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Abstract

The objective of this proposal is to provide an overview of the application of role-playing as a

metacognitive learning strategy implemented through CALLA to acquire English vocabulary. The

need to create this is because role plays are often carried out where they are used as a

metacognitive learning strategy to acquire vocabulary. This aims to give a vision of these games

used like this strategy based on CALLA, since the objective must be met effectively. Therefore, a

review of cases will be carried out showing the application of each of these, highlighting how the

results of the implementation were and how the CALLA was carried out, showing the importance

of the process of acquiring vocabulary in English. For this, the methodology based on the state of

the art will be carried out, which will allow this process to be carried out correctly and completely

to achieve the respective compilation. Role-playing for vocabulary acquisition is the main process

to be investigated in this proposal based on the models mentioned above.

Keywords: Role play, Vocabulary, Metacognitive learning strategies.

Resumen

El objetivo de esta propuesta es brindar una visión general de la aplicación del juego de roles

como estrategia de aprendizaje metacognitivo implementada a través de CALLA para adquirir

vocabulario en inglés. La necesidad de crear esto se debe a que a menudo se realizan juegos de

roles donde se utilizan como estrategia de aprendizaje metacognitivo para adquirir vocabulario.

Con esto se pretende dar una visión de estos juegos utilizados como esta estrategia basada en

CALLA, ya que es realmente necesaria para que el objetivo se cumpla de manera efectiva. Por lo

que se realizará una revisión de casos mostrando la aplicación de cada uno de estos, destacando
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cómo fueron los resultados de la implementación y cómo se realizó el CALLA, mostrando

importancia para el proceso de adquisición de vocabulario en inglés. Para ello se llevará a cabo la

metodología basada en el estado del arte, que permitirá realizar este proceso de manera correcta y

completa para lograr la compilación respectiva. El juego de roles para la adquisición de

vocabulario es el principal proceso a investigar en esta propuesta basada en los modelos

mencionados anteriormente.

Palabras clave: Juego de rol, Vocabulario, Estrategias de aprendizaje metacognitivas, CALLA.
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CHAPTER 1. PROBLEM STATEMENT

1.1 Problem Formulation

The problem of lexical acquisition in learning English lies in the various challenges that

students face. The overwhelming number of words (vocabulary), irregular pronunciation and

spelling, and difficulty understanding collocations and idiomatic expressions can create

significant obstacles. These drawbacks affect effective communication and reading

comprehension, essential for academic and professional success. Overcoming these difficulties is

crucial, as lexical competence not only improves language skills, but also enriches the cultural

and contextual expression of the language. Instructional strategies that actively address these

challenges are essential for students to develop strong lexical competence and achieve deeper

proficiency in English.

In this sense, role-playing has generally been proposed by academics – as we will see in

the upcoming chapters of this paper to practice English vocabulary so that the results are effective

in achieving what you want in a given EFL class where that lexical competence is core. In this

proposal, cases will be reviewed where role-playing has been used as a metacognitive learning

strategy, guiding the process with The Cognitive Academic Language Learning Approach

(CALLA). Mitsea and Digras (2019) mention that strategies can be defined as the ability to know

cognitive functions, monitor them while they operate, control them, and adjust them according to

the needs of the learning process.

Many times when a role-playing game is used to acquire English vocabulary it is done

based on CALLA and, generally, it is used as a metacognitive learning strategy implicitly, that is,

it is not mentioned exactly as this. Role-playing, according to Marquez and Camacho (2019) is an

active method of teaching the practical mastery of a foreign language. Role-playing involves the
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representation of a situation by its participants in real practical activities of people, therefore it is

an opportunity to create conditions and engage in real communication.

Considering the above, in role-playing games where the intention is to work and learn new

vocabulary, it is often ideal to maintain planning and clarity about what is going to be done with

this game. Additionally, the method by which the implementation of the role-playing game is

going to be done must be taken into account, since working it for the learning of English as a

foreign language must be completely effective and to achieve this a method must be specified.

That is why in this compilation we will review how role-playing is used as a metacognitive

learning strategy and how the CALLA steps are followed for its implementation.

Likewise, Villena (2020) states that the importance of the role-playing game lies in the

social activity, since the students or participants see this game in an order of rules, ranks, etc.

being an experience that they will assimilate for their future or life cases in particular. Therefore,

it seems that the implementation of role-playing as a means of acquiring vocabulary is not often

effective. The above is deduced from the different researches previously addressed by other

academics. For example, Calzolari (2023) mentions that working on this activity many times

cannot have positive results, since there is an absence of cooperative learning, self-reflection, and

self-questioning. When working with role-playing to acquire vocabulary, it is only seen as a

memoristic way of learning it, but there is no analysis and reflection during and after the work is

done, so it is not entirely meaningful.

Problematic question

How has the application of role-playing as a CALLA-based metacognitive learning strategy for

English vocabulary acquisition taken place in EFL classrooms?
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1.2 Objectives:

General objective:

To provide a literature review of the application of role-playing as a metacognitive learning

strategy implemented through CALLA to acquire English vocabulary.

Specific objectives:

● To conduct a literature review comparing the use of role-playing as CALLA-based

metacognitive learning strategies for English vocabulary acquisition.

● To identify the importance of using role-playing as a metacognitive learning strategy

based on the CALLA steps for English vocabulary acquisition in EFL classrooms.

● To make a comparison of each application of role-playing as metacognitive learning

strategies used in English classes to acquire vocabulary through the CALLA steps in EFL

classrooms.

1.3 Justification

The study of EFL (English as a foreign language) is essential due to the growing global

importance of English as a lingua franca. It provides students with the skills necessary to

participate effectively in international interactions, thus expanding their educational and

employment opportunities. In addition, EFL not only focuses on language acquisition, but also

develops valuable cross-cutting competencies in an interconnected world. This field of study

drives research in teaching methodologies and contributes to curriculum development, improving

educational practices in teaching English as a foreign language. Ultimately, EFL fosters

intercultural understanding and contributes to linguistic diversity in a globalized context.
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Talking about metacognitive strategies in teaching English as a foreign language (EFL) is

crucial for several reasons. First, metacognitive strategies involve awareness and control of

cognitive processes, which enables students not only to learn the language, but also to understand

how they learn and develop skills to more effectively address linguistic challenges.

In the EFL context, where learners often face specific difficulties related to grammar,

vocabulary, and pronunciation, metacognitive strategies allow them to reflect on their own

abilities and adjust their approaches to learning. This can lead to greater autonomy and efficiency

in the language acquisition process.

The present proposal focuses on providing an overview of the role plays that have been

implemented in recent years as a metacognitive learning strategy through CALLA for the

acquisition of vocabulary in English. This approach is made to show how these implementations

that have been published in this game have been carried out, seen as a metacognitive learning

strategy when carried out to learn vocabulary following the steps of CALLA.

Metacognitive strategies play an essential role in learning, as Hayat and Shateri (2019)

mention, they also improve student performance, since these have a specific order that begins

with an abbreviation on the topic to be seen, and additionally includes the group and autonomous

participation. works that are generally effective for the learning process of each student. For this

reason, it is essential to base classroom activities on these strategies. For example, role-playing is

effective for learning new vocabulary if implemented in this way.

In a role-playing game, it is very difficult for all the students to be completely focused on

it. In this regard, Nihazram and Masnan (2020) mention that metacognitive learning strategies

help to better manage the group and help students concentrate and learn more effectively. This is

why it is considered important to review cases where role-playing has been used as a
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metacognitive learning strategy to work on the acquisition of vocabulary based on CALLA.

Likewise, it is pertinent to highlight its importance in the implementation of this type of activity

to achieve significant learning in the area of English.

The integration of role-playing as a metacognitive learning strategy, using the CALLA

method, is essential for teacher trainees when linked to research. This combination enhances the

development of metacognitive skills in students by encouraging reflection on their own thinking

and behavior. The CALLA method, by focusing on academic and cognitive language, provides a

structured framework for expressing and communicating knowledge effectively. By incorporating

research, trainee teachers can ground their practice in scientific evidence, contextualizing and

practically applying theoretical concepts. This not only promotes critical thinking through

role-playing, but also adapts these strategies to diverse content and educational levels, preparing

future educators to enrich their teaching in an effective and grounded manner, specifically

referencing EFL teaching.

1.4. Relevance

The undergraduate student of Spanish and English often faces challenges in finding

assertive strategies when transferring lexical cues. In this order of ideas, role-playing activities

often involve contextual scenarios, promoting not only vocabulary acquisition but also cultural

and communicative competence. In a program with the characteristics of the Bachelor's Degree in

Spanish and English, this is very pertinent, as it aligns with the objective of producing culturally

competent and communicatively competent graduates. Furthermore, the consideration of

role-playing as a CALLA-oriented metacognitive strategy encourages students to think critically

about their language use and enhances their awareness of vocabulary acquisition, making it an

important aspect of language teaching.
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In summary, a thesis on this topic can offer insights and recommendations for educators in

EFL classrooms that can lead to the implementation and creation of practical strategies and lesson

plans that not only improve vocabulary knowledge in EFL learners, but also allow teachers to

reflect on their teaching practices. Additionally, it can show the positive results that have been

obtained by implementing role-playing as a metacognitive learning strategy through CALLA to

guide teachers to its correct use within the classroom. Therefore, it is directly relevant to the field

of language teaching.

CHAPTER 2. METHODOLOGY

2.1 Methodological references
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2.1.1 Qualitative approach

This section will show the methodology to be used to develop the work in progress, to

begin with the genesis of qualitative research design is attributed to contributions from

anthropology and sociology. As defined by Mehrad and Zangeneh (2019), various terms have

been used to describe the qualitative line of research, such as cultural investigations,

constructivist paradigm, natural inquiry, phenomenological inquiry, postmodernism, postpositivist

attitude, and poststructuralism. Compared to quantitative research, qualitative research is

characterized as rigorous, disciplined and systematic, and often provides a practical alternative

approach to quantitative research techniques. All qualitative approaches share two fundamental

aspects: first, they emphasize phenomena occurring in natural settings, i.e., in the real world;

second, they address the study of these phenomena in all their complexity. These aspects differ

significantly from the quantitative approach.

Based on the above, qualitative research design is understood as one in which the

researcher typically obtains data from constructivist perspectives. Approaches used in this design

include inquiries such as narrative, phenomenological, ethnographic, grounded theory or case

studies. On the other hand, quantitative research design has various conceptions and definitions.

One of the crucial elements, as mentioned by Mehrad and Zangeneh (2019) in the field of

methodology refers to the type of measures employed in most research. In fact, the design of

measures for variables is considered to be a fundamental phase in the planning of studies in the

field of quantitative research. In the case of qualitative research, measurement is carried out using

a wide range of methods. Generally, qualitative research begins primarily with empirical data,

continues with an abstract impression that relates the idea to the data, and concludes with a

combination of reflections and data. Generally speaking, the procedure is more interactive in both
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styles of research. Conceptualization is presented as a process of constructing coherent theoretical

meanings in an effort to make sense of or organize the data and the initial ideas related to them.

Having said the above, the qualitative methodology described by Mehrad and Zangeneh

(2019) will not be taken into account, because the authors present the definition of this in a

concrete way, but what is really sought is a step by step to be able to develop it in this compilation

monograph. It is also defined with somewhat complex terms, which make it difficult for all

readers to fully understand what a qualitative methodology is.

On the other hand, the qualitative methodology proposed by Sánchez Molina and Murillo

(2021) identifies a convergence of the hermeneutic, phenomenological and symbolic

interactionist approaches. According to these authors, hermeneutic thinking underlines the

fundamental idea that social actors should not be conceived merely as objects of study, but also as

agents who give meaning to their experience, express their thoughts and reflect on their reality.

This methodological approach aims to capture social reality from the perspective of those being

studied, focusing on the perception that subjects have of their own context. Fundamentally, it

argues that reality is not something external to the observer, but that there is an intrinsic

relationship between the subject and the object of knowledge.

Basically, this methodology also emphasizes the importance of obtaining qualitative data

and advocates a deeper exploration of participants' attitudes, values, opinions, perceptions, beliefs

and preferences. In this qualitative research approach, the objectives may be oriented towards

describing, explaining or understanding the phenomena studied. The focus is on the social context

through the eyes of those who experience it, recognizing the subjectivity inherent in the

construction of knowledge. In essence, this methodology seeks to go beyond mere objective
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observation, embracing the richness of subjective experience to enrich the understanding of the

social reality under study.

According to Sánchez Molina and Murillo (2021), the qualitative research process is

conceived in such a way that competent and qualified observers can communicate objectively,

clearly and accurately both their own observations of the social world and the experiences of

others. In terms of methodology, the procedure initially involves the definition of a problem

situation, followed by the exploration of that situation and the elaboration of an action plan.

Subsequently, fieldwork is carried out, where qualitative data are collected and information is

organized. Finally, cultural patterns are identified through the analysis and interpretation of the

data obtained, with the aim of establishing an inductive conceptualization.

In the same way, the qualitative methodology presented by Molina and Murillo (2021)

will not be used, because, like Mehrad and Zangeneh (2019), a concrete definition is presented,

but there are no steps to develop this methodology in a consecutive way; it only mentions what

should be done, but not how specifically. Additionally, it refers more to a qualitative methodology

in general, but it does not fit very well to be developed in this compilation monograph.

On the other hand, in the context of a compilation monograph, qualitative methodology is

defined by Gioia (2021) as a research approach that focuses on understanding, interpreting and

describing complex phenomena from the perspective of the participants. This method seeks to

explore underlying experiences, perceptions, and meanings through techniques such as

interviews, participatory observations, content analysis, and other qualitative strategies. The

qualitative methodology in a compilation monograph involves the review and critical synthesis of

diverse qualitative sources, such as case studies, phenomenological research, ethnographies,
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among others, with the objective of constructing a coherent and enriching narrative on the topic of

study. This approach values the depth and richness of the information gathered, providing a

contextualized understanding that contributes to the breadth and complexity of knowledge on the

topic addressed in the monograph.

The steps to carry out a qualitative methodology proposed by Gioia (2021) in a

compilation monograph involve a reflective and detailed approach in the review and synthesis of

various qualitative sources. These are: Definition of the topic and objectives that help clarify the

topic of the monograph and establish the objectives of the qualitative research. Then the literature

review where an exhaustive review of the qualitative literature related to your topic is carried out.

Identify relevant studies, research, and sources that address key aspects of the monograph topic.

To continue the selection of sources where the qualitative sources that will be included in the

compilation are carefully chosen. Afterwards, an analysis and synthesis is done to carry out a

detailed analysis of each source. It also synthesizes the findings to construct a coherent and

enriching narrative. An incorporation of personal reflections is made which defines whether it is

relevant. It discusses how the combination of different studies and approaches has contributed to

a more complete understanding of the topic and ends with a methodological conclusion that

concludes the methodological section by highlighting key learnings and the contribution of

qualitative methodology to the overall understanding of the topic.

Based on the above, the methodology to follow in this compilation monograph is the one

proposed by Gioia (2021), because the author describes and presents the qualitative methodology

specifically focused on a compilation monograph. He mentions the steps to follow in a descriptive

manner to develop this methodology which fits appropriately. A specific topic is defined with

clear objectives, then a literature review of documents that are related to the topic will be carried
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out, a selection of them will also be made to make the corresponding analysis of each one,

incorporating personal reflections to make comparisons between them and Finally, conclusions

will be reached from the entire process carried out. Each step will follow the methodology

proposed by Gioia (2021) to complete this compilation monograph based on the literary review of

cases where role-playing has been used as a metacognitive learning strategy through CALLA for

vocabulary acquisition in EFL.

2.1.2 State of the art

To begin with the methodology, we will first consider that it will be developed according

to this compilation monograph based on the premises that delimit the concept of ‘state of the art’.

That is a research methodology that involves reviewing and critically analyzing existing research,

theories, and approaches on a specific topic. As mentioned by Molina et. al (2021), the objective

is to identify trends, approaches, and gaps in existing knowledge on the topic of study.

Researchers use this methodology to contextualize their work within the field of study and to

identify areas where their research can make a significant contribution.

Using a state of art as methodology involves the following steps as mentioned by Molina

et. al (2021) which are to define the area of study, which consists of selecting a specific research

topic within a given academic field. Consequently, the authors highlight the bibliographic search

where an exhaustive search of the existing literature on the topic is performed using academic

databases, books, journals, and other relevant resources. For the next step, the selection of sources

is fundamental, for which the relevant sources to be used in the review must be chosen and

filtered. This involves critically reading the studies, identifying methodologies used, and

assessing their quality and relevance.

Next, it is followed by analyzing and synthesizing the information obtained from the
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selected sources. This refers to comparing and contrasting the approaches, results, and

methodologies of different studies to identify patterns and trends in the field. Next, it is important

to identify Gaps, which is identifying gaps in existing knowledge, in areas where previous

research has been limited or where more research is needed, and finally writing the State of the

Art, which consists of writing a detailed report summarizing the findings of the literature review,

including identified trends, gaps in knowledge and how the current study relates to previous work

in the field.

By way of summary, Molina et. al (2021) emphasize that the process of creating a state of

art begins with a clear and precise definition of the study area. Then, an exhaustive search of

relevant literature is conducted in academic databases, scientific journals, books, and other

reliable resources. The selected sources are carefully evaluated in terms of their relevance,

credibility, and methodology used. Once the relevant sources have been compiled, we proceed

with the analysis and synthesis of the information. This involves comparing and contrasting the

approaches, results, and conclusions of different studies. Emerging patterns, trends, and

discrepancies in existing knowledge are identified and used to highlight areas of consensus and

research gaps.

Additionally, Molina et. al (2021) says that the state-of-the-art methodology is not only to

understand the current state of knowledge in a specific area but also to identify gaps and

unanswered questions in the existing literature. This process provides researchers with a solid

understanding of the context in which their research is situated and helps them to formulate

meaningful and relevant research questions. In addition, the state of the art allows one's work to

be contextualized within the existing body of knowledge, helping researchers to avoid duplication

of effort and to contribute significantly to the advancement of the field.
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Ultimately, the state of the art is presented in a detailed paper that critically and

thoughtfully summarizes the findings of the literature review. This report not only provides a

comprehensive overview of the current state of knowledge but also highlights future directions

for research and often serves as a starting point for original research and innovative contributions

to the academic field.

On the other hand, Cordoba et. al (2023) mention that a state of the art can be defined as

bibliographic research within the specific research process in which the researcher is involved. It

is also a continuous research that reconstructs several aspects in the research that allow

interrelating with other bets and has a particular interest for the researcher, the group, or the

scientific community on a topic or area of knowledge.

It is important to keep in mind that the State of the Art is intended to take stock of facts on

the subject, as explained by Cordoba et. al (2023), meaning that the search for evidence can be

considered as the starting point for ongoing research. However, this does not mean that it is only a

literature review. In this way, the analysis of the research allows us to consider the proposal from

various points of view, achieving new reflections, interpretations, and theoretical understandings.

In this way, Cordoba et. al (2023) show that The State of the Art allows to answer

questions such as What is known about the topic, what theories or conceptual frameworks

underpin it, what research has been carried out and what results have been obtained, what other

aspects emerge from the research conducted, how it was investigated, on whom and with what

techniques and instruments, and what novel contribution can be made.

Finally, Cordoba et. al (2023) mention that the background search should not be older than

5 years. For example, when performing a state of the art this year (2023) we should look for

scientific articles from 2018 onwards. The references must be of quality, therefore, it is preferable
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to search in Scientific Journals. References from Internet pages without authors and from

abstracts should be avoided.

On the other hand, using the state of the art as a method implies a series of steps, as

indicated by Reyes (2020). First, the scope of study must be defined, which implies choosing a

specific research topic within a given academic field. Next, the author highlights the literature

search, which consists of conducting an exhaustive review of the existing literature on the topic

using academic databases, books, journals and other relevant resources. For the next step, source

selection is crucial; relevant sources to be used in the review must be carefully chosen and

filtered. This involves critically analyzing the studies, identifying the methodologies employed

and assessing their quality and relevance.

After collecting information from the chosen sources, the information is analyzed and

summarized. This process involves comparing and contrasting the approaches, results and

methodologies of various studies to discover patterns and trends in the area. In addition, gaps are

identified, pointing out areas where previous research has been limited or where further study is

required. Finally, the state of the art, a detailed report summarizing the findings of the literature

review, is written. This report includes identified trends, gaps in knowledge, and how the current

study relates to previous work in the field.

Thus, according to Reyes (2020), creating a state of the art involves several key steps.

Firstly, there is a need for a clear and precise definition of the study area. Following this, a

comprehensive search for relevant literature is carried out across academic databases, scientific

journals, books, and other reliable sources. The chosen sources are then meticulously evaluated

for their relevance, credibility, and methodology. Once the pertinent sources are collected, the

information is analyzed and synthesized. This process includes comparing and contrasting
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different studies' approaches, results, and conclusions. Through this analysis, emerging patterns,

trends, and inconsistencies in existing knowledge are identified, shedding light on areas of

consensus as well as research gaps.

Furthermore, as outlined by Reyes (2020), the state-of-the-art methodology serves a dual

purpose. It not only offers an in-depth understanding of the current state of knowledge within a

specific domain but also serves as a strategic tool to identify the gaps and unanswered questions

that exist in the literature. This meticulous process not only equips researchers with a

comprehensive view of the landscape in which their research is embedded but also aids in the

formulation of research questions that are not only pertinent but also insightful.

This understanding of the existing scholarly context is invaluable; it enables researchers to

place their work within a meaningful framework. Reyes (2020) says that by contextualizing their

research within the existing body of knowledge, scholars can avoid duplicating efforts made by

others, ensuring their contributions are original and transformative. This contextualization is key,

as it not only prevents redundancy but also allows researchers to carve out unique paths in their

respective fields, adding depth and richness to the overall academic discourse.

The end result of this meticulous process is a detailed document that critically and

thoughtfully summarizes the results of the literature review. This document is more than just an

overview: it serves as a roadmap for future research. It not only highlights the current state of

knowledge, but also illuminates possible avenues of exploration. Reyes (2020) concludes by

mentioning that this forward-looking perspective is invaluable, as it often serves as a catalyst for

original research initiatives and innovative contributions to academia. In essence, the state of the

art is not merely a static reflection of existing knowledge, but a dynamic and transformative

process that drives the ongoing evolution of scholarly activities.
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In this case, for this compilation monograph, each of the aspects of the State of the Art

methodology based on Cordoba et. al (2023) will be taken into account. We will start from a

process to relate different research on the application of role-playing as a metacognitive learning

strategy through CALLA to acquire vocabulary in English. A bibliographic review will be made

on the above-mentioned, where the role-playing game has been used in that way and with that

purpose. In this way, it will be shown how role-playing has been used as a metacognitive learning

strategy and how the CALLA steps are followed. The only thing that will not be done under the

command of the previous methodological approach is the interview with an expert since the

compilation and relation that will be made of each article and bibliographic reference that will be

found will allow evidencing the above mentioned in each of the implementations of this strategy

used for the acquisition of new vocabulary in English.

This methodological process will also make it possible to answer the above-mentioned

guiding questions because a complete review will be made of the articles that are found related to

the use of role-playing as a metacognitive learning strategy based on the CALLA method, where

the methodology used in each one will be identified, the results obtained, the population,

strategies, etc. and a comparison will be made between them to provide conclusions on how it is

carried out in each one. These will allow a more complete and detailed analysis to fulfill the

objective of this proposal. Finally, most of the scientific articles will be reviewed, these will be no

more than five years old since they were published since the aim is to find references as recent as

possible to show an analysis and compilation that is adapted to the present time.

This compilation monograph started as a research monograph, which focused on

improving oral communication through role-playing. Then the decision was made to convert it to

a compilation monograph because there was not enough time to work with a real population and
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implement it in a classroom.

This work starts to be created thinking from the previous one, that the current one is

focused on Providing an overview of the application of role-playing as a metacognitive learning

strategy implemented through CALLA for English vocabulary acquisition. As is evident, the topic

is still related to role-playing used to teach English, only this time more focused on vocabulary

learning. For the realization of this proposal, which is a compilation monograph, we begin by

determining the theme through which the work will be directed. We see the importance of the

implementation of role-playing as a metacognitive learning strategy for English vocabulary

acquisition used through the CALLA method so that each process is effective and meaningful for

the students.

Then, the type of methodology to do this is delimited, which was defined as being through

a State of the Art. For this, the main objective is defined, which is To provide a general insight

into the implementation of metacognitive learning strategies to acquire English vocabulary

through Role-playing, the specific objectives to achieve it are also defined.

Continuing, a review is made of different articles defining what a State of the Art is and

the steps to carry it out. The appropriate one is found to be taken into account in this compilation,

taking as a reference the one by Córdoba et. al (2023), as mentioned above. Subsequently,

metacognitive learning strategies will be defined to have clarity about them, to see what they are

and how they are used in the English as a foreign language teaching-learning processes as defined

in different research on them. The same will be done with the CALLA method where we will also

look for what it is and how it works to define them and have clarity on how it is used when

working in a role-playing game as a metacognitive learning strategy
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2.2 Methodological structure

2.2.1 Selection criteria

Below are the aspects that will be taken into account for the selection of the documents

that will be used in this compilation monograph.

Table 1

Selection of documents for analysis

Characteristics Yes allowed No allowed Reason - Motive

Source Credibility X Documents should be
extracted from
reliable sources such
as databases, and not
just any web page.

Current information X References with a
year of publication no
less than 2018 will be
used, since the aim is
to develop the work
based on the current
context.

Old information X Old references will
not be used, since
current information is
sought.

Virtual books X Books will not be
taken into account for
the literature review,
since these are
generally quite
extensive.

Virtual book chapters X Book chapters will be
taken into account to
be analyzed as long
as they are
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completely related to
the topic.

Thesis X Degree theses will be
accepted for analysis,
since there are several
that are linked to the
topic and have a
process that allows
the objective of this
work to be met.

Magazine articles X They will be totally
permitted, since they
will be extracted from
reliable sources and
as they are articles, it
is guaranteed that the
information is
adequate and real.

Web page information X It will not be allowed,
since the information
on the web pages is
not completely
reliable.

Documents in English X Documents in English
will be sought,
because the
development of this
work is entirely in
English.

Documents in
Spanish

X Although this work is
carried out entirely in
English, documents in
Spanish will also be
accepted, because
there are also several
that meet the
relationship of the
topic. These will be
cited and analyzed in
English.

Documents in other
language

X Documents that are in
a language other than
Spanish or English
are not accepted,
since it would make it



24

difficult to understand
their information and
translate it.

Easy access to
documents

X It will be totally
allowed and taken
into account, since
documents where
payment or
registration must be
made to view it in full
are not accepted.

Note. The table shows the characteristics to take into account when selecting each of the

documents to carry out their respective analysis. A brief description is made of why documents

with these characteristics are allowed or not to have greater understanding of what was previously

presented.

Own creation (2023)

2.2.2 Corpus

In order to carry out the literature review, a total of 35 documents were read, most of

which were articles found in databases and virtual journals, few documents were degree theses

done in universities other than Antonio Nariño University, since we also searched for works that

were done in that university, but we were unable to find any that were adequately linked to the

topic of this compilation monograph. It is necessary to clarify that no book chapters were found

that were specifically adapted to the topic.

We were able to find 31 articles and 4 graduate theses that were linked to the topic of role

playing used as a didactic strategy through CALLA for the acquisition of vocabulary in English

as a foreign language. For the search, it was considered appropriate to carry out this review

process in the Google Scholar databases where 19 documents were found, in Dialnet where 6
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documents were extracted, in Redalyc and SciELO where 4 documents were found in each one,

and finally in SCImago and Scopus where one document was found in each one. It should be

clarified that the documents have year of publication from 2018 to 2023, older ones were not

chosen, since it was sought that these were current, because we wanted to draw conclusions

referring to what has been done currently in the use of role-playing to acquire vocabulary in

English and how it is present to be used as a metacognitive learning strategy and the CALLA

method in this.

In order to search the documents, keywords such as "role-playing in English class",

"Role-playing as a metacognitive learning strategy", "CALLA method through role-playing",

"Learning English vocabulary in a role-playing game", "Acquisition of English vocabulary

through CALLA" were taken into account. Each of the aforementioned databases was searched

in order to find articles related to the corresponding topic. Documents where a role-playing game

was used for a second language were discarded, since the main focus is English. Most of the

selected documents were research monographs, therefore, role-playing was implemented for

vocabulary acquisition.

In addition, words that diverted the search to other approaches that did not work were also

discarded. The words discarded were "writing", "reading in English", "learning a second

language", since sometimes the search results showed documents referring to cases related to

those words that were out of context and off topic.

Finally, the documents where role-playing was implemented in order to improve,

strengthen or acquire vocabulary in English were selected. These documents were read to show if

the role-play was used as a metacognitive learning strategy or not, and also if it was done through
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the CALLA method and how it was done. Documents were also accepted where the good and bad

aspects of the use of role-playing in an English class were mentioned in order to compare it with

another document where it had been implemented. In addition, documents were also read where

the main focus was the use of CALLA, but within these, role-playing activities were included to

acquire vocabulary. Thus, 35 documents were selected, which were then analyzed and compared.

This analysis was done individually and then compared with another related document found,

taking into account the results and similarities of each one for this process.

2.2.3 Research stages

A state-of-the-art compilation monograph represents a comprehensive review and

synthesis of the existing literature in the specific area of study. This component is essential, since

it provides a broad and updated context on the advances, trends, theories and discoveries related

to the topic addressed in the monograph. The primary objective is to place the author's work in

the context of previous research, identifying gaps in knowledge and highlighting the contributions

the study seeks to make. The state of the art serves as a basis for the relevance and originality of

the research, allowing the reader to understand the trajectory of the field and how the new

compilation integrates or differentiates from existing works. Therefore, the stages that will be

taken into account to carry out this work will be shown below, justifying the reason for their use

and choice.
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Stage to make the state of
the art

Specification Why the stage is to be
followed?

Interrelate with other stakes. This refers to relating the
theme of the compilation
monograph in progress with
other articles that also deal
with it.

Search for documents related to
the topic to be analyzed.

To analyze the research in
order to consider the proposal
from different points of view.

This refers to relating the
documents found with the
subject of the compilation
monograph in progress in
order to provide a personal
analysis.

The personal point of view will
be presented at the end of each
analysis.

To efine what is known about
the topic.

To rescue how the topic is
defined in the documents
found.

A brief presentation will be
made on how the topic is
perceived in the document to be
analyzed.

To define what research has
been carried out and what
results have been obtained.

To show the research that
has been done on the topic
and the results that were
obtained.

It will be shown how the topic
to be analyzed in this research
monograph has been used and
the results obtained in several of
them will be related.

To define how it was
researched, on whom and with
what techniques and
instruments.

To highlight the
methodology used in each
article found.

A comparison of the
instruments and techniques used
will be made to show which
were effective and which were
not.
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Note. Each step mentioned above is taken from the State of the Art methodology defined by
Cordoba (2023).

Own creation (2023)

To do the background search,
which should not be more
than 5 years old.

To search for documents
that have no publication
year less than 2018.

Selection of articles that are not
younger than the year of
publication 2018 will be made.

To search for quality
references, so it is preferable
to search in Scientific
Journals.

To make a bibliographic
review in databases that are
completely reliable.

References should be searched
in databases such as Google
Scholar, Redalyc, Scopus,
SciELO, etc.

To avoid references from
Internet pages without authors
and abstracts.

To search on any page
including Google,
Wikipedia, etc.

No documents will be searched
in any of the web pages,
because much of the
information found in them is
not completely reliable.
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CHAPTER 3. ANALYSIS OF BIBLIOGRAPHIC REFERENCES

3.1 Reference balance

Transparency and clarity in the presentation of the literature review and the selection of

documents analyzed are essential elements to support the validity and rigor of any academic

work. In this context, we have chosen to insert an Excel table that serves as a visual tool to expose

in a detailed and structured way the process followed in the literature review. This table acts as a

map that guides the reader through the different stages of search, selection and evaluation of

documents, providing crucial information on inclusion criteria, sources consulted and methods

used. By incorporating this graphic representation, the aim is not only to simplify the reader's

understanding, but also to offer a systematized and orderly view of the methodological approach

used in the research. You can find the original matrix in: https://rb.gy/j3ohma

https://rb.gy/j3ohma
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3.2 Analysis and description

3.2.1 Metacognitive Learning Strategies

In the present analysis, the nature and methodology of various papers exploring the use of

role-playing as a metacognitive learning strategy, specifically in the context of CALLA

(Cognitive Academic Language Learning Approach), for English vocabulary acquisition will be

comprehensively addressed. Each paper will be carefully examined to unravel its approaches,

objectives, and outcomes related to this educational strategy. In addition, the diversity of

methodologies employed by the authors will be highlighted, underlining the particularities of each

approach. The detailed comparison of these documents will allow the identification of patterns,

convergences and divergences in the strategies adopted, as well as in the results obtained. At the

conclusion of this comparative analysis, the aim is to offer a comprehensive perspective on the

effectiveness and variations in the implementation of role-playing as a metacognitive tool in the

English vocabulary learning process, thus contributing to the advancement of knowledge in this

educational field.

Metacognitive learning strategies are among the most important components of

self-regulated and autonomous learning. Hayat and Shateri (2019) define them as a method that



37

enables learners to plan, monitor, and regulate their knowledge. Several experts believe that

metacognitive learning strategies are fundamental to successful learning in any environment and

with any subject matter. These strategies help students to keep track of their process, as well as

the teacher, they also help to solve problems, to have better learning strategies and, likewise, this

is of high quality to improve their academic performance.

On the other hand, Mitsea and Drigas (2019) define different types of metacognitive

learning strategies. They made a comparison of these strategies with students' performance in

terms of their vocabulary comprehension in English as a foreign language. According to this

aspect, metacognitive learning strategies have five main components which are as follows:

- Preparing and planning for learning: setting and achieving goals.

- Selecting and using learning strategies in a given context for a specific purpose: Thinking and

making one's own decisions that help to monitor the learning process.

- Monitoring the use of strategies: Directing learning progress, reviewing the strategies being

employed, and ensuring correct strategy application.

- Orchestrate various strategies: Coordinate, organize, and relate different strategies.

- Evaluate strategy use and learning: Ask self-questioning, reflection, and different discussions

after strategy practice.

Taking another article, it was found that Salazar and Caceres (2022) define metacognitive

learning strategies as the set of actions aimed at knowing one's mental processes, i.e., it is based

on knowing how to use them and how to readapt or change them when required by the proposed

goals. The purpose of these strategies is to plan, monitor, and evaluate the application of cognitive

strategies.

Salazar and Caceres (2022) then propose three criteria that can guide the application of
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metacognitive learning strategies.

Blind training: It is so-called because students do not perceive the importance of what they

are asked to do or the reason for doing it. They are asked to do a task in a certain way and no

explanation is given as to why they should do it that way. Students do it, but they do not visualize

whether that way of working is better than others. Consequently, it takes work for them to apply it

when they have the option of deciding how to do the work. Thus, teaching the strategies does not

lead to their constant use. So sometimes it seems that blind training is not enough to help students

who have more difficulties to be autonomous in learning.

Informed or reasoned training: Occurs when students are asked to learn or work in a

particular way and are told why they should do so, highlighting its importance and usefulness.

The practice of task-specific strategies is accompanied by explicit information about their

effectiveness, based on the argument that people abandon strategies when they are not taught how

to use them, because they do not know enough about their cognitive functioning to appreciate

their usefulness for performance, nor do they realize that they can be useful in different situations.

If students do not possess information about situations, materials, and purposes, that is, about the

conditions under which it is most appropriate to apply them, they are likely to make inappropriate

use of them. This means that greater awareness of these aspects of the strategies can contribute

both to their permanence and their flexible, non-routine application.

Metacognitive or control training: In metacognitive instruction, progress is made

concerning reasoned instruction, in the sense that the teacher, in addition to explaining to the

students the usefulness of using a specific strategy, induces them to check it themselves, that is,

he indirectly leads them to become aware of its effectiveness.

It is in this way that Salazar and Caceres (2022) define that the insertion modality of
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metacognitive learning strategies implies teaching students to plan, supervise, and evaluate their

execution, which favors the spontaneous and autonomous use of strategies and facilitates their

generalization to new problems. It also allows its linkage in this way, of metacognition to the

notion of transfer. This means that if we aspire that students learn to learn, the didactic method

must be metacognitive.

Based on the above, the three references agree that metacognitive learning strategies allow

a meaningful, constant, and regulated learning process. With them, different activities can be

carried out within the classroom, as mentioned by Hayat and Shateri (2019), these strategies are

successful when it comes to teaching something specific in class. In the same way, Salazar and

Caceres (2022) mention that these strategies can be used for the acquisition of new vocabulary in

English, this is a clear example that shows that these strategies must be implemented so that

students really learn and not just for a moment.

3.2 Role-playing as a metacognitive learning strategy

Taking into account the above, it can be evidenced that role-playing can be used as a

metacognitive learning strategy since this game can be perfectly adapted to all the parts of which

these strategies are made. That is to say, a situation of a given context can be proposed to be

represented, consecutive supervision can be made regarding the application of this, a comparison

of the process with others that have been done can also be made and, finally, an evaluation of the

use of this strategy can easily be made to reflect on the results.

Role-playing, when used as a metacognitive learning strategy, can be a powerful

educational tool to help students develop cognitive, emotional, and social skills. Jimenez et. al

(2021) highlights that metacognition refers to students' ability to understand, control, and regulate

their learning process. By incorporating role-playing in the classroom, students can reflect on
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their thoughts and emotions, improve their empathy and understanding of others, and develop

problem-solving and informed decision-making skills.

Author, . Jimenez et. al (2021) mentions that when role-play is used as a metacognitive

learning strategy the following aspects are used:

1. Self-assessment: by participating in a role-play, students can evaluate their performance and

reflect on the decisions they made during the game. This self-assessment helps them understand

their skills, strengths, and areas for improvement.

2. Reflection on Thinking: Role-plays allow students to explore different perspectives and points

of view. After the game, students can reflect on how their own beliefs and thoughts compare to

the characters they played. This reflection fosters metacognitive awareness about their thought

processes.

3. Empathy Development: By assuming the role of another character, students practice empathy

by considering the experiences and emotions of the character they are playing. This skill is

fundamental to the development of emotional intelligence and interpersonal understanding.

4. Problem Solving: Role-playing games often present complex situations that require creative

solutions. By facing challenges within the game, students practice problem-solving and

decision-making skills, allowing them to reflect on the strategies they used.

5. Effective Communication: Role-playing involves social interactions and constant

communication among participants. By evaluating their interactions and communication during

the game, students can improve their interpersonal communication skills by better understanding

how they express themselves and how they interpret verbal and nonverbal cues.

6. Emotional Self-Control: Role-playing can evoke intense emotions in students, especially if they

role-play emotionally charged situations. By reflecting on how they handled these emotions
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during the game, students can develop emotional self-control and emotional regulation skills.

In summary, role-playing as a metacognitive learning strategy allows students to explore

and understand their own mental and emotional processes as they immerse themselves in

imaginary roles and situations. This practice not only improves students' cognitive and emotional

skills, but also prepares them to face real-world challenges with empathy, self-awareness, and

enhanced problem-solving skills.

In this case, the definition given by Jimenez et. al (2021) will be taken into account, since

it is the most complete and fits perfectly to analyze the cases found. It is important to mention that

we will analyze cases where role-playing has been implemented as a metacognitive learning

strategy based on the CALLA model. It will be evidenced how the mentioned role-play is present

to describe it together with each aspect previously exposed.

3.3 The Cognitive Academic Language Learning Approach (CALLA)

On the other hand, we take the concept given by Yufrizal (2019), where he mentions that

the CALLA model is an educational approach that focuses on the development of language and

cognitive skills in students learning English as a second language. It was developed by Anna Uhl

Chamot and J. Michael O'Malley in the 1990s, the CALLA model is based on the premise that

students can succeed academically by integrating English language learning with curricular

content. Additionally, Yufrizal (2019) says that in the CALLA model, the importance of teaching

specific cognitive and linguistic strategies to help students understand and learn academic content

is emphasized. These strategies include skills for organizing information, making connections

between concepts, inferring meaning, and monitoring comprehension. In addition, the CALLA

model also focuses on developing language skills, such as expanding academic vocabulary,

improving grammar, and practicing writing and speaking skills.
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On the other hand, a noteworthy feature of the CALLA model is its focus on explicit and

systematic instruction in cognitive and linguistic strategies. Thus, Amine (2022) states that

teachers who implement the CALLA model provide students with specific guidance on how to

approach academic tasks and how to use language effectively to understand and communicate

complex ideas. In addition, the CALLA model encourages students' active participation in their

learning process, helping them develop self-regulation and metacognition skills. The CALLA

model also recognizes the importance of students' culture and prior experience in the learning

process. Teachers who follow this approach are encouraged to incorporate students' cultural

experiences and knowledge into the classroom, creating an inclusive and respectful environment

that values diversity.

In summary, the CALLA model is a comprehensive educational approach that combines

language and cognitive skill development to help English language learners succeed

academically. By providing explicit, strategic, and culturally relevant instruction, the CALLA

model provides a solid framework for effective language and content learning in multicultural and

multilingual educational contexts.

The Cognitive Academic Approach to Language Learning (CALLA) is a model to

improve the academic performance of students learning a second language. As defined by Gu

(2018) this model works to accelerate the academic achievement of English language learners.

The CALLA model is based on the idea that students learn best when they are taught how to

learn, that is when they are provided with specific strategies for coping with cognitive and

linguistic tasks. By incorporating learning strategies into the curriculum, educators can help

students develop skills that are transferable to diverse areas of knowledge. The basic principles of

this model are when students use a second language to learn, their school performance can
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improve thanks to an educational approach that combines content, linguistic skills, and learning

techniques. Also, during the implementation of the CALLA model, teachers are recommended to

follow five steps: Integration of Language and Content, Cognitive and Linguistic Strategies

Development, Explicit Teaching of Strategies, Knowledge Construction, and Promoting

Self-Efficacy.

1. Integration of Language and Content: One of the key features of the CALLA model is the

integration of language learning and curricular content. Rather than teaching these areas

separately, the model encourages language teaching through content, allowing English language

learners to acquire language skills while immersed in meaningful academic subjects.

2. Cognitive and Linguistic Strategies Development: Students are instructed on how to use

cognitive strategies (making connections between concepts, and organizing information) and

linguistic strategies (such as expanding vocabulary and improving reading and writing skills) to

improve their comprehension and communication.

3. Explicit Teaching of Strategies: Teachers explicitly teach students how to use strategies to

address specific academic tasks. This involves modeling the process, guiding students through

hands-on exercises, and providing constructive feedback.

4. Knowledge Construction: The CALLA model focuses on the active construction of knowledge.

Students not only memorize information but also learn to understand, analyze, and apply

knowledge in different contexts.

5. Promoting Self-Efficacy: The CALLA model promotes self-efficacy by helping students

develop positive beliefs about their abilities to learn. By acquiring effective skills and strategies,

students gain confidence in their ability to meet academic challenges.

In this case, after evidencing the above concepts, Gu's (2018) definition will be taken as a
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reference to describe and investigate cases in which the implementation of role-playing as a

metacognitive learning strategy to learn vocabulary through the CALLA model has been done.

That is, we will look for cases where there has been the intention to implement CALLA as

described by the author chosen to conduct this review.

3.4 Bibliographic references

It is important to remember that this compilation monograph aims to provide an overview

of the application of role-playing as a metacognitive learning strategy implemented through

CALLA for English vocabulary acquisition. It will begin with a literature review of papers in

which role-playing has been used as a metacognitive learning strategy based on the CALLA

method for English vocabulary acquisition. From these papers, it will be shown what was done in

each one, how role-playing was carried out, and how the CALLA method was used. Likewise, a

comparison will be made on the similar aspects found in each article mentioning their similarity,

or on the contrary, the aspects that make these articles different will also be taken into account

and will be exposed to evidence the implementation of each of the role-playing as a

metacognitive learning strategy through the CALLA method.

Giving start to the above, it can be seen reflected in the different role-playing exercises

that have been implemented over time, which have been carried out with different methodologies

where in some of them metacognitive learning strategies are present. This is evidenced, in the

first place, in the first activity that Mora and Camacho (2019) carried out where they implemented

role-playing as an appropriate strategy for some students to learn vocabulary in English. In this

case, characters were imposed for students to create a story in English on their own; in the first

phase, they were accompanied by the teacher to monitor the process. In this first phase, the use of

one of the metacognitive learning strategies can be evidenced, which is supervising the use of
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strategies, since let us remember that Mogrovejo et. al (2019) mention that this consists of

directing the learning progress (which is executed with the teacher's accompaniment), also in

reviewing the strategies that are being used and ensuring the correct application of them.

In addition, in the implemented role play, there was also evidence that students had to

create their story with the assigned characters; this part was done more autonomously. Thanks to

this, a fundamental learning strategy was demonstrated, which was to select and use learning

strategies in a given context with a specific purpose, which is to think and make own decisions

that help control the learning process. The students were able to achieve autonomous participation

even though the teacher was in continuous accompaniment in their process. In this case, the

teacher was based on the CALLA method where he could achieve his proposed goal, which was

to provide information (vocabulary) explicitly so that his students would not only memorize

words in English but they could also be used in a context outside the classroom.

On seeing another research similar to that done by Mora and Camacho (2019), there is one

where role-playing was also thought to acquire English vocabulary, but this was based on

television programs and the carried research by Mogrovejo et. al (2019) first the television

programs that students liked were defined, then based on the results were defined which of them

were to be represented in the role play, and finally, the students did the exercise. In this regard,

Mora and Camacho (2019) showed that role-playing was used as a metacognitive learning

strategy. It used the selection and use of learning strategies in a specific context with a specific

purpose' and supervision in the use of these strategies. This is because a theme was planned and

an orderly process of realization was carried out to perform the role play. But in this research by

Mogrovejo et. al (2019) something different was evident, that was using the strategy of

evaluating the use of strategies and learning because at the end of the TV-based role play to
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acquire vocabulary students were allowed to reflect on whether the exercise was effective if they

learned English vocabulary and if they found it functional to repeat it on other occasions.

In this work carried out by Mogrovejo et. al (2019), it was possible to see how the

CALLA method was present. The objective was achieved, which was for the students to learn

vocabulary and it was not taught traditionally, but rather through the representation of their

favorite television programs. The CALLA steps present in this process described above were the

integration of language and content, the explicit teaching of strategies, the construction of

knowledge, and the promotion of self-efficiency. These steps are not exactly mentioned by the

author in his research but are evidenced thanks to the process described in the methodology and in

the results given that yielded positive results. The students learned English vocabulary thanks to

the representation of their favorite television programs, without having to memorize exactly each

word.

Making a comparison of previous research, where the first was carried out by Mora and

Camacho (2019) called Classcraft: inglés y juego de roles en el aula de educación primaria and

the other carried out by Mogrovejo et. al (2019) called Juego y simulación de programas

concurso de televisión como técnica didáctica para mejorar el aprendizaje del vocabulario inglés

en estudiantes de habla hispana, it was possible to demonstrate that role-playing was effectively

used as a metacognitive learning strategy and some of its aspects were present in these

implementation processes to acquire vocabulary in English. However, it is necessary to know

them in more depth to exercise them properly. The authors of these works also based their

implementation on the CALLA method, the results were effective in the majority of the students

having completed each of the activities carried out.

On the other hand, an article by Nasihah (2019) was found where he uses role-playing
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games as a metacognitive learning strategy to improve English vocabulary in third-semester

students at a university. Here several sessions were simply held to apply the role play and meet

the objective. The results showed positive things such as the correct performance of the game by

the students, but it was evident that it was only during each session. That is, during one class the

students showed adequate use of the vocabulary, but then in the next class they forgot it and used

a new one. It is mentioned that a vocabulary was provided to the students hoping that they would

learn it easily through oral practice. This was achieved during the role-play, but not afterward,

because only a momentary memorization exercise was done, without becoming aware of the

importance of this activity.

Later, a very similar article created by Arpentii (2022) was found where the population

was also students. In this case, as in the article written by Nasihah (2019), a role-play was also

carried out to teach vocabulary. Arpentii (2022) provided vocabulary about a restaurant, taking a

taxi, and going to the doctor. The vocabulary was simply provided to the students to use in their

role-play performances, but there were some negative results, which were that the students often

forgot the dialogue at the time of the role-play and it was difficult to keep everyone attentive and

ready for activity. In the same way, it was evident that a rote exercise was also used, hoping that

the students would learn the vocabulary words provided simply by repeating it once or twice in

the role-play, but nothing significant was achieved.

Taking into account the above two articles, the first written by Nasihah (2019) called The

Use of Role-playing Technique to Improve English Oral Communication and the second by

Arpentii (2022) titled Using Tasks of Role Playing in the Development of Oral Production Skills

the absence of metacognitive learning strategies could be demonstrated. Not entirely good results

were found, but this does not mean that the methodologies implemented were a disaster, in they
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tried to implement the role-play as a metacognitive learning strategy, but we must remember that

in a research monograph (as are the two aforementioned works) the results are not always

effective. This is because both articles used the traditional method, which was to provide new

vocabulary and use it in a performance, and so on in each implementation session. However, there

was never a continuous process, a form of evaluation, or completely autonomous work, which

caused several students to learn only during class and forget everything afterward because they

did not review it.

Continuing with this compilation, an article entitled Role-playing as a method of teaching

a foreign language written by Nazarov (2022). In this case, the author does not carry out a

research monograph where he works with a specific population and implements role plays. What

he does is show some positive and negative aspects of the work of a classroom role-play to

acquire vocabulary. Taking into account the above, a comparison of those aspects mentioned in

this article will be made to compare them with Juego de roles para fortalecer la expresión oral en

inglés en estudiantes de 2º de secundaria San Juan de Lurigancho, 202 written by Garma (2021),

since this author does work with the population and implements role-playing as a metacognitive

learning strategy to meet his objective, which is to strengthen oral expression through this

exercise (which includes vocabulary).

Firstly, the importance of working on playful games in the classroom for teaching a

foreign language is highlighted. Nazarov (2022) mentions that one of the most effective games is

role-playing, especially if it is used as a metacognitive learning strategy. However, sometimes this

is not enough, since a specific method must be proposed for its implementation such as the

CALLA. The author mentions that if it is not done properly it can affect the development of

attention and sometimes thinking. But Garma (2021), in his research, highlights that role-playing

https://repositorio.ucv.edu.pe/handle/20.500.12692/68115
https://repositorio.ucv.edu.pe/handle/20.500.12692/68115
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games are effective in strengthening oral expression in English, which includes diction,

vocabulary, and grammar. So, there are two different points of view. The first author mentions the

negative aspects of role-playing games, but the second highlights the positive aspects, so we will

see below what exactly each one says.

As mentioned above, Nazarov (2022) says that play activities (including role-playing) can

affect attention and thinking, but he also mentions that it affects imagination and memory, which

contradicts Garma (2021) who implemented role-playing games as a metacognitive learning

strategy, trying to do it through CALLA with 85 students, where he wanted to strengthen their

diction, vocabulary and grammar of English. A pre-test was carried out, which produced results

that showed that the students did not improve their oral expression in English. Then, the author

implemented a role-play where he did not mention them, but two metacognitive learning

strategies were present, which were: selecting and using learning strategies in a given context

with a specific purpose where what and how to do it was defined. was going to do thanks to the

results of the pre-test. Then, it was used to supervise the use of strategies, since the author was

aware of the step by step to meet his objective. The results of the research carried out by Garma

(2021) showed positive results, where students improved their vocabulary thanks to the indirect

memorization mentioned in the CALLA of new words and tested their imagination to participate

in this activity.

With the above, a disagreement between Nazarov (2022) and Garma (2021) is once again

evident. Clearly, they are authors who are on the same timeline, that is, their thinking is current

and yet there is a great contradiction between them. Nazarov (2022) highlights that role-playing

used like any strategy affects students' metacognitive processes if they constantly work in

English. But Garma (2021) with his complete research shows that the use of role-playing games
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strengthens vocabulary and other skills in English, giving rise to the possibility of using it as one

of the metacognitive learning strategies, which are quite functional to carry out carry out

processes like this. Leaving aside CALLA, which is also shown to be able to contribute

effectively to these processes to acquire vocabulary through role-playing.

Additionally, in a research conducted by Uzer and Hidayad (2022) entitled Improving the

English Speaking Ability of Sixth Grade Thai Students Using the Role-play Technique, the authors

highlighted that speaking is one of the fundamental abilities that students should develop. This

research was conducted because the students had difficulties in English due to several factors, for

example, there is a fear of making grammatical errors, a lack of confidence, or poor vocabulary

knowledge, which leads them to be unmotivated to practice their speaking. The objectives of the

aforementioned study were to investigate how the role-play technique improves students'

speaking skills and to find out students' opinions on the use of role-play techniques. So, in this

research, role-play was used as a metacognitive learning strategy where one of the intentions was

to improve students' English vocabulary, that is to say, the use of the CALLA method was

involved, which will be shown below.

In that research, participants were selected for the study in order of age. They participated

in different role-playing games using the strategy of selecting and using learning strategies in a

given context for a specific purpose and assessing strategy use and learning. Then a work done by

Sari (2020) called "The Effectiveness Of Role Play To Improve English Speaking Skills To The

Tenth Grade Students' of MA Nida'ul Khairaat Pombewe" was found where the importance of

implementing role play as a metacognitive learning strategy was also seen. The author

emphasized that role-playing in the learning process aims to make students act out behaviors or

expressions according to what is being learned in social situations or human relationships. Taking
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that into account, in the work carried out by Sari (2020) a compilation of the advantages and

disadvantages of role-playing as a metacognitive learning strategy was made, then they will be

shown below and a comparison will be made with the results obtained from the research. made by

Uzer and Hidayad (2022).

In the aforementioned research, Sari (2020) highlights some advantages of using

role-playing as a metacognitive learning strategy like It can ensure that participants complete this

exercise with a strong and lasting memory. In addition to being a satisfactory experience, it also

provides functional knowledge to brain memory. It is very interesting and motivating for students

since it makes the class more dynamic, different, and fun. Find the passion and motivation of

optimism in students to learn English and foster a sense of collaboration. Also, students may have

the opportunity directly to participate in something that will be discussed in the learning process.

Then, in the same way, Sari (2020) mentions the disadvantages of role-playing as a

metacognitive learning strategy like role-playing requires a relatively long time to achieve its

objectives since it generally uses new vocabulary (in English) that must be used in each exercise.

Requires high creativity on the part of teachers and students and sometimes it is difficult for all

teachers to have it. Many of the students participating in role plays feel shy when carrying out the

exercise, so this makes it difficult for the results to be completely effective. If the implementation

of the role play has any flaws, not only can it give poor results, but also the learning objectives

will not be achieved. Not all the topics seen can be presented through this strategy, since the

role-play is presented in real-time and it is not possible to work with all the verb tenses (if we talk

about the English language).

As could be seen, Sari (2020) named several disadvantages of using role-playing,

including one of those disadvantages that this activity often did not have positive results. The
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students involved did not make much effort to meet the proposed objectives either. However, in

the first research carried out by Uzer and Hidayad (2022), it was shown that role-playing games

used as a learning strategy based on the CALLA method can help students gain more confidence

and speak more fluently in public using appropriate vocabulary learned. It was found that they

were motivated by the fun atmosphere of the class since English vocabulary was not taught

traditionally. Furthermore, role-playing games as a metacognitive learning strategy can be an

alternative technique for teaching speaking because students directly experience the use of the

expressions they have learned in different situations. That is to say, the results were positive when

using this method.

Again two different and sometimes contradictory investigations can be shown, but it is

clear that a well-used and structured role-play can yield positive results without complications.

The process is complex, but the objectives set in the role-playing game to learn English

vocabulary can still be achieved.

Another article was found by Irkinovich (2022) called The Importance of Role-Playing

Game in Teaching English in a Non-linguistic University where the author highlights the

importance of using role-playing as a metacognitive learning strategy and of the same way he

implemented it. There it is mentioned that role-playing contributes to group training in terms of

the educational part. He emphasizes that role-playing used as a metacognitive learning strategy

can increase understanding of the people around them. In this case, this strategy is used, starting

by selecting and using learning strategies in a specific context with a specific purpose, that is,

before a role-play was carried out as a metacognitive learning strategy, in this work the linguistic

material with the help of training exercises. The work allowed the development of skills that

allowed students to focus on the importance of strengthening dialogue. Here, it was also used at
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the end to evaluate the use of strategies and learning after the role-playing game. The researcher

appropriately evaluated each student's contribution during and after the game.

Collecting the information, it was found that Irkinovich (2022) used role-playing as a

metacognitive learning strategy through the CALLA method. The author highlighted that it was

because the role-playing game implemented in this way can be used in the classroom for several

reasons, which are: Train the skills to speak in a situation, develop social skills, experiment with

language in a safe environment using new vocabulary and increase the confidence of shy

students.

With that in mind, the CALLA method was used following the step of building knowledge

and promoting self-efficacy. This was done by ensuring that the participants in this role play as a

metacognitive learning strategy implemented through the CALLA method had a more

autonomous management of their process, allowing the students to be aware of their learning and

to be able to carry it out at their own pace so that it would be effective at the end.

As a comparison, we have another article aimed at the implementation of role-playing in

the classroom to acquire vocabulary, this paper was written by Abdessallam et. al (2023) called

The Importance of Role-Playing Activities in Developing Students' Speaking Competence where

the author conducted research only where role-playing in English is used to acquire vocabulary

and questioned the participants about its use and what they thought about its use in the classroom.

It can be seen that there is a great difference between the work done by Irkinovich (2022) since

this author used role-playing as a metacognitive learning strategy based on the CALLA method,

which allowed students to work autonomously without the need to be guided all the time by the

teacher. Abdessallam et. al (2023) used another way, which will be presented below.

In that work, the intention of the author Abdessallam et. al (2023) was to interview to
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answer questions and understand how the participants perceive and feel the experience of

participating in oral practice through role-play activities. The questions were: Did you participate

in the role-play activity? Did you actively participate in the learning process? If yes, what

contributed to your participation? If no, what hindered your participation? Did you enjoy

speaking English during the role-play activity? If yes, what aspects did you enjoy? If not, what

were the challenges?

The results showed that all participants enthusiastically participated in the role-playing

activity because it provided them with the freedom to practice English with their peers in a fun

way. It was also one of the results obtained by the research carried out by Irkinovich (2022) since

the participants had a good process when participating in the role-play as a metacognitive learning

strategy because they acquired a large vocabulary, and on the part, it was thanks to group work as

well. One of the respondents in the work done by Abdessallam et. al (2023) mentioned that the

activity helped them practice spoken English and learn new vocabulary. Another participant

highlighted that the role-playing activity offered a great opportunity to interact with classmates in

English, which motivated them to practice speaking outside of the classroom. It was also evident

that there was a great desire for the teacher to incorporate these types of activities regularly to

improve their oral skills more often in the classroom.

Once again we found a concordance between the results evidenced by Irkinovich (2022),

since there was motivation in the students without the need to impose vocabulary learning on

them out of obligation. Continuing, Abdessallam (2023) also interviewed a teacher who

responded that he always used role-playing games in his class so that students actively

participated in the learning process and practiced English with their classmates. This is essential

since this activity is not so common to see in the classroom. He pointed out that he did not
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interrupt the students even if they made grammatical or pronunciation errors, since throughout the

role-playing the errors that occurred were corrected. Another interviewee stated that the

role-playing session had taught her to learn and pronounce new vocabulary. He found the session

happy and entertaining, as the students conversed freely in English without the teacher's

intervention.

As could be seen, the first author Irkinovich (2022) implemented a role-play used as a

metacognitive learning strategy through the CALLA method to strengthen the English speaking

of some students, that is, it included the learning of new vocabulary. On the other hand, there is

the research carried out by Abdessallam (2023) where he simply implemented an ordinary

role-playing game and learned what opinions his participants had about it. The results of both

investigations were positive since both authors worked on the role play with the same objective,

and effective results were obtained. The participants learned English vocabulary and were able to

use it orally very well. In the same way, all the members felt satisfied by being involved in an

activity to which they were not accustomed, which is why they were motivated to continue

learning English in this way. The above demonstrates that effective vocabulary learning could be

achieved using only role-play and also as a metacognitive learning strategy based on CALLA.

Various role-playing exercises implemented over time reflect the application of diverse

methodologies, some of which incorporate metacognitive learning strategies. This is evident in

the study conducted by Ruzmetova (2020), where role-playing was introduced as a method for

certain students to learn English vocabulary. In this instance, students were assigned specific

characters and tasked with creating an English story on their own; during the initial phase, the

teacher provided guidance and monitored the process. During this initial phase, the utilization of a

metacognitive learning strategy, specifically supervising the use of strategies, is apparent. It's



56

important to note that Lakhdar (2021) explains this strategy involves guiding the learning

progress (facilitated by the teacher's support), reviewing the strategies in use, and ensuring their

correct application.

Furthermore, in this role-playing game, it was also demonstrated that the students had to

create their own story autonomously with the assigned characters. This part of the activity was

carried out more independently. This revealed a fundamental learning strategy: the ability to

choose and apply learning strategies in a specific context for a specific purpose. This involved

thinking critically and making decisions independently to effectively manage the learning

process. Despite the teacher's continuous guidance, the students managed to actively participate

autonomously.

In this case, the teacher relied on the CALLA method, which allowed him to achieve the

desired objective: providing information (vocabulary) explicitly so that his students not only

memorized words in English but could also use them in a context outside of English. from the

classroom. This approach not only encouraged memorization but also the understanding and

practical application of the words learned. Students' autonomous participation in creating their

stories not only boosted their ability to remember vocabulary but also gave them the confidence

to use these words in real-world situations, reflecting meaningful and lasting learning. In short,

this experience not only enriched their vocabulary but also cultivated essential metacognitive

skills, such as independent decision-making and critical thinking, that are critical for long-term

learning.

When exploring research similar to that carried out by Lakhdar (2021), a study was found

in which a role-playing approach was used for learning vocabulary in English, based on another

type of audiovisual content. This study, carried out by Ruzmetova (2020), focused on film series
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popular among students. In the first stage, films that captured the interest of the students were

identified. Then, from this selection, the films that would be represented in the role-play were

chosen. Students participated in the exercise following an organized process.

As in the work of Lakhdar (2021), role-playing was also used in this study as a

metacognitive learning strategy. The selection and use of learning strategies in a specific context

for a specific purpose were applied, as well as supervision in the use of these strategies. However,

in this research by Ruzmetova (2020), a different approach was highlighted: the strategy of

evaluating the use of strategies and learning was implemented. At the end of the role-play based

on these films to acquire English vocabulary, students were allowed to reflect on the effectiveness

of the exercise, whether they had learned English vocabulary, and whether they considered it

useful to repeat it on other occasions. This method not only allowed students to actively

participate in the learning process but also offered them a reflective opportunity to evaluate and

improve their language skills autonomously.

In the study carried out by Ruzmetova (2020), the effective implementation of the

CALLA method could be observed. The main objective was for students to acquire vocabulary in

English, but instead of following a traditional approach, an innovative methodology was chosen

based on the representation of their favorite hobbies. In this process, the essential steps of the

CALLA method were identified, although the author did not explicitly mention them in his

research. One of the key phases of the CALLA method that became evident was the integration of

language and content. By using students' hobbies as context, they not only learned new English

words but also understood their application in real situations. Furthermore, the explicit teaching

of strategies was another prominent feature of this approach. Students not only memorized

vocabulary but also developed metacognitive skills by reflecting on the strategies they were using
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to understand and retain the words.

Knowledge construction was another crucial aspect of the process. Students did not

mechanically memorize words, but instead internalized them through immersion in situations

related to their interests, which facilitated a deeper and more lasting understanding of the

vocabulary. Additionally, self-efficacy was promoted, as students realized that they could learn a

new language in a way that was fun and relevant to their daily lives, which increased their

confidence in their language skills. In short, this innovative approach not only achieved the goal

of teaching English vocabulary, but also fostered critical thinking, self-efficacy, and a deeper

understanding of the language. Through acting out their favorite hobbies, students not only

learned words but also acquired valuable language skills that would be useful to them in

real-world situations, thus demonstrating the effectiveness of the CALLA method in a creative

and motivating educational context.

When analyzing previous research, specifically the study carried out by Lakhdar (2021)

titled Using Role-Play Technique for Vocabulary Acquisition A Case of Third-year EFL Pupils at

Al Imam Ali middle school in Touggourt, and the work carried out by Ruzmetova (2020) called

the role of teaching vocabulary competence in English, the effectiveness of role-playing as a

metacognitive learning strategy has been confirmed. These studies reveal that certain aspects of

role-playing were used in these implementation processes to acquire English vocabulary.

However, to apply these strategies optimally, it is essential to understand them in depth.

Both studies relied on the CALLA method as a theoretical framework, underscoring the

importance of this pedagogical approach in successful role-play implementation. The results

obtained in both investigations demonstrated their effectiveness since the majority of participating

students completed the activities successfully. This indicates that the combination of the CALLA
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methodology with role-playing not only enriches the learning process but also facilitates the

acquisition of English vocabulary significantly for Spanish-speaking students. These

investigations not only validate the usefulness of role-playing as a metacognitive strategy but also

highlight the importance of its application within the context of the CALLA method. These

findings offer valuable insights for educators interested in improving English vocabulary learning

in Spanish-speaking students through innovative and effective pedagogical approaches.

In another relevant study conducted by Martinez et. al (2019), the use of role-playing

games was explored as a metacognitive strategy to improve English vocabulary in school students

in their third grade. In this work, several sessions specifically designed to implement role-playing

games were carried out to strengthen vocabulary knowledge. Although the results initially

showed positive aspects, such as the adequate performance of the students during these sessions, a

fundamental limitation in the learning process was identified.

Despite the students' active participation and correct use of vocabulary during the

role-play sessions, a worrying pattern emerged. Learning was limited to very specific contexts,

that is, to each session. This meant that, although students showed adequate vocabulary skills

during a class, they tended to forget those words and adopt new ones in the next session. This

phenomenon raised important questions about the retention and transfer of acquired knowledge to

situations outside the role-playing context.

In the study, it was revealed that students were provided with specific vocabulary in the

hope that they would be able to internalize it through oral practice during the role-play sessions.

Although some degree of learning was achieved during these activities, this knowledge appeared

to be ephemeral. Students were faced with a momentary memorization exercise without

developing a deep understanding or sustained awareness of the continued importance of
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vocabulary in their learning process. This finding underscores the need to address not only

vocabulary acquisition but also its long-term retention and applicability in broader situations.

Identifying strategies to foster effective retention and transfer of vocabulary learned during

role-play activities becomes an essential challenge for educators and highlights the importance of

deeper metacognitive practice to ensure meaningful and lasting learning.

Later, a very similar study was carried out by Navarro and Pita (2021), which also

involved students as the study population. Similar to Martinez et. al (2019) work, this study

employed a role-play to teach vocabulary. In the case of Navarro and Pita (2021), the vocabulary

focused on real-life situations. This vocabulary was provided to the students to be used during

their performances in the role plays. However, there were some unfavorable results: students

tended to forget the dialogue during the role-play, and keeping everyone's attention and

participation was difficult. Furthermore, it was noted that a memorization approach was

attempted, where students were expected to learn the vocabulary provided by simply repeating it

once or twice during the role-play, but this method was not meaningfully effective.

Considering the two previous studies, the first written by Martinez et. al (2019) titled

Role-playing Game as a computer-based test to Assess the Resolution of Conflicts in Childhood

and the second by Navarro and Pita (2021) called Importance of Role-plays to improve speaking

skills of the English language, the lack of metacognitive learning strategies was evident. Although

the results were not completely satisfactory, this does not imply that the methodologies

implemented were a total failure. In both cases, an attempt was made to use role-playing as a

metacognitive learning strategy. However, it is important to remember that in a research

monograph, such as the two works mentioned above, the results are not always completely

effective. This is because both articles adhered to the traditional approach, which was to provide
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new vocabulary and use it in a performance, and so on in each implementation session.

A crucial aspect that was overlooked was the lack of an ongoing process, structured

assessment, or completely autonomous work on the part of the students. This lack of follow-up

resulted in many students only learning during class and then forgetting what they learned by not

reviewing it after the sessions. Consequently, although metacognitive strategies were attempted,

the lack of a deeper and more continuous approach to encourage reflection and autonomous

application of vocabulary led to insufficient retention of acquired knowledge.

In the context of this literature review, the article How Do EFL Learners Interact and

Learn English Communication Skills during a Role-Play Strategy? written by Alghamdy (2022)

was analyzed. Unlike a conventional research approach, this author does not delve into a detailed

monograph involving a specific population and the implementation of role-plays. Instead, the

author presents an overview, highlighting certain positive and negative aspects of using role-plays

in the classroom to acquire vocabulary.

In this same area, we find the work of Zakaria et. al (2019) entitled Exploring Perceptions

of role-play activities in English as a second language (ESL) classrooms. Unlike Alghamdy

(2022), they engage deeply with a specific population, using role-playing as a metacognitive

learning strategy. His main objective is to strengthen oral expression through this exercise, which,

of course, includes active vocabulary development. In this comparison, we aim to assess the

differences and similarities between Alghamdy’s (2022) and Zakaria's (2019) approaches to the

use of role-playing as a pedagogical tool. While Alghamdy provides a more generalist

perspective, Zakaira dives into the practical application of this strategy, working directly with

students and their specific needs in terms of oral expression and vocabulary.

First, the relevance of incorporating play activities in the classroom to teach a foreign
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language is highlighted. Alghamdy (2022) emphasizes that one of the most effective games is

role-playing, especially when used as a metacognitive learning strategy. However, sometimes this

is not enough, as a specific approach is needed for its implementation, such as the CALLA

approach. The author indicates that if not handled properly, this technique can affect the

development of attention and, in some cases, thinking. In addition, Zakaria et. al (2019) points out

that role-playing games are effective in improving oral expression in English, addressing aspects

such as diction, vocabulary, and grammar. Therefore, there are two contrasting perspectives. The

first author mentions the possible disadvantages of role-playing games, while the second

highlights their benefits. The arguments of each will be explored in detail below.

As mentioned above, Alghamdy (2022) raises the concern that playful activities, including

role-playing games, could have negative consequences, affecting crucial aspects such as overall

concentration and memory in the learning process, regardless of how this game is used. This

perspective, however, is in stark contrast to the research conducted by Zakaria et. al (2019). In his

study, Garma implemented role-playing as a metacognitive learning strategy, applying the

CALLA approach to a large group of students with the specific objective of improving their

diction, vocabulary, and grammar in English.

To evaluate the impact of this strategy, Zakaria et. al (2019) conducted a diagnostic test,

the results of which indicated that the students had not shown significant improvements in their

oral expression in English, including good command of new vocabulary. As a result, the author

decided to incorporate role-playing into his methodology. Although the role-plays were not

explicitly mentioned, Zakaria et. al (2019) introduced two key metacognitive strategies: the

selection and use of specific learning strategies in a particular context, clearly defining which

strategies to employ and how to apply them. This step-by-step guided approach enabled students



63

to understand and apply the strategies effectively to meet the learning objectives.

The results of Zakaria et. al (2019) study were encouraging. Students significantly

improved their vocabulary, thanks to the indirect memorization of new words that focused on the

CALLA approach, and also expanded their imagination by actively participating in the role-play

dynamics. These positive results contradict Alghamdy (2022) premise about the possible

detrimental effects of role-playing. In this specific context, role-playing was effectively

implemented, not only improving students' vocabulary but also stimulating their creativity and

active participation in the learning process. These findings suggest that the way role-playing

games are structured and incorporated in the classroom may play a crucial role in their

educational impact.

Once again, the discrepancy between the perspectives of Alghamdy (2022) and Zakaria et.

al (2019) becomes apparent. Although both authors are situated in the same era, their views

diverge significantly. Alghamdy (2022) stresses that role-playing, like any other strategy, harms

learners' metacognitive processes when used consistently in the context of learning English. In

contrast, Zakaria et. al (2019) comprehensive research reveals that the application of role-playing

not only strengthens vocabulary but also other English skills. These findings suggest the viability

of role-playing as a metacognitive learning strategy, which is extremely functional in educational

processes such as this one.

In addition, Zakaria et. al (2019) highlights that role-playing games can be effectively

integrated as part of the CALLA approach, showing themselves as a complement capable of

contributing significantly to vocabulary expansion and skill development in English. This

statement highlights the versatility of role-playing games, not only as tools to foster creativity and

active participation but also as viable metacognitive strategies to enhance knowledge acquisition
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processes, especially in the linguistic domain.

Ultimately, this disagreement between the authors' perceptions highlights the complexity

of English language learning and the need to thoroughly explore and understand pedagogical

strategies to maximize their effectiveness. While Alghamdy (2022) raises concerns about the

negative effects of role-playing on metacognitive processes, Zakaria et. al (2019) offers concrete

evidence that role-playing can be a valuable and adaptable tool in the arsenal of metacognitive

strategies to enhance English language learning, especially when properly integrated into

established pedagogical approaches such as CALLA.

In addition, it is relevant to mention a recent study conducted by Chahuillco and Jiménez

(2020) entitled " La dramatización como herramienta didáctica para la mejora de la calidad del

aprendizaje en la expresión oral del idioma inglés." In this research, the authors emphasized the

critical need to develop speaking skills in students. The study originated from the difficulties

students faced in learning English, such as fear of making grammatical errors, lack of

self-confidence, and limited vocabulary knowledge. These obstacles generated a lack of

motivation to practice speaking in the language.

The fundamental objectives of this research included examining how the role-play

technique could improve students' speaking skills and capturing the students' own opinions about

the use of this technique in their learning. In this context, role-play was employed as a

metacognitive learning strategy designed to raise students' English vocabulary levels. In this

approach, the CALLA method, a pedagogical approach that emphasizes the teaching of

metacognitive strategies to improve language acquisition, was incorporated.

This study not only highlights the importance of addressing the emotional and linguistic

barriers that impede the development of oral expression in English but also the value of
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metacognitive pedagogical strategies, such as role-play integrated with the CALLA method, to

overcome these difficulties. Thus, this work not only contributes to the understanding of how to

improve students' oral skills but also to the effective implementation of innovative techniques in

the educational setting to overcome the challenges students face when learning a foreign

language.

In this research, participants were chosen according to their age and were immersed in

various role-playing situations, using the tactic of selecting and applying learning strategies in

specific contexts with defined purposes. Both the use and learning of these strategies were

carefully assessed in the process. Subsequently, a study conducted by Rodríguez et. al (2020)

entitled La dramatización para el perfeccionamiento de la destreza oral en el idioma inglés was

found, which also highlighted the importance of incorporating role play as a metacognitive

learning strategy. The author emphasized that role-playing, within the educational process, seeks

to have students act out behaviors or expressions related to what they are learning in social

situations or human interaction.

Given this context, Rodríguez et. al (2020) compiled both the advantages and

disadvantages of role-playing as a metacognitive learning strategy in their study. In the following,

these observations will be detailed and a comparison will be carried out with the results obtained

in the Research made by Chahuillco and Jiménez (2020). This comparison will allow a thorough

understanding of how role-playing as a metacognitive strategy has been interpreted and applied in

different educational contexts, shedding light on possible variations and similarities in the results

obtained by both studies.

In the aforementioned study, Rodríguez et. al (2020) highlights certain advantages of

role-playing as a metacognitive learning strategy where It facilitates solid and lasting retention:
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role-playing ensures that participants retain the experience in a meaningful and prolonged way in

memory. Not only is it a rewarding experience, but it also contributes functional knowledge to the

brain's memory. Generates interest and motivation, It is highly interesting and motivating for

students, transforming the dynamics of the classroom and making it more dynamic, unique, and

fun. Encourages passion and collaboration, awakens passion and optimism in students to learn

English, while fostering a sense of collaboration in the classroom. In addition, offers active

participation, that allows students to participate directly in situations that will be discussed during

the learning process, involving them actively in their education.

Subsequently, Rodríguez et. al (2020) identifies some limitations of role-playing as a

metacognitive learning strategy. It requires extended time, role-playing demands significant time

to achieve its goals since it involves the introduction of new vocabulary (in English) that must be

applied in each exercise. Requires creativity, both teachers and students must possess a high level

of creativity, which is not always available to all teachers. Lack of creativity can hinder the

effective implementation of this technique. Shyness of students, many students feel self-conscious

about participating in role-plays, which can hinder the effectiveness of the activity. Risk of

failure, if the role play is not conducted properly, it may not only produce unsatisfactory results

but may also fail to meet the learning objectives and thematic and verbal limitations, not all topics

can be addressed through this strategy, since role-play occurs in real-time and it is not possible to

work with all verb tenses, especially in the context of the English language.

As observed, Rodríguez et. al (2020) identified numerous drawbacks associated with the

use of role-playing. One of the significant drawbacks was the lack of positive outcomes often

observed in this activity. Additionally, the students involved in these exercises frequently failed to

exert substantial effort in achieving the intended objectives. However, in the initial research
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conducted by Chahuillco and Jiménez (2020), it was demonstrated that role-playing games, when

utilized as a learning strategy based on the CALLA method, could substantially enhance students'

confidence and fluency in public speaking, incorporating the appropriate vocabulary they had

learned.

The students were notably motivated by the enjoyable classroom atmosphere, which

contrasted with the conventional teaching methods used to impart English vocabulary. Moreover,

employing role-playing games as a metacognitive learning strategy emerged as a viable

alternative technique for teaching speaking skills. Through this approach, students directly

applied the expressions they had acquired in diverse situations, resulting in positive outcomes

when this method was employee.

CHAPTER 4. CONCLUSIONS

After thoroughly exploring the extensive articles related to role-playing used as a

metacognitive learning strategy through the CALLA method for vocabulary acquisition, this

literature review has provided in-depth insight into the implementation, shortcomings, and key

advances in the use of this strategy. Through synthesis and critical analysis of the studies

reviewed, significant gaps in the existing strategy have been identified. These revelations have

not only enriched the understanding of role-playing for vocabulary acquisition but have also

exposed relevant aspects of areas that require more rigorous and detailed future research.

This literature review evidenced the lack of use of role-playing as a metacognitive
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learning strategy within the framework of the CALLA method, a significant disconnect has been

observed between solidly grounded pedagogical theory and its implementation in the classroom.

Even though the CALLA method has proven to be a powerful tool for the development of

metacognitive skills and the improvement of learning in students at various educational levels, the

integration of role-playing, a technique widely recognized for its ability to foster metacognition,

remains a marginalized practice and thought of as too complex.

The studies analyzed have conclusively demonstrated that the reflective and effective

incorporation of role-playing games as a metacognitive learning strategy through CALLA to

acquire vocabulary in the educational process not only enriches the understanding of the content

but also promotes fundamental metacognitive skills in the students. Appropriately applying

role-playing in this way offers a dynamic and participatory learning environment. The

opportunity to take on diverse roles and perspectives not only enhances empathic understanding

but also reinforces students' ability to evaluate their learning strategies and adjust them as

necessary.

One of the specific reasons for this lack of adoption can be attributed to the resistance to

change that is ingrained in many educational systems, i.e., teachers sometimes do not change their

methodologies, which prevents the exploration of different strategies for learning English

vocabulary. The introduction of new pedagogical strategies is often met with institutional

challenges, from lack of resources and training to educators' restriction of moving away from

traditional teaching methods. In addition, a lack of awareness of the specific benefits of

role-playing as a metacognitive learning strategy in the context of the CALLA method has led to

an underestimation of its educational potential.

It was found that in all of the articles reviewed, role-playing was used to improve and
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learn English vocabulary. In some, it was intended to be used as a metacognitive learning strategy,

however, it was not explicitly mentioned. It could be seen in the methodology of each one that

this was the intention, but in all of them it was found that role-playing was used as a

metacognitive learning strategy to acquire vocabulary in English, however, it was not used

appropriately although some results were positive. It is remembered that to implement an activity

as a metacognitive learning strategy orally, the steps must be followed: Selecting and using

learning strategies in a specific context with a specific purpose, supervising the use of strategies,

orchestrating various strategies, and evaluating the processes. Taking them into account, it was

found that all the research carried out and reviewed only used two or three of the steps.

The above does not mean that the results were completely negative, since in some cases

good vocabulary learning was achieved using the role-play in this way and the students

participating in the research felt motivated when it came to being integrated into a different

method. to which they were accustomed. However, it is essential to recognize the importance of

following each step of a metacognitive learning strategy to carry out a meaningful process for the

teacher and the students. Otherwise, there may be a risk that students will learn English

vocabulary momentarily and not use it throughout their lives.

On the other hand, we have the CALLA method, which also complies with specific steps

to develop it correctly and for the results to be significant. In the same way, it was found that in a

few of the reviewed articles this method was used, that is, it was not taken into account for the

learning of English as a foreign language. It is remembered that the five steps of the CALLA

method are integration of language and content, development of cognitive and linguistic

strategies, explicit teaching of strategies, construction of knowledge, and promotion of

self-efficacy. Some investigations implemented it, but none followed CALLA step by step. That
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is why, although some results were good, it was not guaranteed that significant and lasting

learning would remain in each student.

It is critical to recognize that role-playing not only provides an opportunity to explore

curricular content in a practical and contextualized way, but also allows students to develop

essential metacognitive skills, such as self-regulation, planning, and reflection on their learning

process. These skills are critical for academic success and preparation to face cognitive and social

challenges in everyday life.

To address this implementation gap, a comprehensive approach involving educators,

researchers, and policymakers is needed. Significant investment is required in the development of

specific teaching materials that integrate role-plays used as a metacognitive learning strategy

within the CALLA method, providing educators with the necessary tools and strategies for

effective implementation. In addition, teacher training should be adapted to include instruction on

how to incorporate role-plays meaningfully into the classroom, capitalizing on their ability to

enhance both content knowledge and students' metacognitive skills.

The research will also focus on evaluating the long-term impact of integrating role-playing

as a metacognitive strategy into the CALLA method, analyzing how this combination affects not

only academic performance but also students' motivation, self-esteem, and disposition towards

learning. Only through this collaborative approach and sustained investment in professional

development and educational resources can we unlock the true potential of role-playing as a

metacognitive learning strategy and thus transform students' educational experience by having

them learn new English vocabulary and use it appropriately in all contexts in which they find

themselves.
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