UNIVERSIDAD TECNICA DE AMBATO

FACULTAD DE CIENCIAS HUMANAS Y DE LA EDUCACION

CARRERA DE PEDAGOGIA DE LOS IDIOMAS NACIONALES Y
EXTRANJEROS

Proyecto de Trabajo de Graduacion o Titulacion previo a la obtencién del Titulo
de Licenciada en Pedagogia del Idioma Inglés

THEME:

“GAME-BASED LEARNING IN THE SPEAKING SKILL”

AUTHOR: Jacome Benitez Cristina Elizabeth

TUTOR: Verénica Elizabeth Chicaiza Redin Ph.D

Ambato — Ecuador

2020-2021



SUPERVISOR APPROVAL

SUPERVISOR APPROVAL I, PhD. Veronica Chicaiza, holder of the ID
1715106322 in my capacity as tutor of the Research Dissertation on the topic:
“GAME-BASED LEARNING IN THE SPEAKING SKILL” investigated by
Cristina Elizabeth Jacome Benitez with ID No. 055046396-2, confirm that this
research meets the technical, scientific and regulatory requirements, so the
presentation of it is authorized to the corresponding organism in order to be
submitted for evaluation by the Qualifying Commission appointed by the Board of
Directors.

Firmado digitalmente porVERONICA ELIZABETH

VERONICA CHICAIZA REDIN

DN: cn=VERONICA ELIZABETH CHICAIZA REDIN
c=EC 0=SECURITY DATA S.A. 2 0u=ENTIDAD DE
E L I ZAB ETH CERTIFICACION DE INFORMACION
Motivo:Soy el autor de este documento

C H | CAl ZA R E D I N g\gxl:ﬁ\aacgoﬂélro}lo 21:47-05:00

PhD. Veronica Chicaiza
Supervisor

ID # 1715106322



DECLARATION PAGE

I declare this undergraduate dissertation entitled “GAME-BASED LEARNING IN
THE SPEAKING SKILL” is the result of the author’s investigation, and has
reached the conclusions and recommendations described in the present study.

Comments expressed in this report are the author’s responsibility.

Yt

Cristina Elizabeth JAcome Benitez
ID # 0550463962
Author



TO THE DIRECTIVE COUNCIL OF FACULTAD DE CIENCIAS HUMANAS
Y DE LA EDUCACION

The Board of Directors which has received the defense of the research dissertation
with the purpose of obtaining the academic degree with the topic “GAME-BASED
LEARNING IN THE SPEAKING SKILL” which is held by Cristina Elizabeth
Jacome Benitez, undergraduate student from Carrera de Pedagogia de los Idiomas
NAcionales y Extranjeros, academic period October 2020 — February 2021 and
once the research has been reviewed, it is approved because it complies with the
basic, technical, scientific and regulatory principles.

Therefore, the presentation before the pertinent organisms is authorized.

REVISION COMMISSION

il p .«F .-.'?/-C *-1"2-‘4 /J-Er-i:_“
/44 ‘:él»%w/' o =
ALY —

b

Lcda.Mg. Marbella Escalante Lic.Mg. Edgar Encalada
1.D. 1802917250
REVISER

I.D. 0501824171

RFVISFR



COPYRIGHT REFUSE

I, Cristina Elizabeth Jacome Benitez with 1.D No. 0550463962, confer the rights
of this undergraduate dissertation “GAME-BASED LEARNING IN THE

SPEAKING SKILL”, and authorize its total reproduction, or part of it, as long as it
is in accordance with the regulations of the Universidad Técnica de Ambato,

without any kind of profit from it

\( ?; 7 % |
[Z# ;Zvﬁ‘w’ = -
Cristina Elizabeth Jacome Benitez

ID # 0550463962




DEDICATION

vi

T0O:
God and The Blessed Mother

for enhancing me to go ahead
despite of the problems and
difficulties  during  that
process. Also, | give the
credit to my mother Mariana
to support me and take care of
me in the bad days. Besides, |
dedicate this research to my

little sister Sofia too.



ACKNOWLEDGEMENTS

vii

TO:

Firstly, I am so thankful to
God and The Blessed Mother
for helping me to not give up
despite the difficult moments.
Moreover, | am so grateful to
my mom Mariana and my
sister Sofia for being the
pillars that encourage me to
achieve my goals and
objectives since they are the
people who believed in me
despite the difficulties. Also,
I thank my friends Cynthia,
Maria Elena and Tatiana,
because of their encouraging
words and support.

Besides, | am gratified with
my teachers and their
teachings  that  become
unforgettable experiences to

me.

Finally, I wish to express my
sincere appreciation to my
dissertation tutor Veronica
Elizabeth Chicaiza Redin
Ph.D for being patient to

guide me in this process.



TABLE OF CONTENTS

SUPERVISOR APPROVAL ......ooiiiii s i

DECLARATION PAGE.......ccoiiiii s ii

TO THE DIRECTIVE COUNCIL OF FACULTAD DE CIENCIAS HUMANAS Y

DE LA EDUCACION ..ottt iv
COPYRIGHT REFUSE ... v
DEDICATION . ...ttt ettt e s be e sbeeenee s vi
ACKNOWLEDGEMENTS. . ..ottt e vii
TABLE OF CONTENTS ...ttt viil
CHAPTER I. THEORETICAL FRAMEWORK ......ccocoiiiiee e 12
1.1 Investigative BaCKgroUNd............cccoooieiiiiiiiiiiiiese e 12
1.2 Theoretical FrameWOIK ..o 17
1.2.1 Independent Variable ............ccoveiuiiieiieic e 17
1.2.2 Dependent Variable..............oiveiiiiii e 23
1.3. OBJIECTIVES ... 26
1.3.1 General ODJECHIVE......c.oiiiieie e s 26
1.3.2 SPECITIC ODJECLIVES. ..ottt 26
1.3.3 Description of the fulfillment of ObJeCtiVES ...........ccccviiiiiic 26
CHAPTER II. METHODOLOGY ...ttt 27
2.1 RESOUICES ...ttt ettt etttk b et nb et b e b e e nennnenne s 27
2.2 IMIBENOUS ... bbb 27
2.2. 1. APPIOACK ...t 27
2.2 RESEArCh MOTAlItY .....ccveiiieiiecec e 28
2.3 Level or type 0f RESEAICH .......ociiiiie e 28
2.3.3 DIBSION 1ottt r e et a e ae e e e e re e 30
2.4 PTOCEUUIE. ..ottt bbb 30
2.4 Population and SAMPIE ........ooiiii i 31



2.5 Data collection technique and INSIIUMENTS ........cccoeiviiiiiiniese e 31

CHAPTER 111. RESULTS AND DISCUSSION ......coooiiiiiiiiiiieieee e 32
3.1 Analysis and discussion Of the reSUILS............coceriiiiiiincc e, 32
3.1.1 ReSUILS FrOm PreS-TeSE ......ccuiiiiiiiiieieeeeeee e 32
3.1.2 ReSUILS Trom POSE-LESE: .....o.veiiiiiiieieeieee e 35
3.3 ComMPAratiVe FESUILS........ceiieeece e 38
3.4 DiSCUSSION OF TESUILS ... 41
3.6 Hypothesis VErfICatiON ..........ccocvieiiiiicc e 41
CHAPTER IV CONCLUSIONS AND RECOMMENDATIONS........ccoveeneee. 44
4.1 CONCLUSIONS. ... oottt ne e ne e 44
4.2 RECOMMENDATIONS ...t 45
5. BIBLIOGRAPHY ..ottt 46
B. ANNEXES. ...t re e 50



INDEX OF TABLES AND FIGURE

Table 1. Results from Pre-test per criteria
Table 2. Results from Post-test

Table 3.Comparative results (Pre and Post tests)
Table 4. Test of normality

Table 5.Mean T-student

Table 6. T-student test

Table 7: Marking scale to evaluate speaking skill

Figure 1. Results from Pre-test
Figure 2. Results from Post-test

Figure 3. Comparative results (Pre and Post tests)

Annex 1. Criteria for evaluating speaking skill in pre-test
Annex 2. PTE General Level 2 (B1)

Annex 3. Letter of commitment

Annex 4. Activities

Annex 5. Activities ( Zoom Session)

Annex 6. Games

34
36
38
41
41
42
49

34
36
38

49
51
52
53
54
55



UNIVERSIDAD TECNICA DE AMBATO
FACULTAD DE CIENCIAS HUMANAS Y DE LA EDUCACION

CARRERA DE PEDAGOGIA DE LOS IDIOMAS NACIONALES Y
EXTRANJEROS

TOPIC: “GAME-BASED LEARNING IN THE SPEAKING SKILL”
Author: Cristina Elizabeth Ja&come Benitez
Tutor: Veronica Elizabeth Chicaiza Redin Ph.D
Date: December

ABSTRACT

Game-based learning is a current tendency in the teaching-learning process that
involves different games to practice and reinforce the English language. The principal
purposes were to analyze and identify which aspects of Game-based learning could
improve students’ speaking skills and its advantages to the learning process. Besides,
twenty-two students from third semester “B” of Pedagogia de los Idiomas Nacionales
y Extranjeros major at Universidad Técnica de Ambato were the subjects of this study.
This research applied a pre-experimental methodology and qualitative/quantitative
approach to collect the results. Furthermore, the researcher applied pre-test and post-
test of PTE general Level 2 (B1) which is validated by Pearson. In this part, it was
chosen just the speaking section of the test. In the beginning, the pre-test was applied
in order to know students speaking level and then apply the games emphasized in
speaking. Based on the pedagogical intervention and post-test findings, students
improved communicative aspects such as interaction, turn-taking, and vocabulary. The
results pointed out GBL contributes to the motivation and active participation in the
teaching-learning process.

Keywords: Game-based learning, games, teaching-learning process, speaking skill.
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CHAPTER I. THEORETICAL FRAMEWORK

1.1 Investigative Background

For the present research, some previous studies helped to analyze Game-Based
learning effectiveness in speaking skills. It was essential to choose documents that hold

themes and analyses similar to this work.

The first research made by Yiikseltiirk, Altiok, and Baser (2018) led an investigation
titled Using Game-Based Learning with Kinect Technology in Foreign Language
Education Course. The authors emphasized Game-Based learning to enhance students
in self-efficacy beliefs and attitudes toward English to 62 students from the first years
of a compulsory course in a state university from Turkey. This study used a quasi-
experimental design to apply pre-test and post-test. This study used two questionnaires
based on the English Self-Efficacy Scale (ESS) and Attitude toward English Scale
(ATES) that assess the English language level in the four skills (listening, speaking,
reading, and writing). It is considered a guide since it shows how Game-Based learning
provides an environment to practice and develop speaking and roleplay simulations
based on real-life scenarios in the classroom. Additionally, the findings concluded that
GBL activities are applied to provide an engaging environment for learning speaking
skills and roleplay simulations since it demonstrated a significant difference between

students of the experimental group about speaking factors.

This study is essential for research since it shows how games work in the learning
context and their advantages when students are exposed to them while using them. As
the investigation mentioned, teachers should know what kinds of games are
entertaining and interactive for students. It means that gaming environments work well
if there are enough and correct resources that have been selected by teachers according
to the level and age of learners. Furthermore, it allows knowing which types of games
use for enhancing students’ English language and how to apply them because there are
many games focused on English learning that educators should choose them depending

on the accessibility, content, and the time of applying.
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Nada Gamlo (2019) developed an investigation titled The Impact of Mobile Game-
Based Language Learning Apps on EFL Learners’ Motivation. 1t was applied to 30
women from Saudi Arabia from 18-20 years old Abdulaziz University (KAU) to apply
Game-Based learning to know if there is an impact on the students' motivation. This
research supported some information about the advantage of GBL and how students
get engaged with language. Also, it contributed to the games that can use to apply in
class. It was a quantitative study to know the impact of GBL in English learning. The
participants were 30 learners of the beginner level at King AbdulAziz University. For
collecting data, pre and post-test were applied to know the results. Games used to apply
the study were Gamebooks: Great Reader, Game to learn English — English Tracker,
and Learn English Vocabulary Pop Quiz. In this way, the results exposed stated that
GBL is valuable to motivate students in the English learning process and deliver

memorable experiences that could get students' attention and participation.

This study is valuable in the research because it states some educational implications
related to the way that foster English learning inside classrooms. These implications
include Mobile game-based learning to bolster learning of target language and
learners’ motivation. Teachers can bear on in their classes Mobile apps (learning
games) as long as allowing for students’ needs, and current topics rested on students’
interest. Sometimes, teachers have to try new technological applications to know about
teaching innovations. Also, online learning has hoarded the education system in these
moments as educators should familiarize themselves with online applications that the
internet offers so that those are available for anyone. These learning apps are part of
the types of games that foster language learning. Besides, it can support this
investigation since it shows how learners perceive games in the English language

context.

Casani Pitarch (2018) conducted a study that refers to An Approach to Digital Game-
based Learning: Video-games Principles and Applications in Foreign Language
Learning whose purpose was to analyze the use of digital games and serious games in
English learning process. The research draws on describe main concepts related to

Game-based learning to apply in the English classes. Moreover, it wanted to expose
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the connections that GBL, gamification and serious games have in the teaching-

learning process.

It becomes a guide in the investigation since it helps to understand the process of
applying games into the classroom. This process bore in mind four aspects: emotions
(students’ or players' feelings and mood), mechanics (it involves setup, rules, game
instructions, and progression), and dynamics (it is the player or learner behavior).
Educators have to see these aspects to create or look for games to conform to learning
objectives. If it is necessary, the use of technology should be familiarized in class for
adult learners, so that aspect does not affect the teaching-learning process.

Besides, Alyaz and Sinem (2016) developed research that sought to emphasize Digital
game-based language learning in foreign language teacher education. It showed more
about how games are involved in the development of language skills. The researchers
applied an embedded mixed research design since the study used quantitative and
qualitative data. Besides, it was developed in a Turkish University to 60 pre-service-
teachers from the second year. In this research, the serious game Mysterious Mission
was used to know the effectiveness of the learning process. In conclusion, the results
demonstrated that there was a significant difference in the scores from pre and post-
tests about vocabulary size. Additionally, the research illustrated that GBL contributed
to the participants’ success in the development of a foreign language and made the

class more productive, interactive, and enjoyable.

This study by Alzay and Sinem has considered support due to the application of video
games that includes many features as characters, background, environment, and rules
of the game. Furthermore, it bears information about what are the English skills
engaged in those games and one of them could get better results. Teachers should take
into account which language skills want to boost during a time since it contributes to
classified games depending on each skill. Now, game environments are not just for

young students as adult learners can use and learn better than in traditional classes.

Alternatively, the study carried out by Chen (2017) titled Empirical Study on the Effect

of Digital Game-Based Instruction on Students’ Learning Motivation and
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Achievement was focused on the effect of digital games to promote active learning.
The research used was experimental, where grouped 326 students from three
universities of Taiwan of two classes for 16 weeks. Findings concluded that Game-
based contributed in problem-solving ability because it encourages learners to
participate and get interested in the game results. It provoked that they feel motivated

to win or find a solution.

Consequently, this research can help to know the main features or characteristics of
games as a challenge, fantasy, and fun due to those that are important to foster better
gaming experiences between learners. Also, it stated results that contributed to the
development of problem-solving abilities in which are essential inside the teaching-
learning process. This study involved the progress in the English language without
taking into consideration language skills per each so that it means that games could
show good results if educators applied for a specific skill as speaking.

Similarly, Fithriani (2018) led an investigation about Communicative Game-based
learning in EFL grammar classes whose emphasis was the suggested activities and
students’ perception in which the investigator determined advantages when Game-
based is using in classrooms for communicative purposes. The qualitative approach
was applied by the researcher where thirty students from the 2nd semester took the
English course at a state University in Medan, Indonesia. This study involved two
techniques to collect data as interviews and questionnaires (pre-study and post-study
questionnaires). The findings released that students' perceptions about English
learning using Game-based were positive since students preferred an interactive class
where they can express themselves without afraid. Also, learners seemed that English
learning could be easy if teachers apply entertained activities in which they get
attention without being bored or tired.

According to the study by Fithriani, students must not memorize a lot of grammar rules
or sets of vocabulary since some of them feel frustrated by making these kinds of
activities all the time. Therefore, teachers have to reinforce grammar and vocabulary
by practicing through dynamic activities like games, roleplays, or projects to expose

students to the target language.
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Equally important, Benoit (2017), in her work titled The Effect of Game-Based
Learning on Vocabulary Acquisition for Middle School English Language Learners
that focused on main differences in academic vocabulary scores applying Game-based
learning in a class. This study was quasi-experimental due to the researcher used two
groups (experimental and static groups). ESOL students participated in the application
of GBL for learning vocabulary. The findings showed that Game-based learning could
be an efficient tool to improve vocabulary in English learners. Also, results revealed

that learners got motivated when they play a set of games to learn academic lexis.

Based on this study, teachers can use GBL interactive activities to promote students'
participation and interaction. Also, learners need to be exposed to the English
language. Games are great tools to get students’ attention since the teacher should

provide materials to practice vocabulary, grammar, and other aspects of language.

Finally, Parupalli Srinivas Rao (2019) carried out a study titled The Importance of
Speaking Skills in English Classrooms that focused on the speaking skill
characteristics or features that teachers need to take into account to apply different
strategies. Moreover, it guides to see techniques to develop speaking skills and the

essential aspects that it is relevant to evaluate and practice with ELS students.

This study by Rao can guide in order to know many aspects about speaking skill such
as suggested activities that teachers could use to evaluate speaking skill, the kind of
speaking situations that involves the purpose of communication and the gestures,
feelings, and mood that speaker transmit at the moment of the speaking process.
Besides, it named some crucial aspects as fluency, pronunciation, vocabulary, and

grammar that are important to plan activities to assess speaking skills.

The researchers and articles conclude that Game-based learning is a recommendable
way to enhance speaking skills since it fosters motivation, engaging learning
environments, and students' participation. Moreover, learners can improve other
abilities related to thinking and problem-solving. That depends on the purpose and the

objectives that teachers have in the class. Those factors made that GBL can be
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interesting, interactive, productive, and memorable because games caught learners’
attention. Also, it is essential to mention the importance of speaking skills in English

learning and how to be improved through the use of different games.

1.2 Theoretical Framework

1.2.1 Independent variable

Language Learning

To learn a language, teachers search for ways to teach a specific language using various
resources to understand what language learning involves. It is necessary to know that
language learning is a tool to communicate and interact with people. It also combines
two essential elements as the knowledge and skill to be able to learn a language
(TESOL, 2017, pag. 3).

This term has a branch of aspects related to the teaching-learning process since
teachers share more than the knowledge. They also need to analyze the language skills
that each student has to acquire a language because it produces that learners become
the center of the learning and apply that in the real context through the practice and
interaction with other people (TESOL, 2017, pag. 4). According to this view, language
learning emphasizes acquiring and understanding grammatical points, vocabulary, and
pronunciation. It means that learners can use the language in a real situation where

they know how to transmit ideas and opinions.

English Language Learning

Every of these can apply for teaching and learning in many ways. Some of them focus
on one skill or resource to reach the goals of language teaching and learning. Also,
learning the English language by non-native speakers in an English-speaking
environment (Nordquist, 2018). English language learning involves a process where

there are four language skills (listening, speaking, reading, and writing). Those skills
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are learned in different forms, methods, strategies, or approaches. Also, some learning
theories help the acquisition of the English language.

There are some theories based on the acquisition of language that influences the
learning process of a language such as behaviorism, structuralism, and constructivism.
Behaviorism is about how the behavior is shaped through stimulus or rewards. Also,
learners are forced by other factors from the environment to change the behavior or
learn new things (Baulo and Nabua, 2019). In behaviorism, the acquisition of the
language occurs as a result of responses to stimuli ( rewards and rules) in the classroom
environment that are reinforced by educators or adults As a result, it involves feedback
from content, actions, and objects (Baulo and Nabua, 2019). According to Pittman the
principal classroom activity in structuralism focused on English structure to apply

orally with sentence patterns and situations designed by the teacher (Rao, 2018),.

Another theory refers to the constructivism that learning is acquired through the
experience. According to Andang Suhendi and Purwarno, (2018), the main principle
of Piaget stated that students could learn the language actively and interactively since
they find ways to build their knowledge through activities that engage them. There are
many ways to learn the English language as using techniques and different approaches
so, teachers and learners do not forget that the main objective of learning English is to

be able to communicate effectively to other people using skills development.

ELL Approaches

The history of language teaching comes to a hundred years ago where people have
searched some ways to teach a foreign language which includes the four skills to be
developed by the learners. Some of the approaches have included a variety of
arrangements for example, the role of the vocabulary, effective learning strategies,
teaching the productive and receptive skills, memorization and learning, students’

motivation, and the role of the materials in the class.

Furthermore, ELL approaches have a branch of options since students try to find the
best way to learn a language, for that reason, there are different types of knowledge as
being important for ELL teaching and learning ability in science, namely content
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knowledge, pedagogical knowledge, linguistic knowledge, and cultural knowledge
(Oliviera and Weinburgh, 2019).

Every day, teachers find new ways to teach students based on different methods or
approaches. According to Chong (2018), there are new tendencies in the learning
approaches and innovations that could improve the English language such as:

- Blended learning (mix of different approaches or strategies in a class)
- Game-Based learning and Gamification (use of games to acquire the language)

- Mobile Learning (use of technological devices as cellphones, tablets or laptops to

learn)

- Embodied Learning (Learners could acquire knowledge through activities that

involve emotionally, intellectually, physically, and socially engagement.)

-Inquiry-Based Leaning (based on real-life activities where learners use cognitive
skills)

- English as a lingua franca (ELF)
- Multi-literacies and trans-language
- Supporting learners of specific needs

Those new tendencies try to change the traditional way of learning since teachers take

into account to implement in the teaching-learning process.

Game Based Learning (GBL)

To change the way to teach the English Language, some experts suggest using games
in the learning environment. For that reason, Game-based learning becomes a new
tendency approach that helps students to learn a second language through digital and
non-digital games. It is considered as an act that involves game techniques and

practices in different contexts as the educational field (Growth Engineering, 2019).

GBL can use in different learning environments since kinder garden until high levels

because it can be flexible, adapted since it becomes a learning potential for applying
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in the curriculum. Another term that GBL has to comprehend its use is gamification
which means the design of the games activities to apply in the classroom. Matt Fabrer
(n,d) stated that Game-based learning seems like an educational method, didactic
procedure, or activity that foster the teaching-learning process. Moreover, the use of
games contributes to the learner becomes the center of the classroom because it

promotes the learners’ independence (Growth Engineering, 2019).
Advantages of Game Based Learning

According to Educause's article there are some advantages that make Game based
learning a dynamic way for to students develop skill focused on the game’s activities

because they can:

e function as individual learning activities

e Powerful content delivery through several sessions

e Taken time to the course (as cited in University of Toronto libraries website, 2019).

e Enhance the motivation, communication and interaction between learners.

Advantages of Games

e Constantinescu (as cited in Gozcu and Caganaga, 2016) stated the advantages
of games such as:

e Games build up learners’ English collection in a familiar and comfy

environment.
e Games allow students can develop the ability to observe.

e Games develop some mind skill as critical thinking, problem solving, and

imagination

e (Games suggest innovative and dynamic forms of teaching, practicing and

learning which replace the traditional worksheets and activities.
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e Depending on the situation, Educational games do not take long time to be
played in the class.

e Games provide immediate feedback for both students and the teacher.

Another author as Bavi (2018), the effects of the games in the classroom environment

promote the following characteristics:
e The acquisition of the vocabulary through fun and interactive activities.

e Students can understand the content through the retention of different words,

meanings, sentences and actions.
e It could allow us to work cooperatively in order to achieve the learning goals.

Martinson and Chu (as cited in Akdogan, 2018) mentioned that games are considered
effective tools for learning since they allow students a hypothetical environment where
they are exposed to situations that can be compared with real life. These situations
make students make decisions without being criticized by the teacher. Besides, games
help students to focus on achieving the goal of the class.

Types of English Learning games

In the educational field, teachers can find a variety of games, however, they depend on
the learning objectives or teaching purposes. Also, games could adapt or change
according to the level of students’ knowledge, content and age to select and apply in
the class. According to Lewis and Bedson (as cited in Pirrie, 2017), there are games

that contribute to the learning such as:

e Movement games

e Card games (it is applied with the use of a set of cards or papers)

e Board games ( Games applied to the whiteboard)

e Dice games

e Drawing games ( learners should draw the answers to show in the class)

e guessing games (teachers gives some clues in order that students guess or find

the correct answer)
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e role-play games (students take the role of any character given by the teacher)
e Singing and chanting games (games using different songs)
e Team games (games emphasized in the cooperative and collaborative work.

Other types of games can be collaborative or cooperative depends on the

learning context)

Word games ( they are considered as puzzles in order to test your ability in the

language)

Also, there are other authors consider other type of games that foster English learning

such as:

Digital Games: Presky stated that these games based on the interaction between the

learner and the technology (Anastasiadis, 2018).

Language Games: According to Willis and Willis (as cited in Yaccob and Yunus,
2019) stated that language games allow ELS students to work with their classmates in
groups so as to all have the opportunity to use the language themselves since it shows

that the students’ improving fluency.

- Drama and roleplays: One of the types of games that improves the interaction
between students and teachers. Besides, Bailey stated that roleplays are
interactive activities that foster speaking skills or communicative competencies
where students perform a particular role in a target language (English
Language) which involves in real situations (as cited in Puspitorini, 2018).

Physical games: According to Fithriani, (2018), she has developed three types of
game- based grammar into learning such as: Guessing the word, Board or Dice Games
and Run & Guess. The first two game activities can be applied into the classroom while
the third game activity has to be applied outside the classroom since students need to

run around in a big space.

Those games can be adapted based on the learning purposes, for that reason, they are
suggested to use in different ways as introductory activity, test or in the case or digital

games as homework. Teachers would use the games to develop or improve language
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skills (listening, speaking, reading and writing) since they support learners in order to
identify strengthens and weaknesses in the learning process.

1.2.2 Dependent variable

English Language

English is one of the languages that everybody speaks around the world. It concerns a
brunch of characteristics that involves its meaning. Besides, Schiutz argued that
English had become one of the most important academic and professional tools.
English is recognized as undoubtedly the most popular language to learn for the
increasingly mobile international community. That language has become the official
language of the business and scientific world (Chandra, 2018). It has basic components
to understand this language as Phonology, morphology, syntax, semantics, and
lexicon. According to those features, English begins to build with grammatical
structure, vocabulary, idiomatic expressions, and the way to speak. In education,
English language acquisition is a process where there are some steps to understand and

master the language in a better way.

In the educational field, the English language becomes the most important language in
some places. As well, the changes in the English language depending on the
background and the region. So, this language can vary the pronunciation of some
words or change the meaning of some words. Also, English is considered as a key

subject like mathematics or physics in the institutions.

Also, the English language must be adapted to interpret the message effectively. The
schools promote extensive programs since the nursery level because the children can
manage more quickly and easily because they have in the continuous development of
their language skills (Leong and Ahmadi, 2017). These help them to understand some
activities since it is caused for the experiences. If we begin to talk in another language
to a child, he/she tries to find a way to understand the message. For that reason, it is

necessary promoting Second language learning at beginner levels.
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Language Skills

The language skills are the main aspects to acquire and master a language because it
contributes to communicative competence. Those emphasize the function of the
language: productive (it can produce sounds and interpret symbols, in other words, it
transmit information) and receptive (it receives the information). The productive skill
is speaking and writing while the receptive skills are listening and reading. It comes
from our psychomotor domain that develops in each language. Each core skill
promotes the efficient use of the language. In a specific language, the core skills are
crucial to master some languages (Hossain, 2015).

Besides, each language skill has an objective that is directed to communicate with
others. Listening helps to understand the other messages while speaking transmit or
express an opinion about the information listened. On the other hand, writing support
oral communication as another way to express to the audience or people can read
through the reading skill. These are the objective of this skill which contributes to

communication.

Productive Skill

The productive skill is considered speaking and writing since they have the function
of articulating words (speaking) and write to transmit or produce the language. Also,
Sreena (2018) mentioned that productive skills are speaking and writing. Learners who

possess productive skills can express something. They are also known as active skills.

Inside the learning context, it has basic steps such as lead-in (which involves activating
the background knowledge of the learner), setting the task (starting to develop the
communication through the roleplays), monitoring the task (teacher supervising the
process of the communication between students), directing feedback (teacher is a
helper where he reinforces the knowledge to students effectively do the task), repeating
the process (students learn based on their mistakes and before activities to improve the
productive skills to maintain a social interaction) (University of Chicago website,
2019).
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Speaking and writing are crucial to the development of the four skills since those are
linked with the process of communicating. So that active skills are effective.
Therefore, the practice of productive skills is necessary inside and outside the
classrooms. These are advantageous for learners because speaking and writing are used

for many purposes and everyday situations.
Speaking Skill

Speaking considered as one of the core skills in the language is a productive skill
whose functions are to communicate with others in an oral way to transmit ideas or
opinions. Besides, Harmer stated that there are two major characteristics in speaking
skill such as:
e Accuracy (refers to the correct use the vocabulary, grammar, and
pronunciation)

e Fluency (refers to the ability to speak spontaneously).

He also said that for the spoken language is used the following elements: Connected
speech, expressive devices, lexis and grammar, negotiation, and language
(Derakhshan, 2016, p.178). Besides, he explained that the process of speaking starts
with the construction of words and statements as individual sounds which trough the
pitch, intonation, and stress transmit a variety of meanings. When the speaker achieves
a good level of competency in the English Language, the speaker master the speaking
language in the following subskills: Linguistics Competence, Discourse Competence,
Pragmatic Competence, and Fluency.

These are the main sub-competencies that learners get during the English learning
process. Furthermore, these are involved with some aspects of the communication
ability such as speaking is face to face, speaking is interactive, speaking happens in
real life in the classroom. According to Laksana (2016), this productive skill involves
important aspects such as fluency, comprehension, grammar, vocabulary, and
pronunciation.

Speaking skill is a key in the acquisition of a language since it contributes to the
exchange of ideas or opinions, so teachers should introduce a branch of strategies,
techniques, and activities in their classroom so that learners start to use the language
without fear (RAO, 2019).
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This skill should be applied in the classroom English activities because it is used
constantly in the real context for many common purposes (interviews, face to face
conversations, oral presentations, roleplay or drama, and others). Teachers are the key
to foster the development of speaking skills with encouraging, interacting, and
motivating activities where learners want to participate using vocabulary or grammar
learn (RAO, 2019).

1.3. OBJECTIVES

1.3.1 General Objective

e To analyze how the Game-based learning influences in the speaking skill.

1.3.2 Specific Objectives

e To identify the types of games that enhance students’ speaking skills.
e To evaluate speaking skill development in students

e To determine the contribution of Game-based learning in speaking skill

development in students.

1.3.3 Description of the fulfillment of objectives

In order to achieve the objectives stated in the study, it is fundamental to look for
information about two variables especially for speaking skill in order to select suitable
test that help to get result. After that selecting the test, it is essential to apply the pre-
test to the students from third semester of Carrera de Pedagogia de los ldiomas
Nacionales y Extranjeros major at Universidad Técnica de Ambato. After gathering
the results, the researcher has to establish the GBL activities that will be applied in the
online classes. Then, it is important to create lessons plans using GBL that are
emphasize in the speaking skill development. Finally, the post-test is applied to know
which speaking aspect will be improve using GBL activities. The scoring process is

based on the rubric from Pearson.
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CHAPTER II. METHODOLOGY
2.1 Resources

To develop the study, it was required to use human and technological resources. First,
it was essential the researcher’s ability to look for main information about the
variables. Besides, the participation of students from third semester of Pedagogia de
los Idiomas Nacionales y Extranjeros major at Universidad Técnica de Ambato to
apply the pre and post tests to support the research. Finally, the technological resources
used were Laptop, Internet, Virtual platform (Zoom) and applications (Quizizz and

educaplay) to apply the GBL activities and the tests were necessary to gather the data.

2.2 Methods

2.2.1. Approach

This research used a qualitative approach because it emphasizes descriptions of
behaviors, situations, experiences to interpret the facts that happened or developed that
involve the problem of the investigation (Escudero and Cortez, 2018, p. 65). Also, it
seeks a deeper understanding of situations or phenomena inside the educational
context to come out with innovative actions that encompass classroom context
(Navarro, Jimenez, Rappoport, and Thoilliez, 2017). Therefore, this research project
was qualitative to search about independent variable Game-Based Learning and
recognize its foundations, elements, benefits, procedures which contribute to

developing the research.

On the other hand, it was quantitative to measure the dependent variable Speaking
skills through the application of pre-test and post-test. These instruments helped to
collect data and analyze the results obtained. According to Escudero and Cortez
(2018), the quantitative approach becomes a crucial step in the research process since
its objective is to measure through data collection and analysis. That helps the
researcher to get accurate results that help to know if the hypothesis is true or false or
answer the questions posed at the beginning of the research. So, this work is a

qualitative-quantitative research study (p.66).
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2.2 Research Modality

2.2.1 Bibliographical research

Bibliographical research encompasses the collection and analysis of documents as
articles, journals, books, and other written texts that contribute to reviewing and
reflecting on the realities of theoretical concepts to strengthen the development of the
study (Escudero and Cortez, 2018, p. 65). Therefore, this research substantiated on
documentary nature in order to corroborate information about the two variables Game-
based learning and speaking skill that aims to know their foundations, characteristics,

advantages, procedures, and other aspects that are supported by experts.
2.2.2Field research

Field research or firsthand takes into consideration the place where problems or
phenomena develop whose objective is to observe, describe some relevant aspects that
substantiate the study (Pilofia, 2016). The field research was at Universidad Técnica
de Ambato where students from the 3rd semester of Pedagogia de los Idiomas
Nacionales y Extranjeros major were the object of observation and analysis to obtain
vital data about Game-based activities to improve speaking skill. In this case, it aims
during the application of the GBL to observe classroom environment, students’

progress and other aspect like behavior.

2.3 Level or type of Research

2.3.1 Exploratory Research

According to Hernandez-Siampieri and Mendoza (2018), exploratory research has the
purpose of examining a new or little-studied phenomenon or research problem in
which there are many doubts or aspects that other researchers have not encompassed
before. Also, exploratory studies aid in getting information outright and in-depth about

specific features developed in the investigation.

So, this investigation is determined as exploratory since it emphasized observation and

analysis of significant aspects inside of Game-based learning when it is introduced in
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the classrooms for enhancing students’ speaking skills. Furthermore, the study looks
for remarkable details that indicate if there is a verification in which games contribute

to the improvement of English language skills.
2.3.1 Descriptive Research

Escudero and Cortez (2017) stated that descriptive surrounds the description of
different aspects as situations, characteristics, behavior, and other facts related to the
problem or phenomena studied. The description research can be deep since it permits
the measurement of more attributes of the phenomenon or problem of interest that
sometimes helps to find a detail something new (Hernandez-Siampieri and
Mendoza,2018).

Consequently, this research was considered descriptive due to the researcher had to
examine and detail aspects of two variables Game-based learning and speaking skills

to apply pre-test and post-test.

Through the tests and application of activities, the researcher knew more about the
conditions of the learning process to apply the Game-based learning for improving

speaking skills in the students and what is the resources and materials to reach it.

2. 3.2 Correlational Research

According to Hernandez-Siampieri and Mendoza (2018), correlational studies aim to
know the relationship-between two or more concepts or variables in a specific contact.
Additionally, correlational research can prove through the use of statistical data, and

it is not affected by any foreign variable (QuestionPro, 2019).

So, this study was correlational because it aimed to know the influence of Game-based
activities in the development or improvement of speaking skills in the classroom.
Based on that fact, the researcher could determine if the speaking skill was improved

or not by students. The use of pre-test and post-test contributed to prove those aspects.
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2.3.3 Design

Experimental research refers to show or manipulate one of the variables, mostly the
independent variable to observe, analyze and understand the effects produced in it
(Cabezas Mejia, Andrade Naranjo, and Torres, 2018). Inside experimental research,
there are basic categories of designs such as pre-experimental, quasi-experimental, and

true-experimental.

Consequently, this research project used a pre-experimental design because it applied
Game-based learning activities to see if they were effective to foster speaking skills.
Through the pre-test and post-test, the investigator could know the relationship

between the variables inside the English learning process.

2.4 Procedure

It was applied at Universidad Técnica de Ambato to study for a period of 3 weeks in
the academic period from October 2020 January 2021.

- In the first step, | was established and selected a group of participants to apply the
activities. Therefore, the group selected was students from the third semester from
Pedagogia de Los Idiomas Nacionales y Extranjeros major at Universidad Técnica de
Ambato. Then, the researcher evaluated students' speaking skills through a pre-test in
order to know the level of students’ speaking skill. After that, the researcher looked
for activities that emphasized Game-based learning. Through the application of
activities, students can practice the speaking skill to see the areas where they failed

and can improve.

The application took into account six sessions for the application of activities and two
sessions for the application of pre-test and post-test through the online zoom platform
(See Annex 4). During the online sessions, the researcher elaborated lesson plans to

apply the activities (See Annex 7).

- The researcher selected different activities based on Game-based learning to examine
students' engagement by working cooperatively during that time. Those activities were
Mobbyt (online platform of games), Taboo “Don’t say it!” (a card with a word that

students have to describe or tell the definition without mentioning that word), Quizziz
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website (online platform with quiz competition), Educaplay (online platform), spot the
difference and roleplays (See Annex 6). During the application, it was necessary to
hearten students to speak freely in English. This work had a controlled environment.
That was because the researcher established the workgroups most of the time. At the
end of the application, the researcher applied post-test to verify if the hypothesis was

a success or not.

- At the end of application, the researcher had to apply post-test from Pearson to know

if Game-based learning contributed to the speaking skill development.

2.4 Population and sample

Twenty-six participants took part in this study. The participants were students from
the third semester of Pedagogia de los Idiomas Nacionales y Extranjeros major at
Universidad Técnica de Ambato. These students participated because of the
accessibility to the application of Game-based learning activities. Additionally,
participants attended the zoom sessions (6 online sessions) so that the researcher

applied Game-based activities to improve speaking skills.

2.5 Data collection technique and instruments

To collect data, the researcher used a validated preliminary test whose objective was
to assess students’ speaking skills. The assessment instrument was from Pearson that
was used as pre-test and post-test. It is necessary to mention that the test was a
validated PTE General level 2 (B1) retrieved from Pearson website to determine if it

was adequate for the students from the third semester “B” (See annex 1 and 2).

As mentioned before, it was applied only a speaking skill section because this part
contributed to the analysis of Game-based learning activities in the students’ speaking

skill development.

Besides, the speaking section contains four parts as personal information, discussion,
picture, and roleplay. Also, students were evaluated based on a rubric from Pearson

criteria scoring that allowed them to identify aspects students presented problems.
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CHAPTER I11. RESULTS AND DISCUSSION

3.1 Analysis and discussion of the results

3.1.1 Results from Pres-test

This section presents statistical information based on the pre-test applied to twenty-
two students from third semester of PINE. The pre-test was divided in four sections

that were score based on a rubric that have nine aspects. Each aspect of the rubric is
scored over 5 points. This table represents a global score of the twenty-two students.

Table 1.

Results from Pre-test per criteria

Criteria Average per aspect (over
5 points)
Fluency 268
Interaction 291
Range 2.50
Accuracy 2.50
Phonological control 2.86
Sustained monologue 2.95
Turn Taking 3.18
Thematic Development 2.82
Sociolinguistics Appropriateness 3.00
Summative score (over 45) 25.40
Average score ( 25.40 /45) 0.56
Global score (0.56* 25) 14.11

Note: This table shows students’ global score from pre-test over 25 points about speaking skill
section.
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Figure 1.

Results from Pre-test
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Fig 1. Students’ global scores from pre-test about speaking skill section elaborated by Jacome
C, 2020 .PTE General Level 2 (B1).

Analysis and interpretation of results

In figure 1 shows the results from PTE General as Pre-test applied to the students from
the third semester of PINE major was scored based on the criteria from speaking
section which has 9 sections such as: fluency, interaction, range, accuracy,
phonological control, sustained monologue, turn taking, thematic development, and

sociolinguistics appropriateness with a scales from 1 to 5 points ( See annex 2).

Based on the data presented above, the average of each aspect is in the middle since
the general result from whole class is 2.82, however, students have problems with two
aspects as accuracy and fluency. The average at fluency level is 2.68, interaction is
2.91, in range is 2.5, accuracy is 2.50, in phonological control is 2.86, in the sustained
monologue is 2.95, in turn taking 3.18, in thematic development is 2.82 and in

sociolinguistics appropriateness is 3.00.

These results demonstrated that students had some deficiencies, especially in the

aspect as accuracy where students made mistakes in the basic grammatical structures.
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Also, some of them used a limited range of vocabulary that is not at the level that they
are. Besides, some students did not feel comfortable or confident when they speak
what it shows students did not interact or speak spontaneously or continuously. Despite
the results of sustained monologue, turn taking and sociolinguistics appropriateness,
students did not express themselves correctly. Sometimes during the pre-test, students
showed a lack of facial expressions to dialogue or the initiative to start a debate. As a

result, students did not initiate, maintain and close face to face conversation correctly.
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3.1.2 Results from Post-test:

This section the results gathered from post-test to two students from third semester of
PINE. This test was applied after the application of the GBL activities. The post-test
was divided in four sections as the pre-test that those sections were score based on a
rubric that have nine aspects. Each aspect of the rubric is scored over 5 points. This

table represents a global score of the twenty-two students.

Table 2.

Results from Post-test

Criteria Average
Fluency 2.86
Interaction 3.50
Range 2.68
Accuracy 2.82
Phonological control 291
Sustained monologue 3.09
Turn Taking 3.59
Thematic Development 291
Sociolinguistics Appropriateness 3.18
Summative score (over 45) 275
Average score ( 27.50 /45) 0.61
Global score (0.61* 25) 15.30

Note: This table shows students’ global score from post-test over 25 points about speaking
section.
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Figure 2.

Results from Post-test
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Fig 2. Students’ global scores from post-test about speaking skill section elaborated by Jacome
C, 2020. PTE General Level 2 (B1).

Analysis and interpretation of results

For the post-test application, the researcher applied the same procedure of evaluation
and scoring as the pre-test, however the results showed an advance in students’
speaking performance. After the application of Game-based learning activities,
students developed their speaking skills in different through the application of different

games (See Annex 3).

The results can be seen in Figure 2 where items indicate that the average in fluency is
2.86, interaction is 3.50, in range is 2.68, in accuracy is 2.82, in phonological control
is 2.91, in sustained monologue is 3.09, in turn taking is 3.6, in thematic development
is 2.9, and in sociolinguistics appropriateness is 3.18.The results illustrate that the
general average is 3.1. Therefore, it establishes an improvement in students speaking
skills.

Taking into account the statistical data, the researcher can surmise that the proposed

activities contributed to increasing students’ speaking skills development.
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Furthermore, it can be seen from figure 2 that aspects as interaction and turn-taking
have a high average as a result of applying Game-based learning activities. Despite
advantageous results, range has a lesser average than the other criteria aspects, so it
means that this aspect needs to be more careful when GBL activities are applied.
Otherwise, students show good progress when they started to use many expressions to
get in a conversation or maintain a debate. Also, they express their ideas better using
different grammatical structures (present simple, present continuous, future will and
going to, perfect tenses and modals) and speak more spontaneously than the first time.
Related to the range (vocabulary), they start to increase your vocabulary knowledge in
a conversation to avoid the repetition of some words continuously. Thus, those factors

foster interactive and spontaneous communication.
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3.3 Comparative results

This section presents the comparative results between the scores from pre and post
tests. The purpose is to know if students show an improvement when it was applied
the GBL to develop students’ speaking skill. This results represents a global score from

all twenty-two students.

Table 3.

Comparative results (Pre and Post tests)

Criteria Average from pre-test ~ Average from post-test
Students’ global score  Students’ global score

Fluency 2.68 2.86
Interaction 2.91 3.50
Range 2.50 2.68
Accuracy 2.50 2.82
Phonological control 2.86 2.91
Sustained monologue 2.95 3.09
Turn Taking 3.18 3.59
Thematic Development 2.82 2.91
Sociolinguistics Appropriateness 3.00 3.18
Summative score (over 45) 25.40 27.5
Average score ( 27.50 /45) 0.56 0.61
Global score over 25 (0.61* 25) 14.11 15.30

Note: This table shows the students’ global results about pre and post tests results where
there are notable differences between both scores.
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Figure 3.

Comparative results (Pre and Post tests)
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Fig 3. Comparative results about Pre and Post tests elaborated by Jacome C, 2020. PTE
General Level 2 (B1).

Analysis and interpretation of the results

The statistics presented above refer to the comparison between pre-test and post-test
(Figure 3). The main purpose of that is to verify whether or not Game-based learning
contributes to the speaking skill. So, those results above indicate students’ progresses

in almost all the criteria aspects of speaking skill evaluated.

At the fluency level, the average started at 2.68 over 5 points. Nevertheless, at the end
of the application, it indicated an average of 2.86, so means an advance of 0.18. The
initial average of interaction started with 2.91, and at the end of 3.50. So, it assumes
an upgrade of 0.59. Then, in range level (vocabulary) average began at 2.50 and ended
at 2.68. Thus, it shows an advanced of 0.18. While at the accuracy part, it obtained at
the beginning of 2.50 and finished at 2.82 with an upgrade of 0.32. At phonological
control, the level began with an average of 2.86 and at the end was 2.91 (advance of
0.05). Also, sustained monologue started with an average of 2.95 and ended with 3.09
(upgrade of 0.14). In turn taking, students at the beginning obtained 3.18 and at the
end of 3.59 with the progress of 0.41. Additionally, thematic development started with
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an average of 2.82 and finished at 2.91 (advance of 0.09). Lastly, sociolinguistics
appropriateness began at an average of 3.00 and at the end obtained 3.18 with an

upgrade of 0.18.

At the beginning of the research, it is crucial to remark that the weakest points of
students from the 3" semester of PINE were accuracy and range whose average was
2.50. Nevertheless, there was an advance in the different criteria aspects.

As aresult, the general average started at 2.82 and at the end students obtained a global

average of 3.06. It seems an advance result of 0.24.
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3.4 Discussion of results

In the current study, the researcher presented some problems related to the speaking
skill in the students from third semester of PINE major at Universidad Técnica de
Ambato. It could observe difficulties especially in the interaction, accuracy and range
of the vocabulary. In addition, there were some problems with pronunciation in words
from beginner levels that are considered easy for their level (B1). Speaking skill as a
productive skill where learners have to speak based on aspects as fluency, interaction
or context since it includes subskills that consider speaking skill a process that it does

not means only speak or pronounce many words (Rao, 2018).

Based on students’ background, the researcher selected the games to enhance speaking
skills since students have to know more than grammatical structures or words because
they have to express their ideas and opinions correctly to have a clear idea that
conversation is not a systematic process as a machine. Thus, learners need to take into
account that there are many features that speaking has. For that reason, it is necessary
that teaching that skill could be more practical and real in order that learners could use

English language spontaneously.

In order to foster interactive activities that help learners to interact and participate
without having fear, those activities could be games of different types. In the results
presented, games help students in aspects as interaction (initial general average: 2.91/
final general average 2.50) and turn-taking (initial general average: 3.18/ final general
average 3.59). Also, the global average remarks a change (pre-test average was 2.82

while post-test average was 3.06).

3.6 Hypothesis verification

Null hypothesis: Game-based learning do not contributes in the development of

speaking skill.

Alternative hypothesis: Game-based learning does contribute to the development of

speaking skill.

The first step to verify the hypothesis proposed was to corroborate the normality of the

distribution. In this case, the sample of the study is less than 30 people, so the
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researcher used Shapiro-Wilk in order to test the normality of distribution. This
analysis contributes to knowing whether the results are consistent and reliable or not
with the investigation. So, table 4 describes the results and analysis obtained.

Table 4.

Test of normality

Shapiro-Wilk
Statistic al Sig.
Pre_test ,938 22 ,178
Post_test ,944 22 237

Note. This table shows the normality which is consider regular because the value is more than
0.05.

According to table 4, column Sig represents the value of normality, so that if the values
are more than 0.05 defines a normal or regular distribution but whether the value is
considered less than 0.05, it means that they are not regular or normal. Therefore, the
table shows that the value is more than 0.05 and it determines that results are normal.

Table 5

Mean T-student

Mean N Std.Deviation Std.Error
Mean
Parl Pre_test 14,1159 22 2,72526 ,58103
Post-test 15,3032 22 3,15499 ,67265

Note. This table establishes the difference between results from pre and post tests.

Mean T-student helps to validate the significant difference between the means of the
two results analyzed. As a result, the pre-test got a value of 14,1159 and post-test had
a value of 15,3032.
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Table 6.

T-student test

95%Confidence
interval of the
Std. Std.Error difference
Mean  Deviaton  mean LOWer  UPer t g Sig(bilateral
Part 1
Pre_test-Post_test -1,18727 1,43677 30632 e ssos a8t a1 -

Note. Table 6 shows that the hypothesis becomes true because the Sig. bilateral is less than
0,05.

Table 6 reveals that there is a clear difference between the two results (pre-test/post-
test). So, it helps to determine whether one of the hypotheses (null or alternative) is
accepted. This is determined with the sig. (bilateral) value. Thus, the result is 0,001
whose value is less than the significance 0.05, so that it demonstrates that the null
hypothesis is rejected and the alternative hypothesis is recognized as true. Finally, it
can conclude that Game-based learning does contribute to the development of
speaking skills.
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CHAPTER IV CONCLUSIONS AND RECOMMENDATIONS

4.1 CONCLUSIONS

- After carrying out the study, it was established that Game-based learning is
considered as one of the new tendencies in the English teaching-learning process in
order to foster motivation, participation, and interaction in the classroom environment.
Therefore, This study applied tests in order to know evaluate students before and after
the application games. Based on the results from pre and post-test GBL influences in
some aspects of speaking skill such as interaction, fluency, turn-taking and thematic

development. This aspects had an improvement after the post-test.

- In Game-based learning could use different types of games such as board, guessing,
digital, roleplay, language, and physical and whose usage can be emphasized in the
learning process. Teachers can apply those games during the class time in order to
reinforce previous knowledge. During the research project, researcher applied digital,
guessing, dice and language games so as to improve students’ speaking skills,
however, teachers can adapt the games based on their lesson plan or students learning

outcomes.

- In order to apply GBL, the researcher took a speaking pre-test and post-test from
Pearson to know what the students’ speaking level is. For that reason, the criteria were
based on nine aspects such as: fluency, interaction, range (vocabulary), accuracy,
phonological control, sustained monologue, turn taking, thematic development, and
sociolinguistics appropriateness. The data collected gave as a result that students had

a low level of speaking skill in phonological control, interaction, and fluency.

- This investigation determines that the application Game-based learning (games)
contributes to improving speaking skills in students from the third semester of PINE
major. It could state based on the statistical results and hypothesis since the results of

pre-test and post-test showed an advance average of 0,24 points.
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4.2 RECOMMENDATIONS

- To have effective results using Game-based learning, teachers have to search more
about GBL to know the areas that games could be useful in the learning process. Also,
it is too important being careful in the application the games for evaluating accuracy
and range of vocabulary. It means that teachers need to look for games that check or

review grammatical structures depending on students’ English level.

- Teachers can use different types of games based on teaching and learning objectives.
Also, it is crucial taking into consideration what is the purpose of the game (reinforcing
previous knowledge, assessing students’ language skills or providing a practice during
the class). Additionally, it is necessary to check how teachers monitor the students’

progress and participation especially when they play in group.

- In order to evaluate students speaking performance, teachers have to establish
specific criteria according to the English level. Besides, teachers could use some
reference material on the internet from certified platforms to evaluate correctly and
effectively. It depends on teachers that students can be evaluated or assessed to get

authentic results.

- Game-based learning can be used depending on teachers’ perspective, so educators
could decide and plan especially for speaking purposes. Therefore, Game-based
learning is designed to engage students in the learning process, but teachers have to
find the best to introduce in the class depending their lesson class.

45



5. BIBLIOGRAPHY

Akdogan, E. (2018). Developing Vocabulary in Game Activities and Game Materials.
Journal of Teaching and Education.

Alam, M. 1. (2019). Foundations of Game-based Learning Fall 2019 Course Notes.
Research Gate.
https://www.researchgate.net/publication/337951158 Foundations of Game-
based Learning_Fall 2019 Course Notes

Alyaz, S. (2016). Digital Game-Based Language Learning In Foreign Language
Teacher Education. Turkish Online Journal of Distance Education-TOJDE,
17(4).

Anastasiadis, T., Lampropoulos G., Siakas. (2018). Digital Game-Based learning and
Serious Games in Education. International Journal of Advances in Scientific
Research and Engineering.139-144.

Baulo, J., & Nabua, E. (2019). ResearchGate. Retrieved from Behaviourism: Its
Implication To Education. _Behaviourism_Its_Implication_To_Education.
https://www.researchgate.net/publication/338158642

Bavi. (2018). Games As Effective Esl Language Classroom Strategies: A Perspective
From English Major Students. European Journal of Foreign Language
Teaching.4.111-113. https://www.academia.edu/38699672/

Benoit, J. (2017). The Effect of Game-Based Learning on Vocabulary Acquisition for
Middle School English Language Learners. Doctoral Dissertations and
Projects. https://digitalcommons.liberty.edu/doctoral/1376

Cabezas M. E., Andrade Naranjo, D., & Torres, J. (2018). Introduccion a la
metodologia de la investigacion cientifica. Universidad de las Fuerzas
Armadas ESPE.
http://repositorio.espe.edu.ec/jspui/bitstream/21000/15424/1/Introduccion%?2
0a%201a%20Metodologia%20de%201a%20investigacion%20cientifica.pdf

Casaii Pitarch , R. (2018). An Approach to Digital Game-based Learning: Video-
games Principles and Applications in Foreign Language Learning. Journal of
Language Teaching and Research. 1147-1159.
http://dx.doi.org/10.17507/jltr.0906.04

Chandra, R. (2018). The Use of English Language in Research. Journal for Research
Scholars and  Professionals of English  Language  Teaching.
https://www.researchgate.net/publication/329655421 The_Use of English
Language_in_Research

46


https://www.researchgate.net/publication/337951158_Foundations_of_Game-based_Learning_Fall_2019_Course_Notes
https://www.researchgate.net/publication/337951158_Foundations_of_Game-based_Learning_Fall_2019_Course_Notes
https://www.researchgate.net/publication/338158642
https://www.academia.edu/38699672/
https://digitalcommons.liberty.edu/doctoral/1376
http://repositorio.espe.edu.ec/jspui/bitstream/21000/15424/1/Introduccion%20a%20la%20Metodologia%20de%20la%20investigacion%20cientifica.pdf
http://repositorio.espe.edu.ec/jspui/bitstream/21000/15424/1/Introduccion%20a%20la%20Metodologia%20de%20la%20investigacion%20cientifica.pdf
http://dx.doi.org/10.17507/jltr.0906.04
https://www.researchgate.net/publication/329655421_The_Use_of_English_Language_in_Research
https://www.researchgate.net/publication/329655421_The_Use_of_English_Language_in_Research

Chen, Y.-C. (2017). Empirical Study on the Effect of Digital Game-Based Instruction
on Students’ Learning Motivation and Achievement. Eurasia Journal of
Mathematics  Science and  Technology  Education.  3178-3187.
https://www.ejmste.com/download/empirical-study-on-the-effect-of-digital-
game-based-instruction-on-students-learning-motivation-and-4822.pdf

Chong, C. S. (2018). Ten trends and innovations in English language teaching for
2018. British Council. https://www.britishcouncil.org/voices-magazine/ten-
trends-innovations-english-language-teaching-2018

Derakhshan, A., Khalili, A., Beheshti, F. (2016). Developing EFL Learner’s Speaking
Ability, Accuracy and Fluency. English Language and Literature Studies, 177.

Escudero, & Cortez. (2017). Técnicas y métodos cualitativos para la. Machala:
Editorial UTMACH.
http://repositorio.utmachala.edu.ec/bitstream/48000/12501/1/Tecnicas-y-
MetodoscualitativosParalnvestigacionCientifica.pdf

Education first. (2019). EF English Proficiency Index. Education First webpage.
https://www.ef.com/ca/epi/

Engineering, G. (2019). Game Based Learning. Academia.
https://www.academia.edu/39673527/Game_Based_Learning

Farber, M. (2018). Game-based learning in action: How an expert affinity group
teaches with games. Peter Lang Incorporated, International Academic
Publishers.

Fithriani, R. (2018). Communicative Game-Based Learning In Efl Grammar Class:
Suggested Activities And Students’ Perception. Jeels. 5(2), 171-188.
https://www.jurnal.iainkediri.ac.id/index.php/jeels/article/view/509/619

Gamlo, N. (2019). The Impact of Mobile Game-Based Language Learning Apps on
EFL Learners’ Motivation. Canadian Center of Science and Education, 12(4).

Gozcu. (2016). The importance of using games in EFL classrooms. Cypriot Journal of
Educational Sciences, 11, 126-135.

Hernandez-Siampieri, R., & Mendoza, C. (2018). Metodologia de la Investigacion :
Las rutas cuantitativa, cualitativa y mixta. Mcgraw-Hill Interamericana
Editores.

Hossain, M. 1. (2015). Teaching Productive Skills to the Students: A Secondary Level
Scenario. BRAC University. https://core.ac.uk/download/pdf/74352632.pdf

Ilankumaran, & Sreena (2018). Developing Productive Skills Through Receptive Skills
— A Cognitive Approach. International Journal of Engineering and Technology
(UAE, 7, 669-673.

47


https://www.ejmste.com/download/empirical-study-on-the-effect-of-digital-game-based-instruction-on-students-learning-motivation-and-4822.pdf
https://www.ejmste.com/download/empirical-study-on-the-effect-of-digital-game-based-instruction-on-students-learning-motivation-and-4822.pdf
https://www.britishcouncil.org/voices-magazine/ten-trends-innovations-english-language-teaching-2018
https://www.britishcouncil.org/voices-magazine/ten-trends-innovations-english-language-teaching-2018
http://repositorio.utmachala.edu.ec/bitstream/48000/12501/1/Tecnicas-y-MetodoscualitativosParaInvestigacionCientifica.pdf
http://repositorio.utmachala.edu.ec/bitstream/48000/12501/1/Tecnicas-y-MetodoscualitativosParaInvestigacionCientifica.pdf
https://www.ef.com/ca/epi/
https://www.academia.edu/39673527/Game_Based_Learning
https://www.jurnal.iainkediri.ac.id/index.php/jeels/article/view/509/619
https://core.ac.uk/download/pdf/74352632.pdf

Laksana, A., (2016). The effectiveness of Using speaking skill. Repositorio UMP.
http://repository.ump.ac.id/2221/3/CHAPTER%2011_ANITA%20JATI%20L
AKSANA_PBI%2716.pdf

Leong, L. M., & Ahmadi, S. M. (2017). An Analysis Of Factors Influencing
Learners’english Speaking Skill. International Journal of Research in English
Education. http://ijreeonline.com/article-1-38-.pdf

Navarro, Jiménez, Rappoport, & Thoilliez. (2017). Fundamentos de la investigacion
y la innovacion educativa. UNIR.

Nordquist, Richard. (2020). English As an Additional Language (EAL). Retrieved
from https://www.thoughtco.com/english-as-an-additional-language-eal-
1690600

Oliveira, A. W., Weinburgh, M., McBride, E., Bobowski, T., & Shea, R. (2019).
Teaching science to English language learners: Current research and practices
in the field of science education. The Handbook of TESOL in K-12, 277-290.

Pirrie, L. A. (2017). Teaching and Learning Vocabulary through Games and
Translation in the EFL Classroom: A Case Study. Universitat De Les Illes
Balears.
https://dspace.uib.es/xmlui/bitstream/handle/11201/147071/tfm_2016-
17_MFPR_lap572_1047.pdf?sequence=1

Puspitorini , F. (2018). The Influence of Role Play on Students' English Speaking Skill
at Nine Graders. JELE Journal of English Language and Education), 21-26.

QuestionPro. (2019). ¢(Qué es la investigacion correlacional?. Question pro.
https://www.questionpro.com/blog/es/investigacion-correlacional/

RAO P. (2019). The Importance Of Speaking Skills In English Classrooms. Alford
Council of International English & Literature Journal (ACIELJ), 2(2).

Rao , P. (2018). Developing Speaking Skills In Esl Or Efl Settings. International
Journal Of English Language, Literature And Translation Studies (ljelr), 286-
293.
https://www.researchgate.net/publication/331825661_DEVELOPING SPEA
KING_SKILLS IN_ESL_OR_EFL_SETTINGS

Suhendi, A., & Purwarno, P. (2018). Constructivist Learning Theory: The
Contribution to Foreign Language Learning and Teaching. The 1st Annual
International Conference on Language and Literature, (pags. 87-95).

TESOL. (2017). Principles Of Language Learning And The Role Of The Teacher.
TESOL International  Association.  https://www.tesol.org/docs/default-
source/books/14077 sam.pdf?sfvrsn=2&sfvrsn=2

Universidad de Toronto . (2 de January de 2021). Why Games?. Obtenido de Digital
Pedagogy - A Guide for Librarians, Faculty, and Students:
https://quides.library.utoronto.ca/c.php?9=448614&p=3505475

48


http://repository.ump.ac.id/2221/3/CHAPTER%20II_ANITA%20JATI%20LAKSANA_PBI%2716.pdf
http://repository.ump.ac.id/2221/3/CHAPTER%20II_ANITA%20JATI%20LAKSANA_PBI%2716.pdf
https://www.thoughtco.com/english-as-an-additional-language-eal-1690600
https://www.thoughtco.com/english-as-an-additional-language-eal-1690600
https://dspace.uib.es/xmlui/bitstream/handle/11201/147071/tfm_2016-17_MFPR_lap572_1047.pdf?sequence=1
https://dspace.uib.es/xmlui/bitstream/handle/11201/147071/tfm_2016-17_MFPR_lap572_1047.pdf?sequence=1
https://www.questionpro.com/blog/es/investigacion-correlacional/
https://www.researchgate.net/publication/331825661_DEVELOPING_SPEAKING_SKILLS_IN_ESL_OR_EFL_SETTINGS
https://www.researchgate.net/publication/331825661_DEVELOPING_SPEAKING_SKILLS_IN_ESL_OR_EFL_SETTINGS
https://www.tesol.org/docs/default-source/books/14077_sam.pdf?sfvrsn=2&sfvrsn=2
https://www.tesol.org/docs/default-source/books/14077_sam.pdf?sfvrsn=2&sfvrsn=2
https://guides.library.utoronto.ca/c.php?g=448614&p=3505475

Yaccob, N., & Yunus, M. (2019). Language Games in Teaching and Learning English
Grammar: A Literature Review. Arab World English Journal, 209-217.

Yikseltirk, E., Altiok, S., & Baser, Z. (2018). Using Game-Based Learning with
Kinect Technology in Foreign Language Education Course. Educational
Technology & Society, 21 (3), 159-173.

49



Annex 1

6. ANNEXES

Criteria for evaluating speaking skill in pre-test

Interaction

Accuracy

Phonological

control

Can manage very shart
isolated, mainly pre-
packaged utterances with
much pausing to search
for expressions, to
articulate less familiar
words and to repair
communication

Can ask and answer
questions about personal
details

Can interact in a simple
way, but communication
is totally dependent on
repetition and rephrasing
by the interdocutor as
well a5 repair by the test
taker

Has a very basic
repertoire of words and
simple phrases related to
personal details and
particular concrete
situations

Shows only limited
control of a few simple
grammatical and lexical
structures and sentence
patterns in a memorized
repertoire

Pronunciation is of a very
limited repertoire of
learnt words and phrasas

Can make him/herself understood
in wvery short utberances, even
though pauses, false starts and
reformulation are very evident

Can answer questions and
respond to simple statements

Can indicate when hefshe is
following, but is rarely able to
understand encugh to keep
conversation gaing of his/her own
accord

Uses basic sentence patterns with
memorzed phrases, groups of a
few words and formulae in order
to communicate limited
information in simple everyday
situations

Uses some simple grammatical
and lexical structures correctly,
but still systematically makes
basic mistakes

Pronunciation is generally clear
enough to be understood

Analytic level deseriptive criteria: levels A1-2 (spoken) © Council of Europe, 2001

Note: Annex 1 shows specific criteria per level in order to evaluate speaking skill in the PTE
general test. Taken from https://qualifications.pearson.com/content/dam/pdf/pearson-test-of-

english/pte-general-guides/guide-level-2.pdf

50

0 tevear | leves | teve2 |

Can keep going
comprehensibly, even
though pausing for
grammatical and lexical
planning and repair is very
evident, especially in longer
stretches of free production

Can initiate, maintain and
close simple face-to-face
conversation on topics that
are familiar or of personal
interest

Can repeat back what
someone has said to confirm
mutual understanding

Has enough language to get
by, with sufficient
vocabulary to express
him/herself with some
hesitation and
circurmnlocutions on topics
such as family, hobbies and
interests, work, travel and
current events

Uses reasonably accurately a
repertaire of frequently used
‘routines’ and patterns
associated with more
predictable situations

Pronunciation is clearty
intelligible even if occasional
mispronunciations occur


https://qualifications.pearson.com/content/dam/pdf/pearson-test-of-english/pte-general-guides/guide-level-2.pdf
https://qualifications.pearson.com/content/dam/pdf/pearson-test-of-english/pte-general-guides/guide-level-2.pdf

Annex 2

Marking scale to evaluate speaking skill

The marking scale below from 1-5 is used by examiners to allocate score points to each of the five
traits of the analytic level descriptive criteria: fluency, interaction, range, accuracy and phonological
control.

The performance is below the level

H The performance is just at the level (borderline test taker)
E The performance is at the level

n The performance is almast at the next level

H The performance is at the next level

Analytic level descriptive critaria marking scale {spoken)

Note: In Annex 2 indicates the marking criteria of PTE general test from 1 (low score) to 5
(high score). Taken from https://qualifications.pearson.com/content/dam/pdf/pearson-test-of-
english/pte-general-guides/guide-level-2.pdf
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Annex 3

PTE General Level 2 (B1)

@:’:;l;m Instructions for interlocutors
Pearson Test of g
English General s
Pearson English

International Certificate

Paper Referenca: 4062

Poar st L
P lh g e iy o e T
0 fped 00

Annex 3. This Annex shows the parts of PTE general English test which has four sections
for speaking skill. It is taken from
https://qualifications.pearson.com/en/qualifications/pearson-test-of-english/pearson-test-of-
english-general/resources.html
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Annex 4

Letter of commitment

ANEXO 3
FOBRMATO DE LA CARTA DE COMPROMISO,

CARTA DE COMPROMISO

Ambate, 02/10/2020

Doctor

Marcelo Nuniez

Prezidente

Unmidad de tiulacion

Camrera de Pedagogia de los Idiomas Nacionales v Extranjeros
Facultad de Cienciaz Humanas v de la Educacion

YoMz Sarah Iza en mi calidad de Coordmadora de la Camera de Pedagogia de los Idiomas
Macionales v Extranjeros, me permito poner en su conocmuento la aceptacion v respaldo
para el desarrollo del Trabajo de Tiulacion bajo el Tema: “GAME-BASED LEARNING IN
THE SPEAEDNG SEILL propuesto por la estudiante Cristina Elizabeth Jacome Benttez,
portadora de la Cedula de Ciudadania 05350463962, estudiante de la Carrera de Pedagogia
de los Idiomas Nacionales v Extranjeros, Facultad de Ciencias Humanas v de la Educacion
de la Unrversidad Técmica de Ambato.

A nombre de la Institucion a la cual represento, me comprometo 2 apoyar en el desamolle del
proyecto.

Particular que comumes 3 usted para los fines periinentes.

Atentamente.

Mg. Sarah Iza Parmifio
CIL: 0501741060
Telf 0984060528
5) 1zal@uta.eduec

Annex 4. This letter of commitment is for being allowed to apply the activities, pre
and post tests. Elaborated by Jacome, C (2020)
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Annex 5

Activities

: x Cronémetro Oniit X | @ wh questions - B X
C A Noesseguro | flukyio ® « HAao

£ Aplicaciones (8 1804396255 RICAC.. (@ Francis Marcelo Pac.. (@) 1.20pdf (@ FCHE-IDP-120pdf (8 1804207718 GARZ. Mobilisation pour | ® expresion corporal © Dpig

Annex 5. This webpage helps to choose randomly many things that teacher or learner write.
Taken from https://fluky.io/

- 2=
Edicion Ver Firmar Ventana Ayuda

Inicio Herramientas L2_Spoken (S1).pdf x

5 Y ® 8 ® O 2 M WO - B P B L&

i

EE, Exporta|

Test taker’s card

You are a home .
W T o You 8 g o e 0 oyt e R &2 editar P

The examiner is your Hend.

: could gofor o hadey “ EE, Crear archivo PDF ~
+ Sugges: goingon & walking oy

* Suggentin the meuntans, and taking a trt 2 sieep n

o Decerie e pisce you were ozt yeur Adobe PDF Pack

Convertir archivos a PDF y combinarlos
facilmente con otros tipos de archivos con una
suscripeién de pago

Seleccionar archivo para convertir a POF

Annex 5. This activity is from PTE general in order to students practice speaking skill. Taken
from  https://qualifications.pearson.com/en/qualifications/pearson-test-of-english/pearson-
test-of-english-general/resources.html

54


https://qualifications.pearson.com/en/qualifications/pearson-test-of-english/pearson-test-of-english-general/resources.html
https://qualifications.pearson.com/en/qualifications/pearson-test-of-english/pearson-test-of-english-general/resources.html

Annex 6

Activities ( Zoom Session)

Steven Escobar Nicolas Chicaiza

Samantha De Mora "A ) Victor Yanez

=
Liis Preciado. (i Erika Carrera Sudrez % Romina Benitez

Mateo Guerra _gabriela acurio | Gitsby Mufoz
Annex 6. This photo is from the online classes in order to apply the activities and test. Source
from Zoom Platform.

Annex 6. Students’ participation. Source from Zoom Platform.

11) WhatsApp x | Iniciar reunién - Zoom X | T reuni Layout 1 PRl @ Cronometro Online - 1 % P score-guide.pdf x

C @ nyelvkonyvbolthu/uploads/fil Qa »* H A

@ 1804396255 RICA

FCHE-IDP-120pdf (@) 1804207718 GARZ.. [ Mobilisation pour
FiCgTnerar SOpTaniny resc

Level 3 - Section 13

Test taker's card

You want to go on a school trip to New York in the summer, but your teacher thinks you should study
because you didn't pass your last r am. The e is your teacher.

Your goal: Persuade your teacher to allow you to go on the school trip.

Retrieved from: his activity is from PTE general in order to students practice speaking skill.
Taken from https://qualifications.pearson.com/en/qualifications/pearson-test-of-
english/pearson-test-of-english-general/resources.html.
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Annex 7

Games

Videojuego educativo | Idiomas:

. calificar,
o Sl

Autor: Elizabeth Jdcome [0 #]
PIN: 152651
lic

i
Publicado el: ZDZD~ 12-14 10:55:41
Cantidad de veces jugado: O

e 00 e

Annex 7. This website is ideal to create games of any topic of grammar, vocabulary
or subject. Taken from https://mobbyt.com/videojuego/educativo/?1d=152651

E]‘B c|o|e[Flac|n]1]y
EJ‘L M[N[N[o|P|a|R]s

LTuvwxvz ]

Annex 7. This website is ideal to create games of guessing, multiple choice and other
types of games in order that students practice. Taken from
https://mobbyt.com/videojuego/educativo/?1d=152651
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Annex 8

Activities (Zoom session)

Quizizz

Romina Benitez Steven Escobar Victor Yanez

. Nicolds
L

Gissel Paredes

), © ©, ®

1244
7/12/2020

) @ 0 @

- ESP
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o

Q1 Q2 Q3 Q4 Q5
85% 92% 92% 38%  100% 23%

Participant Names Score

& Danny

© Luis

@ Nicolas

7290 (88%)
7100 (88%)
6990 (88%)

@ Romina Benitez 6190 (77%)

@) Sammy De Mora 5740 (66%)

® Pom 5620 (66%)

@ Juan Carlos Meza 5540 (66%)

® Gitsby 5520 (66%)

@ steven Escobar 5430 (66%)

@ Erika

5040 (66%)

U 0 @ @ B B @ @ & & ©

© Gabriela Acurio 4700 (55%)

J
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Annex 8: Quizziz is website where teachers can elaborate interactive quizzes as
competitive games with multiple choice questions. Taken from https://quizizz.com/
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SPOT THE DIFFERENCE

Annex 8. Spot the difference this activity was used in order that students listed orally
the differences between two pictures. Taken from
https://www.dorneypark.com/blog/2020/march/spot-the-difference-dorney-park-
games-at-home
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Annex 9
Lesson plan activities

LESSON PLAN

TOPIC: BREAK THE ICE!

Target Group: Third Semester “B” Difficnlty Level: Academic

Activity Objective

- To identify and use vocabulary about expressions to start and develop a conversation and
conversation topic.

Time
Procedure: (Minutes)
o Gresting
* Warm up,- Teacher provides linl: about a game word search where -

they have to find the words about topics to break the Ice like food,
hobbies, travel, studies and others.

o Teacher asks for the words that students find in the word zearch to do 5

a brainstorm.

» Teacher shows a list of different expressions to start, continue and end 10°
a conversation presented in online slide from quizziz,
# Then, teacher prepares a game called Asking Roulette where this &
spinner randomly selects a topic or situation in order that smdents

create a question. They have just 35 seconds to create the questions.

o After that teacher gives 2 minutes to students write zentences as many r
as they can in this time.
# Then teacher creates brealout rooms where students create a role-play 10°
uzing the questions written minutes before.
1

o Using the Eoulette, teacher selects students to present the role-play.

Assessment -
Informal evaluation students’ participation and interaction.
Informal evaluation students perform a roleplay.

Annex 9. Lesson plan with game-based learning activities emphasized to reinforce students
speaking skill. Elaborated by Jacome, C (2020)
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LESSON PLAN
TOPIC: LINEERS AND CONNECTORS

Target Group: Third Semester “B” Difficulty Level: Academic
Activity Objective
- To vse vocabulary about connectors and linkers to connect ideas in a cotrversation

Time
Procedure: (Minutes)
*  Warm up,- Teacher takes a quiz competition in Quizziz where students 5

have some seconds to answer the questions about linkers and contnectors
.Teacher can see in real time how students answer and win points when

they answer correctly.

+  After the quiz, teacher asks what linkers stodents find in the quiz to create 5

a brainstorm.

* Teacher presents the types of linkers based on the purpose through 10°
presentation on Quizziz where she asks students for examples about some
types of linkers.

+  Then teacher applies the
“Gruessing the word™ in order to goess the word through the clues that
teachers tell.

35

+  Using the Roulette Game, teacher asks for two examples of connectors 10°
depending on roulette’s selection ex. (cormectors for giving a reason,
conclusion, Adding information, contrasting information and others).

Students have 30 seconds to answer orally.

+  After, teacher tells students create a conversation in pairs or groups of three 10°
where teacher assign each group which connectors they have to include in

the conversation.

Assessment -
Informal evaluation students” participation and interaction.
Informal evaluation students perform a roleplay.

Annex 9. Lesson plan with game-based learning activities emphasized to reinforce students
speaking skill. Elaborated by Jacome, C (2020)
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LESSON PLAN
TOPIC: SPOT THE DIFFERENCE!
Target Group: Third Semester “B” | Difficulty Level: Academic
Activity Objective
- Identify and use vocabulary about expressions to describe a picture

Procedure: Time
(Minutes)
55

v Warm up.- Trivia about connectors

*  Teacher presents a video where a speaker describe a picture using some 5
expressions.

*  Teacher asks students for the expressions listen to the video in order to s
create a brainstorming ideas.

v Students work in pairs to match some expression with pictures. They 10°
have to check and teacher verify their answers.

v Students work i pairs to listen to some phrases used in a conversation. 10°
They have to practice and repeat. They have to try to sound natural.

*  Teacher starts to explain the following activity called “Spot the difference™ 5
where teacher shows two similar picturez but cne of them has zome
differences. Students tell orally which the differences are.

*  After that, Teacher asks students about what are the things that picture has. 5
Students describe the picture (environment, people and other details)

+  Then teacher shows a picture in order that students describe in break out
rooms. Teacher monitors each break cut room. 10°

Assessment -
¢ Informal evaluation students” participation and interaction.

o Informal evaluation students describing the picture.

Annex 9. Lesson plan with game-based learning activities emphasized to reinforce students
speaking skill. Elaborated by Jacome, C (2020)
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LESS0ON PLAN

Topic: LET'S DEBATE!
Target Group: Third Semester “B” Difficulty Level: Academic

Activity Objective
- Identify and wse vocabulary about expressions to start and develop a debate.

Time
Procedure: (Minutes)

*  Warm up.- Teacher explain an activity called Taboo | explaining a rk
definition without using some words told by the teacher) . Students tell
the definition orally.

*  Then, teacher prezents a trivia where students have to angwer based on
the questions in the trivia for example: Which expressions do you use to 10®
express disagreement or agreement? How do you ask for reason to support

an opinicn?

*  Afferthat teacher shows a document where there are some expressions

to use in a debate. 1
* Teacher shows a widec about Online Classes (advantages and
dizadvantages) students have to take notes with the main points. ¥
* Teacher organizes and select the groups to debate about Online claszes

( one group agree and the other dizagree about the topic) ¥
*+  Teacher gives students 5 minutes to prepare so she decides to zend to 5’
break out rooms.

»  Students prezent the debate o

Assessment -
Informal evaluation students™ participation and inferaction.
»  Informal evaluation students prezents a debate.

Annex 9. Lesson plan with game-based learning activities emphasized to reinforce students
speaking skill. Elaborated by Jacome, C (2020)
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