction due to limited exposure to interactive 
language use. While prior research has examined individual audiovisual tools, 
few studies have explored how a combination of media forms can enhance 
engagement and comprehension in a real classroom context. This study aimed 
to explore how animated educational videos, song, and audiovisual game-based 
learning support vocabulary acquisition, interaction, and active participation 
among fourth-grade students in an EFL classroom. Using a descriptive qualitative 
design, the research was conducted in a Thai elementary school with 22 students 
aged 9-10. Data were collected over seven English lessons through structured 
non-participant observation and detailed field notes, focusing on behavioral 
indicators of engagement, understanding, and peer collaboration. Research 
findings revealed that animated videos helped clarify abstract vocabulary 
through visual storytelling and repetition, while song promoted memorability 
and emotional involvement through rhythm and movement. Audiovisual 
games, on the other hand, encouraged sustained focus, classroom interaction, 
and vocabulary application through playful, feedback-rich activities. Each tool 
contributed uniquely to different stages of learning, highlighting the values 
of varied, multimodal media use. This study offers practical insights into how 
thoughtfully integrated audiovisual tools can enrich English instruction for 
young learners. It encourages educators to strategically align media types with 
lesson goals and learner characteristics, particularly in environment with limited 
access to authentic English use..  

Keywords: Audiovisual Media; EFL Classroom; English for Young Learners; 
English Vocabulary Learning.

	 To achieve international relations 
through communication, education, business, 

and technology worldwide, English plays a 
crucial role (Garcia-Marchena, 2020). As a 
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result, effective English communication has 
become a vital skill in today’s interconnected 
world. Through mastering English, individuals 
can access a wealth of information, resources, 
and opportunities not as readily available in 
other language. However, in EFL countries, 
the challenges is ensuring that students not 
only learn English but also retain and use it 
effectively. This requires designing engaging 
and meaningful lessons that promote active 
participation and sustained motivation. 
	 Focusing on elementary school 
students is essential because early exposure 
to language learning tends to yield better long-
term outcomes. Research has shown that young 
learners are more likely to acquire a second 
language naturally and intuitively (Pfenninger 
& Singleton, 2017). Elementary education 
serves as the foundation of future learning and 
is considered a critical period for developing 
both interpersonal communication and 
academic language proficiency (Pfenninger & 
Singleton, 2017). Despite this potential, many 
elementary students face difficulties in speaking 
English, often due to fear of making mistakes, 
limited exposure, and a lack of meaningful 
practice opportunities (Brown & Lee, 2015). 
Traditional teacher-centered approaches, such 
as extended grammar-focused instruction, 
often fail to capture students’ interest. Instead, 
students respond better to interactive, media-
supported learning that fosters participation 
(Coşkun & Yüksel, 2021). Various factors such 
as classroom environment, teaching style, 
student personality, and curriculum design 
have been linked to boredom in EFL classrooms 
(Mousavian Rad et al., 2022). Prior studies 
indicate that many young learners find English 
classes unengaging due to lengthy lectures and 
limited use of stimulating media (Coşkun, 
2023). Therefore, improving the quality of 
learning media is crucial in enhancing student 
motivation and classroom engagement (Teo & 
Zhou, 2017). Introducing interactive media can 
make previously uninteresting content more 
accessible and enjoyable (Ricardo & Meilani, 
2017).

	 Technology enhanced tools such as 
audiovisual media offer one possible solution. 
Combining visual, auditory, and  contextual 
elements allows students to learn through eyes 
and ears simultaneously  (Irmawati et al., 2020; 
Mayer, 2020). For young learners, this multi-
sensory input is especially helpful in reinforcing 
language concept that may otherwise remain 
abstract. Moreover, audiovisual materials are 
also known to promote collaboration and peer 
discussion, helping to create more socially 
interactive classroom (Rahmati et al., 2021). 
When well integrated, audiovisual tools can 
align with students’ developmental needs by 
embedding vocabulary and grammar into 
visual narratives, rhythm, and games, thus 
improving engagement and comprehension 
(Yulian et al., 2022; Dalimunthe & Yogo 
Purnomo, 2022).
	 Based on preliminary observations, 
English instruction at the research site 
mostly relied on visual aids and textbook-
based activities, with limited integration of 
audiovisual media. This approach did not 
sufficiently stimulate student engagement or 
meet the learning needs of diverse learners. 
Besides, while past research often focused on 
individual types of audiovisual media (e.g., 
only videos or only songs), few have explored 
a combination of animated videos, song, and 
game-based media in a single classroom 
context (Budianto et al., 2022). To address 
this gap, this study aimed to explore how 
integrating various audiovisual tools can help 
improve young learners' participation and 
understanding in English classes. This study 
was guided by the following research question: 
How do animated educational videos, song, 
ands audiovisual game-based learning enhance 
student engagement, comprehension, and 
interaction in EFL classrooms?

The Importance of Vocabulary in EFL Learning
	 Vocabulary is widely recognized as 
a fundamental building block of language 
learning. Without an adequate vocabulary, 
learners struggle to communicate effectively 
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regardless of their knowledge of grammar 
(Patra et al., 2022). For young learners, 
vocabulary acquisition is even more crucial, 
as it lays the groundwork for further language 
development in listening, speaking, reading, 
and writing. Recent studies emphasize that 
vocabulary learning should not rely solely on 
rote memorization but instead be embedded 
in meaningful, multimodal contexts (Aghaei 
& Gouglani, 2016). In fact, when vocabulary 
is taught using interactive and engaging 
methods, learners are more likely to retain 
words long-term (Zhou & Goh, 2025). This 
provides further justification for exploring 
audiovisual media in vocabulary teaching.

Animated Videos in Language Learning
	 Animated videos have proven 
particularly effective for young learners 
because they combine storytelling, visuals, and 
sound, making abstract vocabulary concrete 
and easier to understand. Minalla (2024) 
demonstrated that contextualized animated 
videos significantly improved children’s 
vocabulary acquisition and motivation in EFL 
classrooms Similarly, Muftah (2023) found that 
the integration of animated videos enhanced 
vocabulary retention and comprehension 
among Saudi EFL learners, highlighting their 
potential in early education contexts.
	 Videos also cater to diverse learning 
styles by offering visual reinforcement for 
visual learners and auditory reinforcement 
for auditory learners, while movement and 
storytelling appeal to kinesthetic and affective 
engagement (Kleftodimos, 2024). These 
multimodal affordances align with Mayer’s 
Multimedia Learning Theory, which posits that 
learners process information more effectively 
when presented through both visual and verbal 
channels (Mayer, 2020)

Songs as Pedagogical Tools
	 Songs have long been recognized 
as powerful educational tools for young 
learners due to their rhythmic, repetitive, and 
memorable nature. They lower learners’ anxiety 

and create a relaxed classroom atmosphere 
that encourages participation (Rusdiyanto, 
E. P., & Astutik, 2018). A recent case study 
confirmed that the use of YouTube music 
videos improved EFL students’ engagement 
and retention of vocabulary (Lengkoan & 
Hampp, 2022). Animated songs help children 
acquire new vocabulary effectively (Coyle, Y., 
& Gómez Gracia, 2014). Songs also naturally 
integrate movement, which resonates with 
Total Physical Response (TPR) approaches. 
For example, action songs like Head, Shoulders, 
Knees, and Toes engage learners physically 
while reinforcing vocabulary memorization 
(Astutik & Aulina, 2017).

Game-Based Audiovisual Learning
	 Educational games provide interactive 
and feedback-rich environments that make 
language learning more playful and engaging. 
By gamifying learning tasks, students 
experience motivation, enjoyment, and a 
sense of achievement that traditional drills 
often fail to provide (Ritter, 2022). Digital 
game-based learning has shown strong effects 
on vocabulary acquisition by allowing learners 
to practice in context, receive immediate 
feedback, and collaborate with peers(Zou, 
D., Huang, Y., & Xie, 2021).
	 Audiovisual games, in particular, 
combine visuals, sounds, and interactivity, 
creating immersive learning environments. Jia, 
W. et al. (2025) highlighted that audiovisual 
aids in game-based contexts significantly 
enhanced vocabulary retention and student 
engagement. The collaborative nature of 
classroom games also fosters social interaction 
and reduces learners’ anxiety when using 
English (Ritter, 2022).
	 While numerous studies have examined 
the effectiveness of individual media animated 
videos, songs, or games there remains a 
scarcity of research exploring their combined 
use within one classroom intervention for 
young EFL learners. Most studies isolate one 
medium, making it difficult to understand 
how multimodal media might complement 
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one another.
	 This study addresses that gap by 
investigating the integration of animated 
videos, song, and audiovisual games in a single 
elementary classroom context. By examining 
how each medium contributes uniquely and 
collectively, this research seeks to provide 
insights into designing more engaging, 
effective, and inclusive vocabulary learning 
experiences for young EFL learners.

Method
	 This study employed a descriptive 
qualitative design to explore how audiovisual 
tools, namely animated educational videos, 
song, and game-based learning, enhance young 
learners’ engagement, comprehension, and 
interaction in EFL classrooms. A qualitative 
approach was appropriate because the focus 
was on documenting and interpreting authentic 
classroom behaviors rather than quantifying 
learning outcomes. The design enabled the 
researchers to capture the complexity of 
student responses to audiovisual stimuli in 
real-time educational contexts.
	 This study was carried out at Anuban 
Chumchon Phukradueng School, a public 
elementary school located in Loei province, 
Thailand, during the second semester of the 
2024–2025 academic year. The participants 
were 22 fourth-grade students aged 9 to 10 
years. This age group was chosen because they 
were at a stage where visual and interactive 
learning methods are especially effective in 
supporting vocabulary acquisition. The school 
provided a typical EFL classroom setting, 
allowing the researcher to observe student 
responses to audiovisual media in a natural 
and familiar learning environment.
	 Data were collected through structured 
non-participant observations carried out across 
seven classroom sessions over three months. 
The researchers used an observation table (see 
Table 1) based on Cohen et al.'s systematic 
observation framework, refined to capture 
indicators of engagement, comprehension, 
and interaction. To provide deeper insights, 

qualitative field notes were also used, guided by 
Creswell’s indicators such as student attention, 
participation, responsiveness, peer interaction, 
and media relevance (Creswell & Poth, 2016). 
No direct involvement or intervention was 
introduced by the observer, ensuring that 
classroom dynamics remained undisturbed.

Table 1. Example of observation instrument
Indicator of 
Observation

Example of Field Notes

Student 
Attention

“Most students kept their eyes on the 
screen and repeated words after the 
animated character.”

Participation 
in Activities

“Several students raised their hands 
eagerly and sang the chorus together.”

Use of Target 
Vocabulary

“Students correctly used the words 
apple and banana while pointing to the 
pictures during the game.”

Peer Interac-
tion

“Pairs exchanged short English phrases 
like your turn during the board game.”

Enjoyment 
and Enthusi-
asm

“Learners smiled, clapped, and asked the 
teacher to replay the video.”

	 A thematic analysis approach was 
applied to the observation data and field 
notes. Researchers grouped the findings into 
thematic categories aligned with the study’s 
objectives: engagement, comprehension, and 
interaction. Recurrent patterns were coded 
and interpreted in relation to each audiovisual 
tool used during instruction. This qualitative 
analysis allowed for an in-depth understanding 
of how animated videos, songs, and games 
individually and collectively influenced the 
students’ learning processes.

Result
	 The following findings are based on 
structured classroom observations using tables 
that captured students’ responses to three types 
of audiovisual tools: animated educational 
videos, song, and game-based media. 
Each tool was observed during classroom 
implementation to identify patterns of student 
engagement, comprehension, and interaction.
	 The use of animated educational videos 
in the English lessons provided more than 
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just visual stimuli, it transformed passive 
vocabulary instruction into an interactive and 
emotionally resonant experience for young 
learners (table 2). Across five different sessions, 
each video served a dual function: introducing 
core vocabulary while also embedding it in 
relatable, real-life contexts that aligned with 
children's interests and developmental needs.
	 In the lesson on hobbies, the animated 
video went beyond listing vocabulary 
like drawing or playing sports, it visually 
represented those activities through characters 
and scenarios that mirrored the students' 
own experiences. This relevance to their daily 
lives helped trigger personal associations, 
making the vocabulary not just memorable 
but meaningful. Students appeared more 
engaged and willing to share their own 
hobbies afterward, indicating the video’s role 
in sparking both comprehension and peer 
interaction. 
	 The transportation video helped 
visualize abstract categories through movement 
and colorful illustrations, allowing learners to 
distinguish between different types of vehicles. 
Instead of simply hearing the word “airplane,” 

student saw it in action, flying across the 
screen, accompanied by sound effects. This 
multi-sensory input reinforces their ability 
to remember and differentiate vocabulary, 
especially for those who were visual or auditory 
learners. During observation, students 
pointed and mimicked sound, illustrating 
how engagement was reinforced by embodied 
interaction. 
	 In the body parts lesson, the video’s 
animated character was physically labeled, 
and its head, shoulders, and knees were moved 
in sync with spoken English. This repetition 
of words and movement aligned with Total 
Physical Response (TPR) principles and 
prompted many students to unconsciously 
mimic the actions, creating a kinesthetic 
connection to the vocabulary. The teacher’s 
choice to replay specific sections further 
allowed for scaffolded learning tailored to 
students’ pace, supporting comprehension in 
a developmentally appropriate way. 
	 The session on emotions uniquely 
addressed the affective dimension of language 
learning. Through characters showing facial 
expressions and emotional reactions in 

Table 2. Animated educational videos
Date Audiovisual Implemen-

tation
Examples Benefits

09/07/24 Educational videos about 
hobbies from YouTube

The teacher showed a video intro-
ducing hobbies and their benefits, 
such as sports and drawing.

Encourages vocabulary 
building and relates hobbies 
to students’ daily lives.

16/07/24 Educational videos about 
transportation from 
YouTube

The teacher used a video showing 
different modes of transportation. 
For example, cars, trains, boats, 
planes, etc.

Helps students visualize and 
differentiate types of trans-
portation.

06/08/24 Educational videos about 
parts of the body from 
YouTube

The teacher presented a video of an 
animated character naming body 
parts interactively, such as head, 
shoulders, hand, etc.

Engages students with visu-
als and improves pronuncia-
tion through repetition.

20/08/24 Educational videos about 
emotions from YouTube

A video illustrated characters ex-
pressing emotions in daily situa-
tions, such as happiness, sadness, 
anger, etc. 

Builds emotional vocabulary 
and context understanding.

27/08/24 Educational videos about 
school subjects from 
YouTube

The teacher used a video with fun 
animations explaining school sub-
jects, such as math, science, history, 
etc.

Simplifies complex terms 
and creates interest in vari-
ous subjects.



ELLITE Journal of English Language,
Literature, and Teaching Volume 10, No. 2, November 2025

 98

narrative settings, students not only learned 
the term happy, sad, or angry but they also 
internalized the context in which those 
emotions are expressed. This emotional 
narratives  structure created empathy and 
identification, enabling students to use 
the vocabulary meaningfully in classroom 
discussion. 
	 Finally, the video about school subjects 
introduces more connectively demanding 
vocabulary (e.g., geography, science), which 
might be abstract in a traditional textbook. 
However, animated scenes depicting classroom 
activities or students interacting with subject 
matter made the concepts concrete. While 
students initially struggled with unfamiliar 
terms, the repetition and visual cues led to 
improved comprehension, especially when 
paired with teacher-led clarification and 
peer discussion during video pauses. In sum, 
animated educational videos enhanced the 
learning experience by:

•	 Capturing attention through color, 
motion, and sound, resulting in high 
levels of student engagement

•	 Providing clear, contextualized examples 

of vocabulary in action, improving 
comprehension

•	 Encouraging verbal and non-verbal 
responses, peer sharing, and spontaneous 
discussion, facilitating interaction

	 Rather than functioning as mere 
supplementary material, these videos acted 
as central instructional tools that supported 
differentiated learning. Their success lay in 
aligning with the cognitive, emotional, and 
social needs of fourth-grade learners in EFL 
settings, bringing abstract language to life and 
inviting learners to become active participants 
in their own meaning-making.
	 The use of song in English lessons 
offered a powerful multimodal approach 
that bridged language learning with rhythm, 
movement, and emotional engagement (table 
3). These audiovisual tools were not only used to 
entertain but to structure vocabulary learning 
in a way that was accessible, memorable, and 
interactive. Song supported young EFL learners 
by embedding English vocabulary into musical 
contexts, which made language both more 
understandable and more enjoyable.
	 Each song clip was selected based on the 

Table 3. Song
Date Audiovisual Implemen-

tation
Examples Benefits

09/07/24 A song clip from YouTube 
about the hobby’s song

The teacher played a song about hobbies 
in the middle of the lesson. For exam-
ple, “What do you like to do?” song.

Captures attention and rein-
forces vocabulary through a 
fun medium.

16/07/24 A song clip from YouTube 
about a transportation song

To start the lesson, the teacher played 
the song “A Wheels on the Bus,” and 
in the middle of the lesson, the teacher 
played a song about transportation.

Simplifies learning transpor-
tation vocabulary through 
repetition and melody.

06/08/24 A song clip from YouTube 
about parts of the body

The teacher used the song “Me!” in the 
middle of the lesson, and the “Head, 
Shoulders, Knees and Toes” song in the 
lesson's last phase to engage students 
physically.

Combining movement learn-
ing, and facilitates students’ en-
gagement with a fun medium.

20/08/24 Song from YouTube about 
emotions

The teacher introduced the song “If 
You’re Happy and You Know It” in the 
first phase of the lesson, and the “If 
You’re Happy” song in the middle of 
the lesson to teach feelings like happy, 
sad, etc.

Helps students associate 
emotions with actions, making 
learning interactive.

27/08/24 A song clip from YouTube 
about school subjects

The teacher used a “School Subjects” 
song to refresh the students' attention in 
the middle of the lesson.

Encourages interest in subjects 
and helps build a subject-relat-
ed vocabulary base.
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lesson theme, such as hobbies, transportation, 
parts of the body, emotions, and school 
subjects, and was placed strategically during 
the beginning, middle, or final phase of the 
lesson to stimulate attention and reinforce 
key vocabulary. For instance, songs related to 
hobbies and transportation were introduced 
to energize students and introduce thematic 
words in a rhythmic and repetitive format. The 
repeated exposure to vocabulary in chorus 
lines allowed learners to become familiar with 
word sounds and meanings through music, 
enhancing auditory comprehension.
	 The engagement level during song 
sessions was notably high. Students often sang 
along spontaneously, clapped, or performed 
hand movements aligned with the lyrics. This 
physical and emotional response showed that 
learners were not only cognitively focused but 
also enjoying the activity. Even students who 
were typically passive during other parts of 
the lesson became visibly more active when 
music was introduced. Songs thus served as 
emotional connectors that increased students’ 
willingness to participate.
	 In terms of comprehension, songs 
facilitated vocabulary retention by embedding 
words within structured, predictable lyrical 
patterns. In songs like those for parts of the 
body or emotions, learners demonstrated 
better recall due to the repetitive nature of the 
lyrics and the physical gestures associated with 
them. For example, when learning body part 
vocabulary, students could associate the word 
"shoulder" with touching that body part while 
singing. This blending of visual, auditory, and 
kinesthetic elements supported multi-sensory 
learning, which is particularly helpful for 
younger learners to learn English.
	 The implementation of songs also 
contributed significantly to student interaction. 
Singing as a group created a shared classroom 
rhythm and encouraged social learning. 
Students often corrected each other’s lyrics, 
laughed together, or gestured in unison, 
creating a sense of belonging and reducing 
anxiety related to speaking in English. 

In several cases, students-initiated side 
conversations about the song topics, showing 
how music opened opportunities for authentic 
peer interaction around language. Overall, the 
strategic use of song enriched the language 
learning environment by:

•	 Increasing engagement through rhythm, 
melody, and physical movement

•	 Enhancing comprehension via repeated, 
contextualized vocabulary exposure

•	 Fostering interaction through group 
singing, peer feedback, and expressive 
gestures

	 These findings show that song are 
not merely supplementary materials, but 
pedagogically powerful tools that promote 
active, embodied, and collaborative language 
learning. In EFL classrooms where verbal 
participation can be inhibited by low proficiency 
or lack of confidence, songs provide a joyful 
way for developing vocabulary, pronunciation, 
and communicative competence.
	 The integration of audiovisual game-
based learning in English classrooms created 
a dynamic and interactive environment that 
encouraged students to engage with vocabulary 
in ways that were both cognitively challenging 
and emotionally motivating. By utilizing online 
quiz platforms such as Quiz.com, teachers 
transformed traditional vocabulary exercises 
into playful, technology-enhanced learning 
experiences that combined visuals, sound, and 
immediate feedback (table 4).
	 Each game-based activity was 
thematically aligned with lesson content 
covering topics such as hobbies, transportation, 
parts of the body, emotions, and school 
subjects. The game formats typically included 
multiple-choice and checkbox questions that 
required students to identify vocabulary based 
on picture cues, read short prompts, or match 
terms with images. This setup allowed students 
to interact directly with the target vocabulary 
while receiving immediate confirmation of 
their answers, fostering an active learning 
process rooted in trial, feedback, and repetition.
	 The impact on student engagement 
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was particularly pronounced. The competitive 
nature of the games, whether through scoring, 
time limits, or class wide participation, 
generated excitement and focus. Students 
frequently displayed eagerness to participate, 
volunteered to answer questions, and showed 
visible enthusiasm when their answers were 
correct. These observations indicate that game-
based media sustained attention more helpful 
than conventional drills, especially for students 
with lower motivation in standard classroom 
formats. 
	 In terms of comprehension, the games 
provided an opportunity for students to apply 
vocabulary knowledge in a meaningful context. 
When presented with images of, for example, 
various body parts or school subject, learners 
had to actively recall and match terms. The 
visual cues served as cognitive anchors, 
helping them associate words with concrete 
representations. Moreover, the interactive 
format allowed teachers to adjust difficulty 
levels, giving learners with different proficiency 
levels the opportunity to participate without 
fear of failure. This approach encouraged 
individualized learning paths while still 

maintaining group cohesion. 
	 The games also created ample 
opportunities for interaction, both among 
students and between students and teachers. 
Students were observed discussing options 
with peers, celebrating correct answers, and 
laughing at shared mistakes, all of which 
promoted social bonding and peer to peer 
support. Teachers also used the game results 
as a springboard for follow up discussion or 
clarification, which added pedagogical depth 
to the activity. The feedback rich environment 
nurtured collaborative dialogue, turning 
mistakes into learning moments and fostering 
classroom trust. Overall, the implementation 
of game based audiovisual tools contributed 
to

•	 High engagement, driven by competition, 
novelty, and active participation

•	 Improved comprehension, through 
contextual application and visual 
reinforcement

•	 Meaning interaction, enabled by peer 
collaboration and teacher-guided 
reflection

	 This finding affirms that audiovisual 

Table 4. Audiovisual game-based learning
Date Audiovisual Implemen-

tation
Examples Benefits

09/07/24 Utilizing an interactive 
game platform for hobbies

The teacher used an online quiz game 
and designed a multiple-choice game 
about hobbies. The teacher utilizes the 
Quiz.com platform as a medium to 
design the game.

Encourages vocabulary 
application through engaging 
activities.

16/07/24 Utilizing an interactive 
game platform for transpor-
tation

The teacher designed a multiple-choice 
and checkbox game where the students 
identified transportation names from 
picture cues and mentioned some trans-
portation names based on their types.

Reinforces vocabulary recogni-
tion and reading comprehen-
sion.

06/08/24 Utilizing an interactive 
game platform for the parts 
of the body

The teacher designed a multiple-choice 
game where the students identify the 
names of the body parts from picture 
cues.

Enhances understanding of 
body parts through interactive 
and visual reinforcement.

20/08/24 Utilizing an interactive 
game platform for emotions

The teacher designed a multiple-choice 
and checkboxes game where the 
students identify emotion types from 
picture cues.

helps students associate vocab-
ulary with visual and contextu-
al cues.

27/08/24 Utilizing an interactive 
game platform for school 
subjects

The teacher designed a multiple-choice 
game where the students identify the 
school subjects from picture cues.

Develops vocabulary and links 
it to real-life contexts.
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games are more than entertainment; they 
serve as structured, goal-oriented learning 
experiences that align with how children 
process information. In EFL settings, where 
learners may have limited exposure to English 
outside the classroom, these tools provide 
valuable opportunities to practice language use 
authentically and repeatedly in an encouraging 
environment. Their ability to combine learning 
with play also makes them highly suitable for 
the developmental characteristics of young 
learners.

Discussion
	 The findings of this study confirm 
that the integrations of audiovisual media, 
such as animated educational videos, song, 
and game-based learning, plays a significant 
role in enhancing student engagement, 
comprehension, and interaction. The research 
results reveal that the path of implementing 
these tools is quite important in assisting 
students in learning English, where each tool 
have its contributions. Animated educational 
video played a significant role in introducing 
new vocabulary and concepts by providing 
clear visual context and structured input 
(Kleftodimos, 2024).This approach was utilized 
to give the stimuli to students to help them 
understand the concepts of the materials that 
were given (Astutik et al., 2022). 
	 The ability to pause and replay videos 
allowed the teacher to adjust the pace to 
students’ comprehension level, supporting 
differentiated learning approaches. Moreover, 
this approach was aligned with Total Physical 
Response (TPR) principles and influences may 
students to unconsciously follow the activities 
with actions, creating a kinesthetic connection 
to the vocabulary (Astutik & Aulina, 2017). This 
flexibility in content delivery proves especially 
valuable in accommodating diverse learning 
pace within the classroom (Laksmi et al., 2021). 
When students are better able to grasp the 
content, audiovisual aids provide them with 
clear examples of real life context (Irmawati et 
al., 2020). Moreover, song emerged as powerful 

tools for maintaining student engagement and 
reinforcing vocabulary through repetition 
(Kholidya & Rofiah, 2019; Budianto et al., 
2022). The combination of melody, rhythm, 
and movement created a multi sensory learning 
experience that supported students’ retention 
of information, transforming potentially 
monotonous vocabulary practice into a more 
engaging activity (Feng & Guo, 2025). 
	 Furthermore, audiovisual game based 
learning fostered active participation and 
immediate feedback, creating an interactive 
environment that motivated students to 
participate in their learning (Satria et al., 2017; 
Regina & Christopher Rajasekaran, 2023). 
Additionally, audiovisual materials within 
game-based contexts can reinforce learning 
by providing visual and auditory stimuli that 
are appropriate to different learning styles 
(Kartika et al., 2023). The competitive yet 
collaborative nature of these games encouraged 
peer learning and reduced anxiety about 
making mistakes, creating a more comfortable 
learning atmosphere (Vnucko et al., 2024).
	 These findings have significant 
implications for English language instruction 
at both pedagogical and institutional levels. 
Teachers should consider incorporating a 
mix of audiovisual tools rather than relying 
on a single approach, as each tool brings 
unique benefits to the learning process 
(Budianto et al., 2022). The timing of 
audiovisual implementation, whether at the 
beginning, middle, or end of lessons, has a 
noticeable influence on how students respond, 
suggesting the need for strategic planning in 
lesson delivery. Future studies should explore 
longitudinal impacts and hybrid approaches, 
such as games and writing, to enhance the 
students' comprehension and provide them 
with the opportunity to learn English easily.  
Additionally, schools are expected to invest 
in appropriate technological infrastructure to 
support audiovisual implementation. At the 
same time, teacher training programs should 
include guidance on how to integrate these 
tools into daily teaching activities, especially 
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when incorporating mixed audiovisual 
media for students with diverse learning 
styles. Through the existence of technology, 
teachers are expected to be more advanced in 
mastering technology to assist the students in 
their learning activities (Astutik et al., 2023). 
	 The importance of these findings is 
particularly relevant given the study’s scope 
and context within a Thai elementary school 
setting. This context provides valuable insights 
into how audiovisual tools can assist English 
learning in EFL environments, where the 
implementation of the target language is 
often limited to classroom settings. Moreover, 
the proposed media makes it possible to 
engage fourth-grade students as it suits the 
lesson objectives (Satria et al., 2017). The 
focus on fourth-grade students captures a 
critical period in language development, 
while the three-month observation period 
allowed for thorough documentation of both 
immediate and sustained effects of audiovisual 
implementation.
	 However, several limitations should 
be acknowledged in this research. Technical 
constraints, including occasional technical 
issues, limited access to high-quality 
audiovisual resources, and variable internet 
connectivity, affected the implementation of 
these tools. Critically, the study’s confinement 
to a single classroom within one Thai public 
school limits the generalizability of findings. 
Methodological limitations include the study’s 
focus on one grade level in a single school, 
the relatively short observation period of 
three months, and the absence of quantitative 
assessment of learning outcomes. Furthermore, 
the reliance on observational data alone limits 
the ability to triangulate findings; future 
research should incorporate direct measures 
such as student feedback, interviews and 
surveys, and standardized vocabulary tests 
to strengthen validity and provide a more 
comprehensive understanding of learning 
outcomes. These, limitations suggest areas 
for improvement in future research design. 
In addition, previous research found that 

the teacher’s ability to implement these tools 
influence how ell the media supported the 
learning process (Irmawati et al., 2020). The 
quality of teaching materials and teacher’s 
approach to engaging students and explaining 
content clearly are important elements that 
influence  how these tools function in the 
classroom setting (Sanjaya, 2023).
	 Based on these findings, future research 
should consider conducting longitudinal 
studies to assess the sustained impact of 
audiovisual tools on language acquisition and 
track student progress across multiple grade 
levels. Comparative studies examining how 
these tools function across different age group 
and in varied combinations could inform better 
strategies for integrating audiovisual media 
into instruction. Additionally, developing a 
standardizes method to measure the impact 
of audiovisual tools on language learning 
outcomes, incorporating both qualitative and 
quantitative methods, would provide more 
comprehensive evaluation data. Future studies 
should also investigate the role of emerging 
technologies in audiovisual language learning 
and explore solutions for technical challenges 
in resource-limited settings. 
	 The research underscores the potential 
of audiovisual tools to transform English 
language teaching in elementary settings while 
highlighting the need for careful consideration 
of implementation strategies and resource 
requirements. The findings suggest that 
when thoughtfully integrated, audiovisual 
tools can create a more engaging, interactive, 
and supportive learning environment for 
young English language learners. However, 
a successful learning environment requires 
careful planning, adequate resources, and 
ongoing reflection to ensure these tools serve 
their intended pedagogical purposes. 

Conclusion
	 In conclusion, this study highlights the 
pedagogical value of integrating multiple forms 
of audiovisual media into English language 
instruction for young learners. By observing 
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how animated videos, musical content, 
and interactive games shaped classroom 
participation, the research provides insights 
into how these tools support vocabulary 
acquisition, student engagement, and social 
interaction in a natural learning setting. 
The classroom-based evidence suggests that 
thoughtfully combining audiovisual resources 
according to lesson phases and learner needs 
contributes to a more responsive and inclusive 
instructional approach. While the findings 
are context-specific, they offer relevant 
considerations for educators seeking to enrich 
language learning environment, especially 
in EFL settings where exposure to authentic 
English use is limited. As technology continues 
to evolve, further exploration into media-
based strategies may help refine instructional 
practices that are not only engaging but also 
aligned with the developmental characteristics 
of early language learners.
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