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ÖZ 

ORTAOKUL YABANCI DĠL ĠNGĠLĠZCE KONUġMA DERSLERĠNDE 

OYUNLARIN ROLÜ: NAZIMĠYE’DE BĠR ARAġTIRMA 

 

Bora GÜR 

 

Yüksek Lisans Tezi, Ġngiliz Dili Eğitimi Ana Bilim Dalı 

Tez DanıĢmanı: Dr. Öğretim Üyesi Dr Meryem AKÇAYOĞLU 

Ekim 2023, 94 sayfa 

 

Bu çalıĢmanın temel amacı, 8. sınıf öğrencilerine konuĢma öğretiminde eğitsel 

oyunların rolüne ve öğrencilerin konuya iliĢkin görüĢlerine ıĢık tutmaktır. Nitel ve nicel 

analizleri birleĢtiren karma bir metodolojinin kullanıldığı çalıĢmaya 7'si erkek, 11'i kız 

olmak üzere toplam 18 öğrenci gönüllü olarak katılmıĢtır. Öğrencilere sırasıyla oyun 

deneyiminin baĢında ve sonunda verilen ön test ve son test, dereceli puanlama anahtarı 

kullanılarak notlandırılmıĢtır. Sonuçları incelemek için Wilcoxon ĠĢaretli Sıralar Testi 

kullanılmıĢtır. Ön test ve son test ortalama değerleri önemli ölçüde değiĢmektedir ve test 

sonuçları arasında anlamlı bir fark olduğu ortaya konmuĢtur. Süreci daha anlaĢılır kılmak 

için alan notları tutulmuĢtur. Öğretim sürecinin sonunda, 18 katılımcı öğrenci, 5'li Likert 

tipi bir ölçek kullanarak 15 sorudan oluĢan bir anket doldurmuĢtur. Anket verileri analiz 

edilmiĢtir ve sonuçlar öğrencilerin yabancı dil Ġngilizce konuĢma derslerinde oyunların 

kullanımına dair olumlu tutumlarını ortaya koymuĢtur. Son olarak, dokuz gönüllü 

öğrenci ile altı sorudan oluĢan yarı yapılandırılmıĢ bir mülakat gerçekleĢtirilmiĢtir. 

Mülakat verileri kodlama tekniği (tematik kodlama) ile analiz edilmiĢtir.  Tüm araçlardan 

elde edilen veri sonuçları, oyunların 8. sınıf EFL konuĢma dersleri üzerinde faydalı bir 

etkisi olduğunu göstermiĢtir. 

 

Anahtar kelimeler: Oyunlar, Ortaokul Öğrencileri, KonuĢma, Öğretim  
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ABSTRACT 

THE ROLE OF GAMES 

IN EFL SECONDARY SCHOOLS SPEAKING CLASSES: A STUDY IN 

NAZIMĠYE 

 

Bora GÜR 

 

Master Thesis, Department of English Language Education 

Supervisor: Assist. Prof. Dr Meryem AKÇAYOĞLU 

October 2023, 94 pages 

 

The main purpose of this study is to shed light on the role of educational games in 

teaching speaking to 8th grade students and students' views on the subject. A total of 18 

students, 7 boys and 11 girls, participated voluntarily in the study, which used a mixed 

methodology combining qualitative and quantitative analysis. The pre-test and post-test 

given to the students at the beginning and end of the game experience, respectively, were 

graded using a rubric. Wilcoxon Signed Rank Test was used to analyze the results. The 

mean values of the pre-test and post-test varied significantly and there was a significant 

difference between the test results. Field notes were kept to make the process more 

understandable. At the end of the teaching process, 18 participating students completed a 

questionnaire consisting of 15 questions using a 5-point Likert-type scale. The 

questionnaire data were analyzed and the results revealed the students' positive attitudes 

towards the use of games in EFL classes. Finally, a six-question semi-structured 

interview was conducted with nine student volunteers. The interview data were analyzed 

using a coding technique (thematic coding).  The data results from all the instruments 

have revealed that games had a beneficial effect on 8th grade EFL speaking lessons. 

 

Keywords: Games, Secondary School Learners, Speaking, Teaching        
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1. INTRODUCTION 

This chapter provides an overall summary of the research. The study's foundation, the 

problem context, and the study's goals are first discussed in relation to the eighth grade 

secondary school students' weak performances in English speaking lessons, and then the 

research questions are provided.  

 

1.1. Background of the Study 

Foreign language learners in secondary education in Turkey face some disadvantages 

throughout the process of acquiring a language such as teacher insufficiency, 

quantitative and qualitative insufficiency of books, time insufficiency, teaching 

inadequacy of the environment, personal inadequacy of the student, thinking only of 

passing the class and predominance of behaviours, crowded classes, lack of appropriate 

equipment, lack of curricula, deficiencies in preparation, inability to perceive the 

purpose of learning a foreign language, inadequacies in regulations (Özen, 1978). 

Typically, the only context in which students may practice speaking the target language 

is in English lessons. Only those who live in or visit popular tourist attarcations have the 

opportunity to practice their English with tourists. However, the fact that globalization 

makes learning English inevitable, has impacted the need to learn it more that ever 

before. People living in Turkey consider English as a milestone in their lives as in the 

whole world, and this situation pushes language teachers to make great efforts to ensure 

that their language learners are in the best possible setting. 

Atay and Ece (2009) states that the ability of the country to continue its worldwide 

connection and stay up with changes in many industries where English is the most 

extensively used language is quite vital for Turkish nationals. Students can practice 

speaking the target language and improve their communication skills by playing games 

(Azar, 2012) and they can keep secondary learners both physically and mentally active, 

and the classroom can employ a range of game styles while teaching foreign languages.  

Encouraging a language learner to participate in a speaking session is an important 

issue to consider, not only because of the learner's lack of motivation, but also because 

of the difficulty of finding a nurturing setting to aid the language learner and the teacher 

in the language acquisition process. Brewster & Ellis (1991:218) state that "beliefs, 

thoughts" and "feelings" are the essential points that play a role in actively creating an 
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action. Motivation is something  that enables or provides the learner to achieve success. 

To make matters worse, there are no possibilities for language practice outside of the 

classroom for students (Zhang, 2009). To keep language learners active and interested in 

language learning, colorful, attractive, and entertaining materials must be used. It is 

already known that there is a strong relationship between motivation and achievement, 

which becomes stronger with age. In particular, at age 9, highly motivated learners show 

higher achievement (Broussard & Garrison, 2004). According to Malone (1981), games 

have a motivating effect by triggering "challenge, imagination," and "curiosity." As long 

as games involve "play" and "competition," learners will be more motivated. His study 

of games makes it clear that games are more fun than they are educational. Secondary 

school students are motivated not only internally but also externally. It is well known 

that young learners are better at language acquisition. According to Krashen (1985), the 

reason is that "the affective filter gains strength dramatically around puberty" (p.13). 

This means that it is imperative to focus their attention on creating a warm classroom 

atmosphere encouraging secondary students to speak in class. They may also have 

cognitive barriers due to the lack of motivation. In accordance with this argument, in the 

process of teaching and learning, motivation is an important benchmark to take into 

account. Nowadays, language teachers have the opportunity to use different materials for 

teaching. When selecting teaching materials, teachers should consider the readiness, 

differences, and motivations of target language learners. This is a must in order to 

increase learners' curiosity and engage them in the learning process (Harmer, 1991:7-8).  

Another factor affecting the success of foreign language learners is readiness. 

Individual learner readiness, school readiness for learners, and family and community 

support for the learner are all parts of readiness (Williams et al., 2019). According to 

Hao (2016), learner control and self-directed learning, self-efficacy with technology, 

learning motivation, self-efficacy with in-class communication, and conducting previews  

are the five components of learning preparation and adds that individual circumstances 

and personal traits, such as linguistic attitudes, how students view teachers, the 

availability of tools and help outside of the classroom, study habits, learning outcomes, 

and internet use can affect the levels of the readiness dimensions. Yıldırım (2008) points 

out that before creating or modifying activities, it is critical to gauge students' readiness 

for learner autonomy in any given learning setting. 
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Cooperation is also the term impacting the students’ success in EFL speaking classes. 

Cooperative learning places a strong emphasis on reliance on one another and teamwork; 

by completing each learning assignment, group members collaborate to reach the same 

learning objective (Jong et al., 2012). Tuan (2010) points out the benefits of cooperative 

learning as improving student interaction and cognitive development. The researcher of 

this study opted to utilize games as an instrument to boost the success of speaking 

sessions as a result of all the variables and studies described above.  

 

1.2. Problem Statement 

Speaking is the turning point of a new language learning. Ayedoun et al. (2019) 

emphasizes that language learners frequently struggle when they try to talk or participate 

in conversation  and this difficulty is caused by a variety of factors, including individual 

variations, the context of a foreign language, and the techniques or activities employed 

by language instructors. To show the learners' reluctance, Tuyan & Kabadayı (2018) 

states that students' disinterested expressions and inattentive postures throughout class 

prevented both them from making the most of the opportunity. In order to overcome the 

problem depending on the characteristics of the target group, the tactics to tackle the 

problem may change; utilizing games in the classroom, for example, may promote 

speaking skills. 

According to Ho et al. (2020), teachers frequently use games to provide opportunity 

for students to excel in speaking classes. Martinson & Chu (2008) state that games 

provide students with a fictional environment where they may experiment with 

numerous possibilities without worrying that they would make the incorrect decision, 

which makes them effective teaching aids. Intentional activity mixes intention with 

action to accomplish a purpose. We learn how to think creatively, strategically, and to 

assess our alternatives by playing games. Since eighth grade students at Tunceli 

Nazımiye Secondary School had difficulties in attending, paying attention to foreign 

language English speaking lessons and participating in conversation or speaking 

activities, it was decided to implement games as engaging activities in the lessons to 

improve their speaking skills by boosting their motivation, readiness and growth. 
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1.3. Purpose of Study  

Speech is the part of a language that a speaker produces. Language learners have the 

option to study in a cozy setting thanks to the usage of games in the classroom. In line 

with this opinion, the aim of this research is to examine the potential impact of gaming 

use on eighth grade English students' motivation levels. To this main end, as a sub-

objective, the present study first examines the effect of games in the speaking classroom, 

and then analyzes the degree of effectiveness of games and learners' attitudes toward the 

use of games in the EFL classroom according to the findings of the Wilcoxon Signed 

Ranks Test and questionnaire results. 

 

1.4. Research Questions 

1. To what extent are games efficient in boosting 8th grade English langauge 

speaking performance?  

2. How do English language learners view the use of games in speaking classes? 

 

1.5. Literature Review 

1.5.1. Introduction 

This chapter reviews the history of research examining the impact of games on 

language learners' motivation in the language classroom. In other words, it attempts to 

identify the relationship between games and language learners' achievement in the 

language classroom. This topic has a great impact on the successful language learning 

process because communicative competence involves oral communication skills and 

games are the tools enabling young learners to engage in language acquisition. In today's 

educational world, the teaching system is learner-centered, and learners' success can be 

increased if they participate in the learning process. Thus, this chapter firstly focuses on 

the meaning and characteristics of playing and speaking; then, the motivation and 

characteristics of language learners in secondary education are discussed. Finally, the 

studies on the effects of games in EFL language teaching in Turkey and worldwide are 

discussed. 

 

1.5.2. Speaking Skill 

Speaking skill is one of the basic building blocks of language acquisition and has 

many components in its essence. Speaking is a term that describes oral communication 
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and one of the four skills in foreign language learning, along with listening, reading and 

writing (Sadiku, 2015). It is an oral skill that is referred to as "active" or "productive" 

(Masqudi, 2016). Likewise,  Kürüm (2016) states that speaking is the ability that is most 

frequently required for someone to be regarded as being able to use a foreign language. 

Speaking is the "par excellence" instrument of social unity, social making, professional 

achievement, and business, claimed by Bygate (1987). Speaking ability is crucial to 

effective communication (Crisianita & Mandasari, 2022). It is not just about 

pronouncing words correctly and putting them in the right order. Crucial to speaking 

skill is conveying the message to the audience as it is in the speaker's mind. 

Oppenheimer (2008) states that fluency is the arbitrary perception of ease or challenge in 

carrying out a mental job. In addition, Bygate (1998:7) states that interactional ability 

includes the capacity to use language in meeting some specific demands. In a general 

sense, speaking means having a conversation, saying or pronouncing words about 

something we are talking about. People who have developed speaking skills are easily 

understood by those with whom they communicate. There are some reasons why people 

communicate with each other. Jeremy Harmer (2002:46) explains the reasons as follows:  

 

"They want to say something to express their feelings and thoughts 

whenever they have a communicative goal. To accomplish this, they go 

through their thoughts and select from theirvocabulary". 

 

In conclusion, the five key components of effective speaking are: confidence, 

fluency, finding the correct words, keeping the listener interested, and sounding natural. 

 

1.5.3. Description of Games 

A game is a sport activity that requires knowledge and ability (Leó & Cely, 2010). 

Teaching a foreign language requires the active participation of learners in the learning 

continuum. In addition, games encourage high-level thinking as they consist of rules and 

strategies, and social skills trigger intellectual thinking (Changwong et al., 2018). Some 

games require choral responses and group or pair work. Krashen (1991) suggests that 

games reduce stress or anxiety in the classroom. The use of games in the foreign 

language classroom allows learners to internalize vocabulary, grammar, and structures. 

Games are not merely pass the time, according to several seasoned textbook and 
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methodological manual authors; they also have significant instructional value (Riahipour 

& Saba, 2012). Increasing the effectiveness of games is related to the selection of 

appropriate games. Demirel (1992) states the following: 

 

Language games can add fun and variety to conversation classes if participants 

enjoy playing them. They can be well integrated into any targeted conversation 

program. Of course, the teacher should select only the best of the hundreds of 

language games that exist in order to get the most benefit from a language game 

in both phases. (p. 77)  

 

There are various perspectives on learning through games, and one of these 

perspectives regards learning as a process that happens after play. Through self-initiated 

play, learners acquire "higher order thinking skills" and "social skills" (Gee & Prensky, 

2003). Although there is a consensus about the fun effect of games, a contradiction is 

noted in "All Play and No Work”. Games are quite interesting because they need players 

to solve problems, and they are not very enjoyable if there is no challenge or chance of 

failure (MacKenty, 2006). Although there are some naysayers arguing that games are not 

fun, many academics and researchers agree that games enhance the language acquisition 

process because in group work students have the opportunity to build relationships and 

co-operate rather than compete, and so games keep students active in learning (Gillies & 

Ashman, 2003). In a positive classroom atmosphere, students feel equal and are exposed 

to different learning environments and the chance to express oneself is provided for shy 

pupils. 

 

1.5.4. Properties of Games 

"Games used as teaching tools or to support the teaching process must teach learners 

what is to be taught through interaction within social values, since all games are 

essentially social human activities" (Engin et al., 2004, p.111). The games have rules and 

are fun, and most games require group work and are used practically in a language 

course. Games may not be part of the presentation because grammar and vocabulary are 

required to play them. Krashen (1991) states that games reduce stress in the classroom 

atmosphere. For a language process to be effective, fluency should take precedence over 

accuracy. Fluency is particularly vital in real life since the message being given is 
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significant. Games can be seen as tools that enhance the relationship between the 

classroom and the real world (Hadfield, 1990). According to Bumpass (1963), games 

should be action-packed to keep young students engaged and active, they should be built 

around competition and excitement, they should support the teaching functions and 

activities outlined in the classroom, and they should cater to the educational needs of 

language learners (pp. 23–26). The following traits of a good game, according to 

Kalaycıoğlu (2011), include small-scale designs rather than elaborate layouts; timely 

interventions for children; allowing as many students to participate in the activities as 

possible; providing immediate feedback and not requiring further correction; and 

controlling children in a fun way. The target audience of the games used in language 

classrooms should be considered, and the games themselves should cater to the needs 

and preferences of the students.  

 

1.5.5. Functions of Games 

One of the factors affecting students' speaking skills is undoubtedly the instruments 

used in the lessons. The usage of games in the educational setting  contributes a lot to the 

learning of the target language. Games offer a number of benefits for both teachers and 

learners. Not only do they increase efficiency, but they also give learners the opportunity 

to connect to real-life situations. In this way, learners are actively involved in the 

learning process. Hadfield (1984) cites the fact that games have an appealing effect on 

both learners and teachers as a reason for using games in the classroom. In a game-based 

classroom, better results are achieved for the teaching and learning process. Otherwise, if 

the methods or techniques used in a language course are stable, learners will get bored 

easily. The conventional teaching methods do not bring much to the learners. Games 

make the classroom climate warm. Constantinescu (2012) argued that students can 

improve their speaking ability through games and even for children who may have 

particular difficulties, games increase learners' English vocabulary in a familiar and 

relaxed setting where they feel competent. In addition to this, English is commonly used 

with computers. According to Richtoff & Persson  (2022), playing video games boosts 

motivation and the desire to better oneself so that students focus more intently on 

finishing the assignment since challenge and competition are essential components of 

any game multidisciplinary strategy. Additionally, students utilize the knowledge from 

other classes and play helps students become better observers. Cicchino (2015) states 
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that games have definite goals and regulations as a result of this, games foster creativity, 

problem-solving, and critical thinking. Furthermore, games offer fresh and engaging 

methods of instruction and practice that might take the place of conventional workbooks 

(Rudis & Poštić, 2017). Games can be modified for players with various degrees of 

knowledge. Engaging in instructional games in the classroom doesn't need much time 

and is easy to use and understand (Eltem & Berber, 2020). Online instructional games 

are widely available and cost nothing immediate feedback for both teachers and students. 

Sometimes the visual and auditory consequences are more powerful and obvious 

(Schrader & McCreery, 2008). It's common practice to establish and adhere to working 

hours in advance. Games enable for the individual growth and cognitive development of 

students while also promoting collaborative learning. Students may be rewarded with 

games in the classroom. 

Fah (2015) states that games are supportive learning tools and encourage learners to 

participate in language practice even when time is limited or the class is crowded. The 

main role of the teacher is to involve the learners in the game and make them feel that 

they are unique so that only when learners participate in the activities their individual 

abilities are revealed and their individual speaking skills are triggered through game-

based learning.  

Bradley (2010, p. 3) puts forward the following about the benefits of games for 

students. First of all, games include every student in the learning process. When students 

work in groups or pairs on activities, they get the opportunity to practice team-building 

strategies and learn to value and acknowledge the contributions of others. In certain 

classroom games, the focus is on pupils striving to win against their peers. In this type of 

game, students who are extremely motivated and fiercely competitive perform well. 

Second, playing games offers an opportunity for collaboration and/or teamwork. As they 

play classroom activities to attain a shared goal, students get the opportunity to engage 

and communicate with one another. Certain games allow students to play in pairs or 

groups, which might promote peer tutoring and the need for successful collaboration. 

Even though they might not realize it, they are actually learning as they work together to 

accomplish a common goal. Third, learning may be enjoyable when you play games. 

Establishing a vibrant and fun learning environment is one of the most crucial first stages 

in motivating pupils. Research indicates that one effective strategy for promoting 

learning in the classroom is the use of games, not to mention that games make learning 
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enjoyable, promote cooperation and/or collaboration among students, and encourage 

involvement from all of them.  

There are some disadvantages as well as the advantages of using games as a tool in 

English  as a foreign language speaking lessons. According to Stojkovic & Jerotijevic 

(2011), discipline difficulties, boisterous students are a possibility. A lack of proper rules 

training may have caused players to stray from the game's primary goal, leading to 

excessive play and a failure to learn. Students may not participate as fully in games if 

they are already dull or familiar. Some students, particularly teens, can consider games 

pointless and juvenile. Another important point to consider is that dialogues or speaking 

parts in a language course book do not give learners much opportunity to practice their 

speaking skills. According to Alraba (1991), students utilize their visual and aural 

abilities far more than their language abilities in language practice. Paul (1996) 

recommends language teachers to introduce the words or phrases in an appropriate way. 

In this sense, it is best to keep learners in a game-based learning environment because it 

involves fun and discovery. 

 

1.5.6. Types of Games       

There are some factors that should be considered when selecting games in terms of 

access to success. In addition to the importance of the advantages of choosing games as 

an instrument in language acquisition, the point of which game or games are preferred by 

teachers is also important. The teaching/learning process' potential success is dependent 

on the teacher's choice of games, so teachers need to be capable of identifying the unique 

characteristics of their students and they  must also be aware of their students' current 

language proficiency in order to choose games that are appropriate for them (Hong, 

2002). According to Harris (2006), games should fit the current curriculum. MacKenty 

(2006) states that games should cover the purpose of the subject in the teaching and 

learning process. According to these views, games should be appropriate to the context 

of the lesson.  

To achieve the best results, the purpose of the games should be determined 

immediately. Constantinescu (2012) states that games should have goals, they're not only 

for enjoyment; they're used to motivate kids. Therefore, language usage should be 

emphasized in games and students must study, practice, or review linguistic components 

through their ways. According to Echeverría et al. (2011), content needs to be 
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appropriate for the curriculum, accurate from all angles, and refrain from endorsing 

undesirable values (such as violence). Technically speaking, games should be simple to 

employ in the classroom and they should be so appropriate for the students' age and 

academic level that the students should all remain engaged with games. Utilizing brief 

games is advised to avoid pupils losing interest (Kirriemuir & McFarlane, 2004).  

Another point that should be noted is the similarities and differences between game 

types. Games are not typical in terms of learners and learning domains. Sigurðardóttir 

(2010) states that there are categories into which games are divided such as “games for 

dividing larger groups into smaller groups, introduction games, group games, physical 

games, scavenger hunt games, educational games, educational card games, word games, 

theoretical expressive games, drawing and colouring games, story games, and question 

games”. 

Games allow learners to be engaged in the learning process. In addition, games can 

trigger the shift from individual to group work and accelerate collaboration in a group so 

that student engagement can be increased (Franklin et al., 2003). But in general, there are 

two types of games: competitive and cooperative. Cooperative games allow learners to 

work in groups or toward a common goal. Cooperative games require group work, while 

competitive games do not. Cooperative games support and encourage group success, 

while competitive games generally do not. Competitive games are limited to individual 

success and they inspire the pursuit of individual success (Dindar, 2021). 

Hadfield (1990) has placed a lot of emphasis on using games as instructional 

resources. The author categorizes educational games under 8 titles: Information Gap: 

Learners are in search of missing information for a task, map, or solution to a problem. 

Guessing games: One player shows a card or tells about someone or something, the 

others try to guess "what it is" or "who it is". Search games: All players search for 

necessary information to fill out a questionnaire or solve a problem. Matching Games: in 

this type of game, learners work in pairs so that each learner must find another player 

with the corresponding card or picture. Matching-up games: each of the players has 

multiple opinions, preferences, and desires. The players come to an agreement through 

discussion. Collecting games: teammates collect cards or pictures. Combination games: 

players in the game act on important information and then combine information links to 

reassign their positions in a group. Arranging games: players of the game are on the 

lookout for necessary information to find items in a particular order (as cited in Gülsoy, 
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2013). Choosing which educational game should be played by which pupils at which 

time is crucial in this situation. 

Not only linguistic games, but also communicative games aim at speaking in the 

target language. However, in language games, accuracy is prioritized. Communicative 

games, on the other hand, focus on the flow of speech (Hadfield, 1999, p.8). But the 

common point for game types is that all games aim to strengthen one's ability to talk in 

the target tongue and serve in this way. 

The researcher utilised games to improve the performance of eighth graders in the 

English speaking classes. The names and content of the games played are presented  

below: 

 

1.5.6.1. True/False Storytelling 

Each pupil receives a piece of paper bearing the word "true" or "false." Each student 

should share a narrative with the class, and the group must determine if the story is true 

or not. You can extend the game by allowing the other students to quiz the person giving 

the story. 

 

1.5.6.2. Debates 

On one side of a piece of paper with "agree" and "disagree" printed on it, each pupil is 

given. Each student holds up his or her paper to indicate whether they agree or disagree 

with a contentious remark that is read aloud. Each side selects one student to present 

their case and engage in a brief debate. 

 

1.5.6.3. Descriptive Drawing Activity 

Each pupil receives a photo face down after being placed in pairs. For their partners to 

sketch the picture, they must describe it and listen to the instructions carefully. 

 

1.5.6.4. Impromptu Speaking 

A list of potential themes for impromptu speaking is used, and the class is divided into 

two teams. Each student choose a number and immediately responds to the statement. 

When the teacher commands the pupil to cease speaking, they have 45 seconds to do so. 

The opposing team listens to the student's speech while looking out for any hesitations, 
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grammatical errors, or vocabulary errors. A point is awarded to the opposing team if they 

can accurately spot an error. 

 

1.5.6.5. Jumbled Dialogue 

Pictures and conversation are presented in a jumbled manner. The pupils attempt to 

match the appropriate texts with the related photos. 

 

1.5.6.6. Twenty Questions 

There are two teams; one student from the opposing side selects a word to focus on, 

and the other team uses a maximum of 20 questions to uncover the hidden word. 

 

1.5.6.7. Odd One Out 

On the board are dialogues and sentences that are relevant to various topics. Each 

dialogue is incomplete in certain places. The pupils attempt to finish each dialogue by 

selecting the odd sentence.  

 

1.5.6.8. Role Play 

A text on the subject that the students are already familiar with is given out by the 

teacher. The kids skim the book and involuntarily assume the roles of the characters. 

 

1.5.7. Characteristics of Secondary School Learners 

Graduates of primary school between the ages of twelve and sixteen may enroll in 

secondary school (Küçüker, 2017) and they differ from young or adult learners in terms 

of puberty as well as their cognitive and social development. Teachers in secondary 

education should take care of learners as early as possible because they show different 

attitudes and feelings. The possible reason is the change in their physical appearance or 

hormones and these changes can lead to failures; decision making problems, value 

systems, drug and alcohol use can also be added to this list of reasons for failure. 

Students in secondary school may have varying attention spans, moreover some of them 

prioritize their personal relationships above all else, choosing not to participate in class 

activities and this circumstance typifies the culture of teenagers.  To improve their 

success, the best learning techniques or styles should be chosen by teachers taking into 

account their characteristics. As Piaget describes, almost all secondary school students 



13 

 

by age twelve have reached the stage of formal operationalization (Inhelder & Piaget, 

1958). When assessing the cognitive development of secondary students, the following 

steps should be considered:  

 

1. Secondary school learners need to understand the goal and relationship between 

instructional activities. If the instructional activities are not in a relationship or 

harmony, secondary students may not feel that they are part of the learning 

process.  

2. The purpose of the learning process should also be explained to them in detail. 

3. They are driven by both internal and external factors. Simply put, internal 

motivation has to do with how students see themselves and how they feel about 

their academic accomplishment. Examples of this kind of internal motivation 

include their senses and their self-perceptions. The factors that influence students' 

learning progress as environmental elements belong to external motivation and in 

this regard the environment for the learning process should be suitable for the 

learners (Gagne & Deci, 2005: 331).  

 

Learners at the secondary level have self-imposed cognitive barriers due to years of 

academic failure and lack of self-confidence, in this case, a warm climate in the 

classroom is important so that they feel they can succeed (Ameri & Mohseni, 2010). The 

classroom environment should be created to allow access to success in order to 

counteract this idea. They may be cognitively inhibited in some areas, but they must 

learn how to learn and get through these obstacles and to accomplish this, teachers 

should instill in them the belief that "you can succeed." According to Bowerman & Choi 

(2001), the two most crucial concepts are logical and conceptual development, and it is 

vital to prevent learners from inhibiting these two concepts. Understanding cognitivist 

theory requires cracking open the mysterious workings of the mind, therefore it is a 

cornerstone of cognitivist theory to "Learn how to learn!". 

As a result, one of the key responsibilities of teachers is to direct students toward 

academic achievement. Lai (2011) expresses that teachers should act as motivators in 

such a process. Young individuals desire to establish both short- and long-term personal 

objectives, in addition, they are quite imaginative, they have both short-term and long-

term aspirations in such a world and their status in the future is related to these 
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objectives. They desire to be in charge of their own education and development in order 

to achieve their objectives (Harackiewicz et al., 2000). Teachers ought to advise students 

on their next moves and tasks in the classroom should be determined by the students' 

readiness or level (Tomlinson, 2014). Abstract thinking develops throughout the formal-

operational phase and in addition to potential outcomes or results, learners also consider 

their past experiences. As young people enhance their problem-solving techniques during 

this era, teachers should serve as facilitators (Stevens et al., 2014).  

Piaget’s frameworks, accommodation and assimilation are two milestones in building 

the learner's new knowledge. While to make oneself aware of the world and new 

experiences is called accommodation, the incorporation of new experiences into the old 

ones is called assimilation and in the assimilation phase, the learner employs many 

cognitive processes; new ways of seeing, rethinking are part of it. (Netti et al., 2016). 

Looking at the relationships of secondary school students under the title of social 

concept, it can be clearly said that they have adult-like relationships. An interest in 

coeducational activities, a desire for adult leadership and autonomy in planning, a desire 

for adults to take a primarily supportive role in their education, the development of a 

sense of community, and a need for opportunities for self-expression are among their 

social tendencies. 

 

1.5.8. The Studies on EFL Speaking Classes In Turkey 

Teaching speaking in English as a foreign language classes has always held an 

important place in Turkey as well as with the globolazing world. Not being exposed to 

the target language in daily social life is one of the biggest obstacles to success in foreign 

language English speaking classes. IĢık (2008) and Yurtsever & Bodur(2015) argued that 

language learning cannot be realized independently of the social environment. In their 

study, Challenges in EFL Speaking Classes in Turkish Context, Kara et al. (2017) point 

out that speaking is challenging for students because of social and pedagogical reasons 

rather than personal reasons. Although they state that social and educational reasons have 

a greater place on speaking skill than individual reasons, Gökdemir (2005) claims that 

personal factors such as effort and investment hold a major function in the language 

acquisition process, as well. These studies support the idea that the most important factor 

affecting speaking relies on the context in which schooling is used.   
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The implementation stage and the inability to attain the intended success in foreign 

language English speaking courses in Turkey are both influenced by a number of factors. 

According to ÇetintaĢ (2010),  form-based teaching is one of the leading factors limiting 

speaking ability in EFL lessons in Turkey. AktaĢ (2005) also argues that teachers should 

motivate students to move on to practice rather than focusing on form. According to 

Haznedar (2010), many teachers regard it challenging to adjust to the current change 

even though the Ministry of National Education (MoNE) transitioned from the traditional 

oriented method to the communicative focused method in language acquisition in 2006. 

Besides, despite the fact that language instructors are aware of communication 

techniques in language learning, Uysal (2012) claims that they are unable to use these 

methods due to the short lesson time, the curriculum's density, the large class size, the 

absence of technological infrastructure, and other factors. 

Material selection plays an important role in creating a warm classroom atmosphere in 

foreign language English speaking classes. Many authors and researchers draw attention 

to the selection of colorful, attractive and entertaining course materials in order to 

increase the success rate in foreign language speaking lessons (Büyükyavuz & Ġnal, 

2008; Kizildag, 2009; Yüksel, 2022). If the material selection is made correctly, it is 

relatively easy to amplify the motivation and thus the success of young students in 

foreign language English speaking classes. Ġnal et al. (2005) stated that the way to 

achieve success in English is to develop a positive attitude towards the target language 

and culture. Demir & Erten (2005) based on their studies with 4th and 8th grade students 

emphasized that young students are more motivated both internally and externally 

compared to older students. 

 

1.5.9. Several Examples of International Studies on EFL Speaking Courses 

The inability to achieve the desired efficiency in foreign language English speaking 

lessons has laid the groundwork for many scientific researches around the world. Many 

studies have been carried and many instruments such as poetry, music and games are 

used to increase speaking skills in foreign language English lessons (Richards, 2015).  

The positive effect of including games in speaking lessons has been demonstrated 

with studies carried out in many different countries around the world. Urrutia & Vega 

(2010) aimed to improve the speaking skills of adolescents in their study conducted in 

Colombian public school through games, and the data obtained revealed that the use of 
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games in speaking lessons is of great importance. Rama et al. (2007) conducted a similar 

study in Singapore and revealed that the use of language games in primary schools has a 

large contribution to over half of the students' second language communication.  In 

another study conducted by Leó & Cely (2010) in a public school in Colombia, the goal 

was to enhance the speaking abilities of adolescents through games, and as a result of the 

research, they concluded that the students felt comfortable and safe during the playful 

activities in the classroom. Salazar & Villamil (2012)  investigated games' impact on the 

speaking abilities of 4th grade primary school students in their study conducted in 

Remigio Antonio Cañarte, and they concluded from the data analysis that games both 

improve the speaking and listening skills of children and allow them to use the language 

naturally. In their study, Liu et al. (2021) demonstrated how games in EFL classes can 

significantly impact Iranian context. In the study ―Empirical Study on the Effects of 

Using Kahoot as a Game-Based Learning Tool on EFL Learners' Vocabulary Recall and 

Retention‖, Ahmed et al. (2022) found that games are crucial teaching aids in language 

classes.   
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2. METHODOLOGY 

This chapter outlines the design, context, data collection tools, participants, 

procedure, data analysis and evaluation of the study. 

 

2.1. Research Design 

A mixed-method strategy was used to perform the current research. For a mixed 

method study, both quantitative and qualitative research expertise is needed (Creswell, 

2021). Creswell & Clark (2017) express that although mixed methods research has been 

utilized since the 1950s, it was first formally introduced in the late 1980s and a growing 

number of researchers are now using this method. ÇeĢme (2023) states that six important 

aspects of mixed methods research include: compensating for the shortcomings of both 

qualitative and quantitative research; offering a more comprehensive approach to a 

research topic than just one of these methods; integrating differences resulting from 

rivalry between researchers who embrace a quantitative or qualitative viewpoint, 

supporting the usefulness of research findings, and helping to resolve research challenges 

that cannot be addressed by the qualitative or quantitative technique alone. 

Methodologies for qualitative and quantitative research were combined to balance the 

data collection for this study. According to Karakaya (2010), using both qualitative and 

quantitative techniques enables the researcher to produce findings that are more reliable. 

Likewise, Malina et al., (2011) emphasize that research using a combination of methods 

produces results that are more robust than those produced by either method alone.  

 

2.2. Context of the Study 

This study was carried out in the government-run Nazmiye Secondary School in 

Tunceli, Turkey. The A2 level from the levels set in the Common European Framework 

of Reference for Languages corresponds to the 8th grade curriculum established in 

Turkey. Based on the method used by the Turkish Ministry of Education, the school 

offers four secondary school classes. 15 pupils are the average in each class. English 

instruction is given for four hours to the eighth grade, three hours to the fifth and sixth 

grades, and four hours to the seventh grade. The school's resources are limited 

(computer, speakers, projector, etc.). 
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2.3. Data Collection Tools 

In a secondary school language classroom, the researcher's objective was to raise the 

standard of instruction and learning and to get better findings about the impact of games 

on 8th grade students (Junor Clarke & Fournillier, 2012). Burns (1999, p. 79) notes that 

there are various techniques for gathering data in the classroom. The following tools 

which are pre and post tests, a questionnaire, observation, field notes, and semi-

structured interviews were employed as data collection instruments for this study. 

 

2.3.1. Pre – Test and Post – Test 

A crucial assessment tool that aids in the direct and efficient evaluation of a course or 

lecture to enhance student learning is the pre-test/post-test design. The goal of the pre-

test/post-test assessment approach is to gauge participants' past knowledge prior to a 

lecture or course and compare it with what they learn after the course. By comparing the 

post-test results to the pre-test scores of the participants, it is possible to ascertain if the 

activity was successful in increasing the participants' knowledge of the subject presented 

(Alam, 2019). 

A pretest was given to the students at the start of the treatment  and a post test at the 

end of the treatment to ascertain their language proficiencies. Ten questions made up the 

tests. The pre-test and post-test were created by the researcher of this study (see 

Appendix F, p.65), who also sought advice from experts. Each test lasted two class 

periods, (80 minutes). In both assessments, the questions were the same because the aim 

was to observe how the games had an effect on the answers given to the same questions 

under the same topic. 

The researcher designed a five-item speaking rubric (see Appendix C, p.62) to assess 

the students' speaking competency via these assessment tools.  

The reliability and Cronbach’s Alpha of the test items are indicated in the following 

table: 

 

Table 1.  

Reliability Statistics of the Pre Test and the Post Test 

Reliability Statistics 

Cronbach’s Alpha .955 

Based on 

Standardized Items 

N of Items 10 
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2.3.2. Questionnaire 

A questionnaire serves as the main instrument for obtaining quantitative primary data. 

Gathering quantitative data in a consistent, internally consistent, and logical manner for 

analysis requires the use of a questionnaire. Each aim on the questionnaire should be 

directly related to the objectives of the study, and the intended use of the data should be 

made apparent from the outset (Roopa & Rani, 2012). 

The questionnaire (see Appendix D, p.63)  in this study consists of 15 items adapted 

from ġenergüç's (2007), and they have the characteristics of determining and measuring 

the effects of the use of games in EFL classes on the motivation of adolescents’ (eighth 

graders), as well as determining their opinions and attitudes on this issue. Participants 

responded to the items with "strongly disagree," "disagree," "no idea," "agree," and 

"strongly agree," from lowest to highest agreement.  

 

Table 2.  

Reliability Statistics of the Questionnaire 

Reliability Statistics 

Cronbach’s Alpha .966 

N of Items 15 

 

The Cronbach's Alpha value of 0.966 was found to be greater than the threshold of 

0.6, indicating the validity of the scale.  

 

Table 3.  

Scale Statistics 

Scale Statistics 

Mean                                                                                         44.3333 

Variance                                                                                    187.529 

Std. Deviation                                                                           13.69414 

N of Items                                                                                 15 

 

The scale's mean was 44,3333, its standard deviation was 13.69414 and its variance 

was 187.529. 
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In addition, the questions of the questionnaire were adapted to the learners' level  and 

translated into their native language, Turkish. If needed, help was provided to clarify the 

understanding.  

 

2.3.3. Observation 

One of the most important and varied research methods in the social sciences is 

observation. Because the word encompasses a multitude of styles, tactics, and 

approaches that may be difficult to compare in terms of execution and expected effects, 

the choice must be customized to the research topic and the scientific context (Ciesielska 

et al., 2018). According to Laurier (2010), spending time with individuals or 

communities to understand them requires participant observation, which means being, 

residing, or working among them. Field notes, drawings, photos, or video recordings are 

utilized as a means of data gathering in this strategy, which is centered on engagement 

and observation. 

 

2.3.4. Field Notes 

Field notes are qualitative research tools that consist of two types of information: 

 

1. Descriptive information: In this sort of data, the researcher gives details on the 

occasion, location, circumstances, activities, behaviors, and conversations that 

were seen.  

2. Reflective information: During the observation process, the researcher captures 

his or her ideas, questions, and interests in this type of information (Sacred Heart 

University Library, 2020).  

 

Fieldnotes are a type of representation, or a technique to decrease observed events, 

people, and locations to written narratives (Emerson et al., 2001). Field notes offer 

qualitative researchers the opportunity to engage in reflective practice (Maharaj, 2016). 

They have some characteristics, such as being accurate, descriptive, and organized. Also, 

the focus should be on the research problem and the observer should transfer his findings 

into the notes. 
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2.3.5. Semi – Structured Interviews 

In order to gather information for qualitative studies or medical research, the social 

sciences commonly employ the semi-structured interview as a form of exploratory 

interview (Magaldi & Berler, 2020). Semi-structured interviews are the most effective 

method for obtaining data when a researcher is more interested in understanding the 

participant's specific perspective than in gaining a broad understanding of a phenomena 

(Adeoye-Olatunde & Olenik, 2021). Additionally, SSIs may strengthen and complement 

other approaches in mixed methods research, making them a useful adjunct (Adams, 

2015). According to Rahman (2019), the goal of questions should be to provide 

respondents the greatest amount of latitude and flexibility while responding. Questions 

should refrain from being leading, threatening, loaded (double-barreled), vague, and 

ambiguous in order to accomplish this purpose. These kinds of inquiries will only 

prevent us from learning about and comprehending the topic of interest. 

Nine volunteers for this study were subjected to semi-structured interviews at the very 

last step of the procedure. The researcher and the adviser together developed six open-

ended questions to create the interview questions and the aim of the questions in the 

semi-structured interview in this study was to broadly  explore the impact of using games 

in English speaking classes on students. Face-to-face audio recordings of the interviews 

were made. To offer the interviewees an opportunity to express themselves more fully in 

their own tongue, the interview was conducted in Turkish. The researcher then translated 

the audio recordings into English after transcribing them into Word documents at the 

conclusion of the interviews.  

The semi-structured interview questions are given below: 

 

1. How would you characterize the game-playing experience in your EFL 

speaking classes? 

2. Describe the game that you enjoyed playing the best. Why? 

3. Describe the game that you enjoyed playing the least. Why? 

4. How did your teacher assist you when playing games? 

5. What difficulties did you face when you participated in the class games? 

6. How do you thinkgaming activities can be made more effective? 
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2.4. Participants 

The participants in this study were the researcher's students at Nazımiye Secondary 

School in Nazımiye, Tunceli, Turkey. A total of 18 students participated in this study on 

voluntary basis and of the participants, 7 were male and the remaining 11 were female. 

The respondents  were 8th graders aged 12 to 14 attending a public school. The group 

had 4 hours of English classes per week. Parental Consent  was secured.  

 

Table 4.  

Participants’ Information 

Participants      

Male 

Female 

Total Number 

Grade 

Age Range 

School 

 

 

 

Level 

  7  

  11  

  18 

8 

12 - 14 

Nazımiye 

Secondary 

School 

 

A2 

 

 

2.5. Procedure 

The students played games in EFL classes since the beginning of the first term of the 

academic year 2022-2023, but rather when learning vocabulary or grammar. Playing 

games in language classes was almost a new technique for them. Grading pre- and post-

tests based on participation in games was also a new technique for them.  

 

Pre-implementation 

The games were played for 3 hours every week and the total time for conducting the 

games in EFL classes was 24 hours. To address the speaking problem in EFL speaking 

classes a ten-question speaking test (see Appendix F, p.65) covering the first four units in 

the textbook of the National Ministry of Education for middle school 8th graders (TıraĢ, 

2018) was prepared and administered to the students as a pre-test to assess their level 
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exactly. The test lasted two class periods (80 minutes). After the evaluation according to 

the speaking rubric was conducted, the teacher thought that games would be an effective 

tool in speaking lessons and to this end, the the teacher presented popular and 

appropriate games for students’ levels in the classroom and the students voted on the 

games they liked most. The teacher determined 4 different topics from the National 

Ministry of Education book for middle school 8th graders (TıraĢ, 2018) and defined 8 

games to teach in the classroom according to the students' choices. Two games were 

played for each topic. The topics, functions and useful language were: 

 

 Friendship (Accepting and refusing / Apologizing / Giving explanations and 

reasons) 

―Would you like to come over tomorrow? -I’m sorry, but I can’t come over 

because my cousin is coming tomorrow. -Sure, that sounds fun! Would you like 

some fruit juice? -Yes, I’d love some. -No, thanks. I’m full / stuffed. -Yeah, that 

would be great.How about going to the cinema this Saturday? -Sure, it sounds 

good / great / awesome. -Yeah, why not. -I’ll text our friends to come over at 7 

o’clock, then.‖ 

 Teen Life (Expressing likes and dislikes / Expressing preferences)  

―I love/like/enjoy going to concerts. I hate/dislike shopping with my parents. I 

prefer hip-hop concerts, I think they’re terrific. I prefer reading the news online.‖ 

 In The Kitchen (Making simple inquiries) 

―Do I use two or three eggs? What can/should I use to cook soup? bake / bitter 

boil / chop / flour / fry ingredients kitchen tools (knife, spoon, fork, pan, plate, 

oven …) meal / mix / oil peel / pour salty /slice sour / spicy / tasty‖ 

 On The Phone (Following phone conversations) 

―Hello! This is ... calling, is ... in? May I speak to ...? Is ... there? Hang on a 

minute; I’ll get him/ her. Can you hold on a moment, please? I’m afraid he is not 

available at the moment. He has gone out. Would you like to leave a message?‖ 

 

After the topics and games were determined, lesson plans for each class were 

prepared by the teacher (see Appendix G, pgs.66-73). After that, the process of playing 

the games in the classroom began and each game on a topic was played for a week-3 
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classes (120 minutes).  The following lists the games used in the process respectively and 

how they are played in the classes: 

 

Week 1  

 True / False Storytelling 

The first game was true/false storytelling on the topic of friendship. Each student in 

the class told a story to their friends using the true/false slips of paper. As they told the 

stories, the students used language patterns for accept and reject/excuse/explain and 

justify.  

 

Week 2 

 Jumbled Dialogue 

The other game on the theme of friendship was Jumbled Dialogue. In this game, 

students tried to match the pictures to the correct dialogues related to Invite, Accept, and 

Reject. 

 

Week 3 

 The Descriptive Drawing Activity 

 The Descriptive Drawing activity was used for the theme of “Teen Life". This game 

was played as pair work. The partners told each other the hidden pictures using the 

language pattern "likes, dislikes, and preferences". 

 

Week 4 

 Twenty Questions 

  The other game on the theme of "teenage life" was Twenty Questions. One by 

one, the students chose a word from the unit and the students of the opposing team asked 

up to twenty questions to find the hidden word.  

 

Week 5 

 Debate 

The next 3 lessons included the activity "Debate" on the topic "In the Kitchen". Each 

student was given a piece of paper with "agree" on one side and "disagree" on the other. 

A controversial statement about recipes was read aloud and each student held up their 
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slip of paper and stated whether they agreed or disagreed. A single student representing 

each side was chosen to present their perspective and engage in a brief discussion. In this 

activity, students tried to ask simple follow-up questions while explaining or advocating 

their opinions.  

 

Week 6 

 Odd One Out 

The other game played on the theme of "In the Kitchen" was Odd One Out. Sentences 

and dialogues were written on the board. Students tried to fill in the blanks in the 

dialogues with the correct sentences.  

 

Week 7 

 The Impromptu Speaking 

The Impromptu Speaking game was first played for the theme of "On The Phone." 

The class was divided into two teams and given different topics for phone conversations. 

Students on each team engaged in an unprepared phone conversation with their partners 

for 45 seconds. The students on the other team listened and took notes on the mistakes. 

In this game, tracking phone conversations was the core of the activity. The team that 

identified a mistake got the point.  

 

Week 8 

 Role Play 

The final game on "On the Phone" and the process was a role play. The teacher 

distributed a text to the students related to the topic (telephone conversation), which they 

knew in advance. After reading the text, they played their roles. 

During the games, the teacher observed the classroom both in terms of the students' 

linguistic interaction/production and the atmosphere. To accurately assess the lessons 

and the learners, the teacher kept field notes from the very beginning of the continuum 

and reflected on his notes. Missing items in the lesson were identified for both the 

teacher and the learners. Since progress was not sufficient at the beginning of the session 

new lesson plans were prepared according to learners’ needs. The teacher decided to use 

some warm-up exercises at the very beginning of the lesson to encourage the learners to 

participate in the games with more enthusiasm. These warm-up exercises included real-
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life questions and related to the topics thus, these activities had a triggering effect for the 

speaking lessons.  

 

Post-implementation 

In the final step, the teacher reflected on the entire study and concluded that the 

students' speaking skills and attitudes toward language learning had improved 

significantly. To see the difference in teaching and learning more clearly after the eight-

week experiment, participants were firstly administered a posttest and after that a 15-

item Likert-type questionnaire to assess whether or not the target group (eighth graders) 

learned effectively enough through games to confirm the assumption that secondary 

students learn better when taught through games. The test lasted two class periods (80 

minutes) and were evaluated in accordance with speaking rubric prepared by the teacher. 

The pre-test and post-test results were compared with the spss programme. One day after 

the test application, a questionnaire was applied to the students and the results were 

analyzed by spss programme. Finally, semi-structured interview questions were asked to 

nine volunteer students and their answers were analyzed. 

 

2.6. Data Analysis and Evaluation  

The researcher used quantitative and qualitative data collection instruments in this 

study. Quantitative data were collected using a 15-item questionnaire on a 5-point Likert 

scale that revealed learners' attitudes toward the use of games in EFL language classes, a 

10-item pretest, and a posttest that measured learners' speaking performance before and 

after the intervention. Qualitative data were gathered keeping field notes and 

implementing semi-structured interviews to the learners consisting of six questions.  

The researcher defined the differences between the pretest and posttest. The goal was 

to determine whether or not games had a significant impact on EFL language learning 

compared to the absence of games. Speaking rubric was used for the pre test and post 

test. Rubrics are detailed instructions used to evaluate (McCauley,2003). The advantages 

of using rubrics for their own forms of classroom assessment are rapidly realized by 

many (Stevens & Levi 2013). In this study, the speaking rubric was prepared by the 

researcher after examining many sample speaking rubrics and expert opinion was 

obtained. It consisted of four sections: accuracy, fluency, vocabulary, and 

communication. In each section, learners were scored from 1 to 5 points according to 
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their linguistic ability (see Appendix H, pgs.74-75). The pre and post test data collected 

using the speaking rubric were transferred to the SPSS  programme and Wilcoxon 

Signed Ranks Test was applied to see the difference between the two tests. Descriptive 

statistics table was prepared according to the data collected from pre-test and post-test 

findings. Means of pretest and posttest were compared.  

After eight weeks of implementation of the games, learner questionnaire was applied 

and to enter the questionnaire data into the SPSS programme, each item was numbered 

as follows: 

 

a. Strongly Disagree : 1 

b. Disagree : 2 

c. No Idea : 3 

d. Agree : 4 

e. Strongly Agree : 5 

 

The questionnaire responses from the pupils were graded using percentages and the 

results of the survey were compiled into a single table. Students' responses to the 

questionnaire items were evaluated in terms of determining students' attitudes towards 

using the games in EFL speaking classes. 

Field notes were kept by observing the students' reactions during the eight-week 

implementation, the application of pre and post test, the student questionnaire and semi-

structured interview in order to better and more efficiently manage the process. The 

teacher used descriptive information so that  the necessary evaluations were made and 

required measures were taken through the field notes  to avoid the same problems in the 

implementation process. 

Nine students in this study were administered a semi-structured interview at the end 

of the intervention process and thematic analysis (coding technique) was used to analyze 

the six-question interviews. According to Babayiğit & Balcı (2023), thematic analysis 

allows the researcher to become more adaptable, thanks to accurate assessments of a 

specific occurrence within the complete set of data. For this purpose, first the main 

themes and then the categories consisting of main categories and sub-categories were 

identified. 
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2.7. Ethical Issiues 

This research application was approved  by Çağ University Institute of Social 

Sciences (see Appendix A, pgs.59-60). To be able to apply this study at Nazımiye 

Secondary School 8th grade students, necessary permission was received from Tunceli 

Provincial Directorate of National Education within the Ministry of National Education 

(MoNE) (see Appendix L, pgs.79-81). Also, the researcher got permission from the 

developer of the questionnaire via e-mail correspondance (see Appendix M, p.82). 

Finally, parental consent forms were sent to the parents of the participants to seek their 

approval and consent so that their children could voluntarily participate in the study (see 

Appendix N, p.83). Therefore, it is safe to say that the ethical considerations required 

were applied in this study. 
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3. FINDINGS 

This chapter presents the descriptive statistics of pre and post tests, Wilcoxon Signed 

Ranks Test results utilized in the study. Resulsts obtained from the qestionnaire along 

with the semi-structured interviews, field notes kept by the researcher are displayed.  

 

3.1. Descriptive Statistics of Pre Test and Post Test 

A 10-item pre- and post-test was administered with the language learners. The pre-test 

and post-test consisted of 10 questions based on the English coursebook for the  

secondary school level of the National Ministry of Education (TıraĢ, 2018). The speaking 

tests were scored using the Speaking rubric prepared by researcher of this study (see 

Appendix H, pgs.74-75). Each test had a total of 20 points. 

The following table provides descriptive statistics with the minimum and maximum 

scores, mean, median, and standard deviation before and after the test: 

 

Table 5.  

Descriptive Statistics 

 N           Minimum      Maximum       Mean       Median      St.Deviation                                                      

Pre test  18              4,00              19,00          10.6111 9.5000 5.27077 

Post test 18              6,00              20,00          14.0556     12.5000 4.65861 

Valid N 18   

               

According to Table 5, the highest score for the pre-test is 19 and for the post-test is 

20, while the lowest score for the pre-test is 4 and for the post-test is 6. The mean score 

for the pre-test is 10.6111 and for the post-test is 14.0556. The mean difference between 

the two tests is -3.44444. From Table 1, it is clear that the group's pre-test and post-test 

results show a considerable difference. In other words, the participants performed better 

in the post-test.  

 

3.1.1. Wilcoxon Signed Ranks Test Results 

The researcher used the Wilcoxon Signed Ranks test to evaluate the significance of 

the relationship between the pretest and posttest scores of the same group since the data 

was collected from a small sample of less than 30 respondents (18 participants) and the 
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mean, median values of the pre-test differed and the mean, median values of the post-test 

differed as well. In other words, descriptive statistics data gathered from the tests do not 

show a normal distribution since median and mean values differ significantly. A 

nonparametric test approach known as the "Wilcoxon Signed Rank Test" is used to 

analyze matched pairs of data, differences-based data, or data from a single sample 

(Woolson, 2007). The researcher's freedom from variable restrictions is the most 

significant aspect of nonparametric approaches and this statistical feature for academics 

makes analysis simple. The outcomes will be stronger and more responsive as we 

properly utilize these benefits (AkkuĢ et al., 2006). Findings of Wilcoxon Signed Ranks 

Test are displayed in the table below: 

 

Table 6.  

Wilcoxon Signed Ranks Test Results 

Ranks                                     N         Mean Rank         Sum of Ranks                                                        

posttest – pretest            Negative Ranks              0
a
     .00                       .00 

                                       Positive Ranks               18
b
   9.50                 171.00 

                                       Ties                                 0
c
   

                                       Total                               18 

Test Statistics
a 

                                       posttest-pretest 

Z                                    -3.739
b
 

Asymp. Sig. (2-tailed)      .000      

For ranks: For test statistics: 

a. posttest < pretest            a.Wilcoxon Signed Ranks Test   

b. posttest > pretest            b. Based on negative ranks   

c. posttest = pretest 
 

The table above depicts that there is a significant difference between the pre-test and 

post-test results. Negative ranks are zero, in other words, there are no values with a 

negatively signed rank. The number of ranks with positive signs is 18, the mean is 9.50, 

and the sum is 171.00. The number of observations excludes values where the difference 

between two test outcomes is 0. P value is smaller than .05 / p=.00 /.  
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3.1.2. Questionnaire Results 

The study's objective was to evaluate the impact of language games on language 

learners in the eighth grade. In this section, the analysis of a questionnaire with 15 items 

and 5 Likert-type items applied to 8th grade learners EFL is presented in tables. The 

table below provide information about the participants' attitudes toward learning 

speaking through games. 

 

Table 7.  

Questionnaire Results 

 Items                                    Strongly Dis.   Disagree   No Idea   Agree   Strongly A. 

1. I find it difficult to learn 

expressions of second  33.3               22.2          16.7 22.2 5.6 

language. 

 

2. Studying vocabulary  

as a separate part of  27.8  0              16.7           5.6           50 

language process is  

unnecessary. 
 

3. I like learning, 

practising and studying     0                   5.6 5.6 83.3 5.6 

new expressions.  
 

4. Our course books are 

enough to learn speaking  55.6                38.9 0  0 5.6 

in English, no need to 

extra classroom activities. 
 

5. I prefer enjoyable 

activities instead of dull    0 0 16.7 22.2         61.1 

studying procedures. 
 

6. I find language games  33.3                 33.3            27.8 5.6 0 

very childish. 

 

7. When I practise the 

speaking via enjoyable   0                     5.6 0            38.9        55.6 

activities, I learn and  

remember them better. 
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8. I don’t mind playing  

games in the classroom  5.6 0                33.3 27.8 33.3 

because I know they are  

useful. 

 

9. I think games are just 

time-wasting activities.   61.1                    22.2   0 5.6 11.1 

We are adolescents and  

we must be exposed to 

more serious techniques. 

 

10. When I enjoy the  

lesson, it becomes   0  0 22.2 0 77.8 

more beneficial for me. 

 

11. I get bored while 

playing games in the 77.8 16.7 5.6 0 0 

classroom. 

 

12. Learning new 

expressions at home  11.1 22.2 50 5.6 11.1 

is the best way to learn 

them. 

 

13. I do speaking better  

in the exams when I learn  11.1 5.6 16.7 27.8 38.9 

them via activities in the  

classroom. 

 

14. I forget the new 

expressions easily when  50 11.1 33.3 5.6 0 

I memorize them one by 

one. 

 

15. I do not feel 

comfortable while playing 55.6 22.2 11.1 0         11.1 

games with my friends in  

the classroom. 
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Students' responses to the survey items are evaluated below: 

Learners' Responses to Item 1: I find it difficult to learn expressions of second language. 

33.3% of the participants think that learning expressions in the second language, such 

as giving a recipe or making an invitation, is difficult. The most remarkable thing is that 

the percentage of learners who find it difficult and not difficult to learn expressions in the 

second language is the same. Table 3 clearly shows that more than half of the 

participants find it easy to learn expressions in the second language. Overall, 27.8% of 

the participants find it difficult to learn expressions in the target language. 

Learners' Responses to Item 2: Studying vocabulary as a separate part of language 

process is unnecessary. 

The participants' responses to item 2 clearly show that the majority agrees on learning 

vocabulary as integrated with language learning process. One out of six participants has 

no idea about the vocabulary learning method in efl classes. 27.8% of the participants 

prefers studying vocabulary as seperated from language learning process. 

Learners' Responses to Item 3: I like learning, practising and studying new 

expressions. 

Almost all participants are interested in all steps of the language process. It can be 

said that learning new expressions makes the speech classes entertaining. On the other 

hand, the percentages of participants who disagree, have no idea, and strongly agree are 

dramatically equal. 

Learners' Responses to Item 4: Our course books are enough to learn speaking in 

English, no need to extra classroom activities. 

Almost all respondents think that additional classroom activities are needed because 

the current textbooks in EFL language courses are not sufficient. On the other hand, the 

participants think that the textbooks are sufficient for learning how to speak in the 

foreign language. 

Learners' Responses to Item 5: I prefer enjoyable activities instead of dull studying 

procedures. 

83.3% of the participants agree to try entertaining activities for learning to speak, such 

as playing games. The table clearly shows that no one prefers boring learning methods. 

Moreover, 16.7% of the participants have no idea what they choose. 

Learners' Responses to Item 6: I find language games very childish. 

The majority of the respondents think that games are not childish, so they prefer 
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games in EFL language learning. Only a small percentage think games are childish. A 

large percentage of learners have no idea how to define games. 

Learners' Responses to Item 7: When I practise the speaking via enjoyable activities, I 

learn and remember them better.       

 Almost all participants (55.6% fully agree and 38.9% agree) learn better when 

entertaining classroom activities such as games are used in language teaching. The table 

shows that games significantly support their self-learning process. 

Learners' Responses to Item 8: I don’t mind playing games in the classroom because I 

know they are useful. 

More than half of the participants feel comfortable playing games because they know 

the benefits of playing games. 33.3% of the participants have no idea about this 

point.They also agree that they learn in a cooperative work. The percentages of the 

participants that have chosen Disagree and Strongly Disagree are insignificant. They also 

agree that they learn in a cooperative work. The percentages of the participants who 

selected "disagree" and "disagree at all" are insignificant. 

Learners' Responses to Item 9: I think games are just time-wasting activities. We are 

adolescents and we must be exposed to more serious techniques. 

A total of 83.3% of the participants, 61.1% with Strongly Disagree and 22.2% with 

Disagree do not see games as time-wasting activities. They think that games are useful 

tools in language teaching, while 16.7% of the participants think games are useless and 

would like to see more critical learning techniques as they see games as childish. 

Learners' Responses to Item 10: When I enjoy the lesson, it becomes more beneficial 

for me.  

77.8% of the participants fully agree with the point advocating entertaining tools to 

access success. In language classes with games, learners feel relaxed and confident. They 

are not anxious when playing games in language class. 22.2% of the respondents do not 

know whether the fun has a useful effect on the learning process or not. 

Learners' Responses to Item 11: I get bored while playing games in the classroom. 

The percentages of participants who selected "strongly agree" and "agree" are equal. 

While 5.6% of the participants have no idea, 16.7% of the participants disagree and 

77.8% of the participants strongly disagree with the point. This table clearly shows that 

games are a fun activity in foreign language classrooms. 
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Learners' Responses to Item 12: Learning new expressions at home is the best way to 

learn them. 

The participants' answers are inconsistent. Half of the participants have no idea. The 

number of participants who prefer to learn new expressions at home and in the classroom 

are close to each other. According to this table, it can be said that learners have no 

experience in learning new expressions at home, so they cannot make a comparison that 

English class is fun or not. A total of 75% of the participants, including 50% who 

"strongly agree" and 25% who "agree", are enthusiastic about English classes. 

Surprisingly, the percentages of participants agreeing with the statement "strongly agree" 

and "strongly disagree" are equal. 

 

Learners' Responses to Item 13: I do speaking better in the exams when I learn them 

via activities in the classroom. 

More than half of the participants agree with the idea that speaking games lead to 

better exam results because they require communication and cooperation. 16.7% of 

respondents disagree with the function of games for better exam results. 

Learners' Responses to Item 14: I forget the new expressions easily when I memorize 

them one by one. 

Half of the respondents strongly disagree that learning new expressions detached from 

the context leads to temporary learning success. Only 5.6% of respondents disagree with 

this notion. A large proportion of learners have no idea about this point. 

Learners' Responses to Item 15: I do not feel comfortable while playing games with 

my friends in the classroom. 

A large part of the respondents feel comfortable and safe while playing. They do not 

mind playing next to their classmates. Only a small portion of learners feel 

uncomfortable and unsafe playing in the classroom. 

 

3.1.3. Semi-Structured Interview Questions Results 

In the semi-structured interviews, the participants were given six questions, and each 

participant was requested to explain their ideas calmly and openly. The collected data 

were then divided into main and sub-themes. The opinions stated by the participants are 

shown in the following table as themes, categories and sub-themes. 
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Table 8.  

Views of the Participants 

Theme Category Sub-Themes (Sub- 

Category) 

Frequency % 

  Interaction                        5     20 

  Communication 6 24 

 Speaking Listening 1 4 

Turn Takings 3 12 

  Time 3 12 

  Comfortable 3 12 

            Game Playing  Uncomfortable 4 16 

  Success 4 12,90 

  Self- Confidence 5 16,12 

 Motivation Anxiety 7 22,58 

  Enjoyment 9 29,03 

  Participation 6 19,35 

 

When table 8 is evaluated, students' opinions on the function of games in EFL 

speaking classrooms are coded. Sub-themes are developed for each of the two broad 

categorizations "speaking" and "motivation" that describe the general opinion. 

The results for the speaking category are as follows: Five times "interaction", six 

times "communication", one time "listening", three times "turn takings", three times 

“time”, three times "comfortable", four times "uncomfortable" are indicated. However, 

the results for the motivation category are as follows: four times "success", five times 

"self-confidence", seven times “anxiety”, nine times “enjoyment”, six times 

"participation".  

The following phrases give a sense of some of the participants' opinions on how 

game-playing function as speaking: 

P4. ―Descriptive drawing activity is my favourite. I gave the description of a word 

(adjective, item, occupation etc.) and I wanted my friends to draw what they 

understood.‖ 

P5. ―Since I could think of more than one answer to the questions, it was a bit difficult to 

decide which one to say.‖ 

P6. ―The experience of playing games was useful. I was excited because I was 

unprepared. I was ambitious in the games where I got points. I tried to choose words and 

make sentences while playing. Trying to remember the words challenged my memory, 

which was fun. The gaming experience was different and enjoyable. Because even 
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though there were words I didn't know in English, I felt as if I had lived the language and 

knew how to speak it well.‖ 

P7. ―The impromptu speaking was the game I enjoyed the most. Because I listened to the 

speakers more carefully. 1 point was given to my team as I found the mistakes they made. 

I tried to speak more correctly and accurately by seeing the other team's grammar 

mistakes or word mistakes. Also, the 45-second time added excitement to the game. We 

were in a hurry to end the conversation and sometimes our team and sometimes the 

opposing team said very wrong words.‖ 

P9. ―I didn’t like Impromptu Speaking.Since there is no preparation, one is in a hurry 

about what to say.‖ 

The following phrases give a sense of some of the participants' opinions on how 

game-playing function as motivation: 

P1. ―The experience of playing games in EFL conversation classes was exciting, 

immersive as well as engaging. The experience of playing game was very fun and 

beautiful. I felt ready and confident enough to speak English because I knew enough 

English to express myself and understand the other person. The rest needed experience.‖ 

P2. ―I think it was an instructive and colorful experience. It was good, it was fun at 

times, but I couldn't feel ready and safe because I'm a bit stressed.‖ 

P3. ―It challenged me a little bit and excited me a little bit. But as I played, I got used to 

it and I liked it. It was good. Overall, it was nice. There was a fun atmosphere in the 

classroom. My teacher and friends helped me when I was not ready or when I was 

lacking.‖ 

P8. ―I never liked the debate because my friends chose me as the group spokesperson 

and I had a hard time.‖ 

P9. ―At first it seemed like I could never do it, but then I got used to it, and as I got used 

to it, I started to enjoy it and it was also instructive. Actually, it was very good, but I had 

problems with both sentence construction and excitement.‖ 

The students' opinions on "game-playing" categorized as "speaking" and "motivation" 

show that as they become accustomed to playing games in EFL speaking sessions, they 

start to feel good about speaking English. Additionally, they are conscious of their own 

strengths and weaknesses as well as what has to be done to improve their success and 

motivation. 
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3.1.4. Field Notes Results 

Throughout this study, as a researcher, I observed the students and took field notes to 

take necessary precautions and make improvements (see Appendix E, p.64). Although 

the data obtained from the field notes in the first lessons were categorized under negative 

categories, this was replaced by a positive change in the following lessons. Below are the 

highlights of the field notes kept throughout the process: 

In the first lesson, they felt uncomfortable while they are taking part in activities. In 

the second class when it’s her turn, one of my students said that “ I don’t want to play in 

front of my friends. Because;  they will laugh at me.” But, the anxiety, worry and 

excitement I observed in the first lessons were replaced by fun and interactive learning 

by the third week. Students started to play the games with great attention, perseverance, 

ambition and motivation. The pupils' speech was not accurate and fluent at first, but they 

improved, particularly in their fluency because, they started to strive to talk more, and 

while competitive learning dominated in team games, I started to see the positive effects 

of cooperative learning among individuals in the same group. As the weeks progressed, a 

warm climate began to form in the classroom in the name of the learning process and 

students discovered learning while having fun. The warm up activities I used at the 

beginning of the lesson just before the games contributed positively to the learning 

environment. I established some direct parallels to earlier work that students had 

completed and I tried to make the instructions as clear as possible. The table below 

shows 12 positive and 10 negative themes that emerged from the field notes kept 

throughout the process: 
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Table 9.  

Themes of Field Notes 

Positive                                                                 Negative 

Low anxiety filter                                                 Raised anxiety filter 

Improvement expressing                                      Difficulty expressing                          

himself/herself in English                                     himself/herself in English                     

Progress in syntax                                                Problems with syntax  

Advancement in accuracy                                    Lack of accuracy 

Advancement in fluency                                      Lack of fluency 

Increased volunteer participation                         Lack of participation 

Increased concentration                                       Short attention span 

Warm classroom atmosphere                               Practice problem due to time and place 

Interaction                                                            Turn-taking problem 

High motivation                                                   Low motivation 

Cooperative learning  

Communicative learning                                             
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4. DISCUSSION AND CONCLUSION 

In this chapter discussion related to the  research questions are thoroughly performed. 

The overall conlusion of the study is exhibited and finally, limitations along with 

implications and suggestions for further studies are given. 

This study has examined the use of speaking games, learning and teaching speaking 

and the role of games in eight grade EFL speaking classes. In order to reach the goals of 

the study, pre and post test, students’ questionnaire, semi structured interviews have been 

applied and field notes kept. 

Mair (2003) points out that English is a world language and has always attracted a lot 

of attention. But one of the four basic skills, speaking, poses a problem for many 

language learners. Language learners usually cannot transfer what they have learned in 

English class to the outside world (Ozverir & Herrington, 2011). Also, for various 

reasons, they cannot speak during class; lack of motivation, confidential problems, 

anxiety filters, environmental or surroundings problems, individual differences, and 

problems with teachers are among them. According to Nuraini (2016), the difficulties in 

teaching English as a second language stem from both internal and external causes. 

Native language, age, exposure, intrinsic phonetic ability, identity and language ego, and 

drive for good English speaking are internal elements. Teaching spoken English to a big 

class and students' autonomy are external factors. To remove these barriers, colorful, 

appealing, and amusing materials must be used in the language classroom to keep 

students engaged and interested (Howard & Major, 2004).  

This study provides evidence that games influence the teaching process, especially in 

language teaching as incorporating games into the language classroom helps in 

increasing the students' motivation, readiness and growth. Furthermore, by simulating 

real-world scenarios, game-based learning improves students' speaking abilities. 

According to & Singleton (2014), learning a foreign language is a complex matter as 

learners have to make great efforts, especially when they learn the target language far 

from the country where the language is spoken. Considering the characteristics of 

learners in secondary education, the use of games in English classes is one of the most 

appropriate technique that teachers can choose (Davies & Pearse, 2000). Through the use 

of games in the EFL classroom, students not only gain their knowledge and skills but 

also feel more motivated and demonstrate excitement for learning (Sevy-Biloon, 2017). 
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Games occupy an important place in language learning, not only in Turkey but also in 

the world, and they increase learners' success by motivating them (Karakoç et al., 2022). 

Using games as a teaching tool allows learners to learn in a warm classroom 

environment without worrying about their senses or attitudes toward the lesson, while the 

language teacher provides a good atmosphere in the classroom. The point that a teacher 

should consider is to choose the most appropriate games according to the learners' needs 

and desires. Gozcu & Caganaga (2016) states that if a game's goal is education rather 

than entertainment, it can be incredibly beneficial. 

The present study confirms that games make a great contribution to the teaching of 

speaking English to the 8th graders improving their speaking fluency, accuracy and 

correct pronunciation. In the light of the experiments conducted in this study in the form 

of questionnaires, semi structured interviews, Wilcoxon Signed Ranks Test, field notes 

and reviewing the literature, the researcher found that secondary school learners' 

motivation increases through cooperative learning and the enthusiasm of competition 

when they participate in games. According to Rouse (2013), instructional games boost 

motivation. Learners are the focus of learning, teaching and teachers act as facilitators, 

motivators or guides. They also have the opportunity to learn from each other. For one 

thing, they play, and for another, they learn in a cooperative way (Wulanjani, 2016). In 

this regard, games act as a motivator during language classes. The outcomes, together 

with the students' favorable reaction to a cooperative strategy for honing speaking 

abilities through games, underscore the necessity to design learning activities such that 

students collaborate and perform tasks together (Tang, 2011). Games are extrinsic 

sources of motivation and these sources trigger the intrinsic motivation of secondary 

school students. In other words, there is a significant relationship between games and 

success as well as games and motivation in the EFL speaking classroom.  

 

4.1. Discussion of the Research Question 1  

The pre test and post test results answer the first research question of this study, " To 

what extent are the games efficient in boosting 8th grade English langauge speaking 

performance?” The results of the Wilcoxon Signed Ranks Test in Table 6 and the 

descriptive statistics in Table 5 clearly show that there is a strong relationship between 

the games and learner success as there is a significant difference between the pretest and 

posttest means. The P value is less than .05 / p=.00 /. These tables clearly demonstrate 
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that games are significantly effective in eighth grade English speaking lessons. 

Likewise, In Yolanda & Hadi's study (2019),  the pre-test mean is 58.34, the post-test 

average is 77, and the T-test calculation's result is 2.045 points higher than the T-table's 

result by 13.090 points.  

The findings of the research conducted by Saha & Singh (2021) using a classroom 

action plan in a classroom with inadequate equipment are noteworthy and it is advocated 

that students learn more effectively in a classroom with games than in a typical 

classroom setting due to the pleasure and enjoyment factor. In addition, incorporating 

games into the classroom may shift its focus from the instructor to the students and 

through these exercises, the students may go from being quiet listeners to confident 

speakers. Nazımiye Secondary School classrooms are also inadequately equipped and 

given that Nazımiye is a tiny region without many tourist attractions, it lacks places 

where students may enhance their language skills outside of the school.  Similar findings 

have been observed in this study, demonstrating that games engage learners in learning 

activity while they are having fun. 

According to Dewi et al. (2017), the speaking skills of pupils at junior high schools 

are impacted by communicative games. In this study, interviews, observations, 

questionnaires and tests were used to collect data and the result of the study showed the 

mean score's pretest reached of 60.42 to 69.02 and post test's score reached up to 78.77. 

Similarly, according to Maryam's (2020) research, students' speaking abilities can be 

effectively improved by using communicative language games. The study gathered 

qualitative data through the use of field notes and interview transcription, and 

quantitative data was obtained through the use of pre- and post-test student scores to 

evaluate students' speaking skills.  There, the post-test mean score was 75.42, while the 

pre-test mean score was 59.75. This indicates that pupils' speaking scores have improved 

by 15.67. This interpretation led the author to the conclusion that 54.2% of students' 

scores (87.5 – 33.3 = 54.2) had improved following the post-test. Savitri (2013) 

advocates that playing language games helps learners speak more easily and improves 

their vocabulary, accuracy, fluency, and pronunciation. The language learners' better 

speaking scores, which increased from 5.64 in the pre-test to 7.35 in the post-test, 

provide credibility to the results. Therefore, it can be concluded that employing games to 

teach speaking is of utmost importance in enhancing speaking ability. 
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As mentioned above, although many studies have demonstrated the significant 

effectiveness of games on EFL classes, there are some studies in the literature that show 

that they may also have partially negative effects. According to Ahmadpour et al. (2022), 

even though games are useful exercises to improve students' language proficiency and 

classroom engagement, one drawback is that some students continue to be less engaged 

or passive. The effectiveness of the gaming strategy might be raised by providing 

rewards or high marks to these pupils as incentives. In a study on the effects of gaming, 

Aramnia (2015) discovered a significant difference in the mean speaking competence of 

the experimental group before and after gaming (t = -8.67, df = 14, p <0.01). Despite this 

significant difference, the researcher notes that most EFL students find it difficult to 

interact with one another due to a variety of barriers, including the fact that speaking in a 

foreign language causes anxiety in majority of them. 

 

4.2. Discussion of the Research Question 2  

The second question of the study " How do English language learners view the use of 

games in speaking classes?” finds an answer through the questionnaire results,  field 

notes and semi structured interviews. From the results of the questionnaire items 7, 10, 

and 13 in Table 7, it can be  deduced that integrating games with speaking lessons 

positively affects students' speaking performance because they obtain better results. In 

line with this result, Staines (1990) advocates that learning via play is not mysterious; 

children naturally learn and grow while they play. Likewise, the results of the 

questionnaire items 1, 3, 5, 8, 9 in Table 7, it is concluded that they feel happy when 

playing language games. The answers given to the semi-structured interview questions 

and the categories and subcategories obtained from these answers show that students' 

thoughts and reactions about the use of games in EFL classes are mostly positive. The 

field notes also reveal that the students developed positive attitudes and thoughts about 

the use of games in the process. All mentioned above illustrate that games have an 

positive impact on eight graders because, the use of games increases their motivation to 

participate in the activities and speak English.  

According to the study of Liu & Chu (2010),  the findings of learning outcomes and 

motivation for learning English show that include commonplace games in the process 

might produce greater learning outcomes and motivation than utilizing non-gaming 

methods. They also demonstrates a beneficial connection between motivation and 
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learning results. Khasawneh (2021) advocates that language learning is made fascinating 

for pupils by placing them in circumstances that thrillingly reflect daily life and this 

suggests that language games are successful in helping kids develop their oral expression 

abilities. In a public school in Colombia, Leó & Cely (2010) performed a research 

encouraging youngsters to develop their speaking abilities using games. In this group, 20 

males and 20 girls between the ages of 14 and 18 participated. As data gathering tools, 

videos, a teacher's notebook, and surveys were all employed. The findings demonstrated 

that when students engaged in oral tasks, particularly during games, they felt more 

positive, liberated, self-assured and motivated. According to a study conducted by 

Ahmed et al.  (2022), independent samples t-tests' findings suggested that EFL students 

may learn English more quickly and efficiently by reducing their anxiety via the use of 

games. According to the results, employing game-based instruction increased the 

motivation of Iranian EFL students to acquire the language. Kaur & Aziz (2020) states 

that language games increase pupils' language abilities, particularly speaking. Since most 

games require speech, learners will be using their language skills in some way. Any type 

of language game that has clear goals, regulations, and meets the needs of the students 

will improve their speaking abilities, regardless of the their age, according to a study of 

previous studies.  The use of language games in speaking classes is crucial and it help 

teachers and educators bringing in a fun factor and encouraging learners to interact in 

real life. The study of Almusharraf (2021) on learners’ perception which included a t-test 

and a one-way ANOVA, showed that students have favorable attitudes toward a game-

based approach to English learning, indicating that educational competitions in the 

classroom can improve teaching and learning above and beyond what is provided in 

conventional classrooms by reducing disruptions. 

Regarding the contary of these, Chan & Wu (2004) used questionnaires, interviews, 

classroom observations, and document collection as instruments in their study on foreign 

language anxiety in EFL elementary school students in Taiwan and they discovered that 

speaking in front of others, spelling, and game competition are situations that cause 

anxiety. Su (2006) conducted a research to learn more about the advantages and 

disadvantages of enforcing a policy requiring elementary school English instruction in 

Taiwan. Instructors who implemented communicative activities, such as games, 

observed that students became disruptive, made excessive noise, needed extra time to be 

stopped talking and directed toward the teacher, and that it was challenging to get low-
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achieving students to engage in the activities. The positive benefits of using games in 

EFL classes, such as high motivation, cooperative learning, an increase in speaking 

skills, fostering a warm classroom climate, etc., far outweigh any potential negative 

effects, even though these and similar studies highlight potential drawbacks related to 

time, student population, noise, etc. Communication and collaboration, creativity and 

innovation are 21st century skills (Thornhill-Miller, 2023) and games contribute to the 

development of these skills by reducing anxiety filter and triggering motivation. 

 

4.3. Limitations 

The study was conducted with 18 participants from the eigth grade at Nazımiye 

Secondary School. The small sample size in this study is a drawback. It is not certain 

whether or not the results will be similar in other groups or classes as the use of games in 

different language classes may not produce the same results. One of the elements that 

can cause the findings of this study to vary is the fact that English as a Foreign Language 

speaking courses in Turkey or throughout the world are made up of learners’ various 

mother tongues, socio-economic structures or cultures.  Besides, the study's limitations 

stem from the students' varied degrees of preparation and the fact that only half of them 

consented to take part in the semi-structured interview. 

 

4.4. Implications and Suggestions for Further Studies 

Games are one of the best ways to lower the anxiety filter or remove the barriers to 

learning or teaching..  EFL teachers should use games as a tool when they observe that 

secondary students are distracted from instruction and wanted to use a classroom 

intervention to improve students' speaking skills. They may consider utilizing games as a 

facilitator whenever they observe learners are reluctant in speaking classes. Games make 

in-class activities amusing and learners' motivation is raised to take part in activities 

therefore secondary school learners should prefer participating in games in speaking 

classes. When the sufficient number of students is reached, this research topic can also be 

conducted with control and experimental groups. Likewise, this study can be applied 

with different age groups, different data collection tools and in different environments. In 

service teaching offered to language teachers by MoNE may include games activites in 

their training programmes. Coursebook writers and designers might think of giving more 

room to educational games. In addition, games keep learners mentally and physically 
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active while learning. Games as pedagogical tools teach secondary language learners 

about their role in life in relation to different concepts or situations. In other words, 

games promote the development of problem-solving skills and increase awareness in a 

group. Learners transfer this acquisition to their real lives. Traditional teaching 

techniques such as memorization and repetition create a cold atmosphere in the 

classroom and learners feel uncomfortable. Educational researchers need to be careful 

about some issues. There are many factors that can affect the progress of the learning 

process. Mistakes of the researcher, changes in the environment, changes in the 

participants are just some of them. In the teaching context, choosing the appropriate 

teaching style is a must, especially when working with secondary students in the 

language classroom. The researcher suggests that using games in the curriculum is an 

alternative for teachers and learners. Researchers, educators, and teachers should 

consider the findings of this study when teaching secondary students to speak. 
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Appendix C: Rubric For Assessing Speaking 

 

 

Communication  

5 Clearly understands the questions; answers them suitably and 

pertinently.  

4 Mostly understands the questions; mostly responds suitably and 

pertinently. 

3 Has difficulty in understanding the questions; answers usually 

suitably. 

2 Mostly has difficulty in understanding the questions and answers 

them mostly unsuitably and impertinently. 

1 Does not understand the questions; or does not answer them suitably 

and pertinently.  

 

 

Fluency 

5 Speaks readily and confidently with one or two hesitations. 

4 Speaks with several hesitations but able to continue. 

3 Speaks slowly with some hesitations; and sometimes may not 

continue. 

2 Speaks with difficulty often with long hesitations. 

1 Is not able to speak enough to transfer his/her ideas or totally can not 

speak. 

 

 

Vocabulary 

5 Uses a wide range of vocabulary and expressions effectively to 

answer to the question; makes very few mistakes. 

4 Uses a wide range of vocabulary and expressions to answer to the 

question; makes a few mistakes. 

3 Uses finite range of vocabulary and makes some mistakes. 

2 Uses finite range of vocabulary, and uses elementary level 

vocabulary inadequately or inaccurately. 

1 Uses vocabulary inadequately and/or inaccurately totally. 

 

 

Accuracy 

5              Can control suitable language structures with very few mistakes. 

Speaks with clear pronunciation. 

4 Can control suitable language structures with some mistakes. Speaks 

with mostly clear pronunciation. 

3 Can comparatively control suitable language structures with some 

mistakes that inhibit meaning. Often speaks with unclear 

pronunciation. 

2 Can hardly control suitable language structures with many mistakes 

that inhibit meaning mostly. Usually speaks with unclear 

pronunciation. 

1  Can not control suitable language structures. Inadequate language 

structures with unclear pronunciation. 
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Appendix D: Learner’s Questionnaire 

LEARNER'S QUESTIONNAIRE 

The aim of this questionnaire is to assess your views on the role of games in speaking lessons. There will 

be 15 items in this questionnaire and you will have 5 choices for each item. Participation in the 

questionnaire is not compulsory. Your answers will be kept confidential. Please read and think about the 

items carefully and then choose the option that suits you best. Thank you for your participation.            

THE ROLE OF GAMES IN EFL SECONDARY SCHOOLS SPEAKING CLASSES 

 S. 

DISAGREE 

DISAGREE NO 

IDEA 

AGREE S. 

AGREE 

1. I find it difficult to learn expressions 

of second language. 

     

2. Studying vocabulary as a separate 

part of language process is 

unnecessary. 

     

3. I like learning, practising and 

studying new expressions. 

     

4. Our course books are enough to 

learn speaking in English, no need to 

extra classroom activities. 

     

5. I prefer enjoyable activities instead 

of dull studying procedures. 

     

6. I find language games very childish.      

7. When I practise the speaking via 

enjoyable activities, I learn and 

remember them better. 

     

8. I don’t mind playing games in the 

classroom because I know they are 

useful. 

     

9. I think games are just time-wasting 

activities. We are adolescents and we 

must be exposed to more serious 

techniques. 

     

10. When I enjoy the lesson, it 

becomes more beneficial for me. 

     

11. I get bored while playing games in 

the classroom. 

     

12. Learning new expressions at home 

is the best way to learn them. 

     

13. I do speaking better in the exams 

when I learn them via activities in the 

classroom. 

     

14. I forget the new expressions easily 

when I memorize them one by one. 

     

15. I do not feel comfortable while 

playing games beside my friends in the 

classroom. 

     

 

 

 

 

 

 

 

 



63 

 

Appendix E: A Sample Field Note Form 

 

1. Observer’s Name: Bora GÜR 

Date: 02/03/2023 

Location: Nazımiye Secondary School 

Time of observation: 13:00 – 14:30 

Type of observation: 

(participate/nonparticipant) 

Participant (teacher) 

 

 

This was the first class including games and  the students were very excited 

at the very beginning of the lesson.  In general, they felt uncomfortable 

while they are taking part in activities. In the second class when it’s her 

turn, one of my students said that ― I don’t want to play in front of my 

friends. Because;  they will laugh at me.‖  I tried to persuade her but she 

didn’t take part in. Before the next speaking class, I should tackle with this 

problem. At the end of the class, 4 students said that ― The lesson was so 

joyful.‖  That made me really happy but I have to find a way of enabling all 

of them play games voluntarily. I will speak to one of my university friends, 

Dilek to figure out this. When it comes to their speaking performance, it was 

not satisfying. They were not fluent and accurate. If I can form a warm 

classroom atmosphere, their performances will be preferable. I hope next 

class will be better. 
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Appendix F: Nazimiye Secondary School 8th Grades Speaking Test 

1. Make an invitation to one of your friends for your birthday. 

2. Your classmate invites you to his/her slumber party. How do you accept / refuse 

the invitaton? 

3. Your best friend invites you to the reunion party; but you have an important 

meeting that day. How do you apologize and make an excuse? 

4. What are your likes and dislikes in your daily life? 

5. Do you prefer going to the cinema or going to the theatre? Why? 

6. Your mother makes a cake and you really like it. You wonder the ingredients in 

it. How do you ask your mother for it? 

7.  Give a recipe that you like. 

8. You call one of your best friends. He/she is not at home right now. How do you 

leave a message? 

9. You want to take a flight ticket to your hometown so, you call the agent but you 

don’t know which flight is more economical. You ask the agent… 

10. You want to make a phone conversation with your boss. Because; you have a 

serious problem at home and there is no chance for going to work. How do you 

express this situation to your boss? 
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Appendix G: Lesson Plans 

2022-2023 ACADEMIC YEAR  

ENGLISH LESSON PLAN FOR 8th GRADES 

DATE / TIME 
27 February - 10 March / 40 min. + 40 min. + 40 min. + 40 

min. 

UNIT 

 

Unit 1 Friendship 

 

TOPIC PATTERN 
Accepting and refusing / Apologizing / Giving explanations and 

reasons 

LEARNING OUTCOMES 

AND TARGET 

BEHAVIOURS 

Spoken Interaction 

Students will be able to make short conversations involving 

accepting and refusing an offer/invitation, apologizing and 

making simple inquiries. 

Spoken Production 

Students will be able to interact with reasonable ease in 

structured situations  involving accepting and refusing an 

offer/invitation, apologizing. 

TEACHING METHODS 

AND TECHNIQUES 
Communicative approach, TPR 

TOOLS AND 

RESOURCES 

- Course book  - Interactive Board 

- Pictures          -Cram  

- Flashcards     

FUNCTIONS AND 

LANGUAGES 

 

Would you like to come over 

tomorrow? 

—I’m sorry, but I can’t come 

over because my cousin is 

coming tomorrow. 

—Sure, that sounds fun! 

Would you like some fruit 

juice? 

—Yes, I’d love some. 

—No, thanks. I’m full/stuffed. 

—Yeah, that would be great. 

 

How about going to the cinema 

this Saturday? 

—Sure, it sounds 

good/great/awesome. 

—Yeah, why not. 

—I’ll text our friends to come 

over at 

7 o’clock, then. 

Are you busy tomorrow 

evening? 

—No, not at all. Why? 



66 

 

             Bora GÜR 

English Language Teacher 

 

 

 

  

TEACHING LEARNING 

ACTIVITIES 

 

Pair-Work 

Each student in the classroom tells a story to his/her friend using 

the true-false papers. While telling the stories students use speech 

patterns for Accepting and refusing / Apologizing / Giving 

explanations and reasons.  

Group Work 

The other game for the theme ―Friendship‖ is Jumbled Dialogue. 

During this game, students will try to match the pictures with the 

right dialogues related to invitation, accepting and refusing 

topics. 
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2022-2023 ACADEMIC YEAR  

ENGLISH LESSON PLAN FOR 8TH GRADES 

DATE / TIME 13-24 March min. 40+40+40+40 

UNIT Unit: 2 Teen Life 

TOPIC PATTERN 

Expressing likes and dislikes / Expressing preferences / 

Stating personal opinions 

(Making simple inquiries) 

 

LEARNING OUTCOMES 

AND TARGET 

BEHAVIOURS 

Spoken Interaction 

Students will be able to talk about regular activities of teenagers. 

Spoken Production 

Students will be able to express what they prefer, like and dislike. 

Students will be able to give a simple description of daily 

activities in a simple way. 

TEACHING METHODS 

AND TECHNIQUES 
Communicative approach, TPR 

TOOLS AND RESOURCES 

- Course book  - Interactive Board 

- Pictures           -Cram 

- Flashcards      

FUNCTIONS AND 

LANGUAGES 

I love/like/enjoy going to 

concerts. 

I hate/dislike shopping with my 

parents. 

Expressing preferences 

I prefer hip-hop concerts, I 

think they’re terrific. 

I prefer reading the news 

online. 

Stating personal opinions 

(Making simple inquiries) 

What do you do in the 

evenings? 

I usually do my homework, but 

I also listen to music. I love 

rap. And to 

be honest, I never listen to pop 

music; I can’t stand it. I think 

it’s unbearable. 

I rarely/seldom go to the 

theater. I am fond of/keen on 

camping. 

argue 

casual 

fashion, -s 

impressive 

relationship, -s 

ridiculous 

serious 

snob, -s 

teenager, -s 

terrific 

trendy 

unbearable 

types of music 
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            Bora GÜR 

English Language Teacher 

 

 

  

TEACHING LEARNING 

ACTIVITIES 

 

Descriptive Drawing Activity will be applied for the theme ―Teen 

Life‖. This game will be played as pair work. The partners will 

tell the face down pictures each other with the speech pattern ― 

preferences, likes and dislikes‖. The other game for the theme 

―Teen Life‖ is Twenty Questions. The students will choose a 

word from the unit one by one and the students of rival team will 

ask questions up to twenty to find the hidden word. 
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2022-2023 ACADEMIC YEAR  

ENGLISH LESSON PLAN FOR 8th GRADES 

DATE / TIME 27 March  -7 April / 40 min. + 40 min. + 40 min. + 40 min. 

UNIT Unit: 3 In The Kitchen 

TOPIC PATTERN 

Describing simple processes 

Expressing preferences 

Making simple inquiries 

 

LEARNING OUTCOMES 

AND TARGET 

BEHAVIOURS 

 

Spoken Interaction 

Students will be able to ask and answer questions and exchange 

ideas and information on a topic related to how something is 

processed. 

Spoken Production 

Students will be able to give a simple description about a 

process. 

TEACHING METHODS 

AND TECHNIQUES 
Communicative approach, TPR 

TOOLS AND RESOURCES 

- Course book  - Interactive Board 

- Pictures          -Cram 

- Flashcards     

FUNCTIONS AND 

LANGUAGES 

It’s easy to make an omlette. 

Let me tell you how to make an 

omlette. First, put some oil 

into a pan and heat it. Second, 

mix two eggs in a bowl. Then 

add somesalt. After that, add 

some cheese and milk. Finally, 

pour the mixture into thehot 

pan. 

Do you prefer cooking pizza or 

pasta? 

—I love cooking and eating 

pizza. 

—I usually prefer cooking 

pasta. 

Do I use two or three eggs? 

What can/should I use to cook 

soup? 

bake – bitter – boil -- chop 

flour -- fry 

ingredients 

kitchen tools (knife, spoon, 

fork, 

pan, plate, oven …) 

meal – mix – oil – peel – pour 

– salty - slice 

sour – spicy - tasty 
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             Bora GÜR 

English Language Teacher 

https://www.ingilizceciyiz.com/ingilizce-gunluk-planlar/ 

https://www.ingilizceciyiz.com/ 

 

 

  

TEACHING LEARNING 

ACTIVITIES 

 

―Debate‖ activity will be implemented for the theme ―In The 

Kitchen‖. Each student will be given a piece of paper with― 

agree‖ written on one side, and ―disagree‖on the other side. A 

controversial statement about recipes will read aloud, and each 

student will hold up his/her paper stating whether he/she agrees 

or disagrees. One student will be chosen from each side to 

explain his/her position and participate in a short debate. In this 

activity, the students will try to make simple inquiries while 

explaining or advocating their opinions. The other game will be 

played for the theme ―In The Kitchen‖ is Odd One Out. There 

will be sentences and dialogues written on the board. The 

students will try to fill the blanks in the dialogue with the right 

sentences. 

https://www.ingilizceciyiz.com/ingilizce-gunluk-planlar/
https://www.ingilizceciyiz.com/
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2022-2023 ACADEMIC YEAR   

ENGLISH LESSON PLAN FOR 8th GRADES 

DATE / TIME 
10-14 April – 24-28 April/ 40 min. + 40 min. + 40 min. + 40 

min. 

UNIT Unit: 4 On The Phone 

TOPIC PATTERN 
Following phone conversations 

Stating decisions taken at the time of speaking 

 

LEARNING OUTCOMES 

AND TARGET 

BEHAVIOURS 

 

Spoken Interaction 

E8.4.SI1. Students will be able to make a simple phone call 

asking and responding to questions. 

Spoken Production 

E8.4.SP1. Students will be able to express their decisions taken 

at the moment of conversation. 

TEACHING METHODS 

AND TECHNIQUES 
Communicative approach, TPR 

TOOLS AND RESOURCES 

- Course book  - Interactive Board 

- Pictures          -Cram 

- Flashcards     

FUNCTIONS AND 

LANGUAGES 

Hello! This is ... calling, is ... 

in? 

May I speak to ...? Is ... there? 

Hang on a minute; I’ll get him/ 

her. 

Can you hold on a moment, 

please? 

I’m afraid he is not available 

at the 

moment. He has gone out. 

Would you 

like to leave a message? 

I’ll talk to you soon. 

I’ll see you at the café 

tomorrow, then. 

We’ll meet next Saturday, then. 

I’m sorry 

to hear that. We’ll meet up 

later, then. 

I’ll get back to you in an hour. 

[The phone rings] I will take 

that. 

available – connect – contact – 

dial -- engaged 

extension -- get/keep in touch -

- get back 

hang on/up – hold – line -- 

memo, -s -- pick up 

polite -- put someone through 
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             Bora GÜR 

English Language Teacher 

https://www.ingilizceciyiz.com/ingilizce-gunluk-planlar/ 

 

 

 

 

 

 

 

 

 

 

 

 

  

TEACHING LEARNING 

ACTIVITIES 

 

Impromptu Speaking game will be played for the theme ―On The 

Phone‖ firstly. The class will be splitted into two teams and 

there will be different telephone conversations topics. The 

students in each team will make a phone conversation with their 

partners without any preparation for 45 seconds and the 

students in the other team will listen to it and take some notes for 

the mistakes. In this game, following phone conversations is the 

essence of activity. The team identifies an error will get the 

point. The last game of the theme ―On The Phone‖ and the 

process is Role Play. The teacher will distribute a text to the 

students related to the topic (phone conversation) they know 

beforehand. After scanning the text, they will play their roles. 

https://www.ingilizceciyiz.com/ingilizce-gunluk-planlar/
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Appendix H: Speaking Test Scores 

 

PRE-TEST RUBRIC RESULTS 

 COMMUNICATION FLUENCY VOCABULARY ACCURACY SCORE 

NO      

P1 4 5 4 3 16 

P2 1 2 2 1 6 

P3 2 1 2 2 7 

P4 2 2 2 2 8 

P5 2 1 2 2 7 

P6 1 1 1 1 4 

P7 4 4 3 3 14 

P8 3 4 3 3 13 

P9 3 3 2 2 10 

P10 4 4 4 3 15 

P11 2 2 1 1 6 

P12 3 3 4 2 12 

P13 5 5 5 4 19 

P14 1 1 1 1 4 

P15 3 3 1 2 9 

P16 1 1 1 1 4 

P17 5 5 4 4 18 

P18 5 5 5 4 19 
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POST-TEST RUBRIC RESULTS 

 COMMUNICATION FLUENCY VOCABULARY ACCURACY SCORE 

NO      

P1 5 5 5 4 19 

P2 3 

 

3 3 3 12 

P3 3 2 4 3 12 

P4 3 3 3 3 12 

P5 3 3 3 3 12 

P6 2 2 1 1 6 

P7 5 5 5 4 19 

P8 5 5 4 3 17 

P9 4 4 3 2 13 

P10 5 5 5 4 19 

P11 3 3 2 1 9 

P12 4 4 4 3 15 

P13 5 5 5 5 20 

P14 2 3 2 2 9 

P15 4 3 2 2 11 

P16 2 2 2 2 8 

P17 5 5 5 5 20 

P18 5 5 5 5 20 
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Appendix I. Permission from Rectorate of Çağ University  
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Appendix J. Ethics Committee Approval  
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Appendix K: Official Request of Çağ University 
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Appendix L: Official Documents  
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Appendix M: Electronic Maıil of Questıonnaire Permission 
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Appendix N: Parental Consent Form 

 

 


