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Introduction

The topic of the diploma thesis was chosen in regard to the experience of the author with
teaching English in kindergarten environments and subsequently at upper primary level. The
author was accustomed to teaching young learners through the means of song and play, which
based on numerous pedagogical and psychological studies are fundamental techniques for
child learning. The question arose of whether the use of games in upper primary EFL
classrooms is feasible and to what extent, if at all, English teachers of this level make use of

games in their lessons.

When conducting preliminary research, the author continuously discovered that authors and
teachers were inclined not to promote gameplay in lessons with teenage students. Wright
states that young adolescent learners may be reluctant to play games, as teenage learners tend
to be more self-conscious and reserved (3). The author’s own experience teaching adolescent
learners proved to contradict these theories. However, the author would encounter teenager
learners in the context of individual home education and thus had no solid ground to base
their theory on, that games do provide meaningful language practise for pupils of upper

primary schools.

The aims of this diploma thesis are to discover:

- whether English teachers of upper primary levels use games in their lessons, which
types, how often and with what aims.

- whether English teachers and pupils of upper primary levels perceive the use of games
in the EFL classroom as meaningful.

- determine whether games prove to be meaningful to language learning in EFL classes
of upper primary schools through qualitative research methods in classes of two Czech

primary schools.

The diploma thesis consists of a theoretical analysis of games in general and games used to
teach English as a foreign language. The author attempts to categorise games and outline the

methodology of their use in EFL lessons.



The author conducts research using quantitative methods, namely two different surveys with
the aim of collecting data on the views of teachers and pupils on the use of games in the upper
primary EFL classroom in regards to the practical use of games, typology of games used and
the significance of their implementation in English lessons.

Qualitative research in the forms of interviews and observations aims to examine the practical
use of games in eight different English lessons and to reveal whether the participants of the

research perceived the implementation of selected games as meaningful to language learning.

Games that may be played in any indoor environment without the need of information
technology or any other media sources, will be studied in the current work, thus disregarding
computer games, video games or online games. The author decided that the format of
video/computer/online games will not researched in the present work as, although the
percentage of schools that do not have the means of ICT to be used in lessons is fairly low,
according to research, with 20.3% of small primary schools and 11.8% of larger primary
schools not being equipped with means of ICT (Czech School Inspectorate), the use of online
games in EFL lessons is limited by a number of factors. Not every language classroom is
equipped with an interactive board and the author believes that games that are to be played in
an ICT classroom do not lend themselves to meaningful interpersonal communication and the
development of social and personal skills, key competencies in any subject at primary level.

The author also believes the topic of the use of online/computer/video games in English

lessons at upper primary school is deserving of a work dedicated specifically to this subject.



1 Definitions of Games

1.1 Games in General

The definition of a game, as with a number of other terms, varies to a lesser or greater extent
depending on the field of reference. A look into the dictionary offers definitions of a game in
the broadest sense of the term. The Merriam — Webster dictionary defines the term as “a
physical or mental competition conducted according to rules with the participants in direct
opposition to each other.” Collins dictionary gives a similar but more specific definition,
describing the term as “an activity or sport usually involving skill, knowledge, or chance, in
which you follow fixed rules and try to win against an opponent or to solve a puzzle.”

From both definitions it is clear that games are mental or physical activities with an aim (to
win), governed by rules and contain an element of competition, although the player may not
necessarily compete against other players but might compete against themselves i.e. the
player may try to better a previous score. These definitions seem incomplete as neither
addresses the element of enjoyment, which is, according to MiSurcova, the most basic and
important feature of a game and is bound to the voluntary participation of players (30). A

game is played by those who want to play the game and in turn enjoy doing so.

German game designer Wolfgang Kramer sees games as objects, which consist of
components, meaning the physical parts of the games, such as a board, figures, cards; have
rules, a goal, an always-changing course and are competitive. The components of a game are
not restricted to physical objects such as boards and figures in a board game like Monopoly
but can manifest themselves in more abstract units such as words and thoughts in such games
as I Spy or Word Football. In sports games, the actual players become the components of the
game as well as the agents.

Kramer describes rules as game defining, meaning a game cannot exist without a set of rules.
If there are no pre-set rules participants are engaging in play, not a game.

Games also have specific goals, which can be defined, according to Kramer, in two ways, as a
victory condition or requirement and as the strategy needed to win the game. The victory
requirement may be to earn a certain amount of points or to get a figure to the finish space in

the least amount of time. In board games such as Snakes and Ladders the singular goal is to



get to the finish space before the other players. Some games, however, require strategy to
become the winner, which becomes the secondary goal of the game.

Games are rarely played only once and players have the opportunity to build a strategy for
winning, which may vary according to the course of the game, which Kramer suggests is
governed by chance and other players. Chance offers unpredictability in games and is what
renders them interesting to players. A game with a known course and outcome would surely
prove tedious and players would soon become uninterested.

The final criterion for games is competition, which exists in all games, even cooperative
games and those designed for a single player, whether players work in teams or on their own,

they always play against a game system.

It is clear that the term game can be defined by the following criteria:

e aim

e rules

e competition (interaction)
e enjoyment

e arbitrary course (within a fixed time frame: clear beginning and end)

Games vary according to the environment in which they are used, spatial setting, the number
of players and equipment needed are some requirements that need to be taken into
consideration when defining the term. This thesis deals with games in a very specific
environment, that of the language classroom. A variety of games can be used in the learning
environment, however, not all games contribute to the learning process of the participants, the
students. Whilst many non-educational games may be adapted to meet the needs of a lesson,
there should be specific characteristics of educational games and furthermore of those
specifically designed to teach language. The following breakdown of the terms
educational/didactic game and language-learning game should bring some more insight into

the topic in question.
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1.2 Educational Games

The term didactic game is widely used in Central and Eastern European countries as a term
for a game with a didactic goal, an aim to teach. (Czech/Slovakian: didakticka hra; Polish: gra
dydaktyczna; Croatian: didakticheska igra; Hungarian: didaktikai jaték). In English speaking
countries the term educational game is more common as the adjective didactic tends to have a
slightly negative connotation (“didactic”). The term serious game is also used in the context
of game-based learning; however, these games with educational content are mostly in video
format and are part of an educational approach, which is based on the use of games in a larger
and long-term scale (game-based curriculum) and therefore will not be studied in the current

thesis.

A didactic game is specific in its rules, content and form. The rules of an educational game set
the exact requirements and increase the educational effectiveness of the game (Duri¢ and
Bratrska 65). In the language classroom this could mean designating the specific grammatical
structure, which is to be used or allowing the employment of particular vocabulary only.

The content of a didactic game is evidently educational and specifies the game goals, which
are to stimulate and develop cognitive processes and to drive students to expand and use their
knowledge and skills. In a language-learning environment this would entail students
practising and developing reading, writing, speaking, listening skills and learning and
consolidating specific vocabulary or grammatical structures.

“The form of didactic games represents the specific manner in which the didactic goal is to be
gained or fulfilled. In order for the students to be interested and motivated to meet the game
goal, it is essential that the didactic game is fun and attractive, increasing the student’s
involvement.” (Duri¢ and Bratrska; Priicha 48). In this regard it is important to understand the
students’ learning styles and their intelligence types, as a class of students predominantly
strong in bodily-kinesthetic intelligence, for example, would perhaps much rather play a game

of Simon Says than I Spy.

The definition of an educational game should serve as a basis for the designation and
development of language games, as language and language development are among the
cognitive processes, which are advanced through the students’ involvement in educational

games.
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1.3 Language Games

There has been extensive research on the subject of games used for language teaching and a
number of definitions have been given by various scholars, who use different terms, including
language-teaching games (Lee), games for language learning (Wright) or language games
(Andrade) (Greenall).

The current author believes that the term EFL-learning games is most suitable as it clearly
denotes the aim of the game and the context in which it is used and thus the term will be used

hereafter to denote games used to teach English as a foreign language.

As various scholars use various terms, the definitions of games used to teach a foreign
language do differ and in some cases are even interchanged with the term language activity
and used as synonyms. Christina Cabal uses both terms interchangeably in her post on low-
preparation games to practise present simple questions, as does Jill Hadfield in her

introduction to Elementary Communication Games and other books in this series (4).

An activity in the context of teaching refers to active participation of students in a predefined
manner, in a specific time frame with a particular objective (Brown 129)

EFL-learning games therefore fall under the category of classroom (language) activities,
however, consist of additional characterising elements. Distinguishing between the elements
of language learning games and language activities can prove to be problematic as there is, as

previously mentioned, no consensus on the definition of the term.

Brown (183) states that “games could be any activity that formalizes a technique into units
that can be scored in some way” and that an activity can be turned into a “game” through the
use of a scoring system, implying that the difference between language games and language
activities lies in the lack of a point system in the latter. However, his use of scare quotes with
the term game suggests that games created by assigning a scoring system to a language
activity are in some way inadequate. The present author believes that such language activity
“games” may lack the element of fun as illustrated in the following example: Students are
given a gap fill writing activity. The teacher presents a point system, which qualifies the

student(s) with the most correct answers as the winner(s).

12



As the element of joy and satisfaction in a game is regarded as its most fundamental feature
(Misurcova et al. 30), referring to such language activities as games should be avoided.
Students could become disappointed and in turn demotivated to participate when promised a
game and upon initial engagement come to realise they are involved in a language activity
with the mere addition of points. This undermining of students’ intelligence can lead to

distrust in the teacher and long-term problems, especially motivational, in the classroom.

The current author believes that one difference between an EFL- learning game and activity is
that of its arbitrary course. Although a game has rules and a fixed time frame, the course of
the game will differ each time it is played due to chance and varying strategic behaviour of
the players. The course of completing an activity, however, although also possibly non-
identical when repeated, is far more rigid than the course of a game and less susceptible to
change. This results in the repeatability of games, which according to Kramer, is affected by
the level of chance. Another major difference is the dual aim in an EFL-learning game, which
is not only to practise specific language but also to advance over other players by, for
example, being first to move a game piece to the end of a board, or collecting the highest

number of cards.

Although various definitions of language games lack total conformity among themselves,
there exists a number of elements partially agreed upon: closure, a game consists of a
beginning and end (Lee); rules, a game is governed by specific rules (Rodgers, Lee,
Hadfield); goal, there is a particular objective to be reached in playing a game, that of
consolidating language being taught (Hadfield, Danesi, Greenall, Wright); and enjoyment,
the game is engaging and fun for the participants (Rodgers, Hadfield, Wright). There is some
division in opinions on the element of competition, which is deemed integral in language
games by Greenall (6), however, Hadfield and Wright both believe competition can have an
adverse effect on students’ participation as “the competitive element or the need for speed
often distorts the language used” (Hadfield Elementary Communication Games 4) and can
lead to “less able learners to give up and the more able ones to develop a false sense of self

achievement” (Wright 6).

The criteria for EFL-learning games are, as is evident, mostly in accordance with that of

general games with the additional aim of language learning. By synthesising the definitions of

13



the terms general game, didactic game and language learning games it is possible to reach a
clear definition of the term EFL-learning game, which will serve as a basis for the current

thesis:

An EFL-learning game is a challenging and competitive closed repeatable
activity governed by a set of rules, in which language skills are employed (and

thus practised and developed) in order to achieve a certain objective (win the

game) in an enjoyable manner.
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2 Types of Games

2.1. Types of Non-Language Games

The typology of games varies according to factors such as number of players, game
environment, interaction between players etc. but perhaps the most common aspect according
to which games are categorised is the means of the game, the game components (Kramer), or
primary implements (Whitehall). According to Whitehall games that are played indoors,
which he refers to as table games, can be categorised into seven types: board games, card
games, word games, dice games, memory games, tile laying and domino games and
action/dexterity games. These types of games will be studied in the current work, as games
played in the EFL classroom will be in the majority of cases confined to the classroom space
and therefore correspond to the table games characterised by the indoor environment in which
they are played.

Whitehall’s classification does omit video games, which suits this work well, as the thesis

will, for reasons previously mentioned, only be dealing with non-digital forms of games.

2.1.1. Board Games

Board games make use of a playing surface and game pieces that are moved around the board
according to the game rules. Although board games specifically for language learning do
exist, a number of non-language learning board games may be used in the EFL classroom and

be altered to suit the specific needs of the lesson.

2.1.2. Card Games

Card games make use of cards, which are distributed among players and then manipulated

according to the game rules.

15



2.1.3 Word Games

Word games incorporate implements such as pencil and paper or whiteboard and pen, also
boards and tiles in the instance of Scrabble, which is a combination of board, word and tile-
laying game. The aims of word games are for players to form or guess words based on given

criteria. Miming games and guessing games fall under the category of word games.

2.1.4. Dice Games

The main component of this type of game is a dice, used as a random number generator.
Conventional dice games seem to be the least suitable for the EFL classroom, as most do not

require the use of meaningful language in a communicative manner.

2.1.5. Memory Games

Memory games usually consist of picture cards, which are to be memorized. Memory games
are most often used to introduce and practise new vocabulary items, especially with younger

learners.

2.1.6. Tile-laying Games

Tile-laying games consist of specific tiles, which are laid onto a board according to the game
rules. As the act of laying tiles does not call for language communication,
these types of games would seem to be more suitable for passive language learning and the

practice of listening, reading and possibly writing (spelling) skills.

2.1.7 Action/Dexterity Games

Similarly to dice games, most classic dexterity games, such as Jenga, do not require players to
verbally communicate or use language in any way, rather those playing the games are
required to excel in their physical aptitude against each other. However, some action/dexterity
games may be suitable to be used in methods such as Total Physical Response, in which
students physically respond to commands by either the teacher or their peers. Simon Says is a

common action/dexterity game used in EFL instruction.
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This typology refers to the physical implements or components of games, which are
manipulated by players in gameplay. There is, however, one other important aspect, according

to which games are classified and that is of the role of chance and strategy.

2.1.8 Games of Chance

Games of chance are games in which the course and outcome is determined by chance rather
than skills of the players (“game of chance”). The element of chance or luck in games renders
them more approachable than strategy games, as it is easier for players with fewer experience

or less-developed strategic skills to win.

2.1.9 Strategic Games

Strategic games require players to plan and anticipate, then execute a strategic plan of action
to change the course of the game (Larson et al. 233). Games based on strategy allow players
to gain a certain degree of control over the course of the game, which enables them to become

more involved and in turn more motivated.
In order for players not to lose interest, games should encompass a balance of chance and

strategy requirement, as the course of games governed mainly by chance could seem unfair to

players who render themselves skilled and who desire to show off their skills (Gav).

17



2.2. Types of Language Games

While there are an endless number of games, and many non-language games may be used in
the EFL classroom, adapted or in their original format, it is perhaps more convenient to take a

look at the typology of those games primarily used to teach English as a foreign language.

There are many ways to categorise language games and various authors have dealt with this
problem differently, some according to the nature of the games, how they are played, where
they can be played, others according to which language patterns are practised or which

language level the games are suitable for.

The most logical and practical way of categorising games seems to be according to language
systems and language skills that are practised and developed, as the teacher will most likely
be choosing to use a game relevant to the syllabus and to practise a certain language structure
currently being taught in the lesson. Having established the language to be developed using
the game, the teacher may then decide on other factors, such as whether the students will
benefit from a competitive game or rather a cooperative one, whether the students will play in

pairs or groups, and which specific materials (cards, board etc.) will be used.

2.2.5. Communication Games

Games that promote communication between students and aid in the learning and practise of
discourse structures are found in the category of communication games (Carrier), cooperative
communicative games (Hadfield) or according to Danesi, interactional games.

The didactic aim of communication games is for students to communicate amongst each other
in the most effective manner possible by using sequences, phrases and discourse markers
being taught in the lesson. Other language systems may also be practised, such as specific
grammar structures or vocabulary use, communication games are therefore not only restricted
to discourse practise only. Needless to say, communication games also enable students to

develop all four of the language skills.

2.2.6. Linguistic Games

18



Games allowing extensive practice in specific language systems, namely grammar,
vocabulary and phonology are described as linguistic games (Hadfield), language point games
(Carrier) or discrete point games (Danesi). The didactic aim of these games is for the students
to accurately produce certain grammatical structures or remember specific items of
vocabulary rather than to convey a message to other players, as is the aim of communication

games.

2.2.7. Language Skill Games

Authors such as Wright and Andrade primarily classify games on the basis of which language
skills are practised: writing games, reading games, speaking games and listening games. As
language skills cannot be developed without the knowledge of language systems, it is notable
to state that all language games are language skill games focusing on a specific skill or a set
of skills together with a certain system or set of systems. The didactic aim of linguistic skill

games is to develop language skills and their subskills.

LANGUAGE LEARNING GAMES

l

LAMGUAGE SKILL GAMES

FLUENCY - FOCUSED GAMES ACCURACY - FOCUSED GANMES
communication games code-control games / linguistic games
(discourse games)
ELAMmAr ganmes viocabulary games phonoclogical games
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3 Games in the upper primary EFL Classroom

3.1 Reasons to Use Games in the upper primary EFL Classroom

Games undoubtedly bring an element of fun into the classroom, reducing any tension or stress
during lessons. As students benefit from a relaxed, informal environment, which enhances
their learning experience, games directly and positively affect the manner in which students

learn a language.

Not only do games enrich lessons with amusement, they also offer an opportunity to use
language in meaningful situations without the pressure of accuracy in language production,
which other activities may call for. As Greenall (7) states “students are less likely to be
troubled by fear of making mistakes since the consequences of inaccuracies and
misunderstandings are fictitious and have no real significance.” This applies assuming that the
student’s participation in games is not assessed and included in the overall evaluation of the
student’s work in class. If this, however, is the case, the teacher should do so without the
student’s knowledge as the pressure of producing language correctly would remove the
element of fun from the game experience. It is perhaps more suitable to use games in this
sense as a testing mechanism, exposing areas of weakness and the need for remedial work

(Carrier 6) rather than as a formal means of evaluation.

Games enable the practice of specific language points and the development of language skills
as well as communication in real life situations. A key element of language learning should be
the use of authentic language, and games enable the use of this authentic and spontaneous
language through student communication with the aim to accomplish a certain goal. This type
of communication can be created with the use of games through opinion gap situations, which
may be repetitive and become similar to drills, though by conveying information and
opinions, provide the opportunity to sense the working of language as living communication

(Wright 1).
The use of games is also significant in the motivation of students during lessons as they

stimulate interest and participation in a course by establishing a form of play and recreation.

A number of research experiments have concluded that game playing seems to be more
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effective than traditional methods of language instruction in fostering positive attitude
changes towards the subject being taught (Danesi 6).

Lee states that the motivating effect lies in the repetition of successful and interesting
communication, which is basic to language learning and encourages students in language
production (3). The teacher must, however, take heed of students’ reactions to the games
introduced in order to ensure that they are indeed enjoyable and in effect motivating students

to learn.

As many authors point out, games should not be used merely as lesson fillers but need to be,
as any other classroom activity, planned and executed appropriately in regards to the subject
matter of the lesson. Danesi (6), Carrier (6) and Wright (1) agree that games should be
integrated into the teacher’s programme as they “can provide intense and meaningful practice

of language” (Wright 1).

3.2. The Use of Games in the Upper Primary ESL Classroom

Games are essential in lessons with younger learners as small children have a shorter attention
span and need variety and constant changes in activities. Play is also an essential element of
social and cognitive development in young children. However, games should not be limited to
younger learner classrooms, as the enjoyment of participating in gameplay is not restricted by
age. It is, however, important to adapt the type of game to the age group being worked with.
In the case of upper primary school, the age group in question is that of 12 — 15 years of age,
the age of puberty, or early adolescence.

In order to successfully select a suitable game, it is warranted to identify some of the types of
games pubescent students are most likely to play and which will aid in the process of
language learning and to outline the upper primary curriculum of EFL teaching in Czech

upper primary schools.

3.2.1. Gameplay in Puberty

Early adolescence is a period of great change in social, emotional and cognitive development
through neuro-biological changes. Key social relationships are strongest amongst peers and

have a formative influence on the development of early adolescents (Smékal 403). During this
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stage the need for social inclusion is heightened leading to behavioural changes. Early
adolescents have a tendency for risk taking, particularly when amongst their peers due to the
hypersensitivity of the limbic system to the rewarding feeling of taking risks (Blakemore). An
implication of this behaviour is the development of interpersonal intelligence and the giving

preference to collective activities, including group games (Smékal 316).

Nowadays the dominant game format is digital, with players engaging in gameplay either on
computers, mobile devices or video game systems. Although physically players are involved
in this type of gameplay individually, the formation of online groups, in which players “chat”,
is not unusual as the developmental need for peer communication prevails (Ruzickova 493).
Therefore, in an educational setting any communicative group game should be a successful
implement for the adolescent learning process. The majority of games mentioned in chapter

2.1 lend themselves to the development of communicative skills amongst players.

Strategic games present a valuable tool in cognitive development in early adolescent years as
the capacity to reason about past and future, hypothetical and probable systems progresses
into strategic thinking, developing through experience and extensive practise (Larson et al.

234).

3.2.2. EFL Learning and Types of Games to Use in Upper Primary Classrooms

The curriculum for upper primary foreign language learning is based on the European
Framework of Reference for Languages and should lead to the acquisition of the A2 level
(FEP BE, 19).

The expected outcomes of stage 2 of foreign language learning in regard to receptive
language skills are that students are able to fluently read texts aloud with correct
pronunciation, understand simple texts and simple, clearly pronounced speech. Students
should be able to infer meanings of unknown words and to look up meanings in a bilingual
dictionary (FEP BE, 26).

Concerning productive language skills pupils are expected to form simple oral or written
messages, create grammatically correct sentences and be able to briefly summarise a text or

speech.
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The Framework Education Programme lists a third skill, namely interactive skill, which
combines receptive and productive with the outcome of students simply making themselves

understood.

Communication games not only aid in the development of communicative competence in a
foreign language, but also the social and emotional development of adolescents, satisfying
their needs of peer interaction.

Traditional board games such as Cluedo, in which players try to determine the murderer,
place of the crime and weapon used, through deduction, with the use of question forms and
modals of deduction may prove as a useful means of language learning. The game could be
adapted by the teacher to make use of specific vocabulary and language forms according to
the needs of the lesson.

The word/board game Taboo, in which players try to get their partners to guess the words on
their cards without using the given words or any of the additional words listed on the card, in
a given timeframe, could also lend itself as a meaningful and enjoyable game to reinforce
specific vocabulary and communication skills.

Card games with a strong element of chance and strategy such as Go Fish, in which players
collect four of a kind (four kings, four aces etc.) by asking other players for the cards the
player needs, aid in the development of communicative skills and cognitive strategic planning
skills. This game can be easily adapted by providing picture cards containing necessary
vocabulary for students to collect.

Strategic games such as the board game Battleships can be adapted to suit almost any

language system and provide extensive drill-like practice in speaking and listening skills.

The use of a number of the listed games in the classroom could certainly be limited by a
number of factors, such as the matter of finance, whether the acquirement of a sufficient
number of boards, sets of cards or other implements for the number of students would be
subsidised by school management. The matter of space, whether the classroom layout
facilitates the playing of these games, could potentially also impede the use of games in the
EFL classroom.

Teachers and students may also limit the use of games in lessons as many harness a negative
attitude to game playing in lessons, deeming the use of games as pointless and a waste of

valuable time needed to focus on conventional language learning activities. (Andrade 5)
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3.3. Methodology of EFL-learning Games

Games may be used in any phase of the lesson, as a diagnostic tool prior to introducing a new
grammar structure, new vocabulary or discourse phrases; as an activity which introduces new
language or as a post-presentation activity to establish how well the students have grasped the
new language introduced (Rinvolucri 3). Games could also be used to revise and reinforce
language being taught in the lessons. When deciding on the use of games it is important that
the teacher does not use them merely as a time-filler activity but must ensure the game will
enable and benefit the students’ language learning process.

The general methodology of all games played in the EFL classroom should be consistent even
though the course of gameplay will differ each time a game is played based on factors such as
chance or strategy experimentation. There are a number of methodological points the teacher

should adhere to every time they decide to implement a game into their lesson.

3.3.1 Pre-game Stage

During the pre-game stage, which occurs before the lesson, the teacher should become
acquainted with the subject matter, aims, rules and implements of the game. The teacher
decides on how rules will be presented, the grouping of the students and prepares any needed
materials students will be using during the game. It is also desired that the teacher predicts
any complications that may arise during the game and devises potential solutions (Scrivener

40).

3.3.2 Lead-in Activity

In the preparatory stage, the teacher introduces the topic or specific language of the game in
order to motivate students and ensure their readiness to play. The lead-in stage may entail the
teacher asking questions about the subject matter, eliciting students’ reactions or

recapitulating vocabulary or grammatical structures (Scrivener 40).

3.3.3 Setting up the Game
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As with any other language learning activity, it is important to ensure that all students become
familiar with the task at hand and that the aim and rules have been understood by the entire

class.

It is desirable for students to form pairs or groups before the game rules are presented as to
minimalize any confusion, which may arise upon initiation of the game. It is advisable that the
teacher makes sure that students create pairs or groups of mixed ability as groups of stronger
students will inevitably hold an advantage over pairs or groups of less stronger students.
Mixed ability groups also enable less proficient students to receive language slightly beyond
their current levels from more proficient students thus expanding their language knowledge

through peer learning (Andrade 3).

Once pairs or groups have been formed, the teacher may proceed to introduce the game and
its rules. The language of instruction depends on the language level of the students, when
using English, the instructions must not exceed their comprehensible input. The current author
believes that the initial stage is best carried out in the students’ native language, in this case
Czech, as a means of assuring that all students fully understand the task and in as brief a time
as possible.

Ideally the teacher will demonstrate the rules of the game with a student who is already
familiarised with the game or is likely to pick up on the rules quickly. The presentation stage
needs to be well thought through, and in the case of instruction in English, with the use of
short and simple sentences as to avoid ambiguity in meaning and subsequent confusion during
game play. In the case of more complex game rules, a written set of rules should be available
for players to access ant any time, rules may be written on the classroom board or printed and

handed out to all students (Carrier 9).

Any implements, such as cards, boards, charts etc. should be handed out once the students
have formed groups and become acquainted with the rules of the game. It should also be
noted that the presentation of the implements could affect the manner in which the students
receive the game and to what degree they take it seriously, this of course will only apply to
materials created by the teacher, as commercial board games and card sets will inherently be
enticingly presentable. As Carrier (7) states, attractively presented materials show students

that their teacher has taken the time and effort to prepare the game and thus motivate the
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students and take their teacher’s intentions seriously. With games incorporating vocabulary or
language structures new to the students, it may be useful, in some cases necessary, to provide
students with aid such as new phrases written on the board or handed out or labelled picture

cards available to view at any time.

3.3.4 Playing the Game

As the students begin to play the game, the teacher may act as a guide and aid with any
difficulties that arise during play, this may entail going over the rules with some pairs or
groups, advising with vocabulary use or in some cases helping with strategy tactics, though
without becoming a substitute participant. The teacher should encourage mutual help among
players in teams, though most students will, for the sake of scoring and winning, do so

without being told to (Scrivener 41).

Error correction should not be prominent and should only take place in the case that errors are
made repeatedly and would drastically impede gameplay and language learning. This instance
of error correction would ideally occur in the early stage of gameplay. The teacher should not
be too intrusive with error correction as the flow of gameplay will be interrupted and the
danger of students losing motivation arises. It is therefore advised that the teacher makes
notes of any major errors and subsequently discusses the correct forms with the students upon

finishing the game (Carrier 9).

With games that require a score to be kept, it is advised that students keep track of their own
scores when playing individually or in pairs, however, during games in which larger teams
play against each other, it is ideal that the teacher acts as a scorekeeper. Scores can be kept on
the board for all to see or on individual score sheets available only to players. It is necessary
that the score system is established and well understood prior to initiating the game and that

score sheets are handed out with the game implements.

3.3.5 Ending the Game

With games played by the entire class, ending the game is straightforward as the game is

completed when one of the teams wins. In the case of games played in pairs or groups, the
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course of the game will vary from one pair or group to another, the differences should not,
however, be so great as to create a large time frame between individual game completions. It
is important for the teacher to ensure all groups finish their games around the same time as to
prevent a number of groups having to wait until others finish their game, as this could lead to

loss of attention and demotivation (Greenall 10).

It is important not to disregard the success of the winners and make sure that they are awarded
merit for their achievements. On the other hand, all participants should be praised for their
efforts. Small grades can be given to winners as an incentive for future games, although care
should be given as students who do not win a number of times in succession could easily

become demotivated.

3.3.6 Post-game Activity

As a post-game activity the teacher should ask students about any difficulties that were
encountered, whether the game was enjoyable and what changes could be made. This
feedback would give the teacher an idea of the success of the game and whether it should be

implemented in future lessons.
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4 Quantitative Research on the Use of Games in Czech Upper
Primary English Lessons

4.1 The Aim of Research

The aim of the research was to collect data on the use of games in the upper primary English
classroom from the perspective of the teacher and the perspective of the student. The first aim
was to find out whether teachers use games, how often, which types and with what goal.
Secondly, the author set out to find out whether students of upper primary levels enjoy
playing games, which types they enjoy playing and whether they find playing games in

English lessons meaningful to language learning.

4.2. Methodology of Research

The research was conducted through quantitative methods using two various surveys
addressed to teachers and students of upper primary schools in the Vysocina region and the

capital city of Prague.

4.3 Quantitative Research and Data Analysis of Teacher Surveys

4.3.1 Method of Quantitative Research

The method of research used with teachers was that of an electronic anonymous survey,
which was created using the survey creation platform survio.cz. This method was chosen by
reason of the ease of distribution to recipients and the anonymity provided to participants. The
survey consisted of twenty-one close-ended questions and two open-ended questions

(appendix A).

4.3.2 Research Sample

The survey was sent out to head teachers of a total of 250 schools, 100 of which were situated
in the region of Vysoc¢ina and 150 in the capital city of Prague. Contacts for each school were

found in the database of schools on the web page www.seznamskol.cz. Each link was
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individually opened and contact details were subsequently searched for on the websites of the
schools that the author had been redirected to. An email with a brief description of the survey,
a direct link to the survey and a request to forward the email to English teachers at upper
primary level was then sent out to the head teachers of the schools.

Considering that each school employs between 2 — 4 English teachers at upper primary level
(the author’s estimate), the perspective number of teachers addressed to carry out the survey
would amount to an average of 750. However, it must be taken into consideration that the
email sent may not have been opened by a number of the recipient head teachers, as the email
may have been directed into their spam folder, may have been lost among the many emails
head teachers receive daily or may have simply been ignored and not forwarded to English
teachers. Another consideration to be taken into account is that not all teachers, who received
the forwarded email, were willing to fill in the survey for various reasons, such as lack of
interest in the subject matter or the lack of their own free time, despite the completion time

being estimated to 2 — 3 minutes.

4.3.3 Results of Teacher Surveys

The direct link to the online survey was opened a total of 99 times, however, the survey was
completed by 72 respondents, the remaining 27 merely viewed the survey without filling in a
single question. The overall success rate of survey completion amounted to 72.7%

Table 1

Gender of respondents and situation of schools.

female male total
Prague 36 8 43
Vysoéina 24 4 28
total 60 12 72
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Table 2

“How many years have you been teaching English at upper primary school?”

“Do you use Games in your English lessons?”

Yes No total
1-2 years 15 0 15
3-5 years 16 1 17
6-10 years 14 0 14
10-20 years 18 0 18
more than 20 years 7 1 8
total 70 2 72

Table 3

“How many years have you been teaching English at upper primary school?”
“Do you agree that using games in English lessons at upper primary level is meaningful to

language learning?”

Strongly agree Agree Neither agree or | Disagree Strongly
disagree disagree
1-2 years 8 6 1 0 0
3-5 years 8 8 1 0 0
6-10 years 7 6 1 0 0
10-20 years 8 9 1 0 0
more than 20 | 3 4 1 0 0
years
total 34 33 5 0 0

The first four questions dealt with the gender of respondents, years of experience teaching
English at upper primary level, which classes they teach and which region their school is
situated in. The majority of respondents were female teachers from the capital city of Prague
(see table 1). The contingency table (see table 2) observes whether a correlation between
years of experience and the use of games in English lessons exists. Teachers have been found
to be most productive in their first few years of teaching experience (Rice 1), which could
also be reflected in the use of non-traditional teaching methods, including games. The
research, however, did not reveal any significant findings in this area, as an equal number of
teachers in each range of years of experience believed that the use of games in English lessons
is meaningful to language learning and stated that they do use games in their lessons (see

table 2 and table 3).
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Table 4

Do you agree that using games in English lessons at upper primary level is meaningful to
language learning?

Do you enjoy playing games in your free time?

A B C total

Strongly agree 15 2 17 34
Agree 9 5 19 33
Neither agree or | 2 0 5
disagree

Disagree 0 0 0 0
Strongly disagree 0 0 0 0
total 26 7 39 72

A —Yes, I enjoy playing games and do so in my free time.
B — No, I don’t enjoy playing games.

C — I enjoy playing games but don’t have enough free time.

Items 5 and 6 dealt with teachers’ attitudes to playing games both outside the language
classroom and during English lessons. A total of 65 respondents stated that they themselves
enjoy playing games, 39 of which declared they do not have enough free time to do so. Seven
teachers stated that they do not enjoy playing games. However, despite not enjoying playing
games themselves, all seven respondents agreed that the use of games in English lessons at
upper primary level is meaningful to language learning and stated that they do use games in
their lessons. A total of 93% of the respondents believed that the use of games in English
lessons at upper primary level is of importance to language learning, the remaining 7%
showed not to have an opinion on the matter (see table 4). A possible reason for such a high
percentage of respondents agreeing that games are meaningful to language learning may be
that the survey was completed by teachers who deemed the subject matter interesting and of
importance. Those teachers that did not find the use of games in English lessons significant
would be less likely to take part in the survey due to lack of interest in the researched topic.

Questions 7 — 10 and 13 dealt with whether teachers use games in their English lessons, with
what aim and what types of games are used. A total of 70 teachers stated that they do use
games during their English lessons, while 2 teachers stated they do not (see table 2). These
two respondents also stated that they do enjoy playing games but do not have enough free

time. This finding may signify that the reason for the two respondents not using games in
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lessons is their impression of lack of time in lessons, which was then confirmed in question
23. Both respondents stated that they neither agree or disagree with the statement that the use
of games in English lessons is meaningful to language learning and one of the two
respondents stated that they would like to use games in their lessons, whilst the second

respondent would not (question 22).

Table 5

What do you use games for?

To practise current subject matter 61 87.1%
To motivate students 61 87.1%
To fill up free time 24 34.3%
To introduce new language/topic 24 34.3%
To assess students 9 12.9%

The research showed that games are most often used as a means of student motivation and of
practising the subject matter currently being taught in lessons, on the other hand, games are

rarely used to assess students’ language learning (see table 5).
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Fig.1. What types of games do you use?

In regard to which types of games are most often used in English lessons at upper primary
level, word and memory games were selected as games used most frequently. This fact
corresponds to the findings from question 13, as word and memory games practise mainly
vocabulary and speaking skills. Respondents were given a choice of the seven table games
mentioned in chapter 2.1 of the theoretical part of this work with the option to select one or
multiple types of games they use in their lessons (see fig. 1). An “other” option was also given
and teachers were able to specify any other types of games they use in the following question.
A total of 14 of the 70 respondents (to whom the question applied) made use of this option.
Specific names of games rather than types were listed; the reason behind this may be that
teachers were unsure of which category these games fell into or that the question was
misinterpreted. The author decided to offer an “other” option in the case that teachers felt that
the games they used did not fall into the categories supplied, for example in the case of
online/computer games, and wished to list them. There were six instances of computer games
listed, which was unsurprising, as many teachers do use computer games in their English
lessons, and have done so increasingly in the past two years due to learning being partially
transferred to an online environment. The author, however, did not include computer games in
the typology for reasons that the work deals with the use of non-digital games for reasons
stated in the introduction to this thesis. Other games listed fell into the categories of word

games, action/dexterity games, and memory games.
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Table 6

Please list the games you use most often in your English lessons.

Name of Game Type of Game (publisher) Total
Memory game card game 13
Hangman word game 7
Dominoes word, card game 6
Kahoot online game 5
Scrabble word, tile-laying game 5
Activity (Charades, Miming) word, action/dexterity game 5
Pictionary word game 3
Bingo board, tile-laying game 3
Word Wall online word game 3
Noughts & Crosses (Tic-Tac-Toe) board game 2
Dixit card game (Libellud) 2
Battleships board game 2
Simon Says word, action/dexterity game 2
English King indeterminate 2
Jeopardy word game 2
I Spy word game 2
Back To the Board word game 2
Crocodile indeterminate 2
Vocabulary King word, board game (Svabova) 2
Scattergories word game 1
Taboo word game 1
Brain Box card, board game (Albi) 1
Prepositions Island board game (ELi) 1
Snap! card game 1
Dobble card game (Zygo Matic) 1
Shark Game word game 1
Trimino card game (Paul Matthies) 1
Taxi Driver indeterminate 1
Bang Bang indeterminate 1
What’s Up? card game (Paul Lamond Games) 1
Shark Game word game 1
Word Chain word game 1
Who Am [? word game 1
Quizizz online quiz generator 1
The Great Verb Game board game (ELi) 1

Respondents were also asked in question 21 to give specific names of games that are used in
their English lessons. A total of 48 of the 70 respondents answered this question (this question
did not apply to the two respondents who do not use games in their lessons), 22 respondents
left the answer box blank. The most frequently quoted game was the card game Memory
Game, in Czech Pexeso, which was mentioned 13 times (see table 6). A number of the games

were familiar to the author, however those that were not, were searched for and categorised
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according to the work’s typology of games. Four of the listed games could not be found and
categorised by the author, a reason to this may be that the respondents listed their own games
or games that they had renamed to suit their teaching needs. These games were listed as
indeterminate.

A total of 15 of the listed games fell into the category of word games, 7 instances of card

games were named, 5 board games and 3 online games were also mentioned.

Questions 11 — 15 were concerned with the methodology of gameplay, respondents were
asked to select the language of instruction used in their games and what kind of games,
according to student interaction, were used most often. Respondents were also asked to select
which language skills and systems the games they use practise, to state how often they

corrected errors and how the results of a game were presented.

Table 7

What kind of games, according to student interaction, do you use most often?

group games 43 61.4%
whole class games 15 21.4%
two-player games 10 14.3%
one-player games 2 2.9%

The majority of respondents stated they use both Czech and English to present the rules of the

games, four teachers use Czech only, whilst six explain rules in English.

A surprising finding of the research was that a mere total of 10 respondents frequently make
use of two-player games in their lessons. The respondents were to choose one of the four
options according to student interaction: one-player, two-player, group games, whole class
games that they use most often. The data does not of course show that two-player games are
not used at all by the 86% of respondents that did not select the option, but that they are not
used as frequently as group games, which were selected by 43 teachers as games they use

most often (see table 7).
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Fig. 2. Which language skills and systems do the games you use practise?

With regard to the aims of the games, respondents were asked to state which language skills
and systems are practised in the games they use. The question was multiple-answer multi-
choice, in which teachers were to select one or more of the skills and systems: reading,
writing, listening, speaking, grammar, vocabulary, pronunciation, and communication. The
question was answered by a total of 70 respondents, and skipped by two, these were
respondents that stated they do not play games during their English lessons and thus questions
8 — 21 did not apply to them. Teachers stated that the games used in their lessons mostly
practise vocabulary (selected by 66 of the 70 respondents), speaking (selected by 60 out of
70) and grammar, selected by 50 out of the 70 respondents (see fig. 2).

The research found that all respondents correct errors during gameplay to some extent, four
stating that they always correct errors, 14 respondents usually correct errors, 37 respondents
stated that they do so sometimes and 15 rarely correct errors. The question did not address the
type of errors and at what stage of the game errors are corrected. It may be assumed that the
extent of error correction would depend on the impact on the game, whether the error is
repeated or copied by other players, and whether the error is made in language that is central

to the game and therefore would hinder the affectivity of the game.
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Of the total number of respondents, 59 stated that all players are praised once the game is
finished, 16 teachers reward the winners with marks and 7 respondents end the game by

praising winners only.

Table 8

How often do you play games?

Usually (once a week) 44 62.9%
Sometimes (once a month) 20 28.6%
Every lesson 4 5.7%
Rarely 2 2.9%

A total of 44 of the 70 teachers, who stated they do use games in their English lessons, do so
once a week, twenty respondents claimed to use games in their lessons once a month (see
table 8). As the use of games has been proven to be a meaningful activating teaching method
(Danesi 6), the finding that the majority of respondents use games on a regular frequent basis
is well justified. However, it must once more be taken into consideration that the respondents
of the survey were predominantly teachers who are interested in the topic of using games in
English lessons and believe them to be meaningful to language learning. Therefore the results

do not reflect a wider trend in the system of upper primary education.
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Fig. 3. What are the biggest limitations to using games in your English lessons?

Item 23 dealt with the possible limitations of the use of games in English lessons. A total of
64 of the 72 respondents stated that they deem lack of time in lessons as the biggest limitation
to using games (see fig. 3). This finding is understandable as a single game may well extend
over the majority of a lesson. However, if the game is planned and prepared suitably and used
methodologically, the game may provide intense and meaningful language practise rendering
it central to the language-learning curriculum (Wright 1), in which case any time devoted to
gameplay is meaningful and should be perceived as a valuable constituent of any language
lesson. Lack of own interest was not deemed as a limitation, most probably for the reasons of
the respondents being teachers who successfully use games, which would not be the case were

they not interested in preparing and implementing games in their lessons.

4.4 Quantitative Research and Data Analysis of Student Surveys



4.4.1 Method of Quantitative Research

The method of research used with students was that of a printed anonymous survey, which
was handed out to pupils by their teachers at the beginning of their English lessons. This
method was chosen due to the certainty that the surveys would be filled in and returned to the
author. An electronic survey, on the other hand, would entail sending out emails to parents
with the request of carrying out the survey at home and the completion rate would most
probably not be equal to that of the printed version.

The survey consisted of fifteen close-ended questions, seven of which were single-answer
multiple-choice questions, five Likert scale questions and three were multiple-answer multi-

choice questions (appendix B).

4.4.2 Research Sample

The research sample consisted of 176 pupils of upper primary levels from two different

schools, ZS Novy Rychnov in the Vysogina region and ZS Nedvédovo namésti in Prague.

4.4.3 Results of Student Surveys

Items 1 — 3 of the student survey addressed gender, which class pupils attended and how long
the respondents had been learning English. A total of 112 of the 176 pupils of both schools
took part in the survey, 57 of which were girls, 55 were boys. The number of respondents
from classes six amounted to 27, a total of 40 pupils from classes seven, 21 pupils from
classes eight and 24 pupils from classes nine participated in the research. The number of
respondents resulted in how many pupils were present at school on the days the surveys were

handed out.
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Table 9

How enjoyable are English lessons for you?

How important are English lessons for you?

Very Moderately Slightly Not total
. Important ) ) )
important important important important
Very
18 9 1 0 1 29
enjoyable
Enjoyable 10 21 6 0 0 37
I don’t mind
1 23 11 0 1 36
them
Unenjoyable 2 0 2 0 1 5
Ver
Y 1 1 0 2 1 5
unenjoyable
total 32 54 20 2 4 112

The contingency table (see table 9) shows results of questions 4: “How enjoyable are English
lessons for you?” and 5: “How important are English lessons for you?”
The majority of pupils deemed English lessons as very important or important and regarded

English lessons as very enjoyable or enjoyable.

Pupils were asked in item 6 of the student survey, whether they enjoy playing games in
general. A total of 97% of the respondents stated that they do enjoy playing games, 3 pupils
(all boys) stated they do not enjoy playing games. The three respondents also stated that they

would not care to play games during English lessons (question 12).
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Fig. 4. What type of group do you most enjoy playing games in?

Questions 7 — 10 dealt with the types of games pupils enjoy playing. The most popular games
were found to be small-group games and two-player games, the least popular games were

those played in large groups. (see fig. 4)
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Fig. 5. Other than video/computer games, which games do you enjoy playing?

In item 8, respondents were asked to select types of games they enjoy playing. The question
was multiple-answer multi-choice, in which the seven types of table games mentioned in
chapter 2.1 of the theoretical part of this work were listed. Pupils were asked to select, which
other than video/computer games, they enjoyed playing.

The research showed that board games and card games are the most popular non-digital
games among pupils of upper primary school (see fig. 5). Dice games were selected as the
least enjoyable. These findings are important for teachers of upper primary level for the
implementation of games in not only foreign language lessons. As the willing participation of
players is key to a game’s success, teachers need to take into account which games are
deemed enjoyable by pupils in order for their implementation to have the desired affect during
language lessons. The results of question 8 were taken into consideration when preparing

games for the use in English lessons as part of the qualitative research of this work.

In question 9, pupils were asked whether they prefer strategic games, games with a large
element of chance or both. A total of 61 pupils selected strategic games as their preferred
choice, 33 respondents stated they mostly enjoy playing games mainly governed by chance

and 16 pupils selected the option of both.

Table 10
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When playing games, I prefer to:

Cooperate in a group that is competing with a different group 47
Compete on my own with other players 35
Compete on my own with another player 23
I do not like competing 7

Pupils were further asked to state the types of games they most enjoy playing in regards to
interaction amongst players. A total of 47 respondents stated they prefer to engage in
cooperative-competitive games, in which the players cooperate within a group that is
competing against another group. This data shows that, contrary to the beliefs of authors such
as Wright (6) and Hadfield (Elementary Communication Games 4), the element of
competition in gameplay is a welcomed component of games pupils of upper primary school

enjoy playing (see table 10).

Questions 11 — 15 dealt with the use of games in English lessons from the perspective of
pupils. In question 11 pupils were asked how often they play games in their lessons of
English. A total of 55 respondents stated that they never play games, 52 pupils answered that
the play games in English lessons sometimes and 5 pupils stated that games are used in
English lessons often. When these answers are compared to the answers of respondents of the
teacher survey to the question of how often they use games in their lessons, a stark difference
emerges. Whilst 97% of the respondents of the teacher survey stated that they do use games in
their lessons and often, 49.1% of the respondents of the student survey answered that they
never play games and 46.4% stated that they do play games in English lessons but only
sometimes. This data reinforces the supposition that a selection bias was created by teachers
who were uninterested in the topic of research or who felt they would not be able to
contribute, not taking part in the survey. Another possible implication of the difference in
collected data may be that a selection bias was created, by asking pupils of only two primary
schools and thus restricting the research sample to pupils taught by a limited number of

teachers.
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In question 12, pupils were asked whether they would like to play games during English
lessons. Out of the total number of respondents, 95 pupils stated that they would like to play
games, 13 pupils were not sure and 4 pupils stated that they would not like to play games in
English lessons. These 4 respondents also stated that if games were played in English lessons,
they would not learn as much (question 15) and two of the pupils had previously answered
that they do not enjoy playing games. It is clear that the pupils who responded negatively to
playing games in English lessons did so due to either their dislike of playing games or their

opinion that games would not aid them in foreign language learning.

Fig. 6. I feel I need to improve in:

Question 13 dealt with which language skills and systems the respondents felt needed
improving. Respondents were to select one or more of the listed skills and systems.
Vocabulary and pronunciation were deemed as areas that needed the most improvement,
whilst pupils felt they needed least improving in reading and listening skills. The results of
item 13 may serve as a basis for teachers of upper primary English lessons not only in
preparation of games but generally in lesson planning and implementation of activities to

practise and develop specific language systems and skills (see fig. 6).
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Question 14 asked respondents whether they would enjoy English lessons more if games were
played during lessons. A total of 93.7% of the pupils who took part in the survey stated that
English lessons would be more enjoyable to them if they played games. The remaining 6.3%
(7 respondents) answered negatively. This data clearly shows there is an interest amongst
teenagers to play games during lessons and indicates that in facilitating so, teachers would be

providing enjoyable and engaging learning experiences for their pupils.
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Fig. 7. If we played games in our English lessons, we wouldn’t learn as much.

The last question of the student survey asked respondents whether they agreed with the
statement that if games were to be used in English lessons, they would not learn as much as in
lessons without games. The results were rather surprisingly inconclusive with 31.25%
respondents believing the use of games in English lessons would not aid them in their
language learning, 33.93% were unsure and 34.82% of the respondents did not agree with the
statement that if games were played in English lessons, pupils would not learn as much (see

fig. 7).
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4.5 Conclusion of Quantitative Research

The quantitative research aimed at English teachers of upper primary level found that games
are used in English lessons, with an overwhelming majority of the recipients stating they do
make use of games to facilitate language learning. The collected data further revealed that
games are used fairly often, with the majority of teachers stating games are used in their
lessons approximately once a week. In regard to the types of games, research showed that the
most frequently used games, are word games and memory card games that are played in
groups with the aim of developing and practising vocabulary and speaking skills.

However, as mentioned previously, due to possible selection bias on the part of respondents,
the data is not conclusive in regards to the use of games in English lessons at upper primary
level on a wider scale. Further research ensuring the participation of both teachers that do use

games and those that do not is required.

The quantitative research aimed at pupils of upper primary school revealed that the majority
of pupils at upper primary level do in fact enjoy playing games. Group games and two-player
games with a dominant element of strategy were favoured amongst the respondents and the
vast majority stated that they prefer games with some form of competition. Furthermore board
games and card games were selected as games pupils most enjoy playing, dice games were
deemed least desirable. In terms of whether pupils found the use of games in English lessons
meaningful to their language learning, the results were inconclusive, with more or less equal
numbers of pupils stating that they thought games would not aid their language learning,
pupils stating that they were not sure and pupils who believed that the use of games would be

meaningful in their English lessons.
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5 Qualitative Research and Data Analysis of Games Used in
Upper Primary English Lessons

5.1 Method of Qualitative Research

The method of research used was that of interviews with three teachers of English at upper
primary schools, one of which taught at ZS Novy Rychnov in the Vyso¢ina region and two
who taught at ZS Nedvédovo namésti in Prague. This method was chosen for the reason that
the author needed to plan out lessons to be observed with the teachers in question by gaining
information about the subject matter currently being taught and which types of games may be
suitable to use in the lessons.

Furthermore, research was carried out by the author preparing a game to be used in an English
lesson of each of the upper primary classes, which were observed and analysed. The author
then interviewed the teachers after each lesson in which the games were used and post-game
surveys were handed out to pupils in order to receive feedback on the games played. Due to
time restrictions and the distance of the primary school ZS Novy Rychnov from the author’s
place of residence, qualitative research was carried out in the forms of personal online
interviews prior to and after games had been played in the English lessons.

The aims of the qualitative research were to examine the practical use of games in English
lessons at upper primary level and discover to what extent it is feasible to create or obtain
games to use in the upper primary EFL curriculum and whether the use of games is perceived

as meaningful to teachers and pupils.

5.2 Research Sample

The use of games in upper primary English lessons was examined in classes six, seven, eight

and nine of both primary schools ZS Novy Rychnov and ZS Nedvédovo namésti.
A total of 32 pupils of ZS Novy Rychnov and 36 pupils of ZS Nedvédovo namésti

participated in the research. The number of participants resulted from how many pupils were

present at school on the days the research was being carried out.
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5.3 Qualitative Research in ZS Novy Rychnov

5.3.1 School Profile

Z8 Novy Rychnov is situated in the Vysocina region in the district of Pelhfimov. The school
consists of nine classes and is attended by a total of 138 pupils, 68 of which are at upper
primary level. The school is described as “having all the dispositions for teaching in a

peaceful rural environment with the use of modern technology” (ZS Novy Rychnov).

5.3.2 Teaching English as a Foreign Language at Upper Primary Level

ZS Novy Rychnov has two English teachers at upper primary level, both teaching each class
(6 — 9) divided into two groups of eight to ten pupils. One of the two teachers agreed to

participate in the qualitative research of this work.

Interviews with the teacher showed that games are rarely used in their English lessons and
when they are, it is in a spontaneous manner, unplanned and unprepared. The games used are
those found in the course book, namely Project 1 — 4, Fourth Edition and their use is most
often initiated by the pupils’ interest and wish to play. After an examination of the contents of
the course books, the author found that most of the games in the course books resemble

language activities rather than games in the sense this work is dealing with.

The author and teacher agreed that one game would be used in a lesson of each upper primary
group. The game would be selected or created and prepared by the author and implemented
into the lesson by the teacher following the activity route map prepared by the author. Post-
game surveys would be distributed to pupils in order to get feedback on their experience
playing the game and the teacher would give their own feedback on whether the game was

successful, whether the game was enjoyable and whether aims were met.
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5.3.3 The Use of Games in an English Lesson of Class Six

The group of class six consisted of eight pupils, six of which were present on the day of

research.

The pre-game interview with the teacher participating in the research at ZS Novy Rychnov
revealed that the group of class 6 had been working on Unit 2 of the course book Project 1,
Fourth Edition. The subject matter was that of vocabulary for family, short forms of the verb

to be and possessives and possessive adjectives.

The teacher required a game in which pupils would practise possessive adjectives and

possessives, as part of the upcoming revision lessons.

After examination of the unit, the author proposed the board game Battleships, which was to
be adapted in order to practise asking questions about possessions of various members of
family, using possessives and the verb to be in present simple, and answering using the short
forms of the verb fo be and possessive adjectives. The author selected vocabulary from Unit 2
of the course book to be used in the game and created a Battleships board (see fig. 9) with
instructions on how to play (see fig. 8). An activity route map (see table 11) was also created

and sent to the teacher.

Name of Game: Battleships

Type of Game: Board game

Type of Interaction: Two-player

Game aim: To detect positions of opponent’s battleships and destroy them.
Cognitive aim: Students can ask questions correctly using the possessive -s and can

answer questions correctly using short forms of the verb to be and

possessive adjectives.
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Table 11

Activity Route Map for Class 6 ZS Novy Rychnov

TYPE OF
STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise =~ with  material and
activity, make sure you understand
the rules, make sure you have all the
materials needed (Battleship boards
for each pupil)
2 lead-in stage recap the use of possessives (+s) and
possessive adjectives T—-Ss
T-S
3 setup make pairs, explain the rules of the
game, answer any questions, hand | T —Ss
out materials T-S
4 run the activity observe students’ activity, correct
any major errors,
answer any questions, help pupils if | S-S
needed S —Ss
5 close the activity summarize points gained (who won
. T—Ss
the game?), praise all players
6 post activity follow-up work (in course book) T —Ss
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How to Play Battleships

Mark the following battleships into your grid. You can use different colours,
you can use various shading or you can mark your battleships with an X

For example, your grids may look like this:

Player 1 Player 2

-

= i W
== s

|.l " £ ik

138

d{ 150

TR

Take turns in asking about who the items belong to.

Player 1: Is it your mum’s pen?

Player 2: No, it isn't her pen.

Player 2: Is it your dad’s house?

Player 1: No, it isn't his house.

Player 1: Is it your dad’s watch?

Player 2: Yes, it is his watch.

Player 1 has hit part of player 2's battleship and can have another turn.

The winner is the player who hits (and sinks) all of the other player’s
battleships.

Fig. 8. Instructions for Battleships Game for Class 6 ZS Novy Rychnov
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Fig. 9. Board for Battleships Game for Class 6 ZS Novy Rychnov
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Stages of Game Implementation

Pre-lesson stage: The English teacher received all necessary materials three days prior to the

lesson in which the game was to be played.

Lead-in stage: The teacher stated that as a brief pre-game activity the teacher asked the pupils
to describe various objects on the pupils’ desks around the classroom using the possessives,
with the teacher asking questions and pupils answering.
E.g.  Teacher holds up Jana's pencil: “Marek, is this Jana’s pencil?”

Marek: “Yes, it’s her pencil.”
This was carried out with a number of pupils with the teacher insisting on pupils answering

using the short form of the verb 7o be and the possessive adjective.

Set up: In the next stage, the teacher introduced the game, which all pupils were familiar with,
pupils were asked to make pairs (with their neighbour or pupil sitting closest) and the rules

were then handed out to each pair.

Run the activity: The teacher stated that during initial gameplay, pupils were consistently
making errors, which were corrected by the teacher, as the most common errors made were
the omitting of the possessive s after names of family members, e.g. “Is it Dad book?” and
incorrect word order with the omitting of s, e.g. “Is it book mum?” The teacher expressed
surprise at the fact that pupils were initially unable to form the structures correctly and stated
that the game had proven to be a useful progress assessment tool, in which the teacher
identified weaknesses that called for remedial work. Although pupils made errors initially, the
teacher stated that many improved during gameplay and that in the following lesson recalling

the game aided pupils in forming the possessive structures correctly.

Close the activity: Once all pairs had finished, the teacher praised all pupils and invited them

to give feedback on their experience.

Post activity: The teacher distributed post-game surveys for pupils to complete in order for the

teacher and author to gain feedback.
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Teacher and Student Feedback

The teacher stated that the students seemed to have enjoyed playing the game and as all pupils
expressed that they knew the game rules, they played the game with ease. The teacher further
stated that the aim of the game had been fulfilled with the majority of students forming the
possessive structures correctly towards the end of the game thus proving that the game served
as an engaging and enjoyable technique and was meaningful to the pupils’ language learning.

The teacher stated that a downside of the game was its length and that the whole lesson “had

been used up”.

The results of the post-game survey, in which pupils were asked five questions about their
experience playing the game (appendix C), showed that five out of the six pupils found the

game enjoyable, one pupil stated that they were not sure.

Three pupils rated the game as very easy, two pupils stated the game was somewhat easy and

one pupil stated they were not sure.

Pupils were also asked to what extent they thought the game had helped them in the practice
of the subject matter. The pupils’ views on their own progress proved to be startlingly
different to the view of their teacher. Two pupils stated that they thought the game had
definitely not helped them, three pupils believed the game more or less had not helped them,
whilst only one pupil felt the game had aided in the practise of the subject matter.

Pupils were asked whether they would change anything about the game, all six pupils stated
that they would not.

In the last question of the survey, pupils were to select whether they would like to play the
game again to practise the same subject matter, play the game again to practise other subject
matter or whether they would not like to play the game again. Pupils were permitted to select
one or more answers. One pupil stated they would like to play the game again to practise the
same subject matter, five pupils stated they would like to play the game again to practise other

subject matter.
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5.3.4 The Use of Games in an English Lesson of Class Seven

The group of class seven consisted of ten pupils, one of which was an English/Czech
bilingual. All ten pupils were present on the day of research. All pupils were present on the

day of the research.

The initial interview with the teacher of class seven revealed that the current subject matter
being taught in the English lessons of class seven was that of the use of present simple to
express regular activities and the use of present continuous to express an activity, which is
happening now. The subject matter had already been taught in previous lessons and the
teacher required a game that would consolidate the language pupils should have learnt, with
the main aim of pupils understanding and being able to distinguish instances in which they are

to use the present simple tense and present continuous tense.

The author and teacher agreed on a card game designed specifically to practise the required

grammar, found in Jill Hadfield’s Elementary Grammar Games (28) (see .

The game chosen was a matching card game, in which players were do describe “job cards”
(see fig. 11) retrieved from a pile in the centre of the table in order to find the matching
“action pictures” (see fig. 12) distributed amongst players.

An activity route map (see table 12) was also created and sent to the teacher.

Name of Game: Present Simple or Present Continuous

Type of Game: Card game (specifically designed for EFL learning)

Type of Interaction: Three — Four players

Game aim: To match and collect as many Job cards and Action pictures as
possible.

Cognitive aim: Students can describe jobs and likes of a person using the present

simple tense and describe what a person is doing now using the present
continuous tense.

Table 12

Activity Route Map for Class 7 ZS Novy Rychnov
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STAGE

TEACHER

TYPE OF

INTERACTION
1 pre-lesson stage familiarise with material and activity,
make sure you understand the rules,
make sure you have all the materials
needed (job cards, action pictures)
2 lead-in stage recap the use present simple and
present continuous T-Ss
T-S
3 setup make groups, explain the rules of the
game, answer any questions, hand out
materials T-Ss
T-S
4 run the activity observe students’ activity, correct any
major errors,
answer any questions, help pupils if
needed S-S
S —Ss
5 close the activity summarize points gained (who won
the game?), praise all players T—Ss
6 post activity follow-up work (in course book)
T-Ss
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How to use the game [__RuLes sHeer |

* Check that your students are familiar with the grammar
in the Grammar point and with the expressions
listed under Vocabulary for this game.

* Divide the class into groups of 3-4.

* Give cach group a set of JOB CARDS and a set of
ACTION PICTURES,

* Ask them to place the JOB CARDS in a pile face down in
the centre of the table and to deal out all the ACTION
PICTURES to the players,

* The object of the game is to match JOB CARDS and
ACTION PICTURES.

* Player 1 should take a JoB CARD from the pile and look
at it, without showing the others. He should give the
others three clues about what the person on his jos
CARD does for a living and any likes, hobbies or habits
he can see, ¢.g. ‘He wears a uniform. He drives a bus.
He likes chocolate.” Then he asks ‘What is he doing now?’

* The player holding the matching ACTION PICTURE can
answer, e.8. ‘He’s doing some gardening.’, and produce
the card.

* If she is correct, she can keep both matching cards
(JOB CARD and ACTION PICTURE). If she is wrong, she
must give her ACTION PICTURE to Player 1.

¢ Then it is the next player’s turn to draw a JOB CARD
from the pile.

The player with most cards at the end is the winner.

Fig. 10. Rules for Present Simple or Present Continuous Card Game
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Fig. 11. “Job Cards” for Present Simple or Present Continuous Card Game
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Fig. 12. “Action Pictures” for Present Simple or Present Continuous Card Game
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Stages of Game Implementation

Pre-lesson stage: All game materials and rules and the activity route map were sent to the

teacher three days prior to the lesson in which the game was played.

Lead-in stage: The teacher stated that the uses of the present simple for regular activities and
of present continuous for activities happening now were briefly recapitulated with example
sentences written on the board and explained in Czech to make sure all pupils understood the

differences in the usage of both tenses.

Set up: The class was divided into two groups of five pupils, which was to become a problem,
as the game rules required that groups of three to four players were to be formed. The teacher
stated that they had read the instructions, in which the grouping guidelines were mentioned
but once in the classroom, had forgot about the recommended group sizes and instinctively
divided the class into two groups. This became problematic, as there were twelve cards, which
were to be divided amongst the players equally, however, the game carried on in the two
groups of five, with one player receiving one card less than the others.

The pupils moved desks around in order for one group to be able to play together. The teacher
noted that the organising of the classroom layout took up more time than was necessary and
contributed to less time in the lesson for actual gameplay.

The bilingual pupil had shown a keen interest in reading out the instructions, which the
teacher allowed and both subsequently translated the rules into Czech to make sure all pupils

understood the aim and the manner, in which the game was to be played.

Run the activity: The teacher stated that pupils were rather unsuccessful in describing the “job
cards” correctly using the present simple tense.

Another problem mentioned by the teacher was that pupils and the teacher themselves were
confused by a number of the illustrations and in many cases were not able to find the three
clues that were to be described. This lead to the teacher having to aid in creating sentences to
such a degree that they were no longer an observer but became somewhat of a participant in

the game.
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Close the activity: Once the games had finished, the teacher praised all pupils and commenced

a discussion on pupils’ experience and what problems they were faced with.

Post Activity: Pupils were given a five-question survey on their experience playing the game,
which ensured the author had feedback not only from the teacher but also from the

participants themselves.

Teacher and Student Feedback

The teacher evaluated the game as rather unsuccessful, mainly due to the confusion caused by
the “strange illustrations making no sense” and pupils not being able to detect all three clues
on the “job cards”.

The teacher also stated that during gameplay pupils were continuously using the present
continuous tense to describe cards, which were meant to be described using the present simple
tense. The teacher believed that the reason for this was that pupils were accustomed to
describing pictures in various exercises in the course book using the present continuous to
depict what was happening in pictures at the moment, and found it difficult to describe what
they saw in the picture as something that happens on a regular basis or as a state, habit or

feeling.

The teacher stated that they were not sure to what extent the pupils enjoyed playing the game
and further expressed that game aims were not fulfilled, as the pupils were not able to use the
correct tense to describe jobs, likes and habits.

In order for the game to be successful, the teacher believed that at least two lessons would
need to be dedicated to the game, one lesson to go through the “job cards”, ensuring that all
pupils understand the use of present simple for likes and occupations, and the second lesson

dedicated to play the game.
The results of the post-game survey showed that the majority of the group deemed the game

enjoyable, two pupils stated they were not sure and one pupil stated that the game was

somewhat unenjoyable.
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Three pupils regarded the game as very easy, five pupils as somewhat easy and one pupil

stated that they were not sure.

The research showed surprising results in the pupils’ views on the meaningfulness of the
game to language learning. As mentioned previously, the teacher did not deem the game
successful in fulfilling its cognitive aim, the pupils, however, viewed this aspect of the game
positively. Two pupils stated they felt that the game had definitely helped practise the subject
matter, six pupils viewed the game as more or less helping them and two pupils stated they

were not sure.

Six pupils stated that they would not change the game in any way, one pupil selected that they
would and elaborated that the game was a little chaotic and needed to be more thought-

through.
All pupils stated that they would like to play the game again, the option of playing again in

order to practise the same subject matter was selected three times, the option to practise other

subject matter was selected nine times.
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5.3.5 The Use of Games in an English Lesson of Class Eight

The group of class eight consisted of eight pupils, six of which were present on the day of

research.

The pre-game interview with the teacher revealed that the subject matter currently being
taught was the use of will for the future and making predictions, names of places and the

prepositions in/on, found in the course book Project 3, Fourth Edition.

Both the author and the teacher agreed on the board game Battleships as the teacher deemed it
an attractive game for the pupils and beneficial for practising the subject matter in a
communicative manner.

The author initially designed the game for pupils to ask questions about what the various
people think they will do in the future. The teacher, however, had doubts whether the pupils
would manage the task, as they were having trouble creating sentences, and asking questions
would prove too difficult for some. It was decided that pupils would then use will for future to
make predictions, with which their partners would either agree or disagree, rather than having

pupils ask and answer questions.

The author selected vocabulary from Unit 2C of the course book, Project 3, Fourth Edition to
be used in the game and created a Battleships board (see fig. 14) with instructions on how to
play (see fig. 13).

An activity route map (see table 13) was also created and sent to the teacher.

Name of Game: Battleships

Type of Game: Board game

Type of Interaction: Two-player

Game aim: To detect positions of opponent’s battleships and destroy them.

Cognitive aim: Students can make statements about what people think they will do in
the future.
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Table 13

Activity Route Map for Class 8 ZS Novy Rychnov

TYPE OF
STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise with material and activity,
make sure you understand the rules,
make sure you have all the materials
needed (Battleship boards for each
pupil)
2 lead-in stage recap the use of will for future and
making predictions T—Ss
T-S
3 setup make pairs, explain the rules of the
game, answer any questions, hand out
materials T-Ss
T-S
4 run the activity observe students’ activity, correct any
major errors,
answer any questions, help pupils if
needed S-S
S —Ss
5 close the activity summarize points gained (who won the
game?), praise all players T-Ss
6 post activity follow-up work (in course book)
T—Ss
S-S
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| How to Play Battleships

Mark the following battleships into your grid. You can use different colours,
you can use various shading or you can mark your battleships with an X

‘ For example, your grids may look like this:

Player 1 Player 2
‘- - .-

- -I"'
'l'_. £

;|¥'|_>{;h
I!.l'|rfli!

.
-

b

Player 1: Sally thinks she will live in Tokyo.
Player 2: No, she doesn’t (think she will live in Tokyo).
Player 2: Matt and Chloe think they will work in a city.

Player 1: Yes, they do (think they will work in a city). =—>» Player 2 has hit
‘ part of player 1’s battleship and can have another turn.

‘ The winner is the player who hits all of the other player’s battleships.

Fig. 13. Instructions for Battleships Game for Class 8 ZS Novy Rychnov
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Stages of Game Implementation

Pre-lesson stage: The English teacher received all necessary materials three days prior to the

lesson in which the game was to be played.

Lead-in stage: In the pre-game stage, the teacher recapitulated the use of will to make
predictions about the future by asking pupils in Czech about what they think they will do in
the future, subsequently writing the predictions on the board in English and going over the
grammar. The teacher gave an example in the interview (names have been changed to ensure
pupil anonymity).

Teacher asked pupil: “Ddso, kde si myslis, ze budes bydlet za dva roky?”

Pupil replied: “Asi tady v Rychnove.”

Teacher repeated what the pupil predicted: “Ddasa si mysli, Ze bude za dva roky bydlet v
Rychnove.” and wrote the translated sentence on the board: Ddsa thinks (that) she will live in

Rychnov in two years.

The teacher then reviewed the grammatical structure with the group.

Set up: After two more predictions were translated and grammar was revised, the teacher
introduce the game, which most pupils were familiar with, but the rules were discussed in
Czech for those pupils who were not sure how the game was played.

Pupils were asked to make pairs and Battleship boards with the rules were distributed among

the pupils.

Run the activity: The teacher stated that errors were made and corrected throughout
gameplay, as they felt that the errors might become automated, which would prove to be
counterproductive in the language learning process. The most common errors made were
those of the omitting of will and the incorrect form of verbs in third person singular. The
teacher provided an example: “ Sally think she live in Tokyo.” These types of errors were

corrected when possible.

Close the activity: Once all pairs had finished, the teacher praised all pupils and invited them
to give feedback on their experience. A number of pupils voiced their opinion that the game

had not been played according to the version they were familiar with and that the teacher
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should have distributed two sheets of paper per player in order for players to mark their own
battleship positions on one sheet and mark the positions of the opponent’s battleships on the

other.

Post activity: As the teacher was unsure whether individual games would be finished
simultaneously, they prepared an activity for early finishers. Once pairs had finished their
game, pupils were given a writing activity, in which they were to write sentences about
themselves in the future using the prompts from the Battleships game. Pupils were also given
the post-game survey on their experience playing the game, which ensured the author had

feedback not only from the teacher but also from the participants themselves.

Teacher and Student Feedback

The teacher assessed the game as somewhat successful, stating that the pupils seemed to have
enjoyed the game.

In regards to the fulfilment of cognitive aims, the teacher felt that they had been met to some
extent, though a number of pupils had focused more on the game aim than on asking and

answering using the correct structures. However, general progress had been noted.

The post-game survey revealed that seven pupils found the game enjoyable, two were unsure

and one pupil did not enjoy playing the game.

The majority of the group stated that the game was easy to play, two pupils were unsure.

The results of the survey showed that the views of the pupils and the teacher were in
correlation, as the majority of the group believed that the game had aided in the reinforcement
of the use of will to express predictions; two pupils were unsure whether the game had helped

them.
Three pupils stated they would not change the game, one pupil stated that the game should be

changed by being played more often; two students stated that two sheets should be distributed
for marking the player’s and the opponent’s battleships separately.

68



All pupils stated that they would like to play the game again, the option of playing again in
order to practise the same subject matter was selected twice, the option to practise other

subject matter was selected five times.

5.3.6 The Use of Games in an English Lesson of Class Nine

The group of class nine consisted of ten pupils, all of which were present on the day of

research.

In the pre-game interview the teacher stated that the subject matter currently being taught in
the English lessons was the use of present perfect, and required a game in which pupils would

communicate with the use of the tense and the adverbs of time ever, since/for, already and yet.

The author became inspired by the Four In a Row game created by an English teacher for the
purpose of present perfect practise found on the ISL Collective website (dobrawaa). The
author utilized the game format and adapted the game to the teacher’s requirements, using the

vocabulary from unit 2A and 2B of the Project 4, Fourth Edition course book.

The board game was to be played by throwing a dice and choosing one of the pictures in the
column corresponding to the number thrown on the dice and producing either a question or
statement using the adverb of time in the corresponding row. If the player produced the
question/statement correctly they would be able to place a counter on the picture space. In the
case that the question/statement was incorrect, the player was not permitted to place their
counter on the space. The first player to place four counters on the board in a row was the

winner (see fig. 15).

The author created a playing board with picture and word prompts (see fig. 16), which would
be used to place counters onto. The teacher had expressed concern as to how the pupils would
know whether the questions and sentence they were creating were correct or not. As a result,
the author thought of creating an answer sheet, which would be used by the opposing player
to check the correctness of the player’s language production. An answer board with the
correct question and sentence structures (see fig. 17) was created as a means of peer

correction/feedback to be used during gameplay.
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An activity route map (see table 14) was also created and sent to the teacher.

Name of Game:
Type of Game:
Type of Interaction:

Game aim:

Cognitive aim:

Table 14

Four In a Row

Board game

Two-player

To be the first player to lay four counters on the board in a row, either
horizontally, vertically or diagonally.

Students can ask questions correctly using the possessive -s and can
answer questions correctly using short forms of the verb to be and

possessive adjectives.

Activity Route Map for Class 9 ZS Novy Rychnov

TYPE OF

STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise with material and activity,

make sure you understand the rules,

make sure you have all the materials

needed (Four in a Row boards, dice,

counters)
2 lead-in stage recap the use of present perfect for | T —Ss

experiences and questions T-S

3 setup

make pairs, explain the rules of the | T—Ss
game, answer any questions, hand out | T—S
materials

4 run the activity

observe students’ activity, correct any

major errors, S-S
answer any questions, help pupils if | S—Ss
needed

5 close the activity

summarize points gained (who won the | T — Ss
game?), praise all players

6 post activity

follow-up work (in course book) T —Ss
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Present Perfect Four in a Row

Rules of the game:

Pupils play in pairs.

Each pupil is given a board and counters.

Each pair is given an answer sheet and a dice.

Pupils take turns to throw the dice.

Player 1 throws the dice and chooses one of the pictures in the column
under the number equivalent to the one on the dice. Player 1 uses the
adverb in the same row as the picture chosen to create a sentence in the
present perfect tense.

Player 2 has the answer sheet and decides on whether Player 1 created
the sentence correctly.

If the sentence is correct, player 1 may put one counter on the picture
that was chosen. In the case that the sentence is incorrect, player 1 is not
allowed to put any counters down on the board.

Player 2 rolls the dice and chooses a picture in the column under the
number equivalent to the one on the dice.

IPlayer 1 has the answer sheet and decides whether the sentence created
by Player 2 is correct.

The aim of the game is to get four counters on the board in a row next to
each other. The row may be vertical, horizontal or diagonal.

The winner is the first player to get four counters in a row.

Fig. 15. Rules of Four In a Row Present Perfect
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Stages of Game Implementation

Pre-lesson stage: The English teacher received all necessary materials three days prior to the

lesson in which the game was to be played.

Lead-in stage: The teacher stated that they initiated the lesson by writing five sentences on the
board with the verb to live in present perfect and one of the adverbs of time in each sentence.

The sentences and differences in meanings were briefly discussed in Czech.

Set up: The teacher asked one of the pupils to read the rules of the game and the teacher
explained them in Czech to ensure everyone understood how the game was to be played. The
setting up of the game was fairly brief and simple; there was no need for furniture to be
moved around as the game was played in pairs, therefore pupils played with their neighbour.
Each pupil received a board and around ten beans, as the teacher did not have any counters

that could be used. Each pair was then given an answer sheet and a dice.

Run the activity: The teacher stated that pupils initially made a number of errors but as the
answer sheet had been handed out to each pair to use, the teacher did not need to step in and
correct them. According to the teacher, students made great progress through gameplay, as
they were able to see the correct forms of questions and statements in the answer sheet when
checking their partner’s language production, and apply their findings in their subsequent
turns. Pupils were thoroughly engaged in gameplay and seemed to be enjoying themselves to
a great extent. The teacher attributed this success to the fact that the game incorporated a
variety of implements: a board, dice and beans. The beans were used in lieu of counters to be

placed on the board and became a source of amusement to many of the pupils.
Close the activity: Once the game had finished, pupils were given a five-question survey on
their experience playing the game, which ensured the author had feedback not only from the

teacher but also from the participants themselves.

Post activity: The teacher stated that a brief summary of the use of present perfect was given

at the end of the lesson.
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Teacher and Student Feedback

The teacher provided extremely positive feedback in regards to the use of the game, Four in a
Row, which was described as the most successful from the range of games used in the
research in terms of practising, developing and consolidating the language structures.

The teacher stated that the students were thoroughly engaged throughout gameplay and the
cognitive aims of the game were clearly fulfilled as errors were being made initially, and
hardly at all towards the end of the game on account of the answer sheet pupils had at hand.

The teacher stated that they would certainly be utilizing the game in their future lessons.

The post-game survey revealed that all participants deemed the game enjoyable, with four
pupils stating the game was somewhat easy to play, two pupils were unsure of the difficulty

and two pupils stated they found the game difficult to play.

All but one pupil stated that the game was meaningful to the practice of the subject matter.
One pupil stated that the game had definitely not helped, also stating that the game was
extremely difficult. The same pupil also stated that the game should be changed, by being
played in Czech.

All pupils stated that they would like to play the game again, the option of playing again in

order to practise the same subject matter was selected three times, the option to practise other

subject matter was selected seven times.
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5.4 Qualitative Research in ZS Nedvédovo namésti

5.4.1 School Profile

7S Nedvédovo namésti is situated in Podoli in the district of Prague 4. The school consists of
fourteen classes and is attended by a total of 322 pupils, 113 of which are at upper primary
level. The school is, according to its website “a traditional neighbourly school with excellent
swimming lessons starting in first classes as part of the curriculum and offers a range of
opportunities for pupils to take part in water sports thanks to the school’s partnership with

many water sports clubs in the area.” (ZS Nedvédovo namésti)

5.4.2 Teaching English as a Foreign Language at Upper Primary Level

There are three teachers of English at upper primary level teaching at ZS Nedvédovo namésti.
Each of the five classes of upper primary level are divided into two groups and taught by two
teachers. The school also offers English conversation lessons to pupils of upper primary level

as part of a range of optional subjects pupils can choose from.

Two English teachers participated in the qualitative research of this work, one teacher of

groups of classes 6 and 7, the other teacher of groups of classes 8 and 9.

The author and teachers agreed that one game would be used in a lesson of each upper
primary group. The game would be selected or created and prepared by the author and
implemented into the lesson by the teacher, following the activity route map prepared by the
author. Post-game surveys would be distributed to pupils in order to get feedback on their
experience playing the game and the teacher would give their own feedback on whether the

game was successful in regards to being enjoyable and whether aims were met.
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5.4.3 The Use of Games in an English Lesson of Class Six

The group of class six consisted of ten pupils, eight of which were present on the day of

research.

The pre-game interview revealed that the topic being taught in English lessons was
prepositions of place and describing places using the structures there is/there are with the
indefinite articles a/an and the quantitative adjectives some/any. The teacher required a game
in which speaking skills were to be developed. As the author had had positive feedback on the
use of the board game Battleships, the game was proposed and subsequently approved by the
English teacher.

The author created a board with vocabulary from Unit 2A of the course book Project Explore
1, namely rooms in the house and items/furniture to be found in the rooms. The game was to
be played by pupils asking questions about whether the given items are in the specific rooms.
For example a pupil may ask: “Are there any pictures in the bathroom?” and their co-player
would respond with either “Yes, there a some pictures in the bathroom.” or “No, there aren’t
any pictures in the bathroom.” depending on whether they had drawn a battleship into the

chosen space or not.

The author created a Battleships board (see fig. 19) with instructions on how to play (see fig.

18). An activity route map (see table 15) was also created and sent to the teacher.

Name of Game: Battleships

Type of Game: Board game

Type of Interaction: Two-player

Game aim: To detect positions of opponent’s battleships and destroy them.
Cognitive aim: Students can ask questions and answer questions correctly about

various items in rooms of the house using the structure there is/there

are and some/any and indefinite articles a/an.
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Table 15

Activity Route Map for Class 6 ZS Nedvédovo namésti

TYPE OF
STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise with material and activity,
make sure you understand the rules,
make sure you have all the materials
needed (Battleship boards)
2 lead-in stage recap the vocabulary (my house) and the
use of some/any and a/an T —Ss
T-S
3 setup make pairs, explain the rules of the
game, answer any questions, hand out
materials T-Ss
T-S
4 run the activity observe students’ activity, correct any
major errors,
answer any questions, help pupils if
needed S-S
S —Ss
5 close the activity summarize points gained (who won the
game?), praise all players T-Ss
6 post activity follow-up work (in course book or your
own ) T —Ss
S-S

78




How to Play Battleships

Mark the following battleships into your grid. You can use different colours,
you can use various shading or you can mark your battleships with an X

For example, your grids may look like this:

Player 1 Playerz
- - - '] = = - -

=
-

NOF l'.»em‘

Qe !

CHHUGLE
AEN .

Take turns in asking about items in the rooms of the house.

Player 1: Is there a sofa in the dining room?

Player 2: No, there isn’t a sofa in the dining room.

Player 2: Are there any chairs in the attic?

Player 1: No, there aren’t any chairs in the attic.

Player 1: Are there any pictures in the bathroom?

Player 2: Yes, there are some pictures in the bathroom.

Player 1 has hit part of player 2’s battleship and can have another turn.

The winner is the player who hits (and sinks) all of the other player’s
battleships.

Fig. 18. Instructions for Battleships Game for Class 6 ZS Nedvédovo namésti
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Stages of Game Implementation

Pre-lesson stage: The English teacher received all necessary materials three days prior to the

lesson in which the game was to be played.

Lead-in stage: The teacher initiated the lesson with a lead-in activity of describing the picture
of the house in the course book by giving clues and asking pupils to guess which room was
being described. The clues were very simple and pupils named the rooms with no difficulty.
The second part of the lead-in activity consisted of the teacher writing two questions on the

board with blanks to be filled in.

Are there chairs in the living room?
Yes, there are chairs in the living room.

No, there aren’t chairs in the living room.

Is there armchair in the living room?
Yes, there is armchair in the living room.

No, there isn’t armchair in the living room.

The teacher then ensured the pupils knew when to use a/an and some/any.

Set up: The setting up of the game was fairly brief and simple; there was no need for furniture
to be moved around as the game was played in pairs, therefore pupils played with their
neighbour. All pupils knew the game well thus time was spent only on explaining the manner
in which pupils detect the positions of their opponent’s battleships, which the pupils seemed

to grasp immediately.
Run the activity: Pupils of this group seemed to make minimal errors and the teacher did not

need to intervene in gameplay, which enabled pupils to become fully immersed in their

games.
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Close the activity: As there were no major problems and errors were not being frequently
made, a substantial game flow was created and the majority of pairs finished within fifteen

minutes, leaving adequate time for a post-game activity.

Post game activity: Prior to the concluding activity, pupils received the post-game survey,
which was completed within a maximum of two minutes. The pupils were subsequently asked
to write a description of the rooms in their home using the structures and adjectives practised

in the game.

Teacher and Student Feedback

The teacher provided extremely positive feedback, stating that the game exceeded their
expectations and proved to be a valuable means of language practise. The pupils seemed to
have enjoyed the game immensely and the cognitive aims were fulfilled, as the post-game

activity was completed with ease by all pupils.

The post-game survey showed that all pupils deemed their experience very enjoyable and
described the game as somewhat easy.
Six pupils stated they felt that the game definitely aided in practise of the subject matter, two

pupils stated that the game more or less helped them in practising the structures.

Neither of the pupils would change the game in any way.

All pupils stated that they would like to play the game again, the option of playing again in

order to practise the same subject matter was selected six times, the option to practise other

subject matter was selected five times.
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5.4.2 The Use of Games in an English Lesson of Class Seven

The group of class seven consisted of nine pupils, all of which were present on the day of

research.

The initial interview with the English teacher revealed the requirements for the game, which
were to practise the vocabulary of unit 2C in the course book, Project Explore 2, which was
connected to extreme weather and natural disasters. The English teacher further required the

game to enable verbal practise of the items.

After studying the unit, the author decided on the card game Cheat!, which would be adapted
to the vocabulary items and the use of past tense with adverbs of time. The game was inspired
by the classic card game Cheat!, in which players aim to get rid of their cards by discarding
up to four cards of the same set or series, whilst calling out which series they are discarding.
The next player may only discard one or more cards of the rank above or below the series
discarded by the previous player. For example, player A discards two cards of the series of
Threes (three of hearts, three of diamonds, three of spades, three of clover). Player B must
then discard only cards belonging to the series of Fours (the rank above the previously
discarded cards) or the series of Twos (the rank below the previously discarded cards). The
winner is the first player to discard all of their cards. However, players may lie about which
cards they are discarding, as the game progresses, there is a lesser chance players will have
cards in hand that rank one above or below cards discarded prior to their turn. Other players
may call out “Cheat!” if they suspect a player has not discarded cards that they have claimed
to. The discarded cards are then turned over to reveal their true value. If it is discovered that
the player was in fact cheating, they must take all of the discarded cards from the pile. If it is
discovered that the player was not cheating, the player who had called “Cheat!” must take all

the discarded cards.

The author, however, deemed the original rules a little too complicated and was unsure of
whether the pupils had ever played the game. The adapted version was greatly simplified in
order for it to be feasible to play.

The vocabulary items of unit 2C were used with the addition of three other items describing

extreme weather and natural disasters, adding up to 12 vocabulary items: avalanche,
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earthquake, flood, hurricane, thunderstorm, snowstorm, volcanic eruption, wildfire, drought
and landslide. The author created picture cards depicting the vocabulary (see fig. 20) and four
sets of cards were printed. Thus there were a total of 48 cards consisting of four wildfire
cards, four snowstorm cards, four hurricane cards etc. An activity route map (see table 16)

was also created and sent to the teacher.

Cards were to be distributed among the players. The first player would discard up to four
cards by stating which natural disaster had occurred in the past specified by an adverb of time.
For instance, a player would discard two (volcanic eruption) cards and say: “There were two
volcanic eruptions last year.” The next player would discard up to four cards of any of the
natural disaster cards and the game would carry on in this manner, until a player had

discarded all of their cards in hand.

Name of Game: Cheat!

Type of Game: Card game

Type of Interaction: Multi-player

Game aim: To be the first to discard all of the player’s cards.

Cognitive aim: Students can state which and how many natural disasters occurred in

the past using the selected vocabulary and simple past tense.
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Table 16

Activity Route Map for Class 7 ZS Nedvédovo namésti

TYPE OF
STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise with material and activity,
make sure you understand the rules,
make sure you have all the materials
needed (two sets of 48 cards with
vocabulary items for extreme weather
and natural disasters)
2 lead-in stage recap the meaning of the vocabulary
items and the use of past simple with
. T —Ss
adverbs of time (yesterday, last year,
T-S
two days ago)
3 setup make groups, explain the rules of the
game, answer any questions, hand out | T — Ss
materials T-S
4 run the activity observe students’ activity, correct any
major errors,
answer any questions, help pupils if | S-S
needed S —Ss
5 close the activity summarize points gained (who won
. T —Ss
the game?), praise all players
6 post activity follow-up work (in course book or T Ss
your own ) S_3
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Fig. 20. Cheat! Playing Cards
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Stages of Game Implementation

Pre-lesson stage: The game implements, rules and activity route map were given to the
teacher three days prior to the observed lesson, in which the game was played, in order for the

teacher to become familiar with the game and ask any questions regarding gameplay.

Lead-in stage: The teacher recapitulated the vocabulary items on page 24 of the course book
and introduced three additional vocabulary items: wildfire, drought and landslide, which were

written on the board.

Set up: Pupils were then asked to divide themselves into groups of four and five players. The
pupils created a group of five boys and a group of four girls. The teacher subsequently
explained the rules of the game. The set-up stage of the activity extended over the planned
time as chairs and tables were moved around to enable comfortable play and, as pupils were
not familiar with the game, a number of questions were asked and subsequently discussed.
Each group received a deck of the vocabulary cards and one pupil from each group distributed

the cards between the players.

Run the activity: One of the two groups seemed to have grasped the rules and became
engaged in gameplay fairly quickly. However, the second group, consisting of only boys, who
according to the teacher were “habitual trouble makers” started out well but soon recreated
the game by adding another cheat element of hiding cards in their caps and face masks. This
group certainly seemed to have been enjoying themselves, however, there was very little, if
any, meaningful language exchange, even with the interference of the teacher, who tried to get

the group on track.

Close the activity: Although having had a player win, the group of girls carried on with
gameplay, which was terminated by the teacher as the second group had become too
disruptive. The teacher praised all players in the group of girls and collected the cards. The
group of boys had become a little too enthusiastic in their gameplay and the teacher closed the

game activity as the teacher felt it had lost its value to language learning.
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Post activity: A word-to-description matching activity had been prepared and was distributed

after pupils had completed the post-game survey.

Teacher and Student Feedback

During the post-game interview, the teacher expressed dissatisfaction with the game as,
although pupils had enjoyed themselves, the cognitive aims were not met for the majority of
the group. The game was viewed as enabling pupils to misbehave and thus the teacher

believed consolidation of the vocabulary items had not been achieved.

The post-game survey revealed that four pupils had found the game to be very enjoyable; one
pupil stated that the game was somewhat enjoyable. Three pupils deemed the game somewhat

unenjoyable and one pupil was unsure.

Three pupils stated that the game was vey difficult, two of which had previously stated that
they had very much enjoyed playing the game.

An equal number of students believed that the game helped with vocabulary practice and that

the game was not useful to vocabulary practice. One pupil stated they were unsure.

All nine pupils stated they would not change the game in ay way.

Four pupils stated that they would like to play the game again in order to practise the same
subject matter. Four pupils stated that they would like to play the game again in order to

practise other subject matter and one pupil stated that they would not like to play the game

again.
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5.4.3 The Use of Games in an English Lesson of Class Eight

The author interviewed the teacher of class eight in order to be able to plan a game to be used
in their English lesson. The requirements for the game were to practise the current subject
matter, in this case phrasal verbs connected to relationships and present perfect tense.

The teacher wished for the game to be aimed at communicative skills. The subject matter of
the English lessons was based on the course book Project Explore 3. The group had started
Unit 2A, having already been introduced to the vocabulary and partially the use of the present

perfect tense.

The idea of which game to use in the specific lesson arose from the number of vocabulary
items, eight phrasal verbs for relationships, which prompted the author to base the game on
the classic card game Kvarteto or Quartets, which is played using eight sets of four cards of a
kind and requires players to verbally communicate.

The aim of the card game is to collect as many sets as possible of four cards of a kind,
referred to as a quartet. Each quartet collected earns the player one point, once all cards have
been collected, the player with the most points becomes the winner.

The game was adapted for the purpose of practising asking questions about players’
relationships using the phrasal verbs get on well with, fall out with, make up with, hit it off
with, keep in touch with, catch up with, hang out with and put up with someone/something in

present perfect tense.

The author created two decks of thirty-two cards using the phrasal verbs and the equivalent
illustrations from the course book (see fig. 21). Each phrasal verb became a series of four
cards, which would become the quartet to be collected. In order to collect cards from the same
series, players were to ask questions using the specific phrasal verb and the present perfect
tense e.g. “Have you ever fallen out with a friend?” The addressed player would then reply to
the question using the affirmative “Yes, I have fallen out with a friend a few times.” in the
case that they had the card in hand and would then hand the card over. They would reply
using the negative “No, I haven’t ever (have never) fallen out with a friend.” in the case that
their cards in hand did not contain the wanted card, and the turn would pass to them.

Name of Game: Quartets

Type of Game: Card game
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Type of Interaction:
Game aim:

Cognitive aim:

Table 17

Multi-player

To collect as many sets of the four same cards as possible.

Students can ask and answer questions correctly about their relationship
experiences with friends and family using the phrasal verbs for

relationships and present perfect tense.

Activity Route Map for Class 8 ZS Nedvédovo namésti

TYPE OF
STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise with material and activity,
make sure you understand the rules,
make sure you have all the materials
needed (two sets of 32 cards with
phrasal verbs for relationships)
2 lead-in stage recap the use of present perfect and the
. T —Ss
meaning of the phrasal verbs T_3
3 set up make groups, explain the rules of the
game, answer any questions, hand out T-Ss
materials T-S
4 run the activity observe students’ activity, correct any
major errors,
answer any questions, help pupils if S-S
needed S—Ss
5 close the activity summarize points gained (how many
quartets were collected by each pupil), | T —Ss
praise all players
6 post activity follow-up work (in course book) T—Ss
S-S
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Fig. 21.
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Stages of Game Implementation

Pre-lesson stage: The English teacher received all necessary materials three days prior to the

lesson in which the game was to be played.

Lead-in stage: The teacher initiated the lesson by writing the eight phrasal verbs for
relationships on the board and asked students to explain their meanings in English with an
example. The definitions were predominantly given by one of the pupils, as the majority of
the group shouted out the meanings in Czech. Pupils were encouraged to give an example in
English and the teacher subsequently explained each meaning in Czech as some pupils had

misinterpreted a number of the definitions given in previous lessons.

Set up: The teacher divided pupils into two groups of five, introduced the game and asked one
of the pupils to go over the rules. A number of questions were asked by the pupils, the most
significant to the game being whether pupils are to hand over all cards of the same series or
only one, and whether players are allowed to lie about which and how many cards they have
in hand. The teacher and pupils agreed that only one card was to be handed over and players
were allowed to ask the same person twice for the same card. However, the teacher left the
latter question ignored, which became a problem later on in the game.

All cards were divided among the players and the players to start were chosen by means of a

counting-out rhyme the teacher decided on using.

Run the activity: Pupils started asking questions in present perfect. The author made note of
seven instances of errors that were repeated, three of which were corrected by the teacher. The
author observed that the majority of pupils seemed to be deeply engaged in the game and
appeared to be enjoying themselves. The game of one of the groups, however, took a turn
after it became apparent that two of the players were cheating, one of which unsurprisingly
was the pupil who had asked about whether lying was permitted. The players had not been
truthful about which cards they had in hand and one of the players seemed to have been
hiding a number of cards. The participants rapidly became frustrated and the game ended

prematurely due to demotivation caused by the dishonest gameplay of two of the pupils.
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Close the activity: A discussion arose among the pupils of this group and the teacher, while

the other group finished their game.

Post activity: The teacher rapidly summarised the use of the phrasal verbs and the present

perfect tense and the post-game surveys were distributed for completion.

Teacher and Student Feedback

In the post-game interview, the teacher stated that the game was successful as pupils were
communicating using the correct structure, however, the incorrect set up of the game lead to
dissatisfaction and demotivation of students. The teacher acknowledged that they had been at

fault and should have addressed the question of cheating immediately.

Having had no previous experience playing the game, some problems were to be expected.
The teacher expressed that they would like to utilize the game again in the future. However,

rules would be stated clearly and any form of unfair play would be sanctioned.

The post-game survey revealed that two pupils deemed the game very enjoyable, three
somewhat enjoyable and two pupils stated the game was somewhat unenjoyable. Three pupils

WwEre unsurc.

The game was rated as very easy and somewhat easy, both by three pupils. The game was

found to be difficult to one player and three pupils were unsure.

In regard to the meaningfulness of the game to language learning there was no consensus
among the pupils on whether the game aided in the practise of the use of phrasal verbs for

relationships and the use of the present perfect tense.

The majority of the group agreed that they would not change the game in any way. However,
four pupils stated that they would change the game in a manner so that cheating would be
forbidden. Two of these pupils also stated they would not like to play the game again for the

reasons of other players cheating.
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5.4.4 The Use of Games in an English Lesson of Class Nine

The group of class nine consisted of ten pupils, nine of which were present on the day of

research.

The pre-game interview revealed that the topic being taught in the English lessons of class

nine was the use of first conditional to express a definite possibility.

The author and teacher agreed on a card game specifically designed to practise first

conditional, found in Jill Hadfield’s Intermediate Grammar Games (20).

The game chosen was a matching card game, in which players are dealt “action cards” (see
fig. 24) and “if cards” (see fig. 23) are placed in the centre of the table. Players start a
sentence using the prompt found on the card retrieved from the pile in the centre of the table.
Players who believe one of their cards in hand is suitable to finish the sentence, state so, and if
all players agree the sentence created makes sense, the player receives the card from the
centre and discards it together with their card in hand. The first player to discard all their

cards wins. An activity route map (see table 18) was also created for the teacher’s use.

The author copied and printed the cards to create two decks of each set.

Name of Game: If...Will

Type of Game: Card game (specifically designed for EFL learning)

Type of Interaction: Three — Four players

Game aim: To match player’s Action cards with If cards and discard them.
Cognitive aim: Students can correctly make sentences about future definite

possibilities using the first conditional structure if — will.

Table 18
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Activity Route Map for Class 9 ZS Nedvédovo namésti

TYPE OF
STAGE TEACHER INTERACTION
1 pre-lesson stage familiarise =~ with  material and
activity, make sure you understand
the rules, make sure you have all the
materials needed (four sets of 20
cards If... Will)
2 lead-in stage recap the use of first conditional to
express a definite possibility in the | T—Ss
future T-S
3 setup make groups, explain the rules of the
game, answer any questions, hand | p _ Ss
out materials T_S
4 run the activity observe students’ activity, correct
any major errors,
answer any questions, help pupils if | ¢ _ ¢
needed S _Ss
5 close the activity summarize points gained (how many
quartets were collected by each
. i T —Ss
pupil), praise all players
6 post activity follow-up work (in course book) TS
—Ss
S-S

95




How to use the game [_muves sweer |

* Check that your students are famihiar with the grammar
in the Grammar point.

* Divide the class into groups of 3-4 students.

» Give each group a set of /F CARDS and a set of
ACTION CARDS.

* The students should deal out the ACTION CARDS and
put the /F CARDS face down in a pile in the centre.

* They may look at their ACTION CARDS.

* The first player turns up an /¥ CARD from the pile and
lays it on the table, starting a sentence beginning with
‘If ..." as suggested by the picture, ¢.g. (turning up the
picture of the snow) ‘If it snows ...

* The player with an ACTION CARD that matches can
produce it, completing the sentence, ¢.g. *... we'll
go sledging.’

« If everyone agrees that this makes a good sentence,
the players can then discard both cards.

* If two or more players offer endings, the group should
decide which is the best.

* Then it is the next player’s turn to turn up a card
from the pile.

+ The object of the game is to get rid of all your cards.

Fig. 22. Rules of If...Will Card Game
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B if ... will

Fig. 23. “Job cards” for If... Will Game
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will

...

ACTION CARDS

Fig. 24. “Action cards” for If...Will Game
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Stages of Game Implementation

Pre-lesson stage: The English teacher received all necessary materials three days prior to the

lesson in which the game was to be played.

Lead-in stage: The teacher initiated the lesson by drawing a picture of a raincloud and a
picture of a person inside a house and described the picture as: “If it rains, I will stay at
home.” Three pupils were then prompted to finish the beginning of if clauses that the teacher
presented them with. The grammar structure was very briefly discussed in Czech to ensure all

pupils understood the use of first conditional.

Set up: The teacher divided pupils into two groups and both sets of cards were distributed.
The rules of the game were presented and questions emerged about the meaning of a number
of the pictures, as some pupils were not sure what the pictures were to represent, others were
not sure of the vocabulary to use. Some vocabulary items were written on the board and

pupils began the game.

Run the activity: During gameplay, cases of omitting “will” were observed and corrected by
the teacher in the case that they were being made by the same pupil continuously. However,
most correction took place within the group through peer feedback and correction, as the

teacher had ensured that the groups consisted of mixed-ability pupils.

Close the activity: Gameplay finished in both groups prematurely with no conclusive winner.
Pupils stated that a number of cards were missing and thus matches to some cards were not
found. The teacher investigated the matter and discovered that in fact no cards were missing
and that the pupils had matched two cards, which in theory did match but did not create the

correct pair according to the game rules.

Post activity: Pupils received a post-game survey, which was completed within a maximum of
two minutes. A gap-fill exercise was then distributed for the pupils to work on, however,
lesson time had been exhausted and the pupils were asked to finish completing the gap-fill as

homework.
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Teacher and Student Feedback

In the post-game interview the teacher expressed that in theory the game could have been
successful but given that pupils mismatched a number of the cards, the game element did not
fulfil its aim.

The cognitive aim, however, was met, as in most cases pupils created grammatically correct
sentences. The teacher stated that if they were to play the game again, the lead-in activity
would consist of going through both the “If cards” and “Action cards” to determine which
cards are to be matched, thus enabling gameplay to be successful.

In regards to the factor of engagement and enjoyment of the game, the teacher stated that the
pupils seemed to be engaged in the game, however, was unsure to what extent gameplay was

enjoyed.

The post-game survey revealed that the majority of pupils had enjoyed the game, save for one

stating the game had not been enjoyable.

The game was deemed very easy by three pupils and somewhat easy by one pupil. Two pupils

stated they felt the game was somewhat difficult to play and two pupils were unsure.

The majority of pupils believed the game had aided in practise of the first conditional, save
for one pupil stating the game had definitely not helped, this pupil had previously stated that
the game was not enjoyable and declared that they would not like to play the game again.

The other seven pupils stated they would like to play the game again, the option to practise
the same subject matter was selected six times, the option to play again in order to practise

other subject matter was selected five times.

Neither of the pupils would change the game in any way.
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5.5 Conclusion of Qualitative Research

The qualitative research in both ZS Novy Rychnov and ZS Nedvédovo namésti revealed that
the process of obtaining, creating and preparing games to accommodate the requirements of
the upper primary EFL curriculum is extremely time demanding.

The author’s experience with the qualitative research resulted in their partial demotivation due
to the difficulty of supplying the teachers with games that would meet the requirements of

fulfilling both cognitive aims and game aims.

Whilst the utilized games were predominantly met with satisfaction from teachers and pupils,
the author feels that two of the teachers remained unmotivated to implement games in the
future due to the effort required in obtaining and preparing the games. The two teachers in
question had stated that they perceive preparation of meaningful games too laborious as
games that would suit their needs are scarcely found.

One teacher stated that the reason for not utilizing games in their lessons was their inadequate
knowledge of types of games and the manner in which they are played, leading to lack of
confidence in their successful implementation. However, this teacher expressed that after
having participated in the research, they became motivated to seek more games to be used in

their lessons.

From the perspective of the pupils, the qualitative research found that the majority of pupils
enjoyed the lessons in which games were played, although many were not able to recognize
their educational value. Pupils expressed their desire for more games to be played during
lessons, disproving theories that teenagers are reluctant to play games and thus the use of

games in their lessons should be avoided.

There was a consensus among teachers that the games were meaningful to language learning
and all agreed that games should become central to the curriculum of EFL teaching at upper
primary level. However the question of time for preparation of such games was seen as a
limitation by teachers and the author, concluding that the need for a resource pack of some

kind would aid in the implementation of games in the curriculum.
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6 Conclusion

The current work researched the use of games in the upper primary EFL classroom using

methods of quantitative and qualitative research.

The results of the teacher surveys revealed that the majority of respondents use games to
facilitate language learning in their English lessons at upper primary level. Data showed that
the majority of teachers involved in the research implemented games in their lessons
approximately once a week. Furthermore, data revealed that word games and memory card
games are frequently used and that games to practise vocabulary and speaking skills are
among those most frequently implemented in English lessons.

The author, however, believes that the collected data does not reflect the reality of game use
in upper primary English classes on a wider scale, as the surveys were most probably
completed predominantly by teachers interested in the subject matter, thus the data excludes
cases of teachers who do not use games in their lessons.

The research also concluded that the majority of respondents perceived the implementation of

games as meaningful to the practice and development of language skills and systems.

The results of the student surveys revealed that there is a great interest among pupils of upper
primary level to play games in English lessons. The favoured games of young adolescents
were revealed to be small group games and games played by two players.

Strategy based games with elements of cooperative competition also proved popular among

the respondents.

The results of the quantitative research imply that games are deemed meaningful learning
techniques and should be viewed as central to the upper primary curriculum, the author

believes that not only in the field of foreign language learning.

The results of the qualitative research revealed that selecting appropriate games based on the
curriculum of upper primary English courses proved challenging, yet not impossible, with
most proving to be successful in their practical implementation. The teachers involved in the

research and current author concluded that if course book publishers were to create a games
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resource pack supplementing each course book, containing board games, card games and
word games based on the language systems and skills found in the course books, games
would be implemented on a much larger scale and would become an integral part of English

lessons in Czech primary schools.

Pupils involved in the qualitative research perceived games as enjoyable and somewhat
meaningful to their language learning. The majority stated that they would like games to be

played more often in their English lessons.

Overall, the author discovered that games indeed are meaningful in upper primary English
lessons and their implementation should be encouraged by authors of EFL teaching
methodologies, faculties of pedagogy, and publishers of EFL course books used in primary

schools.
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APPENDIX A

Teacher Survey

1 You are a:

O female O male

2 How many years have you been teaching English at upper primary school? (classes 6 - 9)
Napovéda k ofazce: Viberte jedn odpoved”

O 1-2 years O 3-5 years O 6-10 years O 10-20 years O more than 20 years

3 Which class(es) do you teach?

Napovéda k otdzce: Viberte fednu nebo wice odpoved’

Clen [ [ sn [ o

4 Which region is your school situated in?
Napovéda k otazce: Viberte jednu oapovid
O HiawniméstoPraha () Stredotesky kraj O KrajWysotina ) linoteskjkraj () Plzefisky kraj

O Ustecky kraj O Karlovarsky kraj O Liberecky kraj O Pardubicky kraj O Kralovéhradecky kraj
O Olomoucky kraj O Moravskoslezsky kraj O Zlinsky kraj

5 Do you enjoy playing games in your free time?
Napovéda k otdzce: Vyberte jednw odpovid”

O Yes, | enjoy playing games and do so in my O No, | don't enjoy playing O | enjoy playing games but don't have enough
free time. games. free time.
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6 Do you agree that using games in English lessons at upper primary level is meaningful to
language learning?
Wapovéda k otizce: Viderte fedny odpoved”

O Strongly agree O Agree O Neither agree or disagree O Disagree O Strongly disagree

7 Do you use games in your English lessons?
Wapovéda k otizce: Viderte fedny odpoved”

O Yes O No (skip to question 217)

8 What do you use games for?
Wapovéda k otizce: Viderte fednu nebo vice odpoved)

D To motivate :I To introduce new language / :I To practise current subject l:l Too assess
students topic matter students

D To fill up free time

9 What types of games do you use?
Wapovida k otdzce: Viderte jedny nebo vite oopovedl

D board games {e.g. Monopoly, Battleships, specially created :l card games (e.g. D word games (e.g. dice
board games for teaching English) Snap, Go Fish!) Taboo, | Spy) games
D memaory games (e.g. Memory, Concentration) :l tlerlaying games { |:| dexterity games

_ e.. Scrabble) (e.g. lenga)
D other (please specify in next question) ‘

10 What additional types of games do you use?

Mapovéda k otizce: Amwer if you ticked other” in prEVious queston
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11 Which language do you use to state the rules of a game?
Mapoveda k otazee: Videre fednu odpoved”

O Czech O English O | alternate between Czech and English

12 What kind of games, according to student interaction, do you use most often?
Mapoveda k otazee: Viderte fedny odpoved

O 1-player games O 1-player games O group games O whole class games

13 Which language skills and systems do the games you use practise?
Mapoveda k otdzce: Viberte fednu nebo vice odpovéd!

D reading :l writing :| listening :I speaking :I grammar D vocabulary D pronunciation

D communication

14 To what extent do you correct errors during gameplay?
Mapoveda k otazee: Viderte fedny odpoved

O Always O Usually O Sometimes O Rarely O Mever

15 How do you present the results of a game?

Mapovida k otazee: Videre fednu nebo vice oopoved’

| praiseallplayers || Praisewinner(sjonly | Give marksto winner(s)
16 How often do you play games?
Mapovéda k otazce: Viderte fedny odpoved”

O Every lesson O Usually {once a week) O Sometimes (once a month) O Rarely

17 Do your students enjoy playing games in English Lessons?
Mapovida k otizce: Viderte fedny oopoved”

O Mways O Usually O Sometimes O Rarely
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18 Which class(es) enjoy playing games?
Napowéda k otdzce: Widere fednu mebo vie oopoveal

Llem [ an ] s ] o

19 Where do you look for games to use in your lessons?
Mapowéda k ofazce: Vibede jedny nebo wie oopovedl

|:| Internet |:| Course book :| Specialized publications :| | create my own |:| From my colleagues

20 From an educational standpoint, what are the types of games you use?
Mapovéda k ofdzee: Viderte jedny odpoed

O Language learning games (didakticka hra) O Non-language learning games O Both of the above

21 Please list the games you use most often in your English lessons:

Mapovéda k otazce: Give speaific mames, mot types (as listed in question §) eq Scabbie, Dominoes efc

22 Would you like to use games in your lessons more often?
Mapovéda k otdzce: Viderte jedmy oopoved”

O‘r'es OND

23 What are the biggest limitations to using games in your English lessons?
Mapovida k ctizce: Viderte jedmu mebo vice odpoved!

Lack of financial support from school Lack of time in Lack of own
Lack of space

management j ¥ j lessons D interest

:I Too much preparation

Lack of students’ interest
D invaolved
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APPENDIX B

Student survey

1JSEM:

MNipovida k otazee: Viderte jedny adpoved

(O hoa ) Kk

2 Chodim do:

Nipovéda k otdzce: Vyberte jediu odpovéd

O etiey O ntriey O sy O 9. tridy

3 Anglictinu ve Skole mam od

Napovida k otazee: Viderte jednu adpoved”

O rriey O attiey O vy O avvidy O stiey O 6. tidy

4 Hodiny anglittiny jsou pro mé:

MNapovida k otdzee: Viderte jedny odpoved

O veumi datezite O paesite O zeastidalesite () Malo dilesite () Neddleite

5 Hodiny anglictiny mé:

Nipovéda k otdace: Viberte jedinu odpovéd

O vemibai O spigbavi O Nevasi (O spignevavi () Vibec nebavi

6 Réd(a) hraji hry.

Napovéda k otazee: Viderte fediu odpoved”

Oﬁnu ONE

112



7 Nejradeéji hraji hry:

Nipovda k otazce: Videre fedny ogpovdd”

O samagm O vedwojici () Vmaleskuping () Vevelkéskuping () Nerad(a) hraji hry

8 Mimo video hry, hraji rad(a)

Napovida k otazce: Videde fedny nebo wee odpovéal

|:| Deskové hry |:| Karetni hry :I Slovni hry |: HKostkové hry :‘ Paméfove hry D ZruEnostni hry

9 Nejradéji hraji hry:

Nipovda k otazce: Videre fedny ogpovdd”

(O strategické () S vysokym podilem nzhody () Oboji

10 Nejradéji hraji hry, ve kterych:
Napovéda k otdzee: Videde fedny odpovéd

O Soupefim sam/sama s O Soupefim sam/sama s O Spolupracuji ve skuping, ktera soupefi s Nerad|a)
jednim hrafem vice hrati jinou skupinou soupefim

11 V hodinach anglictiny hrajeme hry:

Nipoveda k otazee: Videre fedny odpovdd”

O vemizasto O Casto (O obtas () Nikdy

12 Rad(a) bych v hodinach anglictiny hrala hry.

Nipoveda k otazee: Videre fedny odpovdd”

O lednoznatné ano O Spide ano O Nevim O Spidne O Rozhodné ne

13 Mam pocit, ze bych se v anglictiné mél(a) zlepSit v:

MNipovida k otdzce: Viderte fediu nebo vice odpovéal

D gramatice |: slovni z@sobé :| vyslovnosti :| komunikativnich dovednostech D psani :| poslechu

|:| Eteni I: mluveni
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14 Kdybychom hrali hry v hodinach anglittiny, bavila by mé vice.

NipovEda k otdzce: Vibede fednu ogbovds

OMG ONE

15 Kdybychom hrali hry v hodinach Al, nenaucili bychom se tolik.

Nipoveda k otdzce: Vibede fedmu ogbovds

O Maprosto souhlasim O Spise souhlasim O Mevim O Spise nesouhlasim O Maprosto nesouhlasim
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APPENDIX C

Post Game Survey

Crotaznik k wyukité hie pfi wuce anglického jazyka.

trida:

hra:

Prosim o zodpovézeni otdzek. Dotaznik je anonymni, prosim cdpovide] pravdive,
podle svyeh pocitd

1} Jak moe té& bavilo hrani hry?

o velmi bavile 0O spiEe bavile O nevadile mi O spife nebavile ©vibec nebavilo

2} Jakd byla ndrofnost hry?

0 velmi ndro€nd O spife ndrodnd O nevim O spife nendrofnd 0O velmi nendrodnd

3} Mas pocit, ze ti hra pomohla procvidit probiranou latku?

O jednoznadngé ana O spide ano O nevim  OspiSe ne O rozhodné ne

4} Zmanil(a) bys néco na hie? Co by to byla?

0 ana, zrménil{a) bych:

0 ne, nic bych nemanil(a)

5) Chtalia) bys hiru hrat novu?
0 ano, chtél(a) bych znovu hrat bru k procviceni stejné latky
O ano, chtélfa) bych znovu hrat bru, theba i k procvideni jing latcy

o ne, nechtéla) byeh brat znovu hru (prosim uved ddvod)
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