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Abstract

Games can be an effective factor in increasingrbgvation of students because it
provides them with the opportunity to produce adytamguage, in addition, playing
games give learners a chance to use the langegeally and to play a greater role
in managing the classroom talk. This study is basedow questionnaires to both
fourth year pupils and English, in addition to tl@assroom observation to get more
insights about the impact of games on developirgy l@arners’ motivation . The
analysis of the questionnaire showed that botmézarand teachers consider that
playing such games as an important factor in enhgnihe students motivation ,
furthermore, the results of the observation aragreement with the results of both
students’ and teachers’ questionnaire .Accordinght® study, we hypothesize that
EFL learners need to play different games durirertlearning process in order to

create a good atmosphere of motivation.
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General

Introduction



General introduction

Thanks to globalization, English becomes agrimational language that plays a
significant role in the teaching/learning arenae Timajor aim of teaching and learning
this language at schools and universities is tagoup learners to better understanding
and better communication of the language; foreggmiers want to master the English
language for many goals, such as to chat with eajpeakers, or to do researches.
EFL learners face many difficulties when learnihgs tforeign language because of
many reasons, including inefficient teaching methadd techniques, and learners’
lack of motivation. This later is a crucial faciarthe success of the teaching process
of any foreign language, particularly English. tfidents feel bored and unmotivated
during the lectures, their learning process wilt achieve any remarkable progress,
which affects negatively on both teachers’ and estisl performance inside the
classroom. Therefore, the role of the teacher, gnotimers, is to facilitate the learning
tasks to the students and help them to create lthhrdaarning environment that
makes them more motivated and exited about leguthi@ English language. In order

to meet this objective, the teacher can employra¢ddferent techniques to make the
pupils motivated; one of them is teaching languggmes during English classes

Hence, this study is conducted to investigate wéretbaching language games can
help EFL teachers to motivate their pupils or ot how can this technique play a

major role on developing pupils’ motivation.



1. Statement of the Problem

Games can be used as a teaching techmaa teaching a language .Using word
games is indeed a motivational technique in teachand learning, particularly for
beginners that may help also EFL learners to imprvd develop their learning level of

English as a foreign language .

This study attempts to examine, on the lband, the importance and the use of word
games in the classroom to develop EFL pupils’ naton, and also to stimulate English
teachers 'awareness about the effectiveness ofteéblique. On the other hand, if
language games are implemented effectively in agsmom; consequently, the learner’'s

language level will develop significantly, mainheir vocabulary knowledge.

2. Aims of the Study

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

* To identify word games as a new educational tecleignd its importance for
motivating EFL learners.

* To facilitate difficulties faced by EFL learners improving their skills
(speaking) while learning language. The more pymiégtice language games
,the more they communicate.

* To make that language game technique useful ahieg English language.

* To find the effectiveness of using language gameteaching English and

their role in promoting students opinions towasmekrhing English.

3. Research Questions

Our study aims at addressing the folimnguestions:

* To what extent word games are motivational techaigu EFL learners?

3



 How can language games technique motivate EFL middhool pupils to better
understand , participate?

* What is the impact of using language games on stadeotivation ?

4.Research Hypothesis

» If the middle school English teachers use langugayaes technique correctly
the pupils’ motivation will be raised.

 If the middle school English teachers use languggmes effectively the
process of learning English as foreign languagd W easier and more

achieved. .

5.Research Methodology

Our study will be conducted through a desorgtnethod as an appropriate way of
testing our hypothesis. This study deals with datlie approach , it aims to describe
and demonstrate language games role in improving lE@arner's motivation and

vocabulary knowledge in Ben Badis middle scho@jaimaa, Eloued.

1. Population and Sampling

* Population

The aim of this work is to examine the subdhe importance on using language
games. Therefore, the research deals with all Bmghiddle school teachers at Ben
badis. Thus, fourth year middle school pupils repr¢ (117 of pupils) who are

organized into groups are involved as a populatiche study.



* Sampling

The sample of this study deals specifically gails from four classes chosen
randomly from fourth year middle school pupils ware enrolled in the academic
year 2016/2017.Each class has been divided irdapgrto learn English through
using language games to practice language gamegiestwhich help them to learn

English language in different manner.
2.Research Tools

To achieve the stated objectives, data willcolected by using tow tools a

guestionnaires and classroom observation.
* Questionnairea tool of gathering data through asking writtensjioss.

It is addressed for both teachers and pupils of Badis middle school in order to
obtain their opinion about the research problend, ifraccording to them, games are

significant in enhancing their vocabulary level.
» Classroom Observationit is designed for fourth year middle school pupils

to gain more detailed information on their reacttomwvard playing games. More
specifically ;it attempts to check if pupils realgarn from using language games

activities.
6. Significance of the Study

Our research tackles one of the interggtipics for both educators and learners, which
highlights the importance of using language ganmesmproving students’ motivation
during the learning process. Also, we attemptedpuiph this study, to help teachers

understand the effectiveness of language gamesthamdovercome the difficulties they



may face while implementing this technique. Thigdgtattempts to provide teachers with
the sufficient knowledge that helps them to intrm@luland present their lessons and
activities in a motivational way, through this tedue, to extend the amount of

vocabulary pupils may attain during their Englisss.

7. Structure of the Study

This research is divided into three chapfen® first is devoted to discuss the use
of Language games technique .Second chapter etatbto examine motivation .
The third chapter is devoted to the analyses #ld fvork . Chapter one deals and
explores the reasons of using language gamedijfteeent definitions, and its types,
and games categories, its uses with the fourssKithe second chapter discusses
motivation definitions and its types, the theowésmotivation, and the importance
of motivation .The third chapter analyze the Hhssof the tow tools. Finally, we
conclude by some pedagogical recommendations gogested for EFL teachers and
learners
8. Limitation of the Study

These some limitations that we encountered irctagsroom observation sessions'

we have attended. The limited number of the att@rs#ssions while using language
games at the same time, and after using it becaesestarted our classroom
observation late. At the same time the state ofmidzle school that our classroom
observation, is included faced by some difficultiafer heavy rains which did not

helps us to attend extra sessions, and even pujsstheir session because the school



9.Literature review

Using language games in the classroom stattsmotivating EFL learners, in this
study; we will discuss the literature review of bbahotivation and language games.
As a start, each researcher defines motivationdiff@rent way. According to Tuzum
(1994, p.12), motivation “is a word to describedb@rocesses that can (a) arouse and
instigate behavior (b) give direction and purpasdé¢havior , (c) continue to allow
behavior to persists :and (d) lead to choosingrefepring a particular behavior ”.
Another point of view was explained by Tumsden @,9931), who defines learners’
motivation as “naturally has to do with learnerssice to participate in learning
process. But, it also concerns the reasons or geaisunderline their involvement in
academic activities”. Although it is agreed thatings games in the lesson is
motivating, but the teacher may face some diffieslin implementing games in the

classroom.

Several researches have been conducted orethaique of teaching by using
games. The researchers were able to come up withngber of studies which

supported the use of games as an activity thatvatetiearning English language.

Moreover, many experienced writers argued glaates are not just time —passing,
but have a great educational interest. BennetQlP0Overemphasized the power of
games to facilitate deep and meaningful learningper&@ most productive and
motivating learning experiences are taking plactsida of school, through playing
and patrticipating. In such educational atmosphaceprding to her, children enjoy
learning via having a sense of their own progressahere the learning is relevant
and appropriate .Therefore, using games is an teféedechnique to facilitate

learning, and help learners taking experiencesidritthe school through playing



games because children like playing games. Thisyaake pupils participate actively

and progress in their learning process.

In addition, Erzoze (2000) agreed and added thasen games are valuable, highly
motivating, assuming, challenging, and they enageireooperation. As games give
fun and relax for the learners, he also continueat they allow them practice
language skills. However, using that tool can bierlearners in different ways;
motivational, challengeable, and encouraging pulpylsallowing them practice the

language.

In the same perspective, it is argued that teackimglish successfully is not just a
qguestion of method (ibid). “The best lesson mal/dae to the fact that the personal
diversity and needs are underestimated; therefons, worth looking for reasons
behind their passiveness which be due to lack of &nd interest(ibid, p.55
).Therefore, teaching English, using this technjgl@s better chances to present
successfully the lesson in an effective way becatsevolves fun. The Lexion
universal Encyclopedia (1983, p. 27-29) defines gmas “model of real situations in
which the issues are quite simply drawn and padiel can become engaged without
any condition. Since games issues make learnetgipate and engaged”. Further,
Zdybiewska (1994, p.6) supported this view as Heeved “that games are a good

way for practicing a language and help using alage in their daily life.”
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Language Games



Chapter one: Language Games technique

Introduction

In this chapter, we will provide some litena about the process of learning by
using language games, and we will discuss its itapoe. We shall also discuss some
reasons on using games in education and its berfefiteaching and learning English
language .We will also explain games categories idises with the four skills
(Reading, speaking, writing, and listening).Indetts tool can implemented in the
class in different ways we also discuss the faveréime of using games, and when
not implemented. Therefore, games can be usedffereht kinds of classes while
learning according to the level. Then, we will istigate in this study how EFL
learners learn through playing word games with seramples of games. In addition,

games can be good tool that help students leathentanguage.

1.Games

1.1 Definition of Games

Different definitions used to describe ganiesdifferent ways.For Salen and
Zimmerman definition ,* a game is a system in whphyers engage in artificial
conflict, defined by rules, that results in qudlita outcomes”(2003,p.96).Another
definition is provided by Ingvar sirgurgeirson (B99vho defines games as a good
techniqgue when teaching various subjects becausg d@he very likely to spark
interest among students .They can be used witlestsf all ages .Therefore, using
games as a teaching technique is considered astgoloithat takes students’ interests
for all ages and members. In addition, Elshamy 1[200escribes games as a

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

Word game as a term, according to Macmillantibimary refers to “language
games” which a great way to learn all sorts of ghabout English. These games are

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

In the same path, Indiana university Bloomimig definition of language games
explains that “word games as a term refers to dyfavidespread language play
phenomenon in which phonological forms of wordssy&ematically altered so as to
disguise that they are”. (1989, p. 1).Word gamea aencept described as a system
that deals with the phonological forms of worddasfguage plays. Other terms that
are used instead of language games are a secgeiatpas disguised speech, play,

languages and funs.

2. Games as a Teaching Technique

Teaching with techniques is differing from deacher to another .Teaching today
has changed from previous years. If you ask angherawhether using games as a
teaching technique is important, you will receiviffedent answers, may be they
positive a or the opposite. Azriel et al,(2005) $egardless of ages or economic,
ethnic, or social background, people understand theguage of plays”
(p.9).Therefore, games offer the appropriate emvirent for learners to explore and
interrogate information in an enjoyable way witbspiive interaction. Therefore,
teachers when they use language games in the adassthey should motivate the
pupils. As Biggs (2003) says, “being active whigarning is better than being in

active” (p.4).

11



When we consider how learners learn, we can amieethe effectiveness of games
as a learning tool that helps learning English leatge. Therefore, language game is a
tool that encourages pupils to learn the languagifierent ways. Another key form
using word games as a teaching technique is fmsraative assessment element .As
result pupils will react positively and they wilelactive and participate more .Also,
the use of games as teaching tool is importantusecéd keeps diversity in order to
light and sustain students’ interest .In other wdedchers can help students using
word games activities even passive students cdorpewell and interact effectively

because children on general prefer to play gamas, jbassive and active one will

play.

According to national curriculum (2007), “ games i dze a good teaching technique
,such as role playing ,imitation games ,theoretoegression and problem solving

activities are especially fitting for all stageslahguage learning "(p.12).

3. Reasons of Using Language Games

Teaching by using language games has manynga® apply it in the EFL
classes. First of all, games are funny and enj@yatihich makes the learner engaged

in the subject .But teachers should keep theiresttegdactive and motivated .

Second, using games in EFL classes enahlderds to practice the four language
skills to learn a language in real situations, éxample, teaching them how to
pronounce words with pictures through repetitione teacher demonstrates the

speaking skill to make them speak the language.

Third, games also help students to partieipBupils when playing games in the

classroom it can encourage them to share friemélgtion , create a good atmosphere

12



, and makes cooperation for both passive andeptipils that is helpful in keeping
the existence of learning .Fourth, games are gaoodsliy learners ,also for low
confidence one’s. Because they get the chanceatdipe and improve themselves by
expressing their ideas, solving problems, thatormetimes easier to forgot shyness
and afraid it create better atmosphere which isseoous .Fifth, through playing
learners can learn English in the same way thiéddren learn their mother tongue.
Thus, when they learn the language they are noteaiwdhey are studying, without
stress, precious, they learn much more becausehivdythat they are just playing a

game.

Sixth, According to Lewis (1999), the game tesih makes the foreign language
immediately useful to the children. It brings tlaeget language to life because when
they are playing a game they learn foreign languageuse the language effectively

It seems an easy task.

Finally, using games in the classroom is importaedause it gives the opportunity to
pupils to learn a language through playing difféergames. According to Piaget,
children’s games reflect society ;and by playingnga, children learn many of

society’s rules.

4. Techniques to Teach Language Games

Tyson (2001) claims that games started withfitst but it can end in bad way, so
it is more than just a fun tool .In addition, ithard to find the right game to use.
When selecting a game, you should select the ganaeracipe for good education it
is one of fun and challenge techniques that maiVi@arners and make them

interested on learning, the teacher should know toouse games appropriately.

13



5. Types of Language Games

5.1 Physical Games

A good example of physical games is “walking lihe”, where participants have to
walk a line and perform various types of taskshatgame time (,2000,p. ) .Another
example of physical games according to FreemanQ(pQm07-111) “Simon says” fit
the teaching method called total physical resp@hB&) in which languages is taught
by allowing students to observe and take their ticmenderstand the language before

having to spark it.

5.2 Educational Games

Educational games are important to use tloédshthe educational domain .It
consists of careful word lists of target languageided to several themes by
educational experts .According to Prensky (200X)gaging educational games
should also contain interaction and feedback mashmaithat will help the player
learn. Hays reports (2005) suggest a set of dagigommendation for educational
games, emphasizing on the instructional qualityesehgames should have .More
specifically, the games should be integrated ia targe educational program, and it
should also incorporate elements that help studmrtd new knowledge structure or

complete their existing ones.

5.3Drawing Games

A good example of this game is “drawingaiioreign language”. That game is
similar to “who am I" game that make students dmawthe black board instead of

acting.
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5.4 Games for Large and Small Group

Games can be divided into groups, small ancelarges. First, there are games that
can be used prior to some group activity in oraedivide the whole group into
smaller group. A game that fits this type is thenga‘group dividing by miming”.
The teachers should know how the game should blemgnted when students are in

divided groups.

6. Games and the Four Skills

Games can be used with the four skills listgnspeaking, writing, and reading
Moreover; games offer a combination involves ther fekills use. Therefore, they are
tools that help learners and develop their langskgks because they are designed to
develop their skills and abilities. According totieidge, and Buckby (1997, p.1),
“games can be found to give practice in all thélskeading, writing, listening, and

speaking, for many types of communication”.

6.1Writing Language Games

Writing skill is difficult task for studentd.earners need to know how to write,
including grammar, punctuation, paraphrase, andarek .There are a number of

approaches to practice the writing skills.

According to Harmer(2001) “we need to chobstveen them , deciding whether
we want our students to focus more on the prodessits product , to study different
written genres, all to encourage creative writirggther individually or
cooperatively”.(p.33). Writing skills as a procesms to develop writing genres to

encourage creative writing for individuals and greuGames can be a good way
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which provides writers with the desire to write &ese games are fun and easy to

learn.

According to Hadfield(1990) a variety of intetian writing games can be found on
the internet, and teachers can without much etfieréte a game that practice writing
formal letter ,for example. A game when particigantould have to rearrange
sentences to positions them correctly ,so they rfakeal letters. Therefore, it is easy
to found games and to teach by using it without matforts especially creating
games to practice writing skill. To illustrate, wheeaching pupils writing a formal

letter, in this game, learners would have to remeasentences correctly.

6.2 Speaking Language Games

Communication is very important because wliercommunicate, we practice the
language. Also, learners need to practice the gguespecially foreign languages.
Speaking games used to help learners to communidaiag games is enjoyable.
According to Hadfield (1990) games in general migimphasize fluency. That
category may be linguistic games and communicagjiames; both aim to teach
speech in the target language .Indeed, games vémgbhasize on fluency can be

divided into linguistic and communicative games.

6.3 Listening Language Games

Listening is necessary in learning a languaee .more efficient listeners are
successful ones .Listening skill was defined, adiogy to the European Journal of
Language and Literature Studies, as “ listeningasmerely hearing it is a state of
receptivity that permits understanding of what isafd and grants the listener

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

may prevent learners from boring activities or ¢ess

EFL Learners need to listen carefully to develbeir learning goals, especially
when they need to communicate. For example, desthib place students into pairs
and have them sit back to back. Give one studentsei pair a unique picture with a
simple shapes drawn on it .Then give the secomdentua blank piece of paper. The
student with the picture must dictate to his/hettrpa how to draw the picture; so
with this game, pupils develop their skill. Thisnga can also be used to train learners

for speaking, and communication.

6.4 Reading Language Games

Reading skill is important as the other skitir learning English language because
when you are able to write you need to know howetwl .EFL learners need to know
how to read .As Harmer (2007,p.77 )argue the agiplin of listening language
games is Iceland where the majority of the textkisomr university are in English ”
.Reading skill is important and crucial that teashseek appropriate means in order to
keep students interested .Games in general prowude.Thus ,students will be
engaged .The European Journal of Language andatiter Studies( 1988) has seen

that through reading , we learn a lot, and it esrtost prominent language skill.

7. Implementation of Language Games

The main issue in implementation of gameis han we create, with a minimum
of efforts, the best possible chance that impleatent of intended and approved

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

teacher in different ways, but it depends on chap#ie appropriate timing.

8. Disadvantages of Games

Games are always loved and funny ,but usimgegecan be negative. According to
Pravita(2010) .First disadvantage in applying gaimdeaching and learning process
was by attracting student’s interest to gameofalhem were active and made noisy
it is difficult to the teacher to control them theyuch moved and spoke a lot .second
disadvantage timing the teacher only had littkeetito explain the material and gave
some new vocabularies So there was no longer timé&efcher to explain more and
help them to memorize all the new vocabulariesrdr'tboring the students get bored
and losing concentration if there is repetitiontbé same activity. Fourth, if the

teacher not well designed for the game the lessnfail.

9. Games in Different Kinds of Classes

Teachers need to take to consideration someacieaistics when preparing and
realizing a game in classes ; however, it is imiipbsgo reflect on all existing classes.
Therefore, we will take a closer look at using ganmedifferent types of classes based

on the language level

9.1.1 Using games in language teaching accordinglavel

9.1.2 For Beginners

Carrier (1990) ,teachers should first consitie level of the game to fit their
students' language level. In classes teachersahealspecific games with beginners;
it is difficult to maintain the student’s attentifor too long. It is difficult for beginner

pupils to remember all new words and expressiory tieed to acquire in order
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proceed further . One of the most specific outcoofegsing games in the class of
beginner learners is improving the good relatiopskith the new language.
According to Hadfield(1999) beginners’ games areollection of 40 games for
beginner students of English, and language sylldbatsmatches the communication

abilities of beginners and young learners.

9.1.3 For Intermediate learners

Intermediate learners have already gained amad knowledge and skills
regarding in the target language .They have alrdadly the relationship; they are
usually aware of and realize the fact that the Uagg is a real spoken by real people.
They are able to use the language actively , aagktbre the ground is set for more
complicated games if desired .Games for these stsidge not essential part of a
lesson ;nevertheless, it brings the refreshmenteanay/ment to teaching and learning

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

9.1.4 For Advanced learners

Advanced learners have the ability to use agg games without thinking about
the learners groups are difficult .Games at ttagesare not used very often , yet they
still play an important role as tool of making thepils 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 csepuzzle solves the problems and
a goal is to solve a particular mentally challeggmoblem or accomplish a particular

mentally challenging task. Many people are hookedcertain type of puzzles. For
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example, some people routinely start the day spendime playing crossword
puzzles in their morning newspaper. The fun is @etimg the challenge of the puzzle,

making some or a lot of progress is completingpihzezle.

From an educational point view ,it is cleaattBolving crossword puzzles helps to
maintain and improve one’s vocabulary ,spellingliskand knowledge of many
miscellaneous tidbit of information .Solving crossw puzzles tends to contribute
one’s self esteem .A puzzle game is a problem mynaa ,which is mainly designed
for entertainment .Often ,the player can solvezfmizvithout having to draw upon
deep knowledge of any discipline .A good exampldghis type of game is Jigsaw
puzzle and Rubrics cube provides an example ofattuisild doing a Jigsaw puzzle is
engaged in tasks that involve looking for patteusing spatial visualization skills.
Playing these puzzles may be done individuallynosrmall groups. In the latter case,

there is a strong social education aspect of gutogether a jigsaw puzzle.

10.2 Sudoku

Sudoku is a type of game puzzle that is usedldstrate various aspects of
learning to solve a puzzle and increasing one’sllef expertise in solving a puzzle
.The Sudoku puzzle requires the player to be ableetognize and distinguish

between symbol.

10.3 Cross Words Puzzles

In this type of a game, the teacher providgohper for each student containing
crosswords puzzles with some public place pictufiden, the teacher asked the
students to do it. After that the teacher attadfedcrosswords on the white board.

After that, she/he showed those pictures relatetthéocrossword one by one to the
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students. Next, the teacher asked each studeafytthe name of the picture showed
by the teacher, spell the name, and write the nam&e white board. If the students
made any mistakes in saying the name of the picsyrdling the name, or writing the

right name, corrected them.

10.4 Guess the Word

In this type of game, when the teacher aslks ohstudent to stand in front of the
class. The teacher gives to the pupils a worddhahot be seen by others. He/ She
will draw on the black board a picture expressimg ¢oncept of the word .The rest of
the class have to guess the word , the one who tirewicture 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 cardb@grimary device with which the
game is played , including families of related gansich as poker .A small number
of card games played with traditional decks havwenédly standardized rules, but
most are folk games whose rules vary by regiotiyei ,and person .Many games
that are generally placed in the family of carenga do in fact use cards for some
aspect of their game play .Similarly, some games #ne placed in the card game
genre contains a board .The distinction is thatghme 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, teaclstisuld know how to control and

ensure a positive atmosphere in the classroom rdowpto piedad (2002,p. 53) seen
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that, "a game must be in synchrony with the enwvitent and abilities of the students,
because not all of games can be played inside [#ssroom”. Sugar (1998, p.xvi)
argues that students can play each and every gdraechosen game must be balance
both fun and challenge. Langran and Purcell (129¢g)e that the rules of the games

must be specified clearly by the teacher befondistathe game.

11.2 When to Use Games

According to Hadfield (1990,p.145), suggedteat "games should be regarded an
integral part of the language syllabus, not an amguactivity for Friday afternoon of
for the end of the term.” .First, vocabulary gammesge learning new words easy, and
using them later interesting and fun through rejoetiof words .During the process
the acquisition ,or learning of vocabulary becomternnalized. Second, when students
lack interest, they do not understand the impogan€ the point being learnt
.Employing games and fun activities may take thatention .Third, when they
practice language classes are usually taken up@desnentary to students’ main
subject. Games can be refreshing; and they maygeharood as well as reenergize

students.

11.3 When Not to Use Games

Games for student which have not the pre- sggugualities should not be played
Also ,sometimes when time is not enough .Timingie planned properly , games
needs more than it requires .so, teachers may $aoge problems during the
implement of games .For example, noise , passeanérs , and classroom
organization all of these factors can affect antéracher and learners use of games in

the classroom.
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Conclusion

Language games make learners understand lretser enjoyable way, and help
them to facilitate some difficulties that they miage in learning foreign languages.
They may help them also achieve better results rbie of language games in
teaching English language is to develop their liegrprocess because games can
keep their minds active through playing words aedetbp the students’ different
skills, mainly their communication skills .Gamegeofthe opportunity to the students
for acquiring and learning new words as a motivalaool that enhance learning

English language.
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Chapter Two
Motivation



Chapter tow: Motivation

Introduction

In this chapter, we will discuss the differafgfinitions of motivation and their
types. We shall also illustrate the relationshipseen motivation and English as a
foreign language. We will also explain how the te&accan enhance motivation in the
classroom by implementing some suggested motivatistrategies, and activities.
We will discuss the relationship between languagmes and motivation. Then, we
will discuss the positive impact of motivation ihet English classrooms that our

research attempt to improve
1. Definitions of Motivation

Motivation as a term has different definitiodgecording to Dornyei’s definition
(2001,p4),“motivation is frequent term used bothleducation and research context”.
Motivation is “an abstract, hypothetical concept s whole range of motives” ibid).
Scheidecker et al (1999) define that motivation“wsthout question, the most
complex and challenging issue that facing teacheday” (p.115).Therefore,

motivation remains a difficult term to be explainedteachers.

In addition, other scholars define motivatis the following. Gottfried (1999)
states that academic motivation is “enjoymentabiosl learning characterized by a
mastery orientation ;curiosity ; persistence ;tasdogamy; and learning of
challenging, difficult ,and novel tasks” (p.52%)drefore, academic motivation
consists of many characteristics. For examplejoyement” , "mastery orientation”,

"curiosity" , "persistence”, "endogamy -tas#t ahallenging of learning™ .
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On the other hand, Guay et al ‘s definitiogf2910,p. 21) states that motivation as
a term refers to “the reason underlying behaviodtiwation as term originated from
the Latin word “moveo-movere” means to “move” inglish . Walker (2011) states
that motivation is the element that moves humarnetide taking certain choice to be
engaged and to be able to continue a behavior.eldrer motivation is the key that
guides humans to decide behaviors . For Homafmes$ethe word motivation as “the
common name for all impulses that lead to behawpgs the case may be to certain

behavior’( 1972 p.11).

Another definition by Gee (2003) who arguedhttfimotivation is the most
important factor that drives learning” (p.3).Them&f, motivation remains the
important element that helps learning process. Brof2000) proposed three
definitions of motivation according to differenthamls of thoughts (behaviorist,

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

The behaviorist school Cognitive school Construstischool

Motivation is seen as th#&lotivation is related to th@/lotivation is linked ta

anticipation of reward. Thendividuals  decision  ansocial context in orde

=

more we haveunderlying needs to reach|ta satisfy fundamental
reinforcement; motivatiopgiven goals. physical necessities and
is more likely to be also to fulfill needs|
increased. security, identify, and
self-esteem.

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

Motivation to learn an L2 is complex and urggeven within motivational
psychology, due to the multifaceted nature andsrofdanguage itself, and describing

its nature and its core features requires particdee.

According to Gardner (1985),defines L2 Motivatias “the extent to which an
individual work or strives to learn the languagedese of desire to do so and the
satisfaction experienced in this activity”. (p.1@nguage teaching article sees that
motivation is important factor in learning success.argues that traditional teachers
uses the four skills to motivate learners adreémlement to teach the English

language effectively.

Motivation is a difficult topic in educatiolVilliams and Burdens’ frame work of
L2 motivation (1997), considered that L2 motivatida be complex, multi-
dimensional construct, but the grouping of the congmt followed different
principals. Motivation in foreign and second langedearning .For Williams (1994)
“motivation involves choice about actions and hetws including decision ".(p.77)
Another view, Bardwell and braaksma (1983), exantime issue of motivation in
second language acquisition is complex and congtaetolving. Therefore,

motivation is complex in the acquisition of 12.

3. Types of Motivation

Gardner and Rayan distinguished many typesnofivation according to the
purposes or the goals of the learners .Gardnerjl®8ined that motivation refers to
the combination of desire and efforts to achiewgpal. He studied motivation from
different perspectives, stating the following categs: intrinsic, extrinsic,

instrumental, integrative.
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3.1 Instrumental Motivation

Instrumental motivation explains the goals £@ learning. English language is
chosen as field of study in order to achieve aibstnyei (2001) stated that the
functional reason for learning a language as a sefattaining certain instrumental
purposes as a better job. In other word, instruatenotivation gives learners the
desire for learning language for practical reas@hgy use it in order to achieve their
goals and needs, however; instrumental motivatmake learners learn the language
because of their specific reasons or needs. Hu@a0) claimed that instrumental
motivation is characterized by the desire to aahisgmething .Therefore, learners

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

3.2 Integrative motivation

Falck (1978) argue that most successful exarwhile learning a foreign language
, are those who like the language and the cultimetwhas positive attitude about the
language study. This means that good learnershase twho has an interest about
learning foreign languages. Masgoret and Gard@603), sees that Integrative
motivation as “a sincere and personal intereshénpieople and culture represented by

the other language group”(p.98).

3.3 Intrinsic Motivation

Ryan and Deci(2000) states that “intrinsictinagion refers to doing something
because it is inherently interesting or enjoyalés%). Therefore, intrinsic motivation
is defined as doing something with pleasure antiusmiism . In addition, intrinsic

motivation can be classified according to Noel0@0as follows:

* IM -knowledge :which refer to the pleasure of knowi

28



* IM-accomplishment: which refer to the pleasure @fanplishing goals

* [IM-stimulation: which refers to the pleasure senaeén doing the task

Another point by Takase (2007) , who stated thtrinsic motivation involves the
desire to learn ,enjoyment, interest .Thereforeefeers to the self-desire that motivate
people and engage them with the action. Thus,ngitrimotivation is the key that
gives people desire for learning, enjoying, intengs and engaging them because it is

the most factor that control people.

3.4 Extrinsic Motivation

In contrast, extrinsic motivation refers toirdp an activity in order to get
enjoyment or fun .Also extrinsic motivation is cemned performing an action
which aims to get a rewards .In sum, it referhobehavior that leads to the external
rewards .As brown (2007) argued that extrinsic watidn is “fueled by anticipation

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

For Deci and Ryan(2000) , who proposed four type®xtrinsic motivation as

follows:

Extrinsic regulation: which refer to the classase of extrinsic motivation.

* Introjections regulation: This occurs when an imndinal's takes in external
regulation.

* Identified regulation: which refers to identifyinigpdividual’'s values of
behavior.

* Integrated regulation: which is the highest levélimternalized extrinsic

motivation ,integrated with other aspect of thé sel
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Figure 01: The components of Extrinsic motivatioecDand Ryan (2000)

4. Enhancing Motivation in the Classroom

Teachers may face both motivated and de-raetivpupils in the classroom, but
the teachers should motivate their learners iredsfit ways to avoid de-motivated
learners. Many researchers discussed how to enHaaoeer's motivation in the
classroom. According to Lightbown (1999) stated theachers can make the learners
motivated by making classroom as supportive enwi@mt in which students are
stimulated , and engaged in the activities”(p.1B83refore, teachers can affect on
learners motivation by providing them a healthysstaom environment which

makes the learners engaged within the task.

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

example of that activity is group cohesiveness usetkachers as competitive tasks
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which makes competition. Moreover, this type oftiatly encourage learners and

makes them engaged by creating the sense of motivat

4.1 Motivational Strategies

Dornyei (2008) defines “motivational strateyaes referring to (A)instrumental
interventions applied by the teacher to elicit atichulate students motivation,(b)self-
regulation strategies that are used purposefullybividuals students to manage the
level of their own motivation”(p.57). Motivationatrategies frame work seen as the

following: ibi practice

Creating the baisic motivational
conditions

Encouraging Motivational
positive teaching Generating initial

retrospective motivation
self-evaluation practice

Maintaining and protecting
motivation

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

Dornyie (2001) book motivational strategiestte language classroom, laid out

thirty —five motivational strategies as follows:

(A) Create the basic  motivational  conditions,(B)gate initial
motivation,(C)maintain and protect motivation, arehcourage positive self-

evaluation ,teaching motivational strategies indlassroom is complex task.
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A-Creating the basic motivational conditionda@tows:

* Appropriate teacher behavior.
» A pleasant and supportive.
* Atmosphere in the classroom.

» A cohesive learner group with appropriate groupmsor

B-Generating initial motivation:

Enhancing the learner’s L2-related values andualktis.

* Increasing the learner’s expectancy of success.

* Increasing the learner’s goals orientendness.

* Making the teaching materials relevant for thereas’ beliefs.

» Creating realistic learners beliefs.

C-Encouraging positive retrospective self-evatrat

* 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 oea
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* Creating learners autonomy.
* Prompting self-motivating.

* Promoting cooperation among the learners.

4.2 Motivational Activities

Teachers may use some motivational activinesrder to help learners to learn
English language easily, and in different ways chea may design some learning

activities. Ames (1992) who proposed five objedif@r the learning activities .

» Focusing pupils attentions on the most significant relevant aspects of
content.

* Awakening their curiosity and interest through rownd entertaining
activities.

» Setting tasks that involves a reasonable degrebadfenge.

* Helping them to set realistic short term goals.

» Supporting the development of effective learnirrgtsgies.

Ames objectives explained as the followingst-teachers do not need to focus
on taking pupil’s attention, because they will labeir motivation to participate.
Third and fourth objectives deals with conditiomgegp that provide expectations and
the experience of progress. Fifth and sixth obyestiexplain the development of

effective learning strategies; we consider one el@sof teaching for motivation.

4.3 Language Games and Motivation
Games provide language teachers with manyraagas when they are used in
classrooms. One of these advantages is that lsaarer motivated to learn the

language when they are in games. Emphasizes uss$ubf the game because of its
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motivating importance. “It is clear then that garmsewe children naturally want to
play them- can be motivating.” McCallum (1980, g)emphasizes this point by
suggesting that “games automatically stimulate esttid interest, a properly
introduced game can be one of the highest motigagohniques.” Avedon (cited in
Deesri, 2002, p. 2) further argues that “games smpotivation and students get very
absorbed in the competitive aspects of the gameseauer, they try harder at games
than in other courses ”.In other words, games détalstudents’ interest in classroom
activities and as a result, students become metivaand willing to learn.
Philips(1993) supports this opinion by her statem#rat enjoyable activity is
memorable then and the possible success that tltkechcould reach in language
learning will develop motivation for their furthéarning .In fact, games are closely
connected with motivation. For example, Khan (1991143) Motivated learners
are easy to describe them. As Skinner and Belm@@8)l noted that although
motivated learners are easy to recognize ,theyhane to find ,we would add, hard to
create .Thus , despite of the fact that is eagyesxribe motivated learners ,but it is
difficult to find and create them so it is diffittask for teachers .

Games on general make learning funny andyahje ,word games can also serve
the process of learning it can help learners tornanicate even while using tasks as
basic for introducing alternate communicative atiés , word games will add
another dimension to the classroom .Another p@spoint on using word games in
the classroom , word game also can unifying thelesits in general and specific
groups , it create teams members .As Lamy and ladtger (1976) argues that the
ludic element of playing games in a formal classr@vironment may be bored the

class member .
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In addition, Moreno (1997) states that luthsks can benefits learners in the
creation of the language classroom as the followkngt, it can create contact among
new students , it make social contact and commtiaica.Second, self-confidence
and help inhibited learners to express themsellbsd, it make creative capacity.
Motivation allows learners input to determine howriculum may be in proved and
gives the learners the sense of autonomy thatrm improves motivation to be
engaged in the learning process . The teacheldskaow how he/she motivate the
students by engaging them through activities .Theee using language games
activities or ludic tasks it helps students ,aivg them different benefits. According
to Schmidt and watanbe (2001) discovers that learak foreign languages scored
lowest on a battery of tests concerning motivatibnus, most of EFL learners are

demotivated to learn foreign language.

5. Impact of Motivation on the English Classes

Motivation is important while learning. As fk (1998) suggests many reasons
why individuals lack motivation in the classroomirsk students need to pursue a
written list of important person. Second, studestisuld have positive feelings about
the activities used by the teacher .Third, theyudhtnave enough self-confidence to
perform and present activities. Finally, studenk®uwd provide with sufficient

extrinsic rewards in order to motivate them.

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

ways. He categorized motivation into two elemestfoflow:
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Intrinsic Extrinsic

-Explain or show why learning [aprovide clear expectation
particular content or skill is .
_ -give corrective feed backs.
important

o ... |-provide valuable rewards
-Create and ,or maintain curiosity

_ _ o -Make rewards available.
-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

Table 02: Ways of increasing intrinsic and extgnsiotivation.

6.The Importance of Motivation

From what previous researchers found, itearcthat motivation plays a vital role
in the learning process. Students need to have danters which facilitate the
process of learning. In this respect, Harmer stiita@s“a variety of factors can create
a desire to learn” (2001, p. 20). Therefore, thie ¢i the teacher is to motivate
learners and to increase the desire to achiet#arner (2001, p. 20) notices that “one
of the teacher's main aims should be to help stisdem sustain their motivation”.
Dornyei attributes this to a well-established piphe, stating that “without sufficient
motivation, individuals with the most remarkablelitibs cannot accomplish long
term goals. Similarly appropriate curricula and @deaching are not enough on their

own to ensure students’ achievement”. (cited inllG@aux, &Dornyei, 2007, p. 55)
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7. Theories of Motivation
The importance and direct relevance of natikbn to learning in general, and to

Language acquisition, in particular, has resultethe postulation of several theories
which aim at illustrating the nature of this concep
7.1. The Behaviorist Theory

Brophy (2010, p. 3-4) claims that earlier veewere influenced heavily by
behavioral theory and research, and much of ibreecbn animals rather than humans.
They consider humans as passive responsive to dages or needs. Later on, they
shifted from drives or needs to focus on reinforeetras a primary mechanism for
establishing and maintaining behavior patternseiAforce is:

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

Behaviorists usually talk about control rathdrah motivation when explaining how to

establish And maintain desired behavior.
Moreover, they speak about using reinforcementitggtBehavior under stimulus control.
A stimulus is ‘a situational cue that reminds easnéhat performing a certain behavior
pattern in this situation will gain then accesg¢inforcemen{Brophy, 2010, p. 3-4)
7.2 Cognitive Theories

From researches that have been conducted $ivecemid 1970s, a cognitive
approach has set the direction of motivation retean educational psychology.
Dornyei (1994, p. 276) claims that cognitive thesrof motivation views motivation
to be a function of a persons’ thought rather tbisome instinct, need, drive, or
state. The information encoded and transformedariielief is the source of action. In
the same vein, Dornyei (2001, p. 8) explains thatdognitive approach places focus
on how the individuals conscious attitudes, thosgbtliefs, and interpretations of
events influence their behavior. To put differentlyow mental processes are

transformed into action.
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7.3 Social Motivation Theory

Dornyei (2001, p. 11) suggests that it givespartance to environmental
influences. Hence, a great deal of human motivasi@ms 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 aenged in a hierarchical way

respecting
the following order of priority:

v Physiological needs: (sleep, thirst).

v Safety needs: (freedom from danger).

v" Love needs: (acceptance from parents, teacherpesard).

v' Esteem needs: (mastery experiences, confidenagesi ability).

v Needs for self-actualization (creative, self-satitibn or curiosity).
These needs must be satisfied respecting the pieeiaer. If lower needs are not
Satisfied, higher needs may not be recognized. iBlogscal needs are basic to
survival, but once they are met, attention canibected to higher needs. When both
physical and safety needs are satisfied, people appreciate affectionate
interpersonal relationships and love needs maynbégimotivate their behavior;
hence, when love needs are satisfied, people nekyteesatisfy esteem needs or even
self-actualization needs. Frame (1996) statesabdar as the classroom situation is
concerned students who are not able to become edgaglessons- because they
come school tired, hungry, feeling anxious or ueated- are unlikely to overcome
the intellectual difficulties and become less dkeatThe aforementioned hierarchy is

a useful reminder that in order to motivate stuslesuccessfully, we may need to
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address their lower needs along with higher nesdscated with school learning.
(cited in Brophy, 2010, p. 4-5)
8. Motivational Conditions
Motivational strategies cannot be employedsssfully in a motivational vacuum.

That's why certain preconditions must be arrangetbre attempting to generate
motivation.
The following three motivational conditions are esgary:

v' Appropriate teacher behaviors and good relatignslfith the students.

v' A pleasant and supportive classroom atmosphere.

v" A cohesive learner group with appropriate groupmso Dornyei ( 2001, p.

31)

These three conditions are interrelated becausedtance, you cannot have a
Pleasant classroom climate if there is tension eetwthe teacher and the students.

Conclusion

This chapter provides a main topic thatthesn studied for recent years which is
motivation. Accordingly, the researcher has co#idatlifferent information to define
motivation, and to state its types. Thus, to featd and to make more interesting for
them in classroom the researcher discusses sonmeatrmial strategies, and suggests
some motivational activities in which a teacherldotaise the classroom whether,
intrinsically or extrinsically. Teachers can use nyastrategies to motivate their
learners to learn such as, games as an exampl@résent study suggests games as a
motivational technique in teaching that might rass@dents’ motivation in classroom
to. Therefore, we discuss also the impact, andrsortance in the English classes
with illustrating motivation theories .Finally, weonclude by some motivation
conditions.
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Chapter Three
Field Work



Chapter three: Field work

Introduction

The chapter deals with the issue to investigddeut the importance of using
language games on developing EFL learners motivakor the requirements of this
study, tow tools are used ; students’ questionna@achers’ questionnaire, and a
classroom observation checklist. The former is aistered to the fourth year at Ben
Badis middle school pupils and their teachers djlish. These tow tools aim mainly
at collecting data needed to reach our researds.gbi@e present chapter analyzes the
samples answers of both pupils’ and teachers’ guesdires, as well as the classroom
observation. It describes the design and the pgotf both questionnaires and
classroom observation checklist .Then; it prestr@sanalysis and findings of the tow
tools. Finally, it is concluded by list of suggestecommendation for EFL teachers

and learners obtained from fourth year pupils.

1. Description of language Games

» Sample Language Games Used in the Classroom Obsetioa

We have adopted used tow sample games, ddriv@dplay games with English 1
teachers resource book, that are created to by Golnger with illustration by John
plum to help pupils to practice their knowledgehniheir daily routines activity by

playing verb crosswords, and mime game as an exaofiglur study.

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

actively within the learning task when teacher ubesgames activities.

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

teacher, from 5 to 10 minutes; and students wevaletli into groups while the
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teacher explains the game to them. The overall tor@ay these games takes about

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

Preparation: The teacher needs to prepare games handouts ef glaeses, so that

each one of them can practice language games préisented lesson.

How to Play: it is an easy and simple game activity to be playsl what pupils
need to practice this language games effectivelthésteacher’s presentation of a
picture and number. The first group who had momamns, will be rewarded by the

teacher, as kind of encouragement and motivation.

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

because the game was a form of exercise from l¢ssons.

Research Tools:

1. Pupils’ Questionnaire

1.1 Pupils’ Sample

To carry this research, a sample of 30 pupilsb answered the questionnaire
were chosen randomly from a whole population of plipils, from four classes
fourth year middle school at Ben Baddis schoolmythe academic year 2016/2017
.The selection of such sample was based on thedewason that fourth year pupils

of these classes have already experienced usiggdge games activities.

1.2 Description of the Pupils’ Questionnaire

This questionnaire consists of 16 questiorschvare arranged in a logical way.

The pupils’ questionnaire was distributed to thipiypils. The questions are either
closed questions, requiring from the students’hioose , “yes "or “no "answers, or a
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multiple choice questions , which requires the [supo pick up the appropriate
answers from a number of choices or open endestiqus, requiring from them to
give their own answers ,and providing them withuanents. All the questions were
translated to Arabic for the pupils due to theiealgnguage level, and their English

knowledge.

1.3 Pilot Study

Pilot study is undertaken to confirm that ¢fuestions used in the questionnaire are
clear and understood for students, so the datallscted. During this stage the
13/04/2017 at Ben badis middle school pupils axemgithe opportunity to ask for
clarification appropriately, if they did not undemsd the questions. All the questions

are translated to Arabic in order to enable thalpup 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
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B MALES

m FAMALES

Figure 01: Pupils’ gender
From the table above, we have noticed that thissclaur sample) includes
females from atal number of 30 pupils, 1males .This might affect our stu
according to theidifferert learning style. Females pugilmake up 63%of ur
sample. Whereas , males pupils are only 11 s and make up 37% of the sam

under study.

Q2.Pupils’ age
opinion 13 14 15 16 17 | Total
Number 4 11 10 3 2 30

percentage| 13.33% 36.66% 33% 10% 7% | 100%

Table 02:Pupils’ age

36.66% _ 13.33%

m13
m14
m15
m16
m17

Figure 02:Pupilts’age
The results shows that puj age of the chosen sample vary bein 13and 17
year old. The pupils whare 14 years old (36.66).pupigho are 15 year ol
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represent 33% followeeby 13 year ol(13.33).pupils who are ages fpresent
(10%),pupils who are ac 17 year old represent a minority (7%)from the cinc

sample for each group.

Q3. Are you interested in studying English langue

Opinion Yes No Total
numbers 28 02 30
percentages 93.33% 6.66% 100%

Table 03:Pupils’ interest in sudying English

H Yes

H No

Figure03: Pupils’ interest in studying English
Throughout the results summarized in the table @p8.33% of the respondel
say that they are interested in studying Englisiguage.However, 6.66% of pufs
they were not interested in studying English lamg This means that most of four

year middle school pupilsre interest in studying English language.

Q4.Are you excited to play games in the classrc

Opinion Yes No Total
Numbers 29 1 30
Percentages 96.66 % 3.33% 100%

Table 04: Pupils answers about their inertest i play language game:
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3.33%

H Yes

H No

Figure 04: Pupils answers about their interest i play language game

From the table, & noticed that 96.66% of puf are excited to play langua
games in the classroom, whas just 3.33% of pupilsre not excited in playin
language games in the classroom. The majority oftfioyear middle school pupi

are excited while playing games activi.

Q5.How do you consier the teacher incorporation of language gal

Opinion interesting boring Compulsory Total
Numbers 29 0 1 30
Percentages 96.66% 0% 3.33 100%

Table 05Pupils’opinions towards the teachers’ incorporationon word games.

0%

B INTERESTING

W BORING

= COMPULSORY

Figure 05: Pupils’ opinions towards theteacher’s incorporation onlanguage

games.

Pupils’ opiniomabout using language games in the classroom asv&lThe dat:

shown in the table abowbat the majority of the pupil®6.66%) find that the u of
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language games activities interesting .3.33% of pupils who find the uséaoiguage

gamess compulsory, whereas a 0% lower rat¢ pupils who feels bore.

Q6. Which activities do you prefer mo

Opinion Discussion Language| Thinking Total
games
numbers 09 17 03 30
percentages 30% 56.66% 10 100%

Table 06: Pupils’ opiniors about the preferable activitie

10%
‘  DISCUSSION
B LANGUAGE
56.66 PHINKING

Figure 06: Pupils’ opinions about the preferable activitie
We have notiakthat the majority of pupi (56.66%) prefer theise oflanguage
games activities, whereas only 3(of pupils who prefer disession activities, 10% ¢
pupils whoprefer thinking activities .Thus, most of fourthayeniddle school pupil

they prefer to practice language games activ

Q7.Which way do you prer playing language games activities?

opinion Individually In pairs In groups Total
numbers 07 03 25 30
percentages 23.33% 10% 83.33% 100%

Table 07: Pupils' opinions towards thei ways to play language game
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23.33%

H INDIVIDUA

LLY
0
10% m IN PAIRS

= IN GROUPS

Figure 07: Pupils’ opinions towards theirways to play language game

The statistics in the table sh that 83.33% of pupils whprefer play languag
games in groups followed by 23% of pupils prefeplaying language gam:
activitiesindividually. Only 10% of pupil who prefer play languaggames activitie
in pairs.These results ensure that mostourth year middle school pus they prefer

play language games activities in groi

Q8.Which time you prefer to play word games actitie the classroon

opinion Always sometimes| rarely Nevel Total
numbers 22 08 00 00 30
percentages 73.33 % 26.66% 0% 0% 100%

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

activities.
0% __0%
m ALWAYS
B SOMETIM
ES
= RARELY
= NEVER

.Figure08: Pupils’ opinions about theappropriate time to play word games

activities.
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The results obtained demonstrate the majority of pupils preferabtime to play
word gamess the followini (73.33%) .Minority of pupils whehey prefer to pla:
games sometimg26.66%. Whereas, the lower numerical 0% for both never
rarely time .Theseesult show that most of pus who preferso play language gam:
activitiesalways. These results mean that tlike playing languaggames in th

classroom.

Q9.Which type of language games you li

opinion cards |crosswords puzzles| Guess the Sudoki Total
word
numbers 08 04 02 07 09 30

percentages 26.66% 13.33% 6.66% 23.33% 30% 100%

Table 09: Pupils opinions about their favorite ty of language game.

M cards

M crosswords

puzzles

W Guess the

13.33% word
6.66% M Sudoku

Figure09: Pupils’ opinion about their favorite type of language game:

Through the above table and grawe observe that most pugilprefer Sudokt
games making up a perdage of (30%). 26.66% of pupil prefer playing card
games.23.33% percentage represent who have prgdssing word games.13.33
pupils’ prefer playingcrosswords games.Whereas,6.66% epresent the minority «
pupils’ who prefer playing puzzles .The statistics révbat most of furth year
middle school pupils’ prefer Sudoku type of langei@ame:
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Q10.Which activities you prefer to practice ihe classroom?

Opinion Game songs Short | others Total
stories
Numbers 21 06 01 02 30
percentages 70% 20% 3.33% 6.66% 100%

Tablel0: Pupils’ opinions about ther favorable activities.

3.33% 26.66% B GAMES

m SONGS

SHORT
STORIES

B OTHERS

Figure 10: Pupils’ pinions about their favorable ativities.

Through the statistics shown in the table 10, wigced that 70% of pups’ prefer
games activities tgractice in the classroom.20% of pupils’ wipefer songs t
practice in the classroom.6.66 percentage of puph® prefer short sties. A low
resultobserved 3.33% of puis' who prefer other things to practice in the class.
We can draw a conclusionat most of fourth year pugil prefer to practice gam

activitiesin the classroor

Q11.Do you enjoy language games activit

opinion Yes No Total
numbers 30 00 30
percentages 100% 00% 100%

Table 11: Pupils’ perceftions about playing languagegames activities
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BYES mNO

Figure 11: Pupils’ perceptions about playing language gameactivities.

From the graphs, we noticed timost of pupils thegnjoy language gam
activties.100% of pupils who answered yes they lamdjuage games activiti
motivational. In contast,0% of pupils answers wirbt enjoy this tasks. W
conclude that all of pupils they get enjoyed whéying language gam

Q12 Are you motivated when playing language games itiets?

Opinion Yes No Total
Numbers 25 05 30
Percentages 83.33% 16.66% 100%

Table 12: Pupils'motivation when playing language games activitit

HYes

m No

Figure 12: Pupils’ motivation when playing languagegames activitie:
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From the table aboyeve have noticed that most of pis’ are motivated whe
playing language games activities84%.In contre®6d % percentagof pupils who
are demotivated when playing language games aesiviThese, result own the
differences between pus who are motivatecand demotivated when playil
language games .Most olurth year middle school pupils amauch motivated to pla

language games.

Q13.Did you spend long time when you are solving laggigames activit

Opinion Yes No Total
Numbers 15 15 30
Percentages 50% 50% 100%

Table 13:Pupils’opinionsabout playin¢ language game:

HYES mNO

Figure 13: Pupils' opinions about playing languaggames
From the table 12 , v have noticed that the pentages of pups’ who are
spending long time both ewers are the same 50% of pgpivho answes yes they
spend long time when solving language gameivities . 50% percent of pus
whose answerdNo they did not spend long time while playing laage game

activities .These , means that the fourth year middle schooillpbpve a balance
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answers some of them they spend long time .Wheothsts they spend short tir

while solving language games activit

Q14.Do you acquire new words after playing languagees

Opinion Yes No Total
Numbers 28 02 30
percentages 93.33% 6.66% 100%

Table 14: Pupils' opinionsabout acquiring new worcs

From this figure, we conclude that most of pupilsovacquire new words aft

6

.66%

BYES mNO

Figure 14 Pupils’ opinionsabout acquiring new worcs.

playing language gamestivities represents 93.33% .Whereas; other pwgits did

not acquire or learn new words as 6.66%.This me@ighe majority of them leal

and acgire new vocabulary after playing word games 1

Q15. Describe your feeling when playing language gail

Opinion exited | motivated| active Relaxed | competition| Bored | Total
Number 10 3 3 6 7 1 30
Percentage| 33.33% 10 10% 20% 23.33% | 3.33% | 100%

Table 15:Thefrequency of pupils’ motivation while implementinglanguage

games.
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3.33%

W EXITED

B MOTIVATE

D
m ACTIVE

W RELAXED

m COMPETITI

ON
m BORED

Figure 15:The frequency of pupils motivation while implementng language

From the table above, we conce that results 33.33% of pupilaho are excited
when playinglanguage games.23.33% of pis’ who feels comgtent when playin
language games.20percentage of students who are rele10%ofpupils’ who hav
active , motivatedeeling3.33% pupils who gdbored when playing language gan

.These, results shown trmost of fourth year middle school pupils are extiehen

games.

playing language games activities in the classr

Q16.When the teacher use language games activitietegh

opinion Strongly |Motivated| Less |demotivated Total
motivate( motivated
numbers 17 09 03 1 30
percentages 56.66% 30% 10% 3.33% 100%

Table 16:Pupilsifeelingswhen the teachers implement language gam
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3.33%

B STRONGLY
MOTIVATED

® MOTIVATED

LESS
MOTIVATED

m DEMOTIVATE
D

Figure 16:Pupils’ feelings when the teache implementslanguage game:

Throughout the results summarized in the table @pa% conclude that 56.66% ¢
pupils’ who have strongly motvated when the teacher use language ga
activity.30%of pupils’ who aremotivated wherthe teacher use games.10% of pu
who feel less motivatedA low percentage 3.33% pupils’ who feel demotiation
.This means most of fouryear middle school pupils’ hawrongly motivation whe!

the teacher implement language games activitiéiseirclassroon
1.5 Findings

Through ofthe analysis of the data collected, we generaligark that tlere are

different opinionsrelated to the use of language game¢ the classroom among EF

pupils’.

Although most ofourth year middle school pupils seems tostngly motivatec
to play language games activities in the classrabey, prefe to use language mes
in to have fus, as well as to acquinew vocabularknowledge .They think that tt
use of language games makes ttdevelogd by attaining new words after playi

such games, and it &shelpful techniqt for them.

Furthermore, the role of the teacher is to raisé thnotivation by implementin
word gamesFinally, fourtt year middle school pupils they prefer using lang.

games activities in the classroom rather than dtias.
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2. Teachers’ Questionnaire
2.1 Teachers’ Sample

A questionnaire was designed for all Engleschers at Ben badis middle school.
The teachers’ questionnaire was conducted withetfBg teachers who actually teach
English module in that middle school and who hawegl experience in teaching
English language.

2.2 Description of Teachers’ Questionnaire

The teachers’ questionnaire is composed xii sjuestions. The questionnaire
was distributed to the all English teachers’ thaiswresent during using language
games technique as observation of our study. ibtreduced by a short paragraph
which clarifies the aim of our study. The questiain@ consisted of 16 different
guestions .closed questions (Yes/No questions) ltipteu choices questions, open
ended questions. This questionnaire is used tottak&eacher opinions and feedback

on the importance of using language games on thela@ment of EFL learners’

motivation.
2.3 The Analysis and Interpretation the Result ofthte Teacher Questionnaire.
Part one: General Information

Q1. Teachers’ gender

Opinions Female male Total
Numbers 02 01 03
Percentages 66.66% 33.33% 100%

Table 01: Teachers’ gender
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m FEMALE

® MALE

Figure 01: Teachers’ gender

From the table above, we noid that 66.66%o0f teachers are females.33.: of
teachers whare males. These ress shown that most Ehgh middle school teache
arefemales at Ben Badis middle school.

Q2.Teachers’ age.

Opinion 50 23 total
Number 2 01 03
percentage 66.66% 33.33% 100%

Table 02: Teachers’ age

m50 m23

Figure 02: Teachers’ age
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From this table, we rticed that English teachers’ age betws0 year are
66.66%.Whereas, 33.33 % English teacher who a23year. These, result sho

that most of English teachers age at Ben Bdis raigdhool’ are betweentyeas

means that they have loexperience in teaching English at middle sct

Q3.How long have you been teaching English languageiddle school

Opinion One yea |Five yearr More other Total
than five
year
numbers 01 0 1 1 03
percentages 33.33¥% 00% 33.33%| 33.33%| 100%

Table 03: Teachers experience in teaching English.

m ONE YEAR

H FIVE YEAR

MORE
THAN FIVE

YEAR
m OTHERS

Figure 03: Teachers’ experience in teaching Engh
Throughout this figurc we noticedthat 33.33% of English teachers’ experier
are between one year .English teachers experi®hoeare teaching in that midd
school more than five year are between 33.33%rOtscher who are teachi
English language in thamiddle schml are 33.33%. A low percentage 0% of teac
experience that are teach English five year. Themms that most English teach

teach more than five year at Ben Badis middle sk
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Q4.Are motivated to teach English langua

opinion Yes No Total
Number 03 00 03
percentage 100% 00% 100%

Table 04:Teachers answers about teaching Engli

0%

BYES mNO

Table 04:Teachers’ answers about teaching Engli

From the table abovere conclude themost Englishieachers’ answers y. 100%
of teachers whare motivated ineaching English language. Moreover, these re

show that most dEnglish teachers are motivated in teaching Endgisguage
Furthermore, some teachers exf and justifythat point as the followin

» First, itis very interesting to teach foreign languac
* Another teacher explains that poshe like English language .Also, she |
most to teach it.

* Third, am muchmore motivated in teaching English langui
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Q5.According to your experience language gaare:

Opinion | Entertainin(| Educating both other Total
. technique
Techniqu
numbers 0 01 02 0 03
percentages 0% 33.33% | 66.66% 0% 100%

Table 05:Teachers’ experience on using language gas

0% 0% = ENTERAINI
NG

TECHNIQUE
m EDUCATING
TECHNIQUE

BOTH

m OTHERS

Figure 05:Teachers’ansewers about the udanguage game:

The result obtained make up it clear that the nigjasf English teachers
experience on using language games think that Eayeggames are both entertain
and educating technique (66.66%).Thus, 33.33% wngligh teachers’ who think th
language gaes are educating technique. This means that moglisknteachers

think that language games are both educating atedtaming techniqu

Q6.Do you think that language games are an effectigkthat helps learners acqu

new words?
opinion Yes No Totel
Number 03 00 03
percentage 100% 00% 100%

Table 06:Teachers’ answers about the efficien language game:
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0%

BmYES mNO

Figure 06: Teachers’ answers about the efficiencyf dlanguage game:

Teachers’ answeeboutthe efficiency of using language gammass of English
teachers think that language games are effectiokthat helps learners’ to acqu
new word ,the data shown in the table 7 and taelt.(100%) of teachers wr
answered yes they find using word games in taescbom are effece tool .In
contrast , 0% of English teachers whose answeretdh®statistics reveal shown tl
most English teachers middle school think usingdvgames are effective tool tt
helps learners’ acquire new words after playing games in the classim which

help them also to improve their ley

Q7.How often you implement language games in the ass"

opinion Rarely |sometimes Always often Total
numbers 0 03 00 00 03
percentages  00% 100% 00% 00% 100%

Table 07: Teachers’ frequency ofimplementation of language game
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M Rarely
B Sometimes

= Always

M often

Figure 07: The frequency of teachers’ implementatio language game:

The result obtained demonstrates that the majofitignglish teachers answer
yes, they agreed that they implening language games techniqusometimes
represern(tt00%).This means that the appropriate time forlementing languag
games in the classroom is occasionebecause most of English teachers' prefer tc

games for short time as breaking

Q8. Which appropriate skills that dei with language games?

Opinion Readin( writing | speaking listening Total

Numbers 0d 01 02 00 03

percentages  00% 33.33% | 66.66% 00% 100%

Table 08: Teachers’perception about the develop skills by language gaae

m READING

m WRITING

m SPEAKING

B LISTENING

Figure 08: Teachers’ percepton about the develop skills by language gam
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From the table above, we notice that the apprapms&ills that deal more wil
word games are speaking skill (66.66%). Minority Exfiglish teachers (33.33¢
believe that writing skill i the appropriate skill for language games techniguiew
rate (0%) of teachers whose think that listenind ezading skills are approprii to
use with word games. This means that the most pppte skill that has

relationship with language gamee speaking skill.

Q9.As a teacher ardnere any difficulties you face while implementilagguage

games?

opinion Yes No Total
Number 03 00 03
percentage 100% 00% 100%

Table09: Teacher 'difficulties while implementing language game:

0%

mNO mYES

Figure 09:Teachers’difficulties while implementing languag@ games

Statistically, (100%) of English teachers who anmsdeyes they face son
difficulties while implementing language games Ire tclassroom.(0%) of Englis

teachers who answered no .Theseculties as the following.

First difficulty is noise because pupils when phayiword games activities th

feel free, fun, enjoy, most of students when wagkom language game activity th
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will be motivated and the teacher cannot contrblsaldens because it is gam
Second difficulty which is large class number aidgints can affect. Third, sor
teachers do not prepare game activities and di&mm& how to use it . This mea
that most of English teachers they face some diffes when implerenting word

games.

Q10According to your experience are there any benefitssing language games
the classroom?

opinion Yes No total
Number 03 00 03
percentage 100% 00% 100%

Tablel0:Teachers answers about lenefits of using language gam

0%

mNO mYES

Figure 10:Teachers answers about lenefits of using language gam

In this figure, we noticd that (100%) of English teachers who answered yeg
find using word games in the classroom is bendf(6#%) of English teacher wt

answer no. Thus, theyenticn this benefit as the following:

Language games mes pupib learn how they listen carefully and speak |
words, it also improves pupils spelling and mo&vdhem to learn a languac
Language games it attract pu interest , learning newoeabulary ."hese technique
it keeps s motivated, participate, and learn in easy ways Theans that most

English teacherBnd language games benefic
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Q11.Do you think that using language games will imprthe relationship betwee

the teacher anlis/her pups’?

opinion Yes No total
Number 03 00 03
percentage 100% 00% 100%

Tablell:Teachers’ opinions about the role of language games i

Improving teachers and pupils relationship

0%

ENO mYES

Figure 11: Teachers’ opinions about therole of languagegames in improving

teachers and pupils relationship

In this figure, we conclude that most of Englisadieer believe that using langue
games improve the relationship between the teaaher the students.(100%)

teacters who answered ye (0%) ofEnglish teachers who answered

First, learners feel more comfort and closenesthéoteacher they break all t
obstacles good atmosphere. Second, playing gasips the teacher to make fu
enjoyments with his /her students because pupisgdiaying games on general. Tl
result shown that most of English teachers thirgt thnguage games it improves

relationships betweethe teachers and the stude
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Q12Do you use any differentpes of language games?

opinion Yes No total
Number 03 00 03
percentage 100% 00% 100%

Tablel2: Teachers'preferable type of language game

mNO mYES

Figure 12: Teachers’preferable type of language game

From this figurel2, we notice that the majorityEriglish teachers use differe
types of language games.(66.66%) of English teacimplement different wor
games A low rate (33.33%) of English teacher whengered no. As an example
these games apaizzles, word search, crosswords, and song ganmesowtlude the

most of English middle school teachers use differgres of language gam

Q13Are you motivated to use language games in thesam’

Opinion Yes No Total
Number 03 00 03
percentage 100% 00% 100%

Tablel3: Teachers’ motivation about using language game
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BNO mYES

Figure 13:Teachers’ motivation aboutusing language game

Through the statistics shown in the table 13, wechkale that most of Englis
middle school teacheese motivated to use language games in the classt00%.A
low rate 0% of English middle school teachers whewaered no. This means tl

most of them are motivated to implement word gagabriique in the classroc

Q14.Do you use any technigt to reducelemotivation in the classrool

opinion Yes No total
Number 03 00 03
percentage 100% 00% 100%

Tablel4: Teacher¢ use of techniquego reduce demotivation

0%

ENO mYES

Figurel4: Teacher¢ use of techniquedo reduce demotivation

From this figure, wanoticed that 66.66% of English teachesho answered ye
they have other uses technig to reduce demotivation in the classm.33.33% o
teachers who answed no they have nplansor other techniques. This result sho
that most of English middle schl teachers who have different use of techni to
reduce demotivation in the classro
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Q15. Are you encouragingour pupils’ in the classroom?

opinion Yes No Total
Number 03 00 03
percentage 100% 00% 100%

Tablel5 Teachers’ encouragements for theipupils

0%

ENO mYES

Figure 15:Teachers’ encouragements for their pupi

The result obtained in this figure 15, demonstiai@ the majority of Englis
teachers encourage th@upils in different ways 100% . A low rate 0% of Engl
teachers who answered rthey did not encourage them. These results shoat

most of the English teach: they really encourage their pupih the classroor

Therefore,some of them suggest ice breaking activities, wifie learning
strategies, also implementing differ games. Another encouragement tool u:
jokes, songs, and short stories .Language gamesgoed example that teachers r
use in the class to encourage stucin different . The teacher may add pionts in tl

TD marks if they solve games activity reward.
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Q16.Do you think that using langug games will motivate EFL pups to learn

English language?

opinion Yes No total
Number 03 00 03
percentage 100% 00% 100%

Table 16 Teachers’perception about languagigames as motivational techniqu

0%

ENO mYES

Figurel6: Teachers’ percption about language games as motivational technigu
From the table above, we noid that 100% of teachers who answered yes .0'
teachers who answered no .Thus, most of Englisthéza they think that usir

language games will motivate EFL learners to |eamglist language.

Furthermore ey explailed that point as the following.anguage games improv
their leaning foreign languages, it can help thenearn ir an easy, and funny wa
These results shownahmost of English teachebelieve that the use of word gar,

will motivate EFL learners to learn English langei
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2.5. Findings

The results obtained from teachers’ questimaraae important to reach the aims
and the objective of this study. After analyzingdieers’ answers, we find the

following results:

» Language games technique according to the tesichgyeriences is both
entertaining and educating technique at the same ti

» A language game is an effective tool that helpske@ to acquire new words.

» Most of English middle school teachers’ prefer ieménting language games
technique occasionally because games consideffed aspect.

» The appropriate skill that deals more with word gans speaking skill.

» The difficulties they may face during implementingrd games are noise, and
large classes.

» Some teachers think that language games are bahéafithe classroom may
help pupils listen carefully..

» This technique it may improve the teacher and stisdelationship by
avoiding seriousness.

» Most of teachers are motivated to use this teclaigquhe classroom because
this techniques considered as motivational, anpfiieiool which pupils
prefer to deal with more..

» EFL learners are motivated to learn English afsengilanguage games

because pupils like playing..
Classroom Observation

4. Classroom Observation checklist

For further discussing data, to answer oueash questions the researcher
attended five sessions as a neutral observer with different classes of English in
the same middle school, in order to see the impoetef using language games
teaching technique, whether it is a motivationat éor EFL pupils. After observing
these classes those teachers of English use thsigeie, 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 anf the fourth classes at Ben Badis
middle school Djamaa, Eloued. The selection of ssample was based on the
consideration that fourth year students’ middleostiof these classes was the same

class that used to select game.

4.2 Description of the Classroom Observation Checisit

This self-designed checklist contains two isestto compare between the changes
that happened after using language games .Chieckiigains two sections, section
one deals with using language games in the clagbile section two deals with

teacher and students interaction.

54

1 2 3 4 5
Number of sessiors
Time 14:00 15:00 11:00 08:00 09:0¢
Class 4m.sl 4m.s.3 4m.s.2 4m.s.3 4m.
Date 11-04-201y 12-04- | 13-04-2017| 16-04-2017 17-04-
2017 2017

Table01:Cassroom observation
4.3 Limitation of the Study
These are some limitations that we encounteredumctassroom observation
sessions we have attended. The limited number efattended sessions while
using language games at the same time, and aftey iidecause we started our
classroom observation .The state of the middle dchahat our classroom

observation is included faced by some difficultié$er heavy rains which did not
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helps us to atihd extra sessions, and even pupils miss theirosebscause th

school was closedt that time 9/1-04-2017.

4.4 Analysis and Results of the Classroom Observati Checklist

Section one:Using language games in English classes

Item one: The teacher use language games

100

Hobserved M not observed frequency

In the first session, we have noticed that all Mgl teachers
use language gamebut occasionally according to tttask. Alsothe teacheuse
different languaggames after the Ison in order to avoid repeated activities. At-
beginning of their class activities the teachers informs theilpupbout using
language games as final tasl as kind of preparation , and even to raise 1

motivation , and particgtion during the lessc

In general throughout the attended five sessionans#vered the following results

for the first observed item, we can argue t

» Most of pupils were excited and happy about playimg language game
including passive pupi which makes them participate ,and motivatec
finish the lesson quickly .Because they are restli®y the different tasks

the syllabus.
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Item tow The pupilsinteractior about games.

W observed
66,66 H not observed

frequency

Figure 02:The pupils’interaction about games.

According to the second item we have noticed thagtroithe pupils interactet
with the incorporation of gameactivities in a short period of tim&herefore, th
main resultglemonstrate that most of them they were activelggage within the

task even more than their involved toward the |lestseif.

Item 03: The teacher asks pupilo solve problem

M observed
M not observed

frequency

Cacerning the third iten (93.33) of pupils who answer most of the fi
language games activities, involved in each of fihe attended sessions .T
teachers choices. It also observed that teachemstsnes chooses randomly c
of the pupils and ass him/her to answer the acdty , due the fact that pupi

have different language levels and in order to miga opportunity to all pupi
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(most of them) to take part ,participate, and amsive game activity regardless
their level. This will also help the teacher tookinand check which one of the
presented language games is the most appropriatesfpupils level. In order to
focus on it the next session .Finally, was thatlevkine teachers asks to answer
this activity , some pupils were shy to particepatdividually , but when they
worked in groups “ as the teachers instructed /és&s1 in oderd sessions , the
result was different ” , so that even these pupi#se motivated more which have

been reflected through their participation.

Item 04:Teachers’sdesign of games activities accordinguiolg levels

M observed
M not observed

frequency

Figure O4feachers’s design of games activities accordirmuals’ levels.

In regard to this item, we have observed ttlewing:

» First, the teachers of English did not design gawtesities according to the
level ,but they used simple ones to facilitate tdisk of answering for them,
or to make them able to answer them.

» Second, as an example the teacher used Mime gamnrecnssword while
implementing these games pupils solve most of ngarees because it
seemed an easy task for them. Yet, the teachsigndineir language game
activities according to the general level of tHase rather than other focusing

on individual level, of each or some pupils.
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Iltem 05: Teachers’ implementation of language games throBghzles, crossword,

Sudoku, guess the words, cards.

0oo

M puzzles

M crosswords

B guess the word
Sudoku

cards

Figure 05: Teachers’ implementation of language games throBghzles,

crossword, Sudoku, guess the words, cards.

Concerning the fifth item, we haveioed that the usual games activities
used by the teacher mainly are language gameswwo$sand guessing word games
activities each time is repeated during this sessi@oncerning the crossword game
teachers used them always, while guessing is usedtime to time .Thus, the other

game activities was not used by the teachers.

Item 06 :Pupils are engaged and they participate in thguage game the activity.

M observed
M not observed

frequency

Figure 06 Pupils are engaged and they patrticipate in thguage game the

activity.
From item number five, we conclude that mdgiupils engaged in the task when
playing language activities, also they partiagpatore and solve most of games . In
addition, the teachers also participate and plai wWieir pupils. The result showed

that this game activities makes pupils thinkagme, remember, and guess the
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words. This kinds of games , pupils sometimes gteugp answer which means they

are motivated and involved when playing languagyaes activities.

Item 07: language games is motivational tool for learning meords

M observed
M not observed

frequency

Figure O7tanguage games is motivational tool for learning meords

When the teacher uses language gamedsiastivwe observed that most of
pupils seem more motivated, and interested iretbgon .As well as they showed
more concern about learning new vocabulary itérherefore , be consider that
language games playing an important role as mtbinal technique that enhance
pupils motivation .Notely, the observer asked xmnaequestion for the pupils after
playing this types of games about whether theehe&rned new words or not from
this activities , and their answers was positiveé some of them ( pupils) have even

repeated the new acquired words for as.
Section two: Teachers’ and pupils’ interaction

Item O1: The pupils’ feel free to ask, agree, and express itleas.

M observed
M not observed

frequency

Figure 01: The pupils’ feel free to ask, agree, and expresis itleas.
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We conclude that when playing language gaacgsities most of pupils ask their
teachers for clarifying some ambiguous points repgasome missed points , and
they are allowed to express their ideas while ansgeFor example ,some pupils
provided the teacher and their peers with impdrsaggesting solutions for these

games.

Item 02: the teacher can control and manage the class playeng word games.

M observed
H not observed

frequency

Figure 02: the teacher can control and manage the class plajéng word games.

Item 2 Showed that, although the teacher Ww&sta make this class under control
her/his pupils discipline and noise, but we haveeobed that the teacher used the
data show to present ones the language gamess jpuggted a noisy atmosphere in
order to avoid passing one by one to answer this tdowever, classrooms with a
considerable number of good pupils tended to plage language games is an

organized way and well disciplined manner.
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Item 03: pupilsare encouraged and motivato answethese activitie:

M observed
H not observed

frequency

Figure 03: pupilsare encouraged and motivato answer these activiti

We conclude that, most of pus when they lay games activities, they se¢
motivated and encouraged more with these acti

Item 04: pupils are motivate to learn and practice language games activ
provided by the teacher.

M observed
B not observed

frequency

Figure 04: pupils are motivated to learn and practice language gactevities
provided by the teacher.

In item four, the results showed that pu are nuch more motivated tpractice

Languagegames activities provided by the teacher, whenedheher inforrs her/his
pupils during the session this attracts more th@lpattention for the lesson a
increase their attention , raise their motival
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Other Observations

* The teacher use different games activities, thejepto change these
activities from one session to another.

* Time is not sufficient for pupils to answer langaagames activities, because
of the mainly refer to the time restriction of thession (one our ) divided for
different tasks , and the last one is language game

» Using languages games sometimes create an opppftursome to miss
behave or make noise.

* Sometimes the teachers use video games, personpliter other aids to
break routines.

» The teacher also choose a volunteers for diffeaetntities

* Pupils are often divided into different groups, amolst of them were given a
chance to answer by turns. The teacher changegdbp member to
encourage them get involved, participate in answehe activity.

* Males are motivated more in answering this typaativity rather than
females.

* Even novice and shy pupils show more concernedayimg games.

* Some teacher tends to use song games becauspupisrprefer singing
rather than other types.

* Concerning the verb crossword game pupils féftieudties in the
correction of verb tenses.

* Sometimes pupils are organized in separate grevgs to prepare them
playing language games.

* Some teachers use rewarding in order to encouinggepupils to participate
more and perform better in these activities.

» Teachers usually explain difficult words in thesdivities for their pupils

79



Conclusion

From the analysis of the classroom obsermatioecklist , pupils and teachers
guestionnaires and the interpretation of the reswdtconclude that section one when
the teacher use games pupils interact with eackraahd the teacher games
positively and they pay more attention to the lessalso this activities raises their
interest ,and find solutions ,however; most of tithe teacher tend to use different
language games activities from one class to anothed from one session to another
to avoid repetition and Borden .Mot of teacheystdrdesign their language activities
according to general level of their pupils. Mosttiofie teacher , mainly implement
language games through using puzzles ,and crosswondboth large and small
groups , and they mainly focus on using crosswoRlpils mainly are actively
engage, and involved in the lesson throughout tpeiticipation, this means that
using word games is motivational tool for both teers and pupils .Mainly from the
observation result we conclude . Therefore, usmgd games seems as a
motivational tool for both teacher and learners,ceeclude that teacher help s pupils

to develop their language acquisition.
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General conclusion

Learning and teaching through language ganesfacilitate for both teachers to
teach the language, and for learners to learnahgulage at the same time acquire
new words knowledge. The current study focuses hmn itnportance of using
language games on developing EFL learners’ motimaifl his confirmed by the result
obtained from the analysis of the two tools, stusfesnd teachers’ questionnaire, and
classroom observation. The ultimate goal of teacleeto raise the pupil’s motivation
to learn English language, and develop their levi@le playing games. In its sense,
teachers use an efficient technique that may eageuEFL learners’ .Thus, the
present study highlighted the use of language gamdsmotivation. Its theoretical
part covered two chapters including language gaames motivation. The practical
part is concerned with analyzing of the studentd teachers questionnaire, and

classroom observation.
The aim of this study was to identlie importance use of word games to develop
EFL learners motivation it followed blgjectives. In order to define this investigation,
several research questions were askestlyFwhat is the importance of motivation in
EFL learning. Secondly, to what extentdvgames are motivational technique for
EFL learners. Thirdly ,how can this teigue motivate EFL pupils to better understand
, participate, and accumulate particulamtyre vocabulary. Moreover, pupils answers

to the proposed questionnaire, EFL learthey consider the use of language games
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are motivating and interesting. Rartnore, the results obtained from the teachers

guestionnaire shown that teachersnaeeested on using language game technique

that motivate their students, and tgvéheir level.

Some obstacles have been raisedghout this work. First, the questionnaire was

used as data collecting, but somelpdpd not respond to the all questionnaire.

Therefore, These some limitation$ W& encountered in our classroom observation

sessions we have attended. The linmtedber of the attended sessions while using

language games at the same time, aaduweding it because we started our classroom

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

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

helps us to attend extra sessionsegaad pupils miss their session because the

school was closed.

This study based on tow hypothesisstFEifthe English teachers use language
games technique correctly the pupils’ motivatioll e raised. Second, if pupils are
motivated enough, by using language games theiuatad vocabulary knowledge
will significantly develop .Finally, this hypothesis confirmed that word games is
an important technique that helps EFL learnerseiebbp their level , and motivate

them .
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Recommendation
In our present study, we suggest that in otdetevelop pupils' motivation, it is
guite important to focus on using language gameseaghing in the classroom, well
prepared lessons and activities. Therefore, we esiggthe following

recommendations:

v' The teachers have to provide the classrooms Wwéhappropriate tools such
as light, furniture, and audio-visual aids.

v' Teachers need to seat their pupils in suitablengement, and teachers also
have to vary in their classroom activities, so tb@uld help teachers in
presenting effectively their lessons.

v' Teachers should maintain discipline at the sam® ta guide to
encourage his /her pupils to take part in thasguage games activities to
avoid wasting time in each session , which incoafmthat tasks. .
v' At the beginning of the academic year they nedoktsure that they explains
the different rules for their pupils to helgih .
Pupils should practice more activities in oral tessso this will help them to
increase their ability to speak properly and beivatéd.
v' Teachers have to create a good classroom envirdrimarake students feel
Free in order to contribute in their learngugcess.
Teachers should understand the important of larggodgames that will motivate
their students to enhance their learning process.
Teachers have to invite their students to spealeprencourage them during the
oral lesson to develop their language skill tiglousing songs games.
Teachers must give the chance to their studentgivi® their opinion and

practice the language.
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v' Teachers have to enhance the students’ participatithe group work and the

second one states help between the members tova¢h&group goal.

To end with, Teachers’ could not take all the resiaility alone; they need the help
of the administration and even from their studeAtsa result, it would be useful step
if both teachers and administration work togetinemsing language games effectively
which help pupils to be motivated . For exampleadrers help in preparing effective
lessons and controlling students and classroonesUttiversity Administration can
help in providing useful classrooms and differerdtenials and appropriate tools.
Finally, the students’ role is to respect the teashprocedures and keep classrooms

clean and well organized for better learning ardhéng.
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Appendix |

Pupil’'s questionnaire
LS i

Dear pupils

We would be grateful if you answer the follagriquestion for the sake of our
study. It aims to investigate about the importapicesing language games in
developing EFL learner’s motivation.

Ll aleid a3l a8 4 sadl) ) aladiiad dpanl (sae (e Gaiadll ) Caags Al ol saa
Awia¥) GBS A 5yl

Please tick the appropriate answer.

aaall WY il els

Part one : Background information

Gender:[]

Male []
Female ]

Age: [—]

Part two: pupil’s opinions about language games
Q1-Are you excited to play games

ol 8 A salll Ll Caall Gueatia il Ja

Yes [ No[—]




Q2-How do you consider the teacher’s incorporatiotanfjuage games?
anal) 8 4 salll DU ALY alasiind 5 53 e
-an interesting-<g< —1
-boring . [
-compulsoryiw! 3 —
Q3-which activities do you prefer most
vl b ST daladin) Jaads Ll o)
-discussion activity 4385l ¢ )l —1
-language games activityslll i) ibisl [
-Thinking activity <& ddasil

Q4-In which way you prefer playing language games/digs?

-Individually |:|
-In pairs I:I

-In groups I:I

Q5-Which time you prefer to play language game atgtivi the classroom
-always :l

-every week :l

-sometimes :I

-rarely I:I

Q6-Did you face any difficulties while plying gametaty?
4 lll QY (el @i e £ U1 il gran (5l 4l 55 Ja
ves [] N1

If yes which difficulties




Q7-Which type of game you prefer?
DA (e el Y (e g 55 6
-cards <lilal
-crosswordgalbliidl ekl
-puzzles Glaal)

-guess the word:l<!

IO 000

-Sudoku Sy

Q8-which means you prefer to practice in the classroo
andll 8 Lgaladind Juass U Jils o)) oo L

--Games =Y

-songs e ¥

-short storie$_r<=dll [axdll

1000

-other R
Part three: pupils’ motivation
Q1-Do you enjoy language games activity
Ll GLadDU Sliay) aladiind o) aiaid Ja
Yes [ N ]
Q2-Are you motivated when using language games &gtivi

il 8 Ll alasiinl (U] Jiate eludi aa a

ves [ N

Q3-Did you spend long time when you are solving gaawwity
4l QY o e da 8 Jshal g e b

ves [ N




Q4-Did you acquire new word after playing games?

L sadll bl (i O dr B il e ala g uniSS Ja

ves [ N

Q5-Describe your feeling when playing language games
4 el ClalY) cllalal @liv jlae o & ) s Caa

-exited owsie [
-active i [
-relaxed gl —1
-competition -4l —1
-boring Jl _—
-motivating i ]
-other Al —
Q7-when the teacher use language games activitys@u f
-strongly motivatedysis 2 1

-motivate Jisie 1

-less motivated 338 ]

-de-motivated |:|




AppendixII: The classroom observation

Classroom observatichecklist

Observer name ea Teacmame
The observed class Top Time
school
Section one: Using language games in ttlass observed Not frequency
observed

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 accortbrifpe
pupils level:

6- Teachers 'implementation of language gamesigffro
a-puzzles

b-Sudoku

c-crosswords

d-guessing the word

d-cards

7-pupils are engaged and participate with thevigti

8-language games is motivational tool for learnmew
words




Section two: Teachers’ and pupils’ interaction observed | Not frequency
observed

1-The students feel free to ask, agree, and exphess
ideas

2-The teacher can control and manage the classe whil
playing language games

3-The students are encouraged and motivated toespsw
game activities

4-Pupils are motivated to learn and practice laggua
games activities provided by teacher




Other observations




Teachers’ questionnaire

Dear teachers

The following questionnaire is a part of researcrkathat deals with language games
and its importance on the development of EFL legsmaotivation for the fourth year
middle school pupils.

Your answer will be of great help for our ras#h, you are kindly asked to tick the
appropriate box and make statements whenever usreeq

Thank you very much in advance
Part one: background information

Sex:

a) Male: |:|
b) Female: [__]
Age: D
Q1-How long have you been teaching English at middies|?

a)-five year ] b) - one year [_]

c)- More than five year |:| d)-other D

Q 2-Are you motivated to teach English language

Yes No

4 0] =T

Part two: language games technique

Q1-According to your experience language games are:
a)-Entertaining techniqu{__] b)- Educating techniqu_]
c)-Both |:| d)-other |:|

Q2-Do you think that language games are an effec¢tiol that helps learners acquire
new words?

Yes [_] No [




Q3-How often you implement language games in thesotasn?
-Rarely [ -Sometime [_]

-Often ] -Ays [

Q4-Which appropriate skills that deals with languggenes:
-Writing  [_] -listening []
-Speaking |:| -Reading |:|

Q5-As a teacher are there any difficulties you fabdeMmplementing language
games?

-Yes[_] - ND

If yes please mention them?

Q6-According to your experience are there any bemefiusing language games in
the classroom?

yes  [] -No []

If yes please mention them?

Q7- Do you think that using language games will imgrdlve relationship between
the teacher and his/her pugils

-Yes |:| No I:I

EXDIAIN . e e




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 trescam?

Yes |:| No |:|

Q2-Do you have any plans to reduce de-motivation éendlassroom?

“Yes ] No [_]

Q3- Do you encourage your students in the classroom?

Yes D No D

If yes how?

Q4-Do you think that using language games will mogvaFL learners to learn
English language?

-Yes |:| No I:I

EXPDIAIN . e e




Use these words: Comp drive a car drink 5 CUp of teq play the piano
shave " hair

clean his teeth go upstairs phone

© Macmillan Publishers Limited 1998
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MIME GAME Present Continuous: He's shaving.

Divide the class into small teams of two to three players and appoint team secretaries. Set a time limit of
five to eight minutes for the team secretaries, helped by the rest of their team, to write down the actions
being mimed in the pictures. The team with the most correct sentences is the winner.

Hints: Point out the spelling rule SHAVE + ING = SHAVING before playing the game.

ANSWERS: 1. He’s shaving. 5. She’s combing her hair.
2. She’s playing the piano. 6. She’s drinking a cup of tea.
3. He's cleaning his teeth. 7. He's driving.
4. He's going upstairs. 8. She's telephoning.
MIME GAME—extension ~ Present Continuous: Are you combing your hair?

Yes, | am./No, I'm not.

Ask one of the players to write an action on a slip of paper and hand it to you, without any of the other
players seeing it. Mime the action for the rest of the group to guess: Are you combing your hair? Are you
brushing your hair? Answer with Yes, | am or No, I'm not. (Your mime does not have to be good — the
more amateur the mime, the more questions will have to be asked.) Give verbal hints if necessary. The
player who guesses the right answer then gets the chance to mime an action for the others to guess, and
s0 on, until everyone has had a turn.

Hints: You could practise Is he/Is she questions by getting two students to think of an action; one then
mimes the action while the other answers the questions. If the players cannot think of an action to
mime, you could suggest washing hands, telephoning, driving a car, playing chess, lighting a fire,
making an omelette, having a shower. Another variant of the game is to suggest different
categories such as eating something, cooking something, doing something in the house, playing a
game. Each player then has to mime, for example, eating a different kind of food for the others to
guess, e.g. eating spaghetti, eating an egg, eating peas.
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VOCABULARY QUIZ Vocabulary Revision

Working individually (or in pairs), the players complete the six sections of the vocabulary quiz. Set a ten
minute time limit. Score 1 point for each correct answer. The player with the most correct answers is the
winner.

ANSWERS: Opposites Itsa... Synonyms
thin/thick 1. Ascrewdriver like=enjoy
cheap/expensive 2. Aheater close=shut
love/hate 3. Anpillow answer=reply
large/smalt 4. Akettle return=come back
easy/difficult 5. Atap sick=ill
early/late 6. Afork tidy=neat
near/far 7. Aplug sad=unhappy
short/long 8. A saucepan correct=right
0Odd Word Out Spelling Countries and Nationalities
Colours - dark OPTICIAN 1. France - French
Animals - beef SHOWER 2. Russia - Russian
Vegetables - pears KITCHEN 3. India - Indian
Clothes - feet HAMMER 4. Egypt - Egyptian
Relatives - boy SHEEP 5.  Kenya- Kenyan
Furniture - window SPOON 6.  Brazil - Brazilian
Jobs - husband SAUSAGES 7.  Canada - Canadian
Materials - strong LORRY 8.  Sweden - Swedish
THECROSSWORDGAME .. = Vocabulary Revision

Each player draws a square divided into five squares by five on a piece of paper. (If the class is larger
than eight players it is probably better to play in teams of pairs.) Each player in turn calls out any letter of
the alphabet. As each letter is called, all players write it into a square of their choice. The aim is to form as
many words as possible of two or more letters reading either across or down. Players continue to call out
letters untit all the individual squares have been filled in. The players then total up the points they have
scored. The number of points scored is equal to the number of letters in each word they have made. Thus
a three-letter word scores 3 points. One-letter words do not count. Letters cannot be used twice in the
same direction; for example the same p cannot be used twice to make pop and pot. Long words could be
rewarded by giving a bonus point for five-letter words. The player with the highest score is the winner.
Hints: Play a trial game on the board with one student to iliustrate how the game is played before playing

properly. Before playing, tell the players (a) once a letter has been written down it cannot be

moved to another square; and (b) no abbreviations or proper nouns are allowed.

Go round the class as the game is being played to check that everybody understands what to do.

CHANGE A LETTER

Begin by saying play. Explain that the first player has to make a new word out of play by changing one
letter. For example, he or she could say plan. The next player then has to make a new word out of plan
by again changing one letter, e.g. flan. The game continues with each player in turn trying to make a new
word out of the word he or she has been given. Players get a minus point if they (a) can't think of a new
word; or (b) hesitate too long. Example round with a group of five players:

Vocabulary Revision

Player 1:  Plan.

Player2:  Flan.

Player 3: Flat.

Player 4: ... (This player can’t think of a new word and so gets a minus point.)
Player 5:  (This player starts with a new word.) Make.

Player 1: Take.

And so on. The player with the least number of minus points at the end of the game is the winner.

Hints: Play a trial round before playing properly. It is probably best to stick to words of three or four
letters at this level.
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