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ABSTRACT: Student engagement is a critical factor in effective language learning, particularly
in English for Specific Purposes (ESP) courses that require students to master discipline-specific
communication skills. This study aims to explore students’ perceptions of how digital learning tools
may support engagement in an ESP course. Sixty first-year students in an English for Business
Administration course participated in an eight-week classroom intervention where digital platforms
such as Kahoot, Quizizz, Padlet, and Mentimeter were incorporated into instructional activities. Data
collected through a questionnaire including 10 items measuring positive perceptions and 5 items
examining barriers encountered in the implementation of digital tools in real classroom settings
indicated that students perceived technology-enhanced activities as supporting their participation,
motivation, and interaction during lessons. The participants also reported that they had better
understand of the topics taught in the class as well as an overall improved learning experience. The
quantitative data collected was subjected to analysis using descriptive and inferential statistics, while
qualitative data was analyzed using thematic analysis. The results obtained from the current study
conducted on perceptions about a classroom intervention study in ESP are quite promising for
effective language teaching and learning.
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1. Introduction

English for Specific Purposes has emerged as a vital part of higher education because it provides
students with essential linguistic skills needed in a particular field of study. As opposed to General
English, which concentrates on general language acquisition, English for Specific Purposes focuses
on language in relation to particular subjects or professions, thus providing learners with the
possibility of studying in the domains of Business, Engineering, Tourism, and Health Care among
others. The ESP courses, which make use of the English language for the transmission of academic
and professional knowledge, are very important for those students who will need specialization as
well as language proficiency for gaining employment opportunities.

It is a very difficult task to ensure increased participation of the students in such classes. The
majority of learners have trouble understanding the academic material and the language, and that may
act as an impediment to active participation in class sessions.

However, new developments in technology have led to the creation of many educational devices
which make it easier for teachers and students to engage in interactive teaching and learning
processes. Some of the technologies include the use of Kahoot, Quizizz, Padlet, and Mentimeter
through which teachers can incorporate aspects of quizzes and collaboration. Evidently, these tools
can help transform classroom practices, making learning environments more encouraging, relaxing
and responsive.
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Although many studies have discussed the use of educational technologies in general English
classrooms, limited attention has been paid to their implementation in ESP language courses,
particularly in Vietnam. To contribute to this emerging area, this study examines how such tools are
employed to improve student engagement in an ESP setting.

2. Research Objectives

This research aims to analyze the perception of students regarding the utilization of digital
learning tools for the purpose of fostering student engagement in ESP classrooms. In other words, the
research seeks to understand how online platforms like Kahoot, Quizizz, Padlet, and Mentimeter can
impact student participation and interaction.

It also looks into how students themselves perceive and experience the use of these technologies
in ESP learning. Examining the ways in which learners engage with such tools can offer a clearer
sense of their potential in supporting engagement and improving the overall learning experience.

Beyond this, the study aims to draw out practical insights for ESP instructors by reflecting on both
the pedagogical value of these platforms and students’ perception to examine students’ reported
perceptions of how digital tools support engagement in ESP classrooms.

This study addresses the following research questions:1/How do students perceive the use of
digital tools in ESP learning?;2/What challenges do students report that affect the implementation of
digital tools in ESP classes?

3. Literature Review

3.1. Student Engagement in ESP Contexts

Student engagement has long been regarded as a central element in effective language learning,
particularly in English for Specific Purposes (ESP), where learners are expected to develop both
linguistic competence and the ability to communicate within specific professional domains.
Engagement includes students’ participation in activities, their emotional responses toward learning,
and the extent to which they exert effort in understanding new content (Fredricks et al., 2004; Henrie
et al., 2015).

In ESP classrooms, increasing engagement can be particularly significant. Learners are not only
dealing with specialized vocabulary but are also supposed to be able to use language in context-based
tasks such as presentations, report writing, or workplace communication. This additional complexity
means that students may get demotivated easily with traditional, teacher-centered approaches
(Hutchinson & Waters, 1987; Dudley-Evans & St. John, 1998).

Previous studies in literature show that the way class activities are carried out plays an essential
role in promoting engagement. Modern approaches that foster interaction, collaboration, and active
participation tend to create favourable conditions for ESP learning, whereas more passive learning
styles often lead to reduced motivation. (Reeve, 2012; Mercer & Ddornyei, 2020).

3.2. Digital Tools and Classroom Interaction

Alongside these pedagogical concerns, the increasing availability of digital technologies has
opened up new possibilities for classroom interaction. Tools such as Kahoot, Quizizz, Padlet, and
Mentimeter are now commonly used to introduce elements of immediacy, collaboration, and
feedback into classroom activities. In many cases, these tools appear to make participation feel less
formal, which may encourage students to take part more readily.

The value of these resources is that they have the potential to make classroom engagement more
immediate, visual, and interactive. Learners can engage with content multiple times in an active
manner using quizzes such as Kahoot and Quizizz, which might ultimately contribute to retention and
acquisition (Panmei & Waluyo, 2023). Padlet and Mentimeter, on the other hand, offer different
platforms for communication, enabling students to respond to others and exchange ideas without
feeling forced to speak in front of the class. For learners who lack confidence in conventional
discussion situations, this can be especially beneficial.
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In general, more participatory and learner-oriented classroom practices are frequently linked with
the usage of such technological tools (Chapelle & Sauro, 2017; Plump & LaRosa, 2017). However,
how these technologies are incorporated into the learning process may still determine how much this
change results in meaningful engagement.

3.3. Practical Constraints in Technology Use

Despite their potential, their effectiveness is closely related to the conditions in which they are
used. Issues such as unstable internet connections, limited access to devices, and a lack of familiarity
with the platforms can all influence how smoothly classroom activities unfold (Demirbilek et al.,
2022).

There is also the question of how these tools are implemented. When used primarily for surface-
level activities, they may increase participation without necessarily contributing to deeper learning. In
this sense, the presence of technology alone does not guarantee improved outcomes; rather, its impact
depends on how well it aligns with instructional goals and classroom practices.

3.4. Research Gap

While the use of ESP and digital learning aids has been extensively explored in an international
perspective, there is a dearth of research investigating ESP classroom practices in Vietnam.
Particularly, there is little research that examines Vietnamese students' perceptions of digital aids in
classroom environments. The lack of localized empirical data based on students' perceptions hampers
efforts to understand Vietnamese learners' experiences of technology-enhanced ESP education in
their learning environment.

Furthermore, only a small number of research have looked at the practical limitations and student
experiences that influence the usage of digital technologies in actual classroom environments.
Research that not only quantifies engagement but also takes into account how it is experienced and
impacted by contextual elements is therefore still needed.

Hence, this study strives to fill this gap by shedding light on how selected digital tools are
associated with student engagement in an ESP classroom, while also examining the challenges that
may affect their implementation.

4. Methodology

4.1. Participants

The study involved 60 first-year undergraduate students majoring in business-related disciplines
who are required to complete an ESP course as part of their academic program. The course's
objective is to help students become more proficient communicators with business terminology in
professional settings.

The participants came from a variety of educational backgrounds and levels of English ability.
These students were from two classes, with 29 students in one class and 31 students in the other.
They have an English proficiency level of B1-> B2. The majority had little prior experience with
digital technologies for language acquisition. Students were informed of the study's goal prior to data
collection, and participation was entirely voluntary from all learners in the surveyed class. The
teacher of the English for Business Administration course was also the person who collected the data
for this study. Since the researcher teaches the course as well, the instructional intervention is
implemented consistently.

We used a blended learning approach. Each session was split into two parts. The first half was a
traditional class session in which lessons was delivered in the conventional way. The second half was
used for revision and formative assessment of students’ understanding of the lesson content,
including business-related vocabulary and disciplinary knowledge.

We did the survey in a classroom with computer installment and good internet connection. The
classroom was big enough for 40 students. The study lasted for eight weeks from December 2025 to
February 2026. During this time we used tools like Kahoot, Quizizz, Padlet and Mentimeter, in the
classroom.
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4.2. Research Design

This study adopted a classroom-based intervention and perception-based research design to
investigate the potential of digital tools in enhancing student engagement in ESP learning. Over a
period of eight weeks, selected digital platforms were incorporated into regular classroom activities
to support interactive and learner-centered instruction.

This design helps to explore students’ views on the use of digital tools in ESP classrooms rather
than to measure direct causal effects on learning outcomes.

Several tools were employed in the teaching process in which Kahoot was primarily used at
different times during the lessons to deliver short quizzes reviewing key vocabulary and concepts and
other learning activities (Plump & LaRosa, 2017). These gamified activities were designed not only
to consolidate vocabulary retention but also to make learning process more engaging for students.
Padlet became a forum where students could exchange their thoughts and participate in discussions.
This appeared to create a less stressful and more invigorating atmosphere than traditional classroom
discussions, which would likely make the task less challenging for certain students.

Quizizz, on the other hand, was primarily adopted to assess students' understanding during
classes, with prompt feedback supporting their learning process. The introduction of these tools was
intended to support a shift from conventional practices toward more interactive and learner-focused
engagement (Panmei & Waluyo, 2023).

Mentimeter was used for students to give real-time responses, opinions, and short reflections
during lessons and discuss their views anonymously.

4.3. Data Collection

Multiple sources of data were collected to examine student engagement and learning experiences
in ESP classrooms.

The data were obtained using a mixed methods research design in which both the quantitative and
qualitative data sources were used. Quantitative data was obtained through the students’ performance
during the digital learning process in the Kahoot and Quizizz, and through a structured questionnaire
containing Likert scale items. Analysis of the data was conducted to evaluate the level of engagement
of the students during the learning process and whether there were any changes in their vocabulary
and knowledge of business-related content. Descriptive statistics in terms of frequencies, percentages,
means, and standard deviations were used in analyzing the data.

The qualitative data was collected through students' open-ended answers in the survey, students'
participation in Padlet and Mentimeter, and through the classroom observations of the teacher during
the implementation of the blended learning activities. A post-intervention questionnaire was
administered to all participants. The questionnaire consisting of both closed-ended and open-ended
items was designed to capture students’ perceptions of using digital tools in learning. The
questionnaire items were measured using a five-point scale, ranging from 1 for “strongly disagree” to
5 for “strongly agree”. This scale was used to calculate varying degrees of students’ motivation,
participation, and interaction when using digital platforms.

Classroom observations were conducted through the eight-week intervention. The researcher
observed the trends in participation, analyzed the students' interactions during technology-enhanced
activities. Student reflections were collected and gathered systematically after learning sessions.
Learners were invited to give feedback on their learning experiences, including what they found
positive as well as the challenges they faced when using digital tools.

The use of both qualitative and quantitative data enabled the research to cover more information
about digital support in students' learning in English for Business Administration class.

4.4. Data Analysis

Both quantitative and qualitative approaches were employed to analyze the collected data.
Quantitative data from the questionnaire were analyzed using descriptive statistics, including
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frequencies, percentages, and mean scores, to identify general trends in student engagement and
perceptions.

Qualitative data from open-ended responses, classroom observations, and student feedback were
analyzed using thematic analysis. This process involved identifying recurring patterns and themes
related to students’ experiences with digital tools.

For reporting purposes, responses on the five-point Likert scale were broken down into three
categories, “Strongly agree” and “Agree” were retained as Agree, “Neutral” as Neutral, and
“Disagree” and “Strongly disagree” as Disagree. Chi-square goodness-of-fit tests were conducted to
further examine the response patterns and identify the distribution of responses across three
categories (Agree, Neutral, and Disagree).

5. Survey findings and discussion

The ten main questionnaire items indicate generally positive student perceptions of technology-
mediated ESP learning, while the five barrier-related items highlight several practical constraints.

5.1. Improvement in student involvement and positive attitude toward technology-mediated
ESP learning activities.

The survey results for the questionnaire items (N = 60) indicate generally positive student
perceptions of engagement, learning effectiveness, and interaction in technology-mediated ESP
learning activities.

Table 1. Students' Responses to Technology-Mediated ESP Learning Activities

Agree,n Neutral, n Disagree, n
(%) (%) (%)

1 Digital tools make ESP classes more interesting 51 (85.0) 6 (10.0) 3(5.0)

Digital tools increase my motivation to

Item Statement

2 participate 53(88.3)  5(83) 2(3.3)

3 Digital tools encourage interaction with 50(833)  6(10.0) 4(6.7)
classmates

4 Dlgltal tools help me participate more actively 51(85.0)  6(10.0) 3(5.0)
in lessons

5 Elgltal tools help me understand ESP content 52 (86.7) 5(8.3) 3(5.0)

etter

6 Dlgltgl tools improve my overall learning 53 (88.3) 467 3(5.0)
experience

7 Digital quizzes are effective for reviewing ESP 52 (86.7) 5(83) 3(5.0)
content

8 Ienjoy using digital tools in ESP classes 55 (91.7) 4(6.7) 1(1.7)

9 I prefer more frequent use of digital tools in ESP 53 (88.3) 5(83) 2(3.3)
classes

10 I support the future integration of digital tools in 54 (90.0) 46.7) 2(3.3)

ESP learning

Note. N = 60. Percentages were calculated based on the total number of participants. Due to
rounding, percentages may not total exactly 100%.
Table 2. Chi-Square Goodness-of-Fit Test Results for Students’ Responses

Observed frequencies:
Statement Agree / Neutral / e df p

Ite
m Disagree
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Digital tools make ESP classes more

1 . . 51/6/3 7230 2 <.001
interesting

) Dlgl'ta'l tools increase my motivation to 53/5/2 81.90 b < 001
participate

3 Digital tools encourage interaction with 50/ 6/ 4 6760 2 <001
classmates

4 Dlgltal t(?ols help me participate more 51/6/3 7230 2  <.001
actively in lessons

5 Digital tools help me understand ESP 52/5/3 7690 2 < .001
content better

6 Dlgltgl tools improve my overall learning 53/4/3 8170 2 < 001
experience

7 Digital quizzes are effective for reviewing 59/5/3 7690 2 < .001
ESP content

8 I enjoy using digital tools in ESP classes 55/4/1 92.10 2 <.001

9 I prefer more frequent use of digital tools 53/5/2 8190 2 < .001
in ESP classes

10 I support the future integration of digital S4/4/2 8680 2 < .00l

tools in ESP learning

Note. N = 60. Expected frequencies were 20 for each response category: Agree, Neutral, and
Disagree. > = chi-square statistic; df = degrees of freedom.

All the questionnaire items showed statistically significant chi-squared values, which had p-values
lower than .001 and were in the range of 67.60 to 92.10. According to these data, one can conclude
that the distribution of answers among the three categories of agreement was uneven. Indeed, most of
the answers belong to the "Agree" category, which means that most of the respondents expressed
positive attitudes toward using the digital instruments in ESP learning.

The analysis of statistical data corresponds to the findings revealed in Table 1, according to which
most of the students believe that the use of digital instruments has made their ESP classes more
interesting and motivating, helped them to participate actively in discussions and made them more
engaged in the process of ESP learning. It can be concluded that the respondents perceived the
integration of Kahoot, Quizizz, Padlet, and Mentimeter positively and believed that such tools helped
them be more active in the class.

As seen from the findings above, there is obvious consistency among students’ answers on
engagement-related questions in regard to their increasing interest and motivation, as 85-88% of
respondents showed positive feedback. This way, it can be said that the use of digital devices was
appreciated by students and might help make lessons more interesting.

It can be observed from the statistics presented above that the utilization of technology might have
influenced the perception of participating in class activities among the learners. The barrier to
participation was probably reduced due to the application of technologies such as Kahoot and
Quizizz. This kind of setting seems to give some students, especially those who are generally quicter
and less confident, a more favourable setting in which they can participate without fear of speaking
face-to-face or in front of others.

However, not all learners viewed the incorporation of technology positively. There was a small
proportion of learners (about 5% to 7%) who had minor negative opinions on the integration of
technology. Such differences may arise from individual preferences and technological experience.

Similar trends are also seen in terms of communication, where almost 83% of the students
reported that the use of technology encourages them to interact with their peers more often.This
suggests a transition toward a classroom setting that is more interaction-oriented, where peer-to-peer
conversations are encouraged and supported.
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This may be due to the way some tools organize communication. Students can exchange ideas in
less immediate and less daunting ways than speaking out by using platforms like Padlet or
Mentimeter. During Padlet-based brainstorming tasks, several students who rarely spoke in whole-
class discussion contributed short written responses.

Students also responded positively when asked about learning effectiveness, with between 86%
and 89% indicating better understanding of content and a more positive overall learning experience.
In vocabulary review sessions, more students were willing to answer as Kahoot allows students to
share their responses individually at the same time. Students who need additional support were more
confident to ask for help and raise questions without fear of judgement from other students. At face
value, this suggests that digital tools are not only engaging but also supportive of learning.

One possible explanation is that these tools change how content is experienced. Instead of
passively receiving information, students interact with it through quizzes, discussions, or
collaborative tasks. This repeated and varied exposure may help reinforce understanding, especially
in ESP contexts where terminology and practical usage matter (Matyakhan, T. &
Chaowanakritsanakul, T. 2024)

The inferential statistical results prove the descriptive findings by indicating that students’
positive responses were statistically meaningful across all engagement, learning experience, and
perception items. However, these findings should be considered as evidence of positive learner
perceptions rather than evidence of improved language proficiency as the study did not include a
control group or pre- and post-intervention measurement.

5.2. Barriers to Technology Integration in the Real Context

Table 3. Students' Reported Barriers to Technology-Mediated ESP Learning

Frequenc Percentag

Item Reported barrier Impact level

y,n e (%)
1 Poor internet connection 36 60.0 High
Limited training for students in using Moderate to
2 : 33 55.0 .
technological tools high
3 Rigid classroom arrangement 30 50.0 Moderate
4  Technical problems with computer systems 32 53.3 Moc}lﬁglilte o
5 Insufficiently interactive activity design 33 55.0 Moc}lggilte to

Note. N = 60. Students could report more than one barrier, therefore, percentages do not
necessarily total 100%
Table 4. Chi-Square Goodness-of-Fit Test Results for Students’ Reported Barriers
Observed frequencies:

1 2
Item Reported barrier Reported / Not reported X df P
1 Poor internet connection 36/24 2.40 1 121
2 Lack of proper training 33/27 0.60 1 439
3 Rigid classroom arrangement 30/30 0.00 1 1.000
4 Technical problems with 32 /98 0.27 1 606
computer systems
5 Need for more interactive 33 /27 0.60 1 439

activities
Note. N = 60. Each barrier was treated as a binary response category: reported or not reported.
Expected frequencies were 30 for each category. y? = chi-square statistic; df = degrees of freedom.
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Table 4 presents the results of chi-square goodness-of-fit analysis which reveals that none of the
reported barriers achieved statistical significance since all p values exceeded .05. It implies that there
is no statistically significant difference between the distribution between Reported and Not reported
responses and the evenly distributed 50%-50%. Poor internet connection proved to be the most
common barrier, but it was not found to be statistically significant against the 50% distribution of
responses.

However, lack of statistical significance does not mean that reported barriers were not relevant.
The analysis of descriptive statistics still revealed some practical barriers, such as poor internet
connection, lack of training, technical issues, rigidity of classroom design, and insufficient activity
design. The conclusion that can be made based on these results is that successful implementation of
technological tools in ESP classrooms is not only dependent on the technologies themselves but also
on various external factors, such as class organization, technical issues, and students' knowledge
about the technological tools used.

Despite the generally positive responses, the data also highlight several practical challenges. The
first problem mentioned by the largest number of people was that of an unstable internet connection
(60%). Other challenges included inadequate training (55%) and technical issues (53%). This implies
that many of the participants faced connectivity challenges that prevented their active participation in
the online exercises. This is in line with earlier studies that showed that poor infrastructure is a big
problem for the successful use of educational technology (Demirbilek et al., 2022).

In practice, these limitations seem to interrupt the flow of lessons and reduce the effectiveness of
otherwise well-designed activities. For example, when connections fail or systems lag, students may
lose focus or become frustrated, which can quickly undermine engagement. Similarly, limited
familiarity with the tools means that some students are not able to take full advantage of what is
offered.

What this points to is a gap between potential and actual use. While digital tools offer clear
advantages, those benefits depend heavily on the surrounding conditions - technical, institutional, and
even pedagogical. Without sufficient support, the same tools can become obstacles rather than
enablers.

5.3. Some limitations of the research

There are a few limitations that should be kept in mind when considering the findings of this
study. To begin with, the group of participants was relatively small and fairly homogeneous, as it
consisted of only 60 first-year students from a single Business Administration program. While this
provided a manageable context for the study, it also means that the results may not fully reflect the
experiences of students from other disciplines or academic levels. A more precise and sophisticated
understanding of how digital tools work in various ESP contexts would probably result from
expanding the sample to include a wider range of learners with various language abilities. Another
shortcoming of this study is the absence of a control group, or pre- and post-intervention measures.
Therefore, the findings do not serve as evidence of a causal effect of digital tools on student
engagement. Instead, the study investigates students’ reported perceptions and classroom-based
experiences of engagement in a technology-mediated ESP learning environment.

It's also pivotal to consider that there was no independent evaluation of the students' language
skills before and after the intervention. As a result, rather than quantifiable improvements in students'
language proficiency, the results are based on their reported experiences and descriptive response
patterns. In order to better capture real progress, future research could address this by including pre-
and post-intervention assessments.

Finally, the study's rather short period should also be considered. The study, which lasted eight
weeks, was able to record early reactions and engagement patterns, but it might not have been long
enough to notice longer-lasting impacts.
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5.4. Overall Interpretation

The results suggest that students perceived digital tools as supportive of participation, motivation,
interaction, and learning experience. Other factors, such as teaching approach, classroom atmosphere,
task design, and students’ familiarity with technology, may also have contributed to the observed
pattern.

Taken as a whole, the findings present a fairly balanced picture. On the one hand, digital tools
seem to make ESP classes more interactive, more participatory, and in many cases more enjoyable.
On the other hand, their effectiveness is not guaranteed and appears to depend on how they are
implemented and supported.

Rather than transforming learning on their own, these tools seem to work best when they are
integrated into a broader teaching approach that takes into account both student needs and contextual
constraints. In that sense, technology is less of a solution in itself and more of a resource whose value
depends on how it is implemented.

6. Conclusion and Implications

This study explored how students experienced the use of digital tools in ESP classes. Overall,
most students responded positively to platforms such as Kahoot, Quizizz, Padlet, and Mentimeter.
They reported that these tools made lessons more engaging and gave them more chances to
participate, interact with classmates, and review course content in a more active way.

Another significant consideration is that the digital applications appeared to reduce any hesitation
and fear that some of the students may have had concerning taking part in class. Through such tools,
it was easier for students to engage in learning activities.

For ESP instructors, it is highly recommended that the digital tools with clear pedagogical
purposes can be implemented for various class activities including vocabulary review and formative
assessment, brainstorming, peer interaction, and low-pressure participation. Students should also be
provided with a brief orientation activity to get familiar with the digital tools and know how to use
them effectively.

However, digital tools are not a complete solution. Their usefulness depends on classroom
conditions, internet access, students’ familiarity with the platforms, and how carefully teachers
design the activities. Technical problems or poorly planned tasks can limit their value

Since this study did not use a causal or experimental design, the findings should be understood as
students’ reported perceptions rather than proof of direct improvement in engagement or learning
outcomes. Future research should use pre-test/post-test designs with a control group and include
direct measures of language performance to better examine the role of digital tools in ESP learning.

REFERENCES
1. Chapelle, C. A., & Sauro, S. (Eds.). (2017), The handbook of technology and second
language teaching and learning. Wiley Blackwell.
2. Demirbilek, M., Talan, T., & Alzouebi, K. (2022), Gamification in education: A systematic
review of challenges and opportunities. Education and Information Technologies, 27, 10245—
10275. https://doi.org/10.1007/s10639-022-11045-5.
3. Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011), From game design elements to
gamefulness: Defining gamification. In Proceedings of the 15th International Academic
MindTrek Conference: Envisioning Future Media Environments (pp. 9—-15). Association for
Computing Machinery. https://doi.org/10.1145/2181037.2181040.
4. Dudley-Evans, T., & St. John, M. J. (1998), Developments in English for specific purposes.
A multidisciplinary approach. Cambridge University Press.
5. Fredricks, J. A., Blumenfeld, P. C., & Paris, A. H. (2004), School engagement: Potential of
the concept, state of the evidence. Review of Educational Research, 74(1), 59-109.
https://doi.org/10.3102/00346543074001059



S6 6b(383)-2026 NGON NGU & POI SONG 173

6. Henrie, C. R., Halverson, L. R., & Graham, C. R. (2015), Measuring student engagement in
technology-mediated learning: A review. Computers & Education, 90, 36-53.
https://doi.org/10.1016/j.compedu.2015.09.005.

7. Hutchinson, T., & Waters, A. (1987), English for specific purposes: A learning-centred
approach. Cambridge University Press.

8. Matyakhan, T., & Chaowanakritsanakul, T. (2024), Implementing gamification to enhance
reading engagement and reading comprehension of Thai EFL university students. LEARN
Journal: Language Education and Acquisition Research Network, 17(1),212-239.

9. Mercer, S., & Dornyei, Z. (2020), Engaging language learners in contemporary classrooms.
Cambridge University Press.

10. Panmei, B., & Waluyo, B. (2023), The pedagogical use of gamification in English
vocabulary training and learning in higher education. Education Sciences, 13(1), Article 24.
https://doi.org/10.3390/educscil3010024.

11. Plump, C. M., & LaRosa, J. (2017), Using Kahoot! in the classroom to create engagement
and active learning. Management Teaching Review, 2(2), 151-158.
https://doi.org/10.1177/2379298116689783.

12. Reeve, J. (2012), A self-determination theory perspective on student engagement. In S. L.
Christenson, A. L. Reschly, & C. Wylie (Eds.), Handbook of research on student engagement
(pp.149-172). Springer. https://doi.org/10.1007/978-1-4614-2018-7 7.

Nang cao murc do tham gia cia smh vién trong cac léop tléng Anh chuyén nganh thong qua
cac cong cu hoc tap $0: mot nghién ciru 16p hoc dwa trén nhén thirc

Tém tat: Mirc d6 tham gia cua sinh vién 1a mot yéu td quan trong trong viéc ning cao hiéu qua
hoc ngoai ngtr, ddc biét trong cc hoc phan Tiéng Anh chuyén nganh (ESP), noi ngudi hoc can nim
vitng cac ky nang giao tiép gin véi linh vuc chuyén mon. Nghién ciru nay nham kham ph4 nhan thirc
clia sinh vién vé cach cic cong cu hoc tap sb co thé hd tro sy tham gia clia ho trong mot hoc phan
ESP. Sau muoi sinh vién nim thir nhat tham gia hoc phan Tiéng Anh chuyén nganh Quan tri Kinh
doanh d3 tham gia mot can thiép trén 16p kéo dai tdm tudn, trong d6 cac nén tang s6 nhu Kahoot,
Quizizz, Padlet va Mentimeter dugc tich hgp vao cac hoat dong giang day.

Dit lidu thu thap tir bang gom 15 muc, trong d6 10 myc do nhan thuce tich cyc va 5 muc V& 10 can
trong qua trinh 4p dung nhiing cong cu o ¢ didu kién 16p hoc thuc té. Nguoi tham gia cho biét cac
cong cu sd gitip ho hiéu noi dung bai hoc t6t hon va c6 trai nghiém hoc tap tich cuc hon. Dit lidu dinh
luong dugc phén tich bang théng ké mo ta va thong ké suy luan, trong khi cac dir liéu dinh tinh dugc
xem xét théng qua phan tich chu dé. Két qua nghién ctru cho thiy viéc tich hop cac cong nghé tuong
tac c6 thé gop phan tao ra méi trudng hoc tap ESP hip din hon, 1y nguoi hoc 1am trung tm hon va
hd tro hiéu qua hon cho hoat dong giang day ngoai ngir trong gi4o duc dai hoc.

Tir khoa: Tiéng Anh chuyén nganh; mic d¢ tham gia cta sinh vién; tiép thu ngdn ngit; cong cu
hoc tap sé; moi trudng hoc tap nang dong.



