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                                      Abstract 
 
 

 Games can be an effective factor in increasing the motivation of students because it 

provides them with the opportunity to produce a good language, in addition, playing 

games  give learners a chance to use the language naturally and to play a greater role 

in managing the classroom talk. This study is based on tow questionnaires to both 

fourth year pupils and  English, in addition to the classroom observation to get more 

insights about the impact of games on developing the learners’ motivation . The 

analysis of the questionnaire showed that both learners and  teachers consider that 

playing such games as an important factor in enhancing the students motivation , 

furthermore, the results of the observation are in agreement with the results of both 

students’ and teachers’ questionnaire .According to this study, we hypothesize that 

EFL learners need to play different games during their learning process in order to 

create a good atmosphere of motivation. 
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General introduction 

     Thanks to globalization, English becomes an international language that plays a 

significant role in the teaching/learning arena. The major aim of teaching and learning 

this language at schools and universities is to bring up learners to better understanding 

and better communication of the language; foreign learners want to master the English 

language for many goals, such as to chat with native speakers, or to do researches. 

EFL learners face many difficulties when learning this foreign language because of 

many reasons, including inefficient teaching methods and techniques, and learners’ 

lack of motivation. This later is a crucial factor in the success of the teaching process 

of any foreign language, particularly English. If students feel bored and unmotivated 

during the lectures, their learning process will not achieve any remarkable progress, 

which affects negatively on both teachers’ and students’ performance inside the 

classroom. Therefore, the role of the teacher, among others, is to facilitate the learning 

tasks to the students and help them to create a healthy learning environment that 

makes them more motivated  and exited about learning the English language. In order 

to meet this objective, the teacher can employ several different techniques to make the 

pupils motivated; one of them is teaching language games during English classes. 

Hence, this study is conducted to investigate whether teaching language games can 

help EFL teachers to motivate their pupils or not, and how can this technique play a 

major role on developing pupils’ motivation.  
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1. Statement of the Problem 

          Games can be used as a teaching technique when teaching a language .Using word 

games is indeed a motivational technique in teaching and learning, particularly for 

beginners that may help also EFL learners to improve and develop their learning level of 

English as a foreign language . 

          This study attempts to examine, on the one hand, the importance and the use of word 

games in the classroom to develop EFL pupils’ motivation, and also to stimulate English 

teachers 'awareness about the effectiveness of this technique. On the other hand, if 

language games are implemented effectively in the classroom; consequently, the learner’s 

language level will develop significantly, mainly their vocabulary knowledge.  

2. Aims of the Study 

             This research is guided by four objectives. The objectives are as follow: 

• To identify word games as a new educational technique, and its importance for 

motivating EFL learners. 

• To facilitate difficulties faced by EFL learners in improving their skills 

(speaking) while learning language. The more pupils practice language games 

,the  more they communicate. 

• To make that  language game technique useful in teaching English language. 

• To find the effectiveness of using language games in teaching English and 

their role in promoting students opinions towards learning English.  

•  3. Research Questions 

           Our study aims at addressing the following questions: 

• To what extent word games are motivational technique for EFL learners? 
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• How can language games technique motivate EFL middle school pupils to better 

understand , participate? 

• What is the impact of using language games on students motivation ? 

4.Research Hypothesis 

• If the middle school  English teachers use language games technique correctly 

the pupils’ motivation will be raised. 

• If  the middle school English  teachers use language games  effectively the 

process of learning English as foreign language will be easier and more 

achieved.  . 

5.Research Methodology 

    Our study will be conducted through a descriptive method as an appropriate way of 

testing our hypothesis. This study deals with qualitative approach  , it aims to describe 

and demonstrate language games role in improving both learner’s motivation and 

vocabulary knowledge in Ben Badis middle school at Djamaa, Eloued. 

1. Population and Sampling 

• Population  

     The aim of this work is to examine the subject of the importance on using language 

games. Therefore, the research deals with all English middle school teachers at Ben 

badis. Thus, fourth year middle school pupils represent  (117 of pupils) who are 

organized into groups are involved as a population of the study. 
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• Sampling 

     The sample of this study deals specifically 60 pupils from four classes chosen 

randomly from fourth year middle school pupils who are enrolled in the academic 

year 2016/2017.Each class has been  divided into groups to learn English through 

using language games to practice language games activities which help them to learn 

English language in different manner. 

2.Research Tools 

     To achieve the stated objectives, data will be collected by using tow tools a 

questionnaires and classroom observation. 

• Questionnaire a tool of gathering data through asking written questions. 

It is addressed for both teachers and pupils of Ben Badis middle school in order to 

obtain their opinion about the research problem, and if, according to them, games are 

significant in enhancing their vocabulary level. 

• Classroom Observation it is designed for fourth year middle school pupils  

to gain more detailed information on their reaction toward playing games. More 

specifically ;it attempts to check if pupils really learn from using language games 

activities.  

6. Significance of the Study 

         Our research tackles one of the interesting topics for both educators and learners, which 

highlights the importance of using language games in improving students’ motivation 

during the learning process. Also, we attempted, through this study, to help teachers 

understand the effectiveness of language games, and then overcome the difficulties they 
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may face while implementing this technique. This study attempts to provide teachers with 

the sufficient knowledge that helps them to introduce and present their lessons and 

activities in a motivational way, through this technique, to extend the amount of 

vocabulary pupils may attain during their English class. 

         7. Structure of the Study 

     This research is divided into three chapters. The first is devoted to discuss  the use 

of  Language games technique .Second chapter is devoted to examine motivation . 

The third chapter is devoted to the analyses the field work . Chapter one deals and 

explores the  reasons of using language games, the different definitions, and its types, 

and games categories,  its uses with the four skills .The second chapter discusses  

motivation definitions and its types,  the theories of  motivation, and the importance 

of motivation .The third chapter   analyze the results of the tow tools. Finally, we 

conclude by some pedagogical recommendations are suggested for EFL teachers and 

learners 

8.  Limitation of the Study 

  These some limitations that we encountered in our classroom observation sessions' 

we have attended. The limited number of the attended sessions while using language 

games at the same time, and after using it because we started our classroom 

observation late. At the same time the state of the middle school  that our classroom 

observation, is included faced by some difficulties, after heavy rains  which did not 

helps us to attend extra sessions, and even pupils miss their session because the school  
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9.Literature review 

    Using language games in the classroom starts with motivating EFL learners, in this 

study; we will discuss the literature review of both motivation and language games. 

As a start, each researcher defines motivation in a different way. According to Tuzum 

(1994, p.12), motivation “is a word to describe those processes that can (a) arouse and 

instigate behavior (b) give direction and purpose to behavior , (c) continue to allow 

behavior to persists :and (d) lead to choosing or preferring a particular behavior ”. 

Another point of view was explained by Tumsden (1994, p.31), who defines learners’ 

motivation as “naturally has to do with learners desire to participate in learning 

process. But, it also concerns the reasons or goals that underline their involvement in 

academic activities”. Although it is agreed that using games in the lesson is 

motivating, but the teacher may face some difficulties in implementing games in the 

classroom. 

    Several researches have been conducted on the technique of teaching by using 

games. The researchers were able to come up with a number of studies which 

supported the use of games as an activity that motivate learning English language. 

     Moreover, many experienced writers argued that games are not just time –passing, 

but have a great educational interest. Bennett, (2001) overemphasized the power of 

games to facilitate deep and meaningful learning, where most productive and 

motivating learning experiences are taking place outside of school, through playing 

and participating. In such educational atmosphere, according to her, children enjoy 

learning via having a sense of their own progress and where the learning is relevant 

and appropriate .Therefore, using games is an effective technique to facilitate 

learning, and help learners taking experiences outside the school through playing 
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games because children like playing games. This can make pupils participate actively 

and progress in their learning process. 

 In addition, Erzoze (2000) agreed and added that chosen games are valuable, highly 

motivating, assuming, challenging, and they encourage cooperation. As games give 

fun and relax for the learners, he also continued that they allow them practice 

language skills. However, using that tool can benefit learners in different ways; 

motivational, challengeable, and encouraging pupils by allowing them practice the 

language.  

In the same perspective, it is argued that teaching English successfully is not just a 

question of method (ibid). “The best lesson may fail due to the fact that the personal 

diversity and needs are underestimated; therefore, it is worth looking for reasons 

behind their passiveness which be due to lack of fun and interest(ibid, p.55 

).Therefore, teaching English, using this technique, has better chances to present 

successfully the lesson in an effective way because it involves fun. The Lexion 

universal Encyclopedia (1983, p. 27-29) defines games as “model of real situations in 

which the issues are quite simply drawn and participate can become engaged without 

any condition. Since games issues make learners participate and engaged”. Further, 

Zdybiewska (1994, p.6) supported this view as he believed “that games are a good 

way for practicing a language and help using a language in their daily life.” 
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Chapter one: Language Games technique 

Introduction  

      In this chapter, we will provide some literature about the process of learning by 

using language games, and we will discuss its importance. We shall also discuss some 

reasons on using games in education and its benefits for teaching and learning English 

language .We will also explain games categories and its uses with the four skills 

(Reading, speaking, writing, and listening).Indeed, this tool can implemented in the 

class in different ways we also discuss the favorable time of using games, and when 

not implemented. Therefore, games can be used in different kinds of classes while 

learning according to the level. Then, we will investigate in this study how EFL 

learners learn through playing word games with some examples of games. In addition, 

games can be good tool that help students learning the language. 

   1.Games 

   1.1 Definition of Games 

      Different definitions used to describe games in different ways.For Salen and 

Zimmerman definition ,“ a game is a system in which players engage in artificial 

conflict, defined by rules, that results in qualitative outcomes”(2003,p.96).Another 

definition is provided by Ingvar sirgurgeirson (1999) who defines games as a good 

technique when teaching various subjects because they are very likely to spark 

interest among students .They can be used with students of all ages .Therefore, using 

games as a teaching technique is considered as good tool that takes students’ interests 

for all ages and members. In addition, Elshamy (2001) describes games as a 

“competitive activity” played according to rules within a given context.(p.15) 
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1.2 Definition of Word Games 

    Word game as a term, according to Macmillan Dictionary refers to “language 

games” which a great way to learn all sorts of thing about English. These games are 

for English learners, or native speakers who are addicted to word games. (2007, p.27) 

     In the same path, Indiana university Bloomington’s definition of language games 

explains that “word games as a term refers to a fairly widespread language play 

phenomenon in which phonological forms of words are systematically altered so as to 

disguise that they are”. (1989, p. 1).Word games as a concept described as a system 

that deals with the phonological forms of words of language plays. Other terms that 

are used instead of language games are a secret languages disguised speech, play, 

languages and funs. 

2. Games as a Teaching Technique 

     Teaching with techniques is differing from one teacher to another .Teaching today 

has changed from previous years. If you ask any teacher whether using games as a 

teaching technique is important, you will receive different answers, may be they 

positive a or the opposite. Azriel et al,(2005) say “regardless of ages or economic, 

ethnic, or social background, people understand the language of plays” 

(p.9).Therefore, games offer the appropriate environment for learners to explore and 

interrogate information in  an enjoyable way with positive interaction. Therefore,  

teachers when they use language games in the classroom, they should motivate the 

pupils. As Biggs (2003) says, “being active while learning is better than being in 

active” (p.4). 



12 

 

When we consider how learners learn, we can appreciate the effectiveness of games 

as a learning tool that helps learning English language. Therefore, language game is a 

tool that encourages pupils to learn the language in different ways. Another key form 

using word games as a teaching technique is  as a  formative assessment element .As 

result pupils will react positively and they will be active and participate more .Also, 

the use of games as teaching tool is important because it keeps diversity in order to 

light and sustain students’ interest .In other word, teachers can help students using 

word games activities even passive students can perform well and interact effectively 

because children on general prefer to play games, both passive and active one will 

play. 

According to national curriculum (2007), “ games can be a good teaching technique 

,such as role playing ,imitation  games ,theoretical expression and problem solving 

activities are especially fitting for all stages of language learning ”(p.12). 

3. Reasons of Using Language Games 

     Teaching by using language games has many reasons to apply it in the EFL 

classes. First of all, games are funny and enjoyable, which makes the learner engaged 

in the subject .But teachers should keep their students active and motivated . 

      Second, using games in EFL classes enables students to practice the four language 

skills to learn a language in real situations, for example, teaching them how to 

pronounce words with pictures through repetition, the teacher demonstrates the 

speaking skill to make them speak the language. 

     Third, games also help students to  participate .Pupils when playing games in the 

classroom it can encourage them to share friendly  relation , create a good atmosphere 
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, and  makes cooperation for both passive and active pupils that is helpful in keeping 

the existence of learning .Fourth, games are good for shy learners ,also for low 

confidence one’s. Because they get the chance to practice and improve themselves by 

expressing their ideas, solving problems, that is sometimes easier to forgot shyness 

and afraid it  create better atmosphere which is not serious .Fifth, through playing 

learners can learn English  in the same way  that children learn their mother tongue. 

Thus, when they learn the language they are not aware if they are studying, without 

stress, precious, they learn much more because they think that they are just playing a 

game. 

     Sixth, According to Lewis (1999), the game context makes the foreign language 

immediately useful to the children. It brings the target language to life because when 

they are playing a game they learn foreign language and use the language effectively 

.It seems an easy task.  

Finally, using games in the classroom is important because it gives the opportunity to 

pupils to learn a language through playing different games. According to Piaget, 

children’s games reflect society ;and by playing games, children learn many of 

society’s rules. 

4. Techniques to Teach Language Games 

     Tyson (2001) claims that games started with fun first but it can end in bad way, so 

it is more than just a fun tool .In addition, it is hard to find the right game to use. 

When selecting a game, you should select the game as a recipe for good education it 

is one of fun and challenge techniques that motivate learners and make them 

interested on learning, the teacher should know how to use games appropriately.  
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5.  Types of Language Games  

5.1 Physical Games 

   A good example of physical games is “walking the line”, where participants have to 

walk a line and perform various types of tasks at the same time (,2000,p.  ) .Another 

example of physical games according to Freeman (2000,p.107-111) “Simon says” fit 

the teaching method called total physical response (TPR) in which languages is taught 

by allowing students to observe and take their time to understand the language before 

having to spark it. 

5.2 Educational Games 

      Educational games are important to use that holds the educational domain .It 

consists of careful word lists of target language divided to several themes by 

educational experts .According to Prensky (2001), engaging educational games 

should also contain interaction and feedback mechanism that will help the player 

learn. Hays reports (2005) suggest a set of design recommendation for educational 

games, emphasizing on the instructional quality .These games should have .More 

specifically, the games should be integrated in to a large educational program, and it 

should also incorporate elements that help students build new knowledge structure or 

complete their existing ones. 

5.3Drawing Games 

        A good example of this game is “drawing in a foreign language”. That game is 

similar to “who am I" game that make students draw on the black board instead of 

acting. 
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5.4 Games for Large and Small Group 

   Games can be divided into groups, small and large ones. First, there are games that 

can be used prior to some group activity in order to divide the whole group into 

smaller group. A game that fits this type is the game “group dividing by miming”. 

The teachers should know how the game should be implemented when students are in 

divided groups. 

6. Games and the Four Skills 

     Games can be used with the four skills listening; speaking, writing, and reading 

Moreover; games offer a combination involves the four skills use. Therefore, they are 

tools that help learners and develop their language skills because they are designed to 

develop their skills and abilities. According to Betteridge, and Buckby (1997, p.1), 

“games can be found to give practice in all the skills reading, writing, listening, and 

speaking, for many types of communication”. 

6.1Writing Language Games  

     Writing skill is difficult task for students. Learners need to know how to write, 

including grammar, punctuation, paraphrase, and research .There are a number of 

approaches to practice the writing skills. 

      According to Harmer(2001) “we need to choose between them , deciding whether 

we want our students to focus more on the process than its product , to study different 

written genres, all to encourage creative  writing either individually or 

cooperatively”.(p.33). Writing skills as a process aims to develop writing genres to 

encourage creative writing for individuals and groups. Games can be a good way 
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which provides writers with the desire to write because games are fun and easy to 

learn. 

    According to Hadfield(1990) a variety of interaction writing games can be found on 

the internet, and teachers can without much effort create a game that practice writing 

formal letter ,for example. A game when participants would have to rearrange 

sentences to positions them correctly ,so they make formal letters. Therefore, it is easy 

to found games and to teach by using it without much efforts especially creating 

games to practice writing skill. To illustrate, when teaching pupils writing a formal 

letter, in this game, learners would have to rearrange sentences correctly.  

6.2  Speaking Language Games 

      Communication is very important because when we communicate, we practice the 

language. Also, learners need to practice the language, especially foreign languages. 

Speaking games used to help learners to communicate .Using games is enjoyable. 

According to Hadfield (1990) games in general might emphasize fluency. That 

category may be linguistic games and communicative games; both aim to teach 

speech in the target language .Indeed, games which emphasize on fluency can be 

divided into linguistic and communicative games. 

6.3 Listening Language Games 

    Listening is necessary in learning a language .The more efficient listeners are 

successful ones .Listening skill was defined, according to the European Journal  of 

Language and Literature Studies, as “ listening is not merely hearing it is a state of 

receptivity that permits understanding of what is heard and grants the listener 

partnership in the communication process ”(p9). Therefore, listening activities might 
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be an effective tool to train pupils. By combining listening with using games, teachers 

may prevent learners from boring activities or lessons. 

EFL Learners need to listen carefully   to develop their learning goals, especially 

when they need to communicate. For example, describe the place students into pairs 

and have them sit back to back. Give one students in the pair a unique picture with a 

simple shapes drawn on it .Then give the second student a blank piece of paper. The 

student with the picture must dictate to his/her partner how to draw the picture; so 

with this game, pupils develop their skill. This game can also be used to train learners 

for speaking, and communication. 

6.4 Reading Language Games 

     Reading skill is important as  the other skills for learning English language because 

when you are able to write you need to know how to read .EFL learners need to know 

how to read .As Harmer (2007,p.77 )argue the application of listening language 

games is Iceland where the majority of the text books for university are in English ” 

.Reading skill is important and crucial that teachers seek appropriate means in order to 

keep students interested .Games in general provide fun .Thus ,students will be 

engaged .The European Journal of Language and Literature Studies( 1988) has seen 

that through reading , we learn a lot, and it is the most prominent language skill. 

7. Implementation of Language Games 

     The main issue in implementation of games is how can we create, with a minimum 

of efforts, the best possible chance that implementation of intended and approved 

complex innovations will actually take place, according to the practical ideas from the 
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literature on implementation. Games can be implemented in the classroom by a 

teacher in different ways, but it depends on choosing the appropriate timing. 

8. Disadvantages of Games 

     Games are always loved and funny ,but using games can be negative. According to 

Pravita(2010) .First disadvantage in  applying games in teaching  and learning process 

was by attracting student’s  interest to game ,all of them  were active and made noisy 

it is difficult to the teacher to control them they much moved and spoke a lot .second 

disadvantage  timing the teacher only had little time to explain the material and gave  

some new vocabularies So there was no longer time for teacher to explain more and 

help them to memorize all the new vocabularies. Third ,boring the students get bored 

and losing concentration if there is repetition of the same activity. Fourth, if the 

teacher not well designed for the game the lesson may fail. 

9. Games in Different Kinds of Classes 

    Teachers need to take to consideration some characteristics  when preparing and 

realizing a game in classes ; however, it is impossible to reflect on all existing classes. 

Therefore, we will take a closer look at using games in different types of classes based 

on the language level  

9.1.1 Using games in language teaching according to level 

9.1.2 For Beginners 

      Carrier (1990) ,teachers should first consider the level of the game to fit their 

students' language level. In classes teachers should use specific games with beginners; 

it is difficult to maintain the student’s attention for too long. It is difficult for beginner 

pupils to remember all new words and expressions they need to acquire in order 
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proceed further . One of the most specific outcomes of using games in the class of 

beginner learners is improving the good relationship with the new language. 

According to Hadfield(1999)  beginners’ games are a collection of 40 games for 

beginner students of English, and language syllabus that matches the communication 

abilities of beginners and young learners. 

9.1.3 For Intermediate learners 

     Intermediate learners have already gained amount of knowledge and skills 

regarding in the target language .They have already built the relationship; they are 

usually aware of and realize the fact that the language is a real spoken by real people. 

They are able to use the language actively , and therefore the ground is set for more 

complicated games if desired .Games for these students are not essential part of a 

lesson ;nevertheless, it brings the refreshment and enjoyment to teaching and learning 

process .It is also an occasion to use the target language in  an active way . 

9.1.4 For Advanced learners 

     Advanced learners have the ability to use language games  without thinking about 

the  learners groups are difficult .Games at this stage are not used very often , yet they 

still play an important role as tool of making the pupils live with language ,and use it 

not only for educational purposes. 

10. Learning through Games 

 10.1 Puzzles 

     A puzzle is a type of games. In every day case, the puzzle solves the problems and 

a goal is to solve a particular mentally challenging problem or accomplish a particular 

mentally challenging task. Many people are hooked on certain type of puzzles. For 
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example, some people routinely start the day spending time playing crossword 

puzzles in their morning newspaper. The fun is in meeting the challenge of the puzzle, 

making some or a lot of progress is completing the puzzle. 

     From an educational point view ,it is clear that solving  crossword puzzles helps to 

maintain and improve one’s vocabulary ,spelling skills and knowledge of many 

miscellaneous tidbit of information .Solving crossword puzzles tends to contribute  

one’s self esteem .A puzzle game is a problem or enigma ,which is  mainly designed 

for entertainment .Often ,the player  can solve puzzle without having to draw upon  

deep knowledge of any discipline .A good example of this type of game is Jigsaw 

puzzle and Rubrics cube provides an example of this a child doing a Jigsaw puzzle is 

engaged in tasks that involve looking for patterns, using spatial visualization skills. 

Playing these puzzles may be done individually or in small groups. In the latter case, 

there is a strong social education aspect of putting together a jigsaw puzzle. 

10.2 Sudoku 

     Sudoku is a type of game puzzle that is used to illustrate various aspects of 

learning to solve a puzzle and increasing one’s level of expertise in solving a puzzle 

.The Sudoku puzzle requires the player to be able to recognize and distinguish 

between symbol. 

10.3 Cross Words Puzzles 

      In this type of a game, the teacher provided a paper for each student containing 

crosswords puzzles with some public place pictures. Then, the teacher asked the 

students to do it. After that the teacher attached the crosswords on the white board. 

After that, she/he showed those pictures related to the crossword one by one to the 
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students. Next, the teacher asked each student to say the name of the picture showed 

by the teacher, spell the name, and write the name on the white board. If the students 

made any mistakes in saying the name of the picture, spelling the name, or writing the 

right name, corrected them. 

10.4 Guess the Word 

     In this type of game, when the teacher asks one  of student to  stand in front of the 

class.  The teacher gives to the pupils a word that cannot be seen by others. He/ She 

will draw on the black board a picture expressing the concept of the word .The rest of 

the class have to guess the word , the one who drew the picture gets the points if the 

class can guess the correct  word will be rewarded. 

10.5 Card Game 

     A card game is any game using playing cards as the primary device with which the 

game is played , including families of related games ,such as poker .A small number 

of card games played with traditional decks have formally standardized rules, but 

most  are folk games whose rules vary by region ,culture ,and person .Many games 

that are generally placed  in the family of card games do in fact use cards for some 

aspect of their game play .Similarly, some games that are placed in the card game 

genre contains a board .The distinction is that the game play of a card primarily 

depends on the use of the cards by players. 

11. Uses of Games 

11.1 Ways to Use Games 

     Most of games are for fun .Therefore, teachers should know how to control and 

ensure a positive atmosphere in the classroom .According to piedad (2002,p. 53) seen 
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that, "a game must be in synchrony with the environment and abilities of the students, 

because not all of games can be played inside the classroom”. Sugar (1998, p.xvi) 

argues that students can play each and every game .The chosen game must be balance 

both fun and challenge. Langran and Purcell (1994) argue that the rules of the games 

must be specified clearly by the teacher before starting the game. 

11.2 When to Use Games 

      According to Hadfield (1990,p.145), suggested that "games should be regarded an 

integral part of the language syllabus, not an amusing activity for Friday afternoon of 

for the end of the term." .First, vocabulary games make learning new words easy, and 

using them later interesting and fun through repetition of words .During the process 

the acquisition ,or learning of vocabulary become internalized. Second, when students 

lack interest, they do not understand the importance of the point being learnt 

.Employing games and fun activities may take their attention .Third, when they 

practice language classes are usually taken up as supplementary to students’ main 

subject. Games can be refreshing; and they may change mood as well as reenergize 

students. 

11.3 When Not to Use Games 

   Games for student which have not  the pre- requisite qualities should not be played 

.Also ,sometimes when time is not enough .Timing must be planned properly ,  games  

needs more than  it requires .so, teachers may face some problems during the 

implement of games .For example,  noise , passive learners , and classroom 

organization all of these factors  can affect on the teacher and learners use of games in 

the classroom. 
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Conclusion 

    Language games make learners understand better in an enjoyable way, and help 

them to facilitate some difficulties that they may face in learning foreign languages. 

They may help them also achieve better results .The role of language games in 

teaching English language is to develop their learning process because games can 

keep their minds active through playing words and develop the students’ different 

skills, mainly their communication skills .Games offer the opportunity to the students 

for acquiring and learning new words as a motivational tool that enhance learning 

English language. 
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Chapter tow: Motivation 

Introduction 

     In this chapter, we will discuss the different definitions of motivation and their  

types. We shall also illustrate the relationship between motivation and English as a 

foreign language. We will also explain how the teacher can enhance motivation in the 

classroom by implementing some suggested motivational strategies, and activities. 

We will discuss the relationship between language games and motivation. Then, we 

will discuss the positive impact of motivation in the English classrooms that our 

research attempt to improve 

1.  Definitions of Motivation  

     Motivation as a term has different definitions. According to Dornyei’s definition 

(2001,p4),“motivation is frequent term used both in education and research context”.  

Motivation is “an abstract, hypothetical concept use to whole range of motives” ibid).    

Scheidecker et al (1999) define that motivation is “without question, the most 

complex and challenging issue that facing teachers today” (p.115).Therefore, 

motivation remains a difficult term to be explained by teachers. 

      In addition, other scholars define motivation as the following.  Gottfried (1999) 

states that  academic motivation is “enjoyment of school learning characterized  by a 

mastery orientation ;curiosity ; persistence ;task-endogamy; and learning of 

challenging, difficult ,and novel tasks”  (p.525).Therefore, academic motivation 

consists of many characteristics. For example, ''enjoyment'' , ''mastery orientation'', 

''curiosity'' , ''persistence'', ''endogamy -task and  challenging of learning''' . 
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     On the other hand, Guay et al ‘s definitions  (2010,p. 21) states that  motivation as 

a term refers to “the reason underlying behavior” motivation as term originated from 

the Latin word “moveo-movere” means to “move” in English . Walker (2011) states 

that motivation is the element that moves humans to decide taking certain choice to be 

engaged and to be able to continue a behavior. Therefore, motivation is the key that 

guides humans to decide behaviors  . For Homala  defines the word motivation as “the 

common name for all impulses that lead to behavior, or as the case may be to certain 

behavior”(  1972  p.11) . 

     Another definition by Gee (2003) who argued that “motivation is the most 

important factor that drives learning” (p.3).Therefore, motivation remains the 

important element that helps learning process. Brown (2000) proposed three 

definitions of motivation according to different schools of thoughts (behaviorist, 

cognitive school, and constructivist school) summarized in this table. 

The behaviorist school Cognitive  school Constructivist school 

Motivation is seen as the 

anticipation of reward. The 

more we have 

reinforcement; motivation 

is more likely to be 

increased. 

Motivation is related to the 

individuals decision and 

underlying needs to reach a 

given goals. 

 

Motivation is linked to 

social context in order 

to satisfy fundamental 

physical necessities and 

also to fulfill needs, 

security, identify, and 

self-esteem. 

        Table 01:Brown’s three definitions of motivation (2000, p.160-161). 
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2. Motivation in Second language 

     Motivation to learn an L2 is complex and unique, even within motivational 

psychology, due to the multifaceted nature and roles of language itself, and describing 

its nature and its core features requires particular care. 

  According to Gardner (1985),defines L2 Motivation as “the extent to which an 

individual work or strives to learn the language because of desire to do so and the 

satisfaction experienced in this activity”. (p.10).Language teaching article sees that 

motivation is important factor in learning success. As argues that traditional teachers 

uses  the four skills to  motivate  learners as central element  to teach the English 

language effectively. 

     Motivation is a  difficult topic in education, Williams and Burdens’ frame work of 

L2 motivation (1997), considered that L2 motivation to be complex, multi-

dimensional construct, but the grouping of the component followed different 

principals. Motivation in foreign and second language learning  .For  Williams (1994)  

“motivation involves  choice about actions and behaviors including  decision ”.(p.77) 

.Another view, Bardwell and braaksma (1983), examine the issue of motivation in 

second language acquisition is complex and constantly evolving. Therefore, 

motivation is complex in the acquisition of l2. 

3. Types of Motivation 

     Gardner and Rayan distinguished many types of motivation according to the 

purposes or the goals of the learners .Gardner(1985) claimed  that motivation refers to 

the combination of desire and efforts to achieve a goal. He studied motivation from 

different perspectives, stating the following categories: intrinsic, extrinsic, 

instrumental, integrative. 
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3.1 Instrumental Motivation 

     Instrumental motivation explains the goals for L2 learning. English language is 

chosen as field of study in order to achieve aims. Dornyei (2001) stated that the 

functional reason for learning a language as a means of attaining certain instrumental 

purposes  as a better job. In other word, instrumental motivation gives  learners the  

desire for learning language for practical reasons. They use it in order to achieve their 

goals and needs, however; instrumental motivations make learners learn the language 

because of their specific reasons or needs. Hudson (2000) claimed that instrumental 

motivation is characterized by the desire to achieve something .Therefore, learners 

need to achieve goals refers to the desire, or the aims they want to realize. 

3.2 Integrative motivation 

      Falck (1978) argue that most successful learners while learning a foreign language 

, are those who like the language and the culture which has positive attitude about the 

language study. This means that good learners are those who has an interest about 

learning foreign languages.  Masgoret and Gardner (2003), sees that Integrative 

motivation as “a sincere and personal interest in the people and culture represented by 

the other language group”(p.98). 

3.3 Intrinsic Motivation 

      Ryan and Deci(2000) states that “intrinsic motivation refers to doing  something 

because it is inherently interesting or enjoyable”(p.55).Therefore,  intrinsic motivation 

is defined as doing something with pleasure and enthusiasm . In addition, intrinsic 

motivation can be classified according to Noels (2001), as follows: 

• IM -knowledge :which refer to the pleasure of knowing  
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• IM-accomplishment: which refer to the pleasure of accomplishing goals 

• IM-stimulation: which refers to the pleasure sensed when doing the task 

     Another point by Takase (2007) , who stated that intrinsic motivation involves the 

desire to learn ,enjoyment, interest .Therefore, it refers to the self-desire that motivate 

people and engage them with the action. Thus, intrinsic motivation is the key that 

gives people desire for learning, enjoying, interesting, and engaging them because it is 

the most factor that control people. 

3.4 Extrinsic Motivation 

     In contrast, extrinsic motivation refers to doing an activity in order to get 

enjoyment or fun .Also extrinsic motivation  is concerned performing an action  

which aims to get a  rewards .In sum, it refers to the behavior that leads to the external 

rewards .As brown (2007) argued that extrinsic motivation is “fueled by anticipation 

of rewards from outside and beyond the self”(p.172). 

 For  Deci and Ryan(2000) , who proposed four types of extrinsic motivation as 

follows: 

• Extrinsic regulation:  which refer to the classic case of extrinsic motivation. 

• Introjections regulation: This occurs when an individual’s takes in external 

regulation. 

• Identified regulation: which refers to identifying individual’s  values of 

behavior.  

• Integrated regulation: which is the highest level of internalized extrinsic 

motivation ,integrated with other aspect of the self 
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Figure 01: The components of Extrinsic motivation Deci and Ryan (2000) 

4. Enhancing Motivation in the Classroom 

     Teachers may face  both motivated and de-motivated pupils in the classroom, but 

the teachers should motivate their learners in different ways to avoid  de-motivated 

learners. Many researchers discussed how to enhance learner’s motivation in the 

classroom. According to Lightbown (1999) stated that “teachers can make the learners 

motivated by making classroom as supportive environment in which  students are 

stimulated , and engaged in the activities”(p.163).Therefore,  teachers  can affect on 

learners motivation by providing them a healthy classroom environment  which 

makes the  learners engaged within the task.  

  Another way to enhance motivation in the classroom by creating group work as an 

example of that activity is group cohesiveness used by teachers as competitive tasks 

identification 

Extrinsic 

motivation 

External 
regulation 

introjections 

integration 
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which makes competition. Moreover, this type of  activity encourage learners and 

makes them engaged by creating the sense of motivation  

4.1 Motivational Strategies 

     Dornyei (2008) defines “motivational strategies as referring to (A)instrumental 

interventions applied by the teacher to elicit and stimulate students motivation,(b)self-

regulation strategies that are used purposefully by individuals students to manage the 

level of their own motivation”(p.57). Motivational strategies frame work seen as the 

following: ibi practice 

 

 

Figure 02: The main components of Dornyei (2001), motivational strategies. 

     Dornyie (2001) book motivational strategies in the language classroom, laid out 

thirty –five motivational strategies as follows: 

 (A) Create the basic motivational conditions,(B)generate initial 

motivation,(C)maintain and protect motivation, and encourage positive self-

evaluation ,teaching motivational strategies in the classroom is complex task.  
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   A-Creating the basic motivational conditions as follows: 

• Appropriate teacher behavior. 

• A pleasant and supportive. 

• Atmosphere in the classroom. 

• A cohesive learner group with appropriate group norms. 

    B-Generating initial motivation: 

• Enhancing the learner’s L2-related values and attitudes. 

• Increasing the learner’s expectancy of success. 

• Increasing the learner’s goals orientendness. 

• Making the teaching materials relevant for the learners’ beliefs. 

• Creating realistic learners beliefs. 

  C-Encouraging positive retrospective self-evaluation: 

• Promoting motivational attributions. 

• Providing motivational feedback. 

• Increasing learners’ satisfaction. 

• Offering rewards and grades in a motivating manner. 

  D-Maintaining and protecting motivation: 

• Making learning stimulating and enjoyable. 

• Presenting tasks in a motivational way. 

• Setting specific learners goals. 

• Protecting the learner’s self-confidence. 

• Allowing learners to maintain a positive social image. 
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• Creating learners autonomy. 

• Prompting self-motivating. 

• Promoting cooperation among the learners.  

4.2 Motivational Activities 

     Teachers may use some motivational activities in order to help learners to learn 

English language easily, and in different ways .Teacher may design some learning 

activities. Ames (1992) who proposed five objectives for the learning activities . 

• Focusing pupils attentions on the most significant and relevant aspects of 

content. 

• Awakening their curiosity and interest through novel and entertaining 

activities. 

•  Setting tasks that involves a reasonable degree of challenge. 

• Helping them to set realistic short term goals. 

• Supporting the development of effective learning strategies. 

      Ames objectives explained as the following .First, teachers do not need  to focus 

on taking pupil’s attention, because they will lose their motivation to participate. 

Third and fourth objectives deals with conditions given that provide expectations and 

the experience of progress. Fifth and sixth objectives explain the development   of 

effective learning strategies; we consider one elements of teaching for motivation. 

4.3 Language Games and Motivation 

     Games provide language teachers with many advantages when they are used in 

classrooms. One of these advantages is that learners are motivated to learn the 

language when they are in games. Emphasizes usefulness of the game because of its 
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motivating importance. “It is clear then that games-since children naturally want to 

play them- can be motivating.” McCallum (1980, p. ix)emphasizes this point by 

suggesting that “games automatically stimulate student’s interest, a properly 

introduced game can be one of the highest motivating techniques.” Avedon (cited in 

Deesri, 2002, p. 2) further argues that “games spur motivation and students get very 

absorbed in the competitive aspects of the games; moreover, they try harder at games 

than in other courses ”.In other words, games stimulate students’ interest in classroom 

activities and as a result, students become motivated and willing to learn. 

Philips(1993) supports this opinion by her statement that enjoyable activity is 

memorable then and the possible success that the children could reach in language 

learning will develop motivation for their further learning .In fact, games are closely 

connected with motivation. For example, Khan (1991, p. 143)     Motivated learners 

are easy to describe them. As Skinner and Belmont(1993) noted that although 

motivated learners are easy to recognize ,they  are hard  to find ,we would add, hard to 

create .Thus , despite of the fact that is easy to describe motivated learners ,but it is 

difficult to find  and create them so it is difficult task for teachers . 

     Games  on general make learning funny and enjoyable ,word games can also serve 

the process of learning it can help learners to communicate even while using tasks as 

basic for introducing alternate communicative activities , word games will add 

another dimension  to the classroom .Another  positive point on using word games in 

the classroom , word game also can unifying the students in general and specific 

groups , it create teams members .As Lamy and Laitenberger (1976) argues that the 

ludic element of playing games in a formal classroom environment  may be bored the 

class member . 
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     In addition,  Moreno (1997) states that ludic tasks can benefits learners in the 

creation of the language classroom as the following .First, it can create contact among 

new students , it make social contact and communication  .Second, self-confidence  

and help inhibited  learners to express themselves .Third, it make creative capacity. 

Motivation  allows learners input to determine how curriculum may be in proved and 

gives the learners the sense of  autonomy that in turn improves motivation to be 

engaged  in the learning process . The teacher should know how he/she motivate the 

students by engaging them through activities .Therefore, using language games 

activities or ludic tasks  it helps students ,and gives them different benefits. According 

to Schmidt and watanbe (2001) discovers that learners of foreign languages scored 

lowest on a battery of tests concerning motivation. Thus, most of EFL learners are 

demotivated to learn foreign language. 

5. Impact of Motivation on the English Classes 

     Motivation is important while learning. As Stipek (1998) suggests many reasons 

why individuals lack motivation in the classroom .First, students need to pursue a 

written list of  important person. Second, students should have positive feelings about 

the activities used by the teacher .Third, they should have enough self-confidence to 

perform and present activities. Finally, students should provide with sufficient 

extrinsic rewards in order to motivate them. 

According to Huitt (2001), teachers can increase motivation on classroom in different 

ways. He categorized motivation into two elements as follow:  
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Intrinsic Extrinsic 

-Explain or show why learning a 

particular content or skill is 

important 

-Create and ,or maintain curiosity 

-provide a variety of activities and 

sensory stimulations 

-provide games and simulations 

-set goals for learning 

-Relate learning to students needs  

-Help students develop plan of 

action 

-provide  clear expectation 

-give corrective feed backs. 

-provide valuable rewards 

-Make rewards available. 

Table 02: Ways of increasing intrinsic and extrinsic motivation. 

 
6.The Importance of Motivation 
 
     From what previous researchers found, it is clear that motivation plays a vital role 

in the learning process. Students need to have some factors which facilitate the 

process of learning. In this respect, Harmer states that “a variety of factors can create 

a desire to learn” (2001, p. 20). Therefore, the job of the teacher is to motivate 

learners and to increase the desire to achieve it. Harmer (2001, p. 20) notices that “one 

of the teacher’s main aims should be to help students to sustain their motivation”. 

Dornyei attributes this to a well-established principle, stating that “without sufficient 

motivation, individuals with the most remarkable abilities cannot accomplish long 

term goals. Similarly appropriate curricula and good teaching are not enough on their 

own to ensure students’ achievement”. (cited in Guilloteaux, &Dornyei, 2007, p. 55) 
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7. Theories of Motivation 

       The importance and direct relevance of motivation to learning in general, and to 

Language acquisition, in particular, has resulted in the postulation of several theories 

which aim at illustrating the nature of this concept. 

7.1. The Behaviorist Theory 

     Brophy (2010, p. 3-4) claims that earlier views were influenced heavily by 

behavioral theory and research, and much of it is done on animals rather than humans. 

They consider humans as passive responsive to basic drives or needs. Later on, they 

shifted from drives or needs to focus on reinforcement as a primary mechanism for 

establishing and maintaining behavior patterns. A reinforce is: 

     Any thin that increases or maintains the frequency of a behavior. 

   Behaviorists usually talk about control rather than motivation when explaining how to      

establish  And maintain desired behavior.  

Moreover, they speak about using reinforcement to bring Behavior under stimulus control. 

A stimulus is ‘a situational cue that reminds earners that performing a certain behavior 

pattern in this situation will gain then access to reinforcement.(Brophy, 2010, p. 3-4) 

7.2 Cognitive Theories 

     From researches that have been conducted since the mid 1970s, a cognitive 

approach has set the direction of motivation research in educational psychology. 

Dornyei (1994, p. 276) claims that cognitive theories of motivation views motivation 

to be a function of a persons’ thought rather than of some instinct, need, drive, or 

state. The information encoded and transformed into a belief is the source of action. In 

the same vein, Dornyei (2001, p. 8) explains that the cognitive approach places focus 

on how the individuals conscious attitudes, thoughts, beliefs, and interpretations of 

events influence their behavior. To put differently, how mental processes are 

transformed into action. 
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7.3 Social Motivation Theory 

     Dornyei (2001, p. 11) suggests that it gives importance to environmental 

influences. Hence, a great deal of human motivation stems from the socio-cultural 

context rather than from the individual. 

7.4 Humanistic Theories 

7.4.1Abraham Maslow’s Hierarchy of Needs 

    Maslow (1962) suggests that human needs are arranged in a hierarchical way 

respecting 

the following order of priority: 

� Physiological needs: (sleep, thirst). 

� Safety needs: (freedom from danger). 

� Love needs: (acceptance from parents, teachers and peers). 

� Esteem needs: (mastery experiences, confidence in ones’ ability). 

� Needs for self-actualization (creative, self-satisfaction or curiosity). 

These needs must be satisfied respecting the previous order. If lower needs are not 

Satisfied, higher needs may not be recognized. Physiological needs are basic to 

survival, but once they are met, attention can be directed to higher needs. When both 

physical and safety needs are satisfied, people can appreciate affectionate 

interpersonal relationships and love needs may begin to motivate their behavior; 

hence, when love needs are satisfied, people may seek to satisfy esteem needs or even 

self-actualization needs. Frame (1996) states that as far as the classroom situation is 

concerned students who are not able to become engaged in lessons- because they 

come school tired, hungry, feeling anxious or unaccepted- are unlikely to overcome 

the intellectual difficulties and become less creative. The aforementioned hierarchy is 

a useful reminder that in order to motivate students successfully, we may need to 



39 

 

address their lower needs along with higher needs associated with school learning. 

(cited in Brophy, 2010, p. 4-5) 

8. Motivational Conditions 
 
     Motivational strategies cannot be employed successfully in a motivational vacuum. 

That’s why certain preconditions must be arranged before attempting to generate 

motivation. 

The following three motivational conditions are necessary: 

�  Appropriate teacher behaviors and good relationship with the students. 

� A pleasant and supportive classroom atmosphere. 

�  A cohesive learner group with appropriate group norms. Dornyei ( 2001, p. 

31) 

These three conditions are interrelated because, for instance, you cannot have a 

Pleasant classroom climate if there is tension between the teacher and the students. 

Conclusion 

 

       This chapter provides a main topic that has been studied for recent years which is  

motivation. Accordingly, the researcher has collected different information to define 

motivation, and to state its types. Thus, to facilitate and to make more interesting for 

them in classroom the researcher discusses some motivational strategies, and suggests 

some motivational activities in which a teacher could raise the classroom whether, 

intrinsically or extrinsically. Teachers can use many strategies to motivate their 

learners to learn such as, games as an example .The present study suggests games as a 

motivational technique in teaching that might raise students’ motivation in classroom 

to. Therefore, we discuss also the impact, and its importance in the English classes 

with illustrating motivation theories .Finally, we conclude by some motivation 

conditions. 
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Chapter three: Field work 

Introduction  

   The chapter deals with the issue to investigate about  the importance of using 

language games on developing EFL learners motivation .For the requirements of this 

study, tow tools are used ; students’ questionnaire, teachers’ questionnaire, and a 

classroom observation checklist. The former is administered to the fourth year at Ben 

Badis middle school pupils and their teachers of English. These tow tools aim mainly 

at collecting data needed to reach our research goals. The present chapter analyzes the 

samples answers of both pupils’ and teachers’ questionnaires, as well as the classroom 

observation. It describes the design and the piloting of both questionnaires and 

classroom observation checklist .Then; it presents the analysis and findings of the tow 

tools. Finally, it is concluded by list of suggested recommendation for EFL teachers 

and learners obtained from fourth year pupils.  

1. Description of  language Games 

• Sample Language Games Used in the Classroom Observation 

     We have adopted used tow sample games, derived from play games with English 1 

teachers resource book, that are created to by Colin Granger with illustration by John 

plum to help pupils to practice their knowledge with their daily routines activity by 

playing verb crosswords, and mime game as an example of our study. 

Its  Objective: the main objective of these games is to help the pupils get engaged 

actively within the learning task when teacher uses this games activities. 

Time this game does not require much time .The time should be limited by the 

teacher, from 5 to 10 minutes; and students were divided  into groups while the 
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teacher explains the game to them. The overall time to play these games takes about 

one session; i.e., 10 minutes after the lesson. 

Preparation: The teacher needs to prepare games handouts of these games, so that 

each one of them can practice language games in the presented lesson. 

How to Play: it is an easy and simple game activity to be played. All what pupils 

need to practice this language games effectively is the teacher’s presentation of a 

picture and number. The first group who had more answers, will be rewarded by the 

teacher, as kind of encouragement and motivation. 

The reason for choosing this game it was the class teacher responsibility and choice 

because the game was a form of exercise from their lessons.  

Research Tools: 

1. Pupils’ Questionnaire 

1.1 Pupils’ Sample 

     To carry this research, a sample of 30 pupils’ who answered the questionnaire 

were chosen randomly from a whole population of 117 pupils, from four classes 

fourth year middle school at Ben Baddis school during the academic year 2016/2017 

.The selection of such sample was based on the consideration that fourth year pupils 

of these classes  have already experienced using language games activities. 

1.2 Description of the Pupils’ Questionnaire 

     This questionnaire consists of 16 questions, which are arranged in a logical way.  

The pupils’ questionnaire was distributed to thirty pupils. The questions  are either 

closed questions, requiring from the students’ to choose , “yes ”or “no ”answers, or  a 
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multiple choice questions , which requires the pupils to pick up the appropriate 

answers from a number of choices or open  ended questions, requiring from them to 

give their own answers ,and providing  them with arguments. All the questions were 

translated to Arabic for the pupils due to their age, language level, and their English 

knowledge. 

1.3 Pilot Study 

     Pilot study is undertaken to confirm that the questions used in the questionnaire are 

clear and understood for students, so the data is collected. During this stage the 

13/04/2017 at Ben badis middle school pupils are given the opportunity to ask for 

clarification appropriately, if they did not understand the questions. All the questions 

are translated to Arabic in order to enable the pupils to respond easily. 

1.2 Data Collection and Analysis 

Part one: General Information 

Q1 Pupils’ gender 

 

Opinions Female male Total 

Numbers 19 11 30 

Percentages 63% 37% 100% 

Table 01:pupils’ gender 

 

 



 

     From the table above, we have noticed that this class (our sample) includes 19 

females from total number of 30 pupils, 11 

according to  their differen

sample. Whereas , males pupils are only 11 pupil

under study. 

Q2.Pupils’ age 

 

 

     The results shows that pupils

year old. The pupils who  

opinion 13 

Number 4 

percentage 13.33%

44 

Figure 01: Pupils’ gender 

From the table above, we have noticed that this class (our sample) includes 19 

otal number of 30 pupils, 11 males .This might affect our study 

different learning style. Females pupils’ make up 63%of o

sample. Whereas , males pupils are only 11 pupils and make up 37% of the sample 

Table 02:Pupils’ age 

 

Figure 02:Pupilts’age 

The results shows that pupils' age of the chosen sample vary betwee

 are 14 years old  (36.66).pupils  who are 15 year old 

63%

37%
MALES

FAMALES

36.66% 13.33%

33%

10%

7% 13

14

15

16

17

14 15 16 17

11 10 3 2 

13.33% 36.66% 33% 10% 7%

 

From the table above, we have noticed that this class (our sample) includes 19 

males .This might affect our study 

s’ make up 63%of our 

s and make up 37% of the sample 

' age of the chosen sample vary between 13and 17 

who are 15 year old 

17 Total 

 30 

7% 100% 



 

represent 33% followed by 13 year old 

(10%),pupils  who  are ages

sample for each group. 

Q3. Are you interested in studying English language?

Opinion 

numbers 

percentages 

Table 03:Pupils’ interest in s

Figure03: Pupil

     Throughout the results summarized in the table above, 93.33% of the respondents 

say that they are interested in studying English lan

they were not interested in studying English language.

year middle school pupils 

Q4.Are you excited to play games in the classroom?

Opinion 

Numbers 

Percentages 

 Table 04: Pupils answers about their inertest in
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d by 13 year old (13.33).pupils who are ages 16 

(10%),pupils  who  are ages 17 year old represent a minority (7%)from the chosen 

Are you interested in studying English language? 

Yes No Total

28 02 30

 93.33% 6.66% 100%

Table 03:Pupils’ interest in studying English 

 

 

Figure03: Pupils’ interest in studying English 

Throughout the results summarized in the table above, 93.33% of the respondents 

say that they are interested in studying English language. However, 6.66% of pupil

they were not interested in studying English language. This means that most of fourth 

 are interest in studying English language. 

.Are you excited to play games in the classroom? 

Yes No 

29 1 

96.66   % 3.33% 100%

Table 04: Pupils answers about their inertest in play language games.

 

93.33%

6.33% Yes

No

 represent 

17 year old represent a minority (7%)from the chosen 

Total 

30 

100% 

Throughout the results summarized in the table above, 93.33% of the respondents 

However, 6.66% of pupils 

This means that most of fourth 

Total 

30 

100% 

language games. 



 

Figure 04: Pupils answers about their interest in

     From the table, we noticed that 96.66% of pupils

games in the classroom, where

language games in the classroom. The majority of fourth year middle school pupils 

are excited while playing games activities

Q5.How do you consider the teacher incorporation of language games?

Opinion 

Numbers 

Percentages 

Table 05:Pupils’opinions towards the teachers’ incorporation on

Figure 05: Pupils’ opinions

     Pupils’ opinion about using language games in the classroom as follows. The data 

shown in the table above 

96.66
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Figure 04: Pupils answers about their interest in play language games

e noticed that 96.66% of pupils are excited to play language 

games in the classroom, whereas just 3.33% of pupils are not excited in playing 

language games in the classroom. The majority of fourth year middle school pupils 

are excited while playing games activities. 

er the teacher incorporation of language games?

interesting boring Compulsory 

29 0 1 

96.66% 0% 3.33 

Pupils’opinions towards the teachers’ incorporation on word 

Figure 05: Pupils’ opinions towards the teacher’s incorporation on 

games. 

about using language games in the classroom as follows. The data 

 that the majority of the pupils (96.66%) find that the use

96.66%

3.33%

Yes

No

3%

0%

66

INTERESTING 

BORING 

COMPULSORY

language games 

are excited to play language 

are not excited in playing 

language games in the classroom. The majority of fourth year middle school pupils 

er the teacher incorporation of language games? 

Total 

30 

100% 

word games. 

 

teacher’s incorporation on language 

about using language games in the classroom as follows. The data 

(96.66%) find that the use of 



 

language games activities i

games is compulsory, whereas a 0% lower rate for

Q6. Which activities do you prefer most?

Opinion 

numbers 

percentages 

Table 06: Pupils’ opinion

Figure 06: Pupils’ opinion

     We have noticed that the majority of pupils

games activities, whereas only 30% 

pupils who prefer thinking activities .Thus, most of fourth year middle school pupils 

they prefer to practice language games activities.

Q7.Which way do you pref

opinion 

numbers 

percentages 

Table 07: Pupils' opinions towards their

56.66
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language games activities is interesting .3.33% of pupils who find the use of language 

s compulsory, whereas a 0% lower rate for pupils who feels bored

. Which activities do you prefer most? 

Discussion Language 
games 

Thinking 

09 17 03 

30% 56.66% 10 

Table 06: Pupils’ opinions about the preferable activities

Figure 06: Pupils’ opinions about the preferable activities

d that the majority of pupils (56.66%) prefer the use of 

games activities, whereas only 30% of pupils who prefer discussion activities, 10% of 

prefer thinking activities .Thus, most of fourth year middle school pupils 

they prefer to practice language games activities. 

Which way do you prefer playing language games activities? 

Individually In pairs In groups 

07 03 25 

23.33% 10% 83.33% 

Table 07: Pupils' opinions towards their ways to play language games.
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s interesting .3.33% of pupils who find the use of language 

pupils who feels bored. 

Total 

30 

100% 

s about the preferable activities 

 

s about the preferable activities 

use of language 

ussion activities, 10% of 

prefer thinking activities .Thus, most of fourth year middle school pupils 

Total 

30 

100% 

ways to play language games. 
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Figure 07: Pupils’ opinions towards their 

     The statistics in the table show

games in groups followed by 23.33

activities individually. Only 10% of pupils

in pairs. These results ensure that most of f

play language games activities in groups.

Q8.Which time you prefer to play word games activities in the classroom?

opinion 

numbers 

percentages 

Table 08: Pupils’ opinion 

.Figure08: Pupils’ opinions

80.33%

26
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Figure 07: Pupils’ opinions towards their ways to play language games.

The statistics in the table show that 83.33% of pupils who prefer play language 

games in groups followed by 23.33% of pupils prefer playing language games 

individually. Only 10% of pupils who prefer play language games activities 

These results ensure that most of fourth year middle school pupil

play language games activities in groups. 

.Which time you prefer to play word games activities in the classroom?

Always sometimes rarely Never

22 08 00 00 

73.33 % 26.66% 0% 0% 

Table 08: Pupils’ opinion about the appropriate time to play word games 

activities. 

igure08: Pupils’ opinions about the appropriate time to play word 

activities. 
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ways to play language games. 

prefer play language 

r playing language games 

e games activities 

ourth year middle school pupils they prefer 

.Which time you prefer to play word games activities in the classroom? 

Never Total 

30 

 100% 

about the appropriate time to play word games 

 

appropriate time to play word games   

INDIVIDUA

IN GROUPS



 

     The results obtained demonstrate that 

word games as the following

games sometimes (26.66%)

rarely time .These result show that most of pupil

activities always. These results mean that they 

classroom. 

Q9.Which type of language games you like?

opinion cards 

numbers 08 

percentages 26.66% 

            Table 09: Pupils opinions  about their favorite type

Figure09: Pupils’ opinion about their favorite type

     Through the above table and graph, 

games making up a percen

games.23.33% percentage represent who have prefer gue

pupils’ prefer playing crosswords games.Whereas,6.66% of  r

pupils’ who prefer playing puzzles .The statistics reveal that most of fo

middle school pupils’ prefer  Sudoku type of language games.

23

30
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The results obtained demonstrate that the majority of pupils preferable 

as the following (73.33%) .Minority of pupils who they prefer to play 

(26.66%). Whereas, the lower numerical 0% for both never and 

result show that most of pupils who prefers to play language games 

always. These results mean that they like playing language games in the 

Which type of language games you like? 

crosswords puzzles Guess the 
word 

Sudoku

04 02 07 09 

13.33% 6.66% 23.33% 30%

Table 09: Pupils opinions  about their favorite type of language games

Figure09: Pupils’ opinion about their favorite type of language games.

Through the above table and graph, we observe that most pupils’ prefer Sudoku 

games making up a percentage of (30%). 26.66% of pupils’ prefer playing cards 

games.23.33% percentage represent who have prefer guessing word games.13.33 % 

crosswords games.Whereas,6.66% of  represent the minority of 

s’ who prefer playing puzzles .The statistics reveal that most of fo

middle school pupils’ prefer  Sudoku type of language games. 
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of language games. 
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crosswords
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Q10. Which activities you prefer to practice in t

Opinion Games

Numbers 21

percentages 70%

Table10: Pupils’ opinion

Figure 10: Pupils’ pinions about their favorable activities.

     Through the statistics shown in the table 10, we notice

games activities to practic

practice in the classroom.6.66 percentage of pupils' who prefer short stor

result observed 3.33% of pupil

We can draw a conclusion th

activities in the classroom.

Q11.Do you enjoy language games activities?

opinion 

numbers 

percentages 

Table 11: Pupils’ percep

20%

3.33%

50 

es you prefer to practice in the classroom? 

Games songs Short 
stories 

others 

21 06 01 02 

70% 20% 3.33% 6.66% 

Table10: Pupils’ opinions about their favorable activities.

 

Figure 10: Pupils’ pinions about their favorable activities.

Through the statistics shown in the table 10, we noticed that 70% of pupil

practice in the classroom.20% of pupils’ who prefer songs to 

practice in the classroom.6.66 percentage of pupils' who prefer short stor

observed 3.33% of pupils' who prefer other things to practice in the classroom. 

We can draw a conclusion that most of fourth year pupils’ prefer to practice games

in the classroom. 

.Do you enjoy language games activities? 

Yes No Total

30 00 30

 100% 00% 100%

perceptions about playing language games activities.
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Figure 10: Pupils’ pinions about their favorable activities. 

d that 70% of pupils’ prefer 

prefer songs to 

practice in the classroom.6.66 percentage of pupils' who prefer short stories. A low 

s' who prefer other things to practice in the classroom. 

s’ prefer to practice games 

Total 

30 

100% 

games activities. 

STORIES

OTHERS 



 

Figure 11:  Pupils’ perce

     From the graphs, we noticed that 

activties.100% of pupils who answered yes they find language games activities 

motivational. In contast,0% of pupils answers who did not enjoy this tasks. We 

conclude that  all of pupils they get enjoyed when playing language games

Q12.Are you motivated when playing language games activities

Opinion 

Numbers 

Percentages 

Table 12: Pupils' motivation when playing language games activities

Figure 12: Pupils’ motivation when playing language 
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perceptions about playing language games 

From the graphs, we noticed that most of pupils they enjoy language games 

activties.100% of pupils who answered yes they find language games activities 

motivational. In contast,0% of pupils answers who did not enjoy this tasks. We 

conclude that  all of pupils they get enjoyed when playing language games
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 83.33% 16.66% 100%

motivation when playing language games activities

 

s’ motivation when playing language games activities

100%

YES NO

84%

16%

 

 activities. 

enjoy language games 

activties.100% of pupils who answered yes they find language games activities 

motivational. In contast,0% of pupils answers who did not enjoy this tasks. We 
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Total 
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     From the table above, we  have noticed that most of pupil

playing language games activities84%.In contrast, 16.66 % percentage 

are demotivated when playing language games activities. These, result sh

differences between pupil

language games .Most of fo

language games. 

Q13.Did you spend long time when you are solving language games activity?

Opinion 

Numbers 

Percentages 

Table 13:Pupils’opinionsabout playing

Figure 13: Pupils' opinions about playing language 

     From the table 12 , we

spending long time both ans

spend long time when solving language games act

whose answers No they did not spend long time while playing language games 

activities .These , means that the fourth year middle school pupils have a balanced 

50%
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, we  have noticed that most of pupils’ are motivated when 

playing language games activities84%.In contrast, 16.66 % percentage 

are demotivated when playing language games activities. These, result sh

differences between pupils who are motivated and demotivated when playing 

language games .Most of fourth year middle school pupils are much motivated to play 

.Did you spend long time when you are solving language games activity?

Yes No Total

15 15 30

 50% 50% 100%

Table 13:Pupils’opinionsabout playing language games.

Figure 13: Pupils' opinions about playing language games.

From the table 12 , we have  noticed that the percentages of pupil

spending long time both answers are the same 50% of pupils’ who answer

spend long time when solving language games activities . 50% percent of pupil
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hese , means that the fourth year middle school pupils have a balanced 
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s’ are motivated when 
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answers some of them they spend long time .Whereas, others they spend short time 

while solving language games activities.

Q14.Do you acquire new words after playing language games?

Opinion 

Numbers 

percentages 

Table 14: Pupils' opinions 

Figure 14: Pupils’

     From this figure, we conclude that most of pupils who acquire new words after 

playing language games activities represents 93.33% .Whereas; other pupils who did 

not acquire or learn new words as 6.66%.This means that the majority of them learn 

and acquire new vocabulary after playing word games task.

Q15. Describe your feeling when playing language games?

Table 15:The frequency of pupils’ motivation while implementing language 

Opinion exited motivated

Number 10 

Percentage 33.33% 
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answers some of them they spend long time .Whereas, others they spend short time 

while solving language games activities. 

.Do you acquire new words after playing language games? 

Yes No Total

28 02 30

 93.33% 6.66% 100%

Table 14: Pupils' opinions about acquiring new word

: Pupils’ opinions about acquiring new word

From this figure, we conclude that most of pupils who acquire new words after 

activities represents 93.33% .Whereas; other pupils who did 

not acquire or learn new words as 6.66%.This means that the majority of them learn 

uire new vocabulary after playing word games task. 
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Figure 15:The frequency of pupils motivation while implementing

     From the table above, we conclud

when playing language games.23.33% of pupil
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active , motivated feeling.

.These, results shown that 

playing language games activities in the classroom.
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numbers 17

percentages 56.66%

Table 16:Pupils’feeling
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The frequency of pupils motivation while implementing

games. 

From the table above, we conclude that results 33.33% of pupils’ who 

language games.23.33% of pupils’ who feels competent when playing 

% percentage of students who are relaxed.10%of pupils’ who have

feeling.3.33% pupils who get bored when playing language games 

.These, results shown that most of fourth year middle school pupils are excited when 

playing language games activities in the classroom. 
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Figure 16:Pupils’ feelings when the teachers

     Throughout the results summarized in the table above, we

pupils’ who have strongly moti
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who feel less motivated .A low percentage 3.33% of
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the teacher implement language games activities in the classroom.
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16:Pupils’ feelings when the teachers implements language games.

Throughout the results summarized in the table above, we conclude that 56.66% of 

strongly motivated when the teacher use language games 

of pupils’ who are motivated when the teacher use games.10% of pupils' 

.A low percentage 3.33% of pupils’ who feel demotiv

.This means most of fourth year middle school pupils’ have strongly motivation when 

the teacher implement language games activities in the classroom. 

the analysis of the data collected, we generally remark that th

related to the use of language games in the classroom among EFL 

fourth year middle school pupils seems to be strongly motivated 

to play language games activities in the classroom, they prefer to use language ga

s, as well as to acquire new vocabulary knowledge .They think that the 

use of language games makes them developed by attaining new words after playing 

a helpful technique for them. 

Furthermore, the role of the teacher is to raise their motivation by implementing 

Finally, fourth year middle school pupils they prefer using language 

games activities in the classroom rather than other tools.  
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2. Teachers’ Questionnaire 

2.1 Teachers’ Sample 

       A questionnaire was designed for all English teachers at Ben badis middle school. 

The teachers’ questionnaire was conducted with three (3) teachers who actually teach 

English module in that middle school and who have long experience in teaching 

English language. 

2.2 Description of Teachers’ Questionnaire 

      The teachers’ questionnaire is composed of sixty questions. The questionnaire   

was distributed to the all English teachers’ that was present during using language 

games technique as observation of our study. It is introduced by a short paragraph 

which clarifies the aim of our study. The questionnaire consisted of 16 different 

questions .closed questions (Yes/No questions) , multiple choices questions, open 

ended questions. This questionnaire is used to take the teacher opinions and feedback 

on the importance of using language games on the development of EFL learners’ 

motivation. 

2.3 The Analysis and Interpretation the Result of the Teacher Questionnaire. 

Part one: General Information 

Q1. Teachers’ gender 

Opinions Female male Total 

Numbers 02 01 0 3 

Percentages 66.66% 33.33% 100% 

Table 01: Teachers’ gender 
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Figure 01: Teachers’ gender 

From the table above, we noticed that 66.66%of teachers are females.33.33% 

are males. These results shown that most English middle school teachers 

are females at Ben Badis middle school. 

Table 02: Teachers’ age 
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Q3.How long have you been teaching English language at middle school?

Opinion One year

numbers 01

percentages 33.33%

Table 03: Teachers’

Figure 03: Teachers’ experience in teaching Englis

     Throughout this figure,

are between  one year .English teachers experience who are teaching in that middle  

school  more than five year are between 33.33%.Other teacher who are teaching 

English language in that  middle 

experience that are teach English five year. This means that most English teachers 

teach more than five year at Ben Badis middle school.
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From this table, we noticed that English teachers’ age between

66.66%.Whereas, 33.33 % of English teacher who are 23year. These, result shown 

that most of English teachers age at Ben Bdis middle school’ are between50 

means that they have long experience in teaching English at middle school.

.How long have you been teaching English language at middle school?

One year Five year More 
than five 
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other 
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Table 03: Teachers’ experience in teaching English. 

Figure 03: Teachers’ experience in teaching English
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are between  one year .English teachers experience who are teaching in that middle  
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middle school are 33.33%. A low percentage 0% of teacher 

experience that are teach English five year. This means that most English teachers 

teach more than five year at Ben Badis middle school. 
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Q5.According to your experience language games 

Opinion Entertaining

Technique

numbers 

percentages 0%

Table 05:Teachers’ experience on using language games.

Figure 05:Teachers’ansewers about  the use 

     The result obtained make up it clear that the majority of   English teachers’ 

experience on using language games think that language games are both entertaining 

and educating technique (66.66%).Thus, 33.33% of  English teachers’ who think that 
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think that language games are both educating and entertaining technique.
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The result obtained make up it clear that the majority of   English teachers’ 
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and educating technique (66.66%).Thus, 33.33% of  English teachers’ who think that 

es are educating technique. This means that most English teachers’ 
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Figure 06: Teachers’ answers about the efficiency of language games.
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Figure 07: The frequency of teachers’ implementation language games.

The result obtained demonstrates that the majority of English teachers answered 

yes, they agreed that they implementing language games techniques 

(100%).This means that the appropriate time for implementing language 

s in the classroom is occasionally because most of English teachers' prefer to use 

games for short time as breaking ice. 
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From the table above, we notice that the appropriate skills that deal more with 

word games are speaking skill (66.66%). Minority of English teachers (33.33%) 

believe that writing skill is the appropriate skill for language games technique. A low 

rate (0%) of teachers whose think that listening and reading skills are appropriate

use with word games. This means that the most appropriate skill that has a 

relationship with language games are speaking skill. 

there any difficulties you face while implementing language 

Table09: Teachers ’difficulties while implementing language games.
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Second difficulty which is large class number of students can affect. Third, some 
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Figure 10:Teachers’ answers about benefits of using language games

In this figure, we noticed that (100%) of English teachers who answered yes they 

find using word games in the classroom is beneficial.(0%) of  English teacher who 

mention this benefit as the following: 

Language games makes pupils learn how they listen carefully and speak new 

words, it also improves pupils spelling and motivate them to learn a language. 
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     In this figure, we conclude that most of English teacher believe that using language 

games improve the relationship between the teacher and the students.(100%) of 
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Figure 12: Teachers’ 

     From this figure12, we notice that the majority of English teachers use different 

types of language games.(66.66%) of English teachers implement different word 

games .A low rate (33.33%) of English teacher who answered no. As an example of 

these games  are puzzles, word search, crosswords, and song games. We conclude that 

most of English middle school teachers use different types of language games.
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Figure 13:Teachers’ motivation about 

      Through the statistics shown in the table 13, we conclude that most of English 

middle school teachers are motivated to use language games in the classroom 100%.A 

low rate 0% of English middle school teachers who answered no. This means that 

most of them are motivated to implement word game technique in the classroom.
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Figure16: Teachers’ perception about language games as motivational technique. 
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2.5. Findings 

     The results obtained from teachers’ questionnaire are important to reach the aims 

and the objective of this study. After analyzing teachers’ answers, we find the 

following results: 

� Language games technique according   to the teachers’ experiences is both 

entertaining and educating technique at the same time. 

� A language game is an effective tool that helps learners to acquire new words. 

� Most of English middle school teachers’ prefer implementing language games 

technique occasionally because games considered as fun aspect. 

� The appropriate skill that deals more with word games is speaking skill. 

� The difficulties they may face during implementing word games are noise, and 

large classes. 

� Some teachers think that language games are beneficial in the classroom may 

help pupils listen carefully.. 

� This technique it may improve the teacher and students relationship by 

avoiding seriousness. 

� Most of teachers are motivated to use this technique in the classroom because 

this techniques considered as motivational, and helpful tool which pupils 

prefer to deal with more.. 

� EFL learners are motivated to learn English after using language games 

because pupils like playing.. 

Classroom Observation  

4. Classroom Observation checklist 

     For further discussing data, to answer our research questions the researcher 

attended five sessions as a neutral observer with four different classes of English in 

the same middle school, in order to see the importance of using language games 

teaching technique, whether it is a motivational one for EFL pupils. After observing 

these classes those teachers of English use this technique, some important findings 

were observed and stated in the coming sections. 
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4.1 Classroom Observation Sample 

     All fourth year pupils who were observed are from the fourth classes at Ben Badis 

middle school Djamaa, Eloued. The selection of such sample was based on the 

consideration that fourth year students’ middle school of these classes was the same 

class that used to select game. 

4.2 Description of the Classroom Observation Checklist 

     This self-designed checklist contains two sections to compare between the changes  

that happened  after using language games .Checklist contains two sections, section 

one deals with using language games in the class,  while section two deals with 

teacher and students interaction. 

 

Number of sessions 

1 2 3 4 5  

 

 

 

 

Time 14:00 15:00 11:00 08:00 09:00 

Class 4m.s1 4m.s.3 4m.s.2 4m.s.3 4m.s4 

Date 11-04-2017 12-04-

2017 

13-04-2017 16-04-2017 17-04-

2017 

Table01:Cassroom observation 

4.3 Limitation of the Study 

These are some limitations that we encountered in our classroom observation 

sessions we have attended. The limited number of the attended sessions while 

using language games at the same time, and after using it because we started our 

classroom observation .The state of the middle school  that our classroom 

observation is included faced by some difficulties, after heavy rains  which did not 



 

helps us to attend extra sessions, and even pupils miss their session because the 

school was closed at that time 9/10

4.4 Analysis and Results of the Classroom Observation Checklist

Section one: Using language games in the

Item one:

     In the first session, we have noticed that all English teachers                                    

use language games ,but occasionally according to the 

different language games after the les

beginning of  their class activities the teachers informs the pupils about using 

language games as  final task 

motivation , and participation during the lesson.

In general throughout the attended five sessions we answered the following as

for the first observed item, we can argue that: 

� Most of pupils were excited and happy about playing the language games; 

including passive pupils

finish the lesson quickly .Because they are restricted by the different tasks of 

the syllabus. 
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end extra sessions, and even pupils miss their session because the 

at that time 9/10-04-2017. 

4.4 Analysis and Results of the Classroom Observation Checklist 

sing language games in the English classes 

Item one: The teacher use language games 

In the first session, we have noticed that all English teachers                                    

,but occasionally according to the task. Also the teacher 

games after the lesson  in order to avoid repeated activities. At the 

their class activities the teachers informs the pupils about using 

mes as  final task  as kind of preparation , and even to raise their 

ation during the lesson. 

In general throughout the attended five sessions we answered the following as

for the first observed item, we can argue that:  

Most of pupils were excited and happy about playing the language games; 

including passive pupils which makes them participate ,and motivated to 

finish the lesson quickly .Because they are restricted by the different tasks of 

00

100

observed not observed frequency

end extra sessions, and even pupils miss their session because the 

 

In the first session, we have noticed that all English teachers                                    

the teacher use 

in order to avoid repeated activities. At the 

their class activities the teachers informs the pupils about using 

as kind of preparation , and even to raise their 

In general throughout the attended five sessions we answered the following as results 

Most of pupils were excited and happy about playing the language games; 

which makes them participate ,and motivated to 

finish the lesson quickly .Because they are restricted by the different tasks of 



 

 

 Item tow The pupils' interaction

      Figure 02: The pupils’ 

      According to the second item we have noticed that most of

with the incorporation of games 

main results demonstrated

task even more than their involved toward the lesson itself.

Item 03

     Concerning the third item 

language games activities, involved in each of the five attended sessions .The 

teachers choices. It also observed that teachers sometimes chooses randomly one 

of the pupils ,and ask

have different language levels and in order to given an opportunity to all pupils 

66,66
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interaction about games. 

 

The pupils’ interaction about games. 

According to the second item we have noticed that most of the  pupils interacted 

with the incorporation of games activities in a short period of time. Therefore,  the 

demonstrated that most of them they were actively engaged

ask even more than their involved toward the lesson itself. 

Item 03: The teacher asks pupils to solve problems.

ncerning the third item  (93.33) of pupils who answer most of the four 

language games activities, involved in each of the five attended sessions .The 

teachers choices. It also observed that teachers sometimes chooses randomly one 

and asks him/her to answer  the activity , due the fact that pupils 

have different language levels and in order to given an opportunity to all pupils 

33,336

0

observed

not observed

frequency

observed

not observed

frequency

pupils interacted 

Therefore,  the 

engaged within the 

s to solve problems. 

 

(93.33) of pupils who answer most of the four 

language games activities, involved in each of the five attended sessions .The 

teachers choices. It also observed that teachers sometimes chooses randomly one 

ivity , due the fact that pupils 

have different language levels and in order to given an opportunity to all pupils 

observed

not observed

frequency
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(most of them) to take part ,participate, and answer this game activity regardless 

their level. This will also  help the teacher to know and check which one of the 

presented language games is the most appropriate for his pupils level. In order to 

focus on it the next session .Finally, was that while the teachers asks to answer 

this activity , some pupils were  shy to participate individually , but when they 

worked in groups “ as the teachers instructed /asks them in oderd sessions , the 

result was different ” , so that even these pupils were motivated more which have 

been reflected through their participation.  

   Item 04:Teachers’sdesign of games activities according to pupils’ levels 

l  

                 Figure 04:Teachers’s design of games activities according to pupils' levels.         

     In regard to this item, we have observed the following: 

� First, the  teachers of English did not design game activities according to the 

level ,but  they used simple ones to  facilitate the task of answering for them, 

or to make them able to answer them. 

� Second, as an example the teacher used Mime game, verb crossword while 

implementing these games pupils solve most of mime games because it 

seemed  an easy task for them. Yet, the teachers design their language game 

activities according to the general level of this class rather than other focusing 

on individual level, of each or some pupils. 

observed

not observed 

frequency
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Item 05:  Teachers’ implementation of language games through: Puzzles, crossword, 

Sudoku, guess the words, cards. 

 

Figure 05:  Teachers’ implementation of language games through: Puzzles, 

crossword, Sudoku, guess the words, cards. 

           Concerning the fifth item,   we have noticed that the usual games activities 

used by the teacher mainly are language games crossword, and guessing word games 

activities each time is repeated during this sessions. Concerning the crossword game 

teachers used them always, while guessing is used from time to time .Thus, the other 

game activities was not used by the teachers. 

Item 06 :Pupils are engaged and  they participate in the language game the activity. 

 

    Figure 06 :Pupils are engaged and  they participate in the language game the 

activity. 

     From item number five, we conclude that most of pupils engaged  in the task when 

playing  language activities, also  they participate more  and solve most of games . In 

addition, the teachers also participate and play with their pupils. The result showed 

that  this  game activities makes pupils  think, imagine, remember, and  guess the 

0

70

30

0 0

puzzles

crosswords

guess the word

Sudoku

cards

observed

not observed 

frequency
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words. This kinds of games , pupils sometimes struggle to answer which means they 

are  motivated and involved when playing language games activities. 

Item 07: language games is motivational tool for learning new words 

 

                 Figure 07: language games is motivational tool for learning new words 

         When the teacher uses language games activities , we observed that   most of 

pupils seem more  motivated, and  interested in the lesson .As well as they showed 

more concern about learning new  vocabulary items. Therefore , be consider that 

language games playing  an important  role as motivational technique that enhance 

pupils motivation .Notely, the observer asked  an extra question for the pupils  after 

playing  this types of games about whether they have learned new words or not  from 

this activities , and their answers was positive and some of them ( pupils) have even 

repeated the new  acquired words for as.         

Section two: Teachers’ and pupils’ interaction 

Item 01: The pupils’ feel free to ask, agree, and express their ideas. 

 

Figure 01: The pupils’ feel free to ask, agree, and express their ideas. 

100%

00

observed

not observed 

frequency

observed

not observed

frequency
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      We conclude that when playing language games activities most of pupils ask their 

teachers for clarifying some ambiguous points repeating some missed points , and 

they are allowed to express their ideas while answering .For example ,some pupils 

provided the teacher and  their peers  with important suggesting solutions  for these 

games. 

Item 02: the teacher can control and manage the class while playing word games. 

 

Figure 02: the teacher can control and manage the class while playing word games. 

     Item 2 Showed that, although the teacher was able to make this class under control 

her/his pupils discipline and noise, but we have observed that the teacher used the 

data show to present ones the language games, pupils created a noisy atmosphere in 

order to avoid passing one by one to answer this task. However, classrooms with a 

considerable number of good pupils tended to play these language games is an 

organized way and well disciplined manner. 

 

 

 

 

 

observed

not observed 

frequency



 

Item 03: pupils are encouraged and motivated 

Figure 03: pupils are encouraged and motivated 

    We conclude that, most of pupil

motivated and encouraged more with these activities.

Item 04: pupils are motivated

Figure 04: pupils are motivated to learn and practice language games activities 

In item four, the results showed that pupils

 Language games activities provided by the teacher, when the teacher inform

pupils during the session this attracts more the pupils attention  for the lesson and 

increase their attention , raise their motivation.
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are encouraged and motivated to answer these activities.

are encouraged and motivated to answer these activities

We conclude that, most of pupils when they play games activities, they seem 

motivated and encouraged more with these activities. 

s are motivated to learn and practice language games activities 

provided by the teacher. 

 

s are motivated to learn and practice language games activities 

provided by the teacher. 

In item four, the results showed that pupils are much more motivated to 

games activities provided by the teacher, when the teacher inform

pupils during the session this attracts more the pupils attention  for the lesson and 

increase their attention , raise their motivation. 

 

 

 

observed

not observed

frequency

observed

not observed

frequency

these activities. 

 

to answer these activities 

lay games activities, they seem 

 

to learn and practice language games activities 

 

s are motivated to learn and practice language games activities 

uch more motivated to practice 

games activities provided by the teacher, when the teacher informs her/his 

pupils during the session this attracts more the pupils attention  for the lesson and 

not observed
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   Other Observations 

• The teacher use different games activities, they prefer to change these 

activities from one session to another. 

• Time is not sufficient for pupils to answer language  games activities, because 

of the mainly refer to the time restriction of the session (one our ) divided for 

different tasks , and the last one is language games.. 

•  Using languages games sometimes create an opportunity for some to miss 

behave or make noise. 

• Sometimes the teachers use video games, personal computer other aids to 

break routines. 

• The teacher also choose a volunteers for different activities 

• Pupils are often divided into different groups, and most of them were given a 

chance to answer by turns. The teacher changes the group member to 

encourage them get involved, participate in answering the activity. 

• Males are motivated more in answering this type of activity rather than 

females. 

• Even novice and shy pupils show more concerned in playing games. 

• Some teacher tends to use song games because their pupils prefer singing 

rather than other types. 

•  Concerning   the verb crossword game pupils face difficulties in the 

correction of verb tenses. 

•  Sometimes pupils are organized in separate groups even to prepare them 

playing language games. 

• Some teachers   use rewarding in order to encourage their pupils to participate 

more and perform better in these activities.  

• Teachers usually explain  difficult words in these activities for their pupils 
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Conclusion 

      From the analysis of the classroom observation checklist , pupils and teachers 

questionnaires and the interpretation of the result ,we conclude that section one when 

the teacher use games pupils interact with each other and  the  teacher games 

positively and they pay more attention to the lesson , also this  activities  raises their 

interest ,and find solutions ,however; most of time the teacher tend to use different 

language games activities from one class to another , and from one session to another 

to avoid repetition and Borden .Mot of  teachers try to design their language activities 

according to general level of their pupils. Most of time teacher , mainly  implement 

language games through using puzzles ,and crosswords  in both large and small 

groups , and they mainly focus on using  crossword . Pupils mainly are actively 

engage, and involved in the lesson throughout their participation, this means that 

using word games is motivational tool for both teachers and pupils .Mainly from the 

observation result  we conclude . Therefore, using word games seems as a 

motivational tool for both teacher and learners, we conclude that teacher help s pupils 

to develop their language acquisition. 
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                                          General conclusion 

 

     Learning and teaching through language games may facilitate for both teachers to 

teach the language, and for learners to learn the language at the same time acquire 

new words knowledge. The current study focuses on the importance of using 

language games on developing EFL learners’ motivation .This confirmed by the result 

obtained from the analysis of the two tools, students’ and teachers’ questionnaire, and 

classroom observation. The ultimate goal of teachers is to raise the pupil’s motivation 

to learn English language, and develop their level while playing games. In its sense, 

teachers use an efficient technique that may encourage EFL learners’   .Thus, the 

present study highlighted the use of language games and motivation. Its theoretical 

part covered two chapters including language games and motivation. The practical 

part is concerned with analyzing of the students and teachers questionnaire, and 

classroom observation. 

               The aim of this study was to identify the importance use of word games to  develop 

           EFL learners motivation it followed by objectives. In order to define this investigation,   

          several research questions were asked .Firstly ,what is the importance of motivation in  

          EFL learning. Secondly, to what extent word games are motivational technique for 

          EFL learners. Thirdly ,how can this technique motivate EFL pupils to better understand 

        ,  participate, and accumulate particularly more vocabulary. Moreover, pupils answers  

           to the proposed questionnaire, EFL learners they consider the use of language games 
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              are  motivating and interesting. Furthermore, the results obtained from the teachers 

             questionnaire shown that teachers are interested on using language game technique  

             that motivate their students, and develop their level. 

                Some obstacles have been raised throughout this work. First, the questionnaire was    

              used as data collecting, but some pupils did not respond to the all questionnaire. 

.            Therefore,  These some limitations that we encountered in our classroom observation 

             sessions we have attended. The limited number of the attended sessions while using  

           language games at the same time, and after using it because we started our   classroom  

            observation late. At the same time the state of the middle school  that our classroom  

            observation, is included faced by some difficulties, after heavy rains  which did not  

             helps us to attend extra sessions, and even pupils miss their session because the    

             school  was closed. 

          This study  based on tow hypothesis  .First ,if the English teachers use language 

games technique correctly the pupils’ motivation will be raised. Second, if pupils are 

motivated enough, by using language games their amount of vocabulary knowledge 

will significantly develop .Finally, this hypothesis is  confirmed   that word games is 

an important technique that helps EFL learners to develop their level , and motivate 

them . 
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                                          Recommendation 

     In our present study, we suggest that in order to develop pupils' motivation, it is 

quite important to focus on using language games in teaching in the classroom, well 

prepared lessons and activities. Therefore, we suggest the following 

recommendations: 

�  The teachers have to provide the classrooms with the appropriate tools such 

as light, furniture, and audio-visual aids. 

�  Teachers need to seat their pupils in suitable arrangement, and teachers also 

have to vary in their classroom activities, so this could help teachers in 

presenting effectively their lessons.  

� Teachers should  maintain discipline  at the same time a guide to  

encourage his /her  pupils to take part  in these language games activities to 

avoid wasting  time in each session , which incorporate that tasks. . 

�  At the beginning of the academic year  they need to be sure that  they explains  

the different  rules  for their  pupils  to help them . 

� Pupils should practice more activities in oral lessons so this will help them to 

increase their ability to speak properly and be motivated. 

� Teachers have to create a good classroom environment to make students feel  

      Free in order to contribute in their learning success. 

� Teachers should understand the important of language of games that will motivate 

their students to enhance their learning process. 

� Teachers have to invite their students to speak more by encourage them during the 

oral  lesson to develop  their language skill through using songs games. 

� Teachers must give the chance to their students to give their opinion and 

practice the language. 
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� Teachers have to enhance the students’ participation in the group work and the 

second one states help between the members to achieve the group goal. 

 

To end with, Teachers’ could not take all the responsibility alone; they need the help 

of the administration and even from their students. As a result, it would be useful step 

if both teachers and administration work together in using language games effectively 

which help pupils to be motivated . For example, Teachers help in preparing effective 

lessons and controlling students and classrooms, the University Administration can 

help in providing useful classrooms and different materials and appropriate tools. 

Finally, the students’ role is to respect the teachers’ procedures and keep classrooms 

clean and well organized for better learning and teaching.   
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           Appendix І 

 

Pupil’s questionnaire 


 ا�����ن����ا  

Dear pupils 

 

     We would be grateful if you answer the following question for the sake of our 
study. It aims to investigate about the importance of using language games in 
developing EFL learner’s motivation. 

 

(� )' ��&�% ا��$��#  ��	�" ا����  ھ�ه  ا��را��  ���ف إ�� ا������ �� ��ى أھ��� ا���ام ا
�	�ب ا����
                                                                                                   ��*+,
ا0/.��%(� -���   ا

                  

Please tick the appropriate answer. 

     ر,�ء ا4�5 ا�2�,3 ا�����1         

 

Part one : Background information 

Gender: 

Male 

Female 

Age: 

Part two: pupil’s opinions about language games 

Q1-Are you excited to play games 

.ا����(�  )' ا��;" ا
�	�ب����: ��	9  أ/8ھ7   

Yes                      No 

 

 

 

 

  

 

 



Q2-How do you consider the teacher’s incorporation of language games? 

.    �<�	�ب ا����(� )' ا��;" ا���3د-�> �4ى ا���ام   

-an interesting����  

-boring ����            

-compulsoryإ�%ا���  

Q3-which activities do you prefer most 

 اي              .)' ا��;" �&7C ا���ا�B أ-4A/@�ط 

-discussion activity   �@E�+ر(� ا����� 

-language games activity �F@/ب أ�	�
ا����(� ا  

-Thinking activity �F@/4 أ�G&ا��  

Q4-In which way you prefer playing language games activities? 

-Individually 

-In pairs 

-In groups 

Q5-Which time you prefer to play language game activity in the classroom 

-always 

-every week 

-sometimes 

-rarely 

Q6-Did you face any difficulties while plying game activity? 

 B,ا���2ت   أيھ7 �	Iء�+Jر(�  أ���� Kب���ر���	�
ا����(�  ا  

 Yes                                           No 

If yes which difficulties 

…………………………………………………………………………………………
…………………………………………………………………………………………
…………………………………………………………………………………………
………………………………………………………………………………………… 

 

 

 

 

 

 



Q7-Which type of game you prefer? 

�� 5$ل     �&7C ا
�	�ب� /�ع � أي  

-cards      ت�E�F*ا� 

-crosswords �	ت ا�����ط���Gا� 

-puzzles             ت��.N0ا 

-guess the word ت���G� 4زN 

-Sudoku                ز���
 ا

Q8-which means you prefer to practice in the classroom 

           �� ھ' ا����7P ا��' �&7C ا���ا��� )' ا��;"       

--Games       ب�	�
 ا

-songs          '/�Q
 ا

-short stories ا��4�1ة S1ا��      

-other           ء��Tأ45ى أ  

Part three: pupils’ motivation 

Q1-Do you enjoy language games activity 

 U���;� 7ءھ�+Jام  إ�ا����(�       ا���3د �<�	�ب ا��  

Yes                                            No 

Q2-Are you motivated when using language games activity 

 %&��� K;&/ �.� 7ءھ�+Jام  أ�)' ا��;"       ا
�	�با��  

Yes                                            No 

 

Q3-Did you spend long time when you are solving games activity 

 8Eو 'C�� 7ر(�  أط�لھ���7 N '(ب�	�
�ا����( ا  

Yes                                             No   

 

 

 

 

 

 

 



Q4-Did you acquire new word after playing games? 

ا����(�   ا
�	�بھ 7��G;9 و��	�" �&4دات ,�(�ة 2	� 7N ���ر(�   

Yes                                             No 

 

Q5-Describe your feeling when playing language games                                                
أوT <I	�رك أJ+�ء ���ر��K �+@�ط�ت ا
�	�ب ا����(�                                                                    

     

-exited :����      

-active X�@/         

-relaxed         ����ح

-competition ';(�+� 

-boring 7��           

-motivating  %&��� 

-other       أ45ى      

Q7-when the teacher use language games activity you feel: 

-strongly motivated %&��� �, 

-motivate   %&��� 

-less motivated   &%ا��7 Eا  

-de-motivated   

 

 

 

 

 

 

 

 

 

 ر

 ر

 ر

 ر

 ر

 ر

 ر

 ر

 ر

 ر



       Appendix П:The classroom observation 
 

                             Classroom observation checklist 

Observer name                                    Date                                           Teacher name 

The observed class                              Topic                                           Time                                                                                       

                                                                school 

           Section one: Using language games in the class observed    Not           
observed    

frequency 

1-The teachers use language games  

2-The pupils interaction toward language games 

3-The teacher asks pupils to solve problems 

4-The students try to find solution  

5-The teachers’ design of games activities according to the  
pupils level: 

6- Teachers 'implementation of  language games through: 

a-puzzles 

b-Sudoku 

c-crosswords 

d-guessing the word 

d-cards 

7-pupils are engaged  and participate with the activity 

8-language games is motivational tool for learning new 
words 

   

 

 

 

 



 

 

Section two:   Teachers’ and pupils’ interaction observed   Not 
observed 

frequency 

1-The students feel free to ask, agree, and express their 
ideas 

2-The teacher can control and manage the class while 
playing language games 

3-The students are encouraged and motivated to answer 
game activities 

4-Pupils are motivated to learn and practice language 
games activities provided by teacher 

   

 



Other observations 

 

 

 

 

 

 

 

 

 

 



Teachers’ questionnaire 

Dear teachers 

 

The following questionnaire is a part of research work that deals with language games 
and its importance on the development of EFL learner’s motivation for the fourth year 
middle school pupils.  

     Your answer will be of great help for our research, you are kindly asked to tick the 
appropriate box and make statements whenever is required.  

Thank you very much in advance 

Part one: background information  

Sex: 

a) Male: 

b) Female: 

Age: 

 Q1-How long have you been teaching English at middle school? 

a)-five year                                                         b) - one year 

c)- More than five year                                           d)-other 

Q 2-Are you motivated to teach English language 

Yes                                              No 

Explain…………………………………………………………………………………
…………………………………………………………………………………………
……………………………………………………………………………………….. 

Part two: language games technique 

Q1-According to your experience language games are: 

a)-Entertaining technique                              b)- Educating technique                  

c)-Both                                                            d)-other 

Q2-Do you think that language games are an effective tool that helps learners acquire 
new words? 

Yes                                                    No 



 

 

Q3-How often you implement language games in the classroom? 

-Rarely                                   -Sometimes  

-Often                                         -Always 

Q4-Which appropriate skills that deals with language games:                                                        

 -Writing                                                 -listening 

-Speaking                                               -Reading    

Q5-As a teacher are there any  difficulties you face while implementing language 
games? 

  -Yes                                                                 -   No    

 If yes please mention them? 

…………………………………………………………………………………………
…………………………………………………………………………………………
…………………………………………………………………………………………
…………………………………………………………………………………………
……………………………………………………………………………………….. 

Q6-According to your experience are there any benefits of using language games in 
the classroom? 

 -Yes                                                              -No 

If yes please mention them? 

…………………………………………………………………………………………
…………………………………………………………………………………………
…………………………………………………………………………………………
………………………………………………………………………………………… 

Q7- Do you think that using language games will improve the relationship between 
the teacher and his/her pupils? 

-Yes                                                                   No 

Explain…………………………………………………………………………………
…………………………………………………………………………………………
……………………………………………………………………………………….. 

 



 

Q8-Which type of language games you prefer to use? 

Yes                                      No  

If yes please mention them 

…………………………………………………………………………………………
…………………………………………………………………………………………
…………………………………………………………………………………………. 

Part three: pupils’ motivation 

Q1-Are you motivated to use language games in the classroom?  

Yes                                             No  

Q2-Do you have any plans to reduce de-motivation in the classroom? 

-Yes                                          No 

Q3- Do you encourage your students in the classroom? 

Yes                                           No 

If yes how? 

..........................................................................................................................................

..........................................................................................................................................

..........................................................................................................................................

...................................................................................................................................... 

Q4-Do you think that using language games will motivate EFL learners to learn 
English language? 

-Yes                                   No 

Explain…………………………………………………………………………………
…………………………………………………………………………………………
…………………………………………………………………………………………
……………………………… 
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