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Abstract: This study aims to examine the effectiveness of the Suggestopedia method combined with 
the traditional game “Engklek” in improving the English vocabulary mastery of fifth-grade students at 
SD IT At-Taqwa Grabag, Magelang. The research design used a quasi-experimental approach with two 
groups: an experimental class that received treatment using the game-based Suggestopedia method and 
a control class that was taught using conventional methods. Data were collected through pre-tests, 
post-tests, and student engagement questionnaires covering behavioural, cognitive, emotional, and 
affective dimensions. Data analysis used paired sample t-tests, independent t-tests, and descriptive 
analysis. The results showed that the experimental group experienced a significant increase in 
vocabulary scores (M = 81.21) compared to the control group (M = 74.48). The t-test confirmed a 
significant difference (p < 0.05). In addition, students in the experimental class showed high 
engagement: they actively participated, were focused, enjoyed the learning process, and felt happy and 
interested. The integration of the traditional game “Engklek” not only made learning more enjoyable 
but also fostered cultural attachment and reduced dependence on gadgets. This study confirms that 
Suggestopedia, when combined with local game media, is effective in improving vocabulary mastery 
while building student engagement. These findings provide practical contributions for English teachers, 
curriculum designers, and primary education institutions seeking innovative, contextual, and relevant 
approaches to the needs of Generation Alpha. 
 
Keywords: vocabulary instruction; suggestopedia method; primary school; students’ engagement; 

traditional games 
 
1. Introduction 
 
Vocabulary represented one of the fundamental components in mastering a language. It played a vital 
role not only in understanding written texts but also in ensuring effective communication, both verbal 
and written. According to Alqahtani (2015), it refers to the total number of words needed to 
communicate ideas effectively. Vocabulary knowledge was not only essential for listening, speaking, 
reading, and writing but also for building communicative competence (Aidarahma et al., 2022). 
Without an adequate vocabulary, students were often unable to understand texts or express ideas 
clearly. An extensive vocabulary will significantly help a person to more easily understand and master 
the language being studied (Nurnaningsih, 2022). Scholars such as Agustin & Ayu (2021); Budianto et 
al. (2023); Razaq et al. (2022); Uiphanit et al. (2020) emphasized that vocabulary enables learners to 
comprehend and use language efficiently. In the context of English as a Foreign Language (EFL), 
particularly in Indonesia, vocabulary acquisition posed a significant challenge for young learners. 
Traditional instructional methods, such as memorization from word lists, remained dominant in many 
primary schools. However, such methods often failed to engage students from the alpha generation, 
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children born from 2013 onwards, who were accustomed to dynamic, technology-rich environments 
(Hidayati, 2020; Sari & Aminatun, 2021). 
 
This generation also faced increasing mental health concerns due to excessive screen exposure, which 
negatively impacted learning performance (VanderLind, 2017). Hence, it became essential to adopt 
alternative, engaging teaching strategies that encouraged students to learn actively in enjoyable, stress-
free environments. One such method was Suggestopedia, developed by (Lozanov, 2005), which aimed 
to eliminate students’ fear of making mistakes and to create a positive learning atmosphere. 
Suggestopedia incorporated relaxation, music, positive suggestion, and interactive elements to enhance 
language retention (Bakhromova & Ergashev, 2022). Research suggests that this method can accelerate 
language learning by up to 3 times compared to conventional techniques (Indri, 2022). Mahzuna 
(2023) outlined four main principles of Suggestopedia: reducing fear of error, linking information to 
positive emotions, utilizing peripheral perception, and stimulating information before analyzing it. 
These principles contribute to an immersive and enjoyable learning experience, particularly effective 
for young learners in their “golden period” of cognitive development. Furthermore, student 
engagement was recognized as a key determinant of academic success. Student engagement is students’ 
expressions of opinions and behaviours resulting from the various methods and techniques teachers use 
in the teaching and learning environment (Taylor et al., 2011). Lestariningsih et al. (2022) found that 
students’ engagement needed to be enhanced in the activity-sized teaching process. Engagement 
involved students’ behavioural, emotional, and cognitive participation in learning activities (Bippert, 
2020; Bowden et al., 2021; Schmitt et al., 2022). When students felt safe, curious, and emotionally 
connected to the learning content, their motivation and achievement levels increased significantly. In 
this light, the Suggestopedia method fostered high engagement by providing a relaxed, interactive 
setting that encouraged learners to explore language through games, songs, and storytelling. 
 
In this study, the Suggestopedia method was combined with the traditional Indonesian game “Engklek” 
(hopscotch) to create a culturally relevant and enjoyable vocabulary-learning experience. The game 
not only stimulated motor and social skills but also reduced screen dependency and preserved local 
culture. Traditional games such as “Engklek” can encourage children to be more active, enthusiastic, 
and engaged in the learning process (Lumbantobing et al., 2024). By integrating traditional play into 
language instruction, students had the opportunity to engage actively and meaningfully with the 
vocabulary being taught. The research was conducted at Sekolah Dasar Islam Terpadu (SD IT) At-Taqwa 
Grabag, Magelang. The school had an established English program and sufficient facilities, making it an 
ideal site for implementing the experimental design. Fifth-grade students were selected as participants 
because this grade represented a critical transition period in primary education. A preliminary 
observation revealed key problems: students struggled to memorize and write vocabulary correctly, 
and teachers found it challenging to sustain student focus. The traditional vocabulary instruction 
method, copying from the board and memorizing, was insufficiently engaging for the students. Given 
these challenges, this study aimed to explore the implementation of the Suggestopedia method using 
“Engklek” as a learning medium. This research focused on two main questions: 
 

(RQ1) How effective the suggestopedia method is in improving students’ vocabulary at SD IT 
At Taqwa Grabag? 

(RQ2) How do students engage in learning vocabulary using the Suggestopedia method?  
 
Based on these concerns, the objectives of this study were: 
 

(1) to determine the effectiveness of the Suggestopedia method in improving students’ 
vocabulary, and 

(2) to analyze students’ engagement in vocabulary learning when taught using this method. 
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By addressing both vocabulary acquisition and student engagement, this study contributed to the 
development of innovative EFL teaching practices that suited the needs of young learners. It also 
offered practical insights for educators seeking to combine pedagogical innovation with local cultural 
values. Numerous studies supported the effectiveness of Suggestopedia in EFL contexts. Galti (2017) 
demonstrated that the method improved vocabulary learning among primary school pupils in Nigeria 
by creating an ambient and motivating classroom setting. ZuhriDj (2022) conducted pre-experimental 
research in Indonesia and found that students’ vocabulary scores increased significantly after being 
taught using Suggestopedia, rising from an average of 39.25 to 85.43. Sarah et al. (2022) employed 
classroom action research and observed notable improvements in vocabulary mastery and student 
participation among high school learners. Haddad et al. (2018) confirmed that Suggestopedia enhanced 
vocabulary retention among Algerian secondary school students, highlighting the importance of teacher 
attitudes and classroom atmosphere.  Dawolo et al. (2023) applied Suggestopedia to improve speaking 
skills, while Rohiyatussakinah et al. (2023) found that the method enhanced students’ ability to write 
narrative texts. 
 
2. Methods 
 
This study employed a quantitative quasi-experimental design to examine the effectiveness of the 
Suggestopedia method in teaching English vocabulary to primary school students. Experimental 
research based on Diantoro et al. (2020), experimental research which aimed to know there was not 
or able the effect of the variable studied. The design included two groups: an experimental group that 
received the Suggestopedia-based instruction and a control group that was taught using conventional 
methods. A pre-test and post-test were administered to both groups to assess vocabulary mastery 
before and after the treatment. The study also incorporated a student engagement questionnaire to 
evaluate the behavioral, emotional, and cognitive involvement of students in the experimental class. 
 
The research was conducted at Sekolah Dasar Islam Terpadu (SD IT) At-Taqwa Grabag, located in 
Magelang, Central Java, during the 2024/2025 academic year. The participants were 58 fifth-grade 
students divided into two classes: Class 5A (experimental group, n = 29) and Class 5B (control group, 
n = 29). The participants were selected based on their availability and the school's existing class 
structure. Both classes had received similar English instruction prior to the study.  
 
In addition, a tryout class consisting of 30 fifth-grade students from a different school was included to 
validate the instrument. The group was required due to the limited number of fifth grade classes 
available at the main research site. The tryout class was selected based on the similarity characteristics 
with the main sample, including, level of English proficiency, the curriculum implemented, and the 
type of institution an Islamic primary school. The similarity of these characteristics was considered 
important to ensure the validity and relevance of the instrument testing process in relation to the actual 
study context. This research used tests including the pre-test and post-test, and questionnaire as the 
technique to collect the data. 
 
2.1 Vocabulary test 
 
A set of pre-test and post-test items was developed to assess students' vocabulary proficiency. The tests 
focused on vocabulary related to three main topics: body parts, things around school, and professions. 
A try-out test was conducted with a comparable group of students to examine the validity and reliability 
of the test items. All 20 items were found valid (r > 0.361) and reliable (Cronbach’s Alpha = 0.840). 
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2.2 Treatment implementation 
 
The treatment was carried out over four class meetings. The experimental group received instruction 
through the Suggestopedia method, integrated with the traditional game “Engklek.” During each 
session, students played the game on a hopscotch-style grid, where each box contained a flashcard with 
a vocabulary task. Students answered vocabulary questions by hopping to the correct squares and 
collecting scores based on correct answers. This approach aimed to create an enjoyable and interactive 
learning environment. The control group followed conventional teaching methods, which involved 
vocabulary explanation, copying, and memorization. 
 
2.3 Students’ engagement questionnaire 
 
To measure student engagement, a 15-item Likert-scale questionnaire was administered after the 
treatment to the experimental group. The items covered behavioural, affective, cognitive, and 
emotional engagement dimensions. The instrument was validated through a try-out process, and all 
items met the criteria for validity (r > 0.361). The reliability was also confirmed (Cronbach’s Alpha 
= 0.810). The collected data were analysed using SPSS version 29. Before conducting all statistical 
tests, an instrument validity and reliability test was carried out in the try-out class to ensure that the 
instruments (test and questionnaire) used in the study were both valid and reliable. Furthermore, 
before continuing to hypothesis testing, normality and homogeneity tests were conducted using 
Shapiro-Wilk and Levene's Test. The pre-test and post-test data in the experimental group and control 
group met the assumptions of normality and homogeneity. Paired sample t-test was used to compare 
pre-test and post-test scores within the experimental group, while independent sample t-test was used 
to compare post-test scores between the experimental and control groups. Questionnaire responses 
were analysed using descriptive statistics to interpret the level of student engagement across various 
dimensions. 
 
3. Results and discussion 
 
(RQ1) How effective the suggestopedia method is in improving students’ vocabulary at SD 

IT At Taqwa Grabag? 
 
The first research question examined whether the Suggestopedia method significantly improved 
students’ vocabulary mastery. This was assessed through a comparison of pre-test and post-test scores 
in both the experimental and control groups. 
 
3.1 Descriptive statistics 
 
Table 1 shows that the average vocabulary score of the experimental group increased from 65.52 (SD = 
11.98) in the pre-test to 81.21 (SD = 12.00) in the post-test. The control group, which received 
traditional instruction, showed a smaller improvement from 65.69 (SD = 11.47) to 74.48 (SD = 9.58). 
 
Table 1. Descriptive statistics of pre-test and post-test scores 
 

Group N Pre-test mean Post-test mean Std. deviation 

Experimental 29 65.52 81.21 12.00 
Control 29 65.69 74.48 9.58 
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3.2 Normality test 
 
The Shapiro-Wilk test confirmed that the data were normally distributed (p > 0.05). Evidenced by the 
pretest and posttest values in the control class 0.063 and posttest with a value of 0.058 greater than 
0.05. in the experimental class pretest value 0.141 and posttest 0.105. which can be seen in Table 2. 
 
Table 2. The result of normality test 
 

Shapiro-Wilk 

Class Statistic df Sig. 

Result Pre-test Class 5A/Experiment class .946 29 .141 

Post-test Class 5A/Experiment class .941 29 .105 

Pre-test Class 5B/ Control class .932 29 .063 

Post-test Class 5B / Control class .931 29 .058 

 
3.3 Homogeneity test 
 
The Levene’s test for homogeneity of variance also showed no significant difference in variance 
between groups (p > 0.05), namely the pretest value in the control and experimental classes is 0.748 
and the post test is 0.737, so the variance in pretest and post test data in the control and experimental 
classes is homogeneous, which indicates the data meets the assumptions for the t-test. The results of 
the study are presented in this section. 
 
Table 3. The result of homogeneity test 
 

  Levene Statistic df1 df2 Sig. 

Pre-test 
Score 

Based on Mean .104 1 56 .748 
Based on Median .114 1 56 .748 
Based on Median and with adjusted df .114 1 54.492 .737 
Based on trimmed mean .114 1 56 .737 

Post-test 
Score 

Based on Mean 2.251 1 56 .737 
Based on Median 1.891 1 56 .139 
Based on Median and with adjusted df 1.891 1 53.502 .175 
Based on trimmed mean 2.242 1 56 .125 

 
3.4 Paired sample T-test 
 
The paired sample t-test in the experimental group showed a significant improvement in vocabulary 
scores (t (28) = -15.690, p < 0.001), indicating that the Suggestopedia method had a positive effect 
on vocabulary mastery. 
 
Table 4. The result of paired sample T-Test experiment class 
 

 N Mean Std. Deviation Std. Error Mean df Sig. (2-tailed) 

Pre & Post test 29 -15.690 7.470 1.375 28 < 0.001 
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3.5 Independent sample T-test  
 
The independent sample t-test revealed a statistically significant difference in the post-test scores 
between the experimental and control groups (p = 0.022), further confirming the effectiveness of the 
Suggestopedia method. 
 
Table 5. The result independent sample T-test 
 

Score 
Levene’s 

Test F 
Sig t df 

Sig. (1-
tailed) 

Sig. (2-
tailed) 

Mean 
Difference 

Std. error 
difference 

95% CI 
lower 

95% 
CI 

upper 

Equal 
Variance 
Assumed 

2.251 0.139 2.359 56 0.011 0.022 6.724 2.851 1.013 12.435 

Equal 
Variances 

not 
assumed 

  2.359 53 0.011 0.022 6.724 2.851 1.007 12.442 

 
The analysis revealed a statistically significant increase in vocabulary scores among students taught using 
the Suggestopedia method. The post-test scores of the experimental group were notably higher than 
those of the control group, indicating the effectiveness of Suggestopedia in facilitating vocabulary 
acquisition. These results aligned with previous studies conducted by (Galti, 2017), (ZuhriDj, 2022), 
(Haddad et al., 2018) and (Sarah et al., 2022), all of which found that Suggestopedia created a positive 
learning atmosphere that promoted vocabulary retention. 
 
The effectiveness of Suggestopedia in this study was likely due to its design, which fostered a low-
anxiety, high-engagement classroom environment. As (Lozanov, 2005) suggested, eliminating 
psychological barriers to learning could enhance student performance. The use of background music, 
dramatization, visualization, and positive reinforcement helped students remain relaxed and receptive. 
These features were consistent with (Indri, 2022), who noted that Suggestopedia encouraged learners 
to enjoy the learning process without fear of making mistakes. 
 
Additionally, incorporating the traditional game “Engklek” into the Suggestopedia method contributed 
to the learning gains. This culturally rooted and physically engaging game served as a unique medium 
for teaching vocabulary, enabling students to link words with movements and actions. This embodied 
learning experience aligned with (Yuniwanti, 2024) and (Alvisar & Malik, 2016), who found that 
traditional games supported cognitive and emotional development while enhancing motivation. By 
integrating local culture into the classroom, the method also counteracted students’ dependence on 
digital devices, a common issue among alpha-generation learners. 
 
(RQ2) How do students engage in learning vocabulary using the Suggestopedia method?  
 
The second research question explored students’ engagement after receiving instruction via the 
Suggestopedia method, measured through a post-treatment questionnaire administered to the 
experimental group. 
 
3.6 Behavioral engagement 
 
Students reported high levels of behavioural engagement. A majority stated that they listened carefully 
(62.1%), paid attention (44.8%), and actively participated in class activities (51.7%). These results 
reflected consistent classroom involvement. 
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Figure 1. Behavioural engagement in experiment class 
 
3.7 Affective engagement 
 
Regarding emotional response, students showed strong enjoyment and interest. About 41.4% strongly 
agreed and 37.9% agreed that they were interested in vocabulary learning through Suggestopedia. 
Most disagreed that the method was boring, indicating the method was engaging and enjoyable. 
 

 
 
Figure 2. Affective engagement in experiment class 
 
3.8 Cognitive engagement 
 
Students reported being mentally focused (69%) during vocabulary activities. Although fewer students 
indicated they had to try harder to remember vocabulary (suggesting ease of retention), this supported 
the hypothesis that the method reduced learning strain while improving recall. 
 

 
 
Figure 3. Cognitive engagement in experiment class 
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3.9 Emotional engagement 
 
The method also fostered positive emotions. 75.8% of students stated the class was fun, while 93.1% 
enjoyed learning new things. Students described feeling happy, interested, and involved, further 
highlighting the impact of Suggestopedia on emotional engagement. 
 

 
 
Figure 4. Emotional engagement in experiment class 
 
Table 6. Summary of student engagement dimensions 
 

Engagement type Key result highlights 

Behavioural Majority paid attention and participated actively 
Affective Most students enjoyed and felt interested in the learning process 
Cognitive High mental focus and ease of remembering vocabulary 
Emotional Students felt the class was fun, engaging, and emotionally rewarding 

 

 
 

(a) 

 
 

(b) 
 
Figure 5. a) Fifth-grade students playing Engklek during vocabulary instruction, and (b) Fifth-grade 

students playing Engklek during vocabulary instruction 
 
3.10 Comparison with traditional methods 
 
The control group, which received traditional instruction, also showed a minor improvement. 
However, the gains were not as substantial as those observed in the experimental group. This finding 
was consistent with (Walters, 2004) and (Rustamovna, 2023), who criticized traditional vocabulary 
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teaching for its lack of engagement and limited long-term impact. In contrast, Suggestopedia provided 
a multisensory experience that not only supported memory but also stimulated students’ emotional 
and social development. 
 
3.11 Novelty and contribution  
 
While existing studies have confirmed the effectiveness of Suggestopedia in improving vocabulary or 
other language skills, most were conducted at the secondary or tertiary education levels. Few studies 
focused on primary school learners, particularly those in rural Indonesian contexts. Moreover, the 
integration of Suggestopedia with local cultural games such as “Engklek” had not been widely explored. 
In addition, previous research primarily emphasized the effectiveness of the method, without giving 
sufficient attention to how students engage during the learning process. This unique combination 
contributed a novel pedagogical approach to vocabulary instruction in primary EFL settings. Moreover, 
the use of a local traditional game as a learning medium was a novel aspect that connected pedagogy 
with cultural identity. The integration of such games offered a holistic approach that addressed 
academic, emotional, and cultural dimensions of learning. 
 
3.12 Limitations and suggestions for future research 
 
Although the study yielded positive results, it had certain limitations. First, the research was limited 
to a small sample size from one school and one academic year, which might affect the generalizability 
of the findings. Second, the study only focused on vocabulary as one component of language learning 
and did not investigate other language skills such as speaking, reading, or writing. Third, the duration 
of the treatment was relatively short (third meetings), which might not fully reflect the long-term 
impact of the Suggestopedia method. Future research could expand the participant pool by involving 
multiple schools and regions to increase generalizability. Researchers are also encouraged to explore 
the application of Suggestopedia in teaching other language skills and to conduct longitudinal studies 
that examine the retention of vocabulary over time. Furthermore, integrating more traditional games 
from diverse cultures into modern teaching methods could enhance learner engagement and contribute 
to the development of culturally responsive pedagogy in EFL classrooms. 
 
4. Conclusion  
 
Students at SD IT At-Taqwa Grabag, Magelang. Students who were taught using Suggestopedia showed a 
higher post-test performance compared to those who received traditional vocabulary instruction. The 
interactive and relaxed classroom atmosphere, combined with the use of the traditional game “Engklek,” 
contributed to making vocabulary learning more enjoyable, memorable, and meaningful for the 
students. In addition to measurable gains in vocabulary acquisition, students in the experimental group 
also demonstrated high levels of engagement. They participated actively in classroom activities, 
expressed positive emotions toward the lessons, and remained focused and motivated. These findings 
confirmed that Suggestopedia not only supported cognitive development but also addressed behavioral, 
emotional, and social aspects of learning, which are crucial for young EFL learners. The originality of 
this research lay in its integration of the Suggestopedia method with traditional Indonesian games to 
create a culturally rich, low-stress, and engaging vocabulary learning environment. This approach 
served as an effective model for teaching English vocabulary to the alpha generation while 
simultaneously promoting cultural preservation and reducing gadget addiction. The findings could 
inform pedagogical practices in similar EFL contexts and support teachers seeking innovative 
vocabulary teaching methods in primary education. 
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