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ABSTRACT

The purpose of this research was to determine the impact of Ludic Activities in
Listening Skills on attention-deficit hyperactivity disorder students. The research applied a
quantitative approach, that is, concentrated on measuring and analyzing the outcomes. The
population considered for this study was 3 students (11-12 years old age range) that receive
therapy on Centro Neurocognitivo Integral “CENI”. The investigation lasted five weeks
and eight interventions were carried out. After the sessions concluded, numerical data was
acquired and examined utilizing the Statistical Package for the Social Sciences (SPSS)
software in order to compare the means. The findings revealed a difference of 2.26 points
was obtained for the PET BL1 listening pre-test and post-test. Finally, it is concluded that the
use of the Ludic Activities was very significant in the listening skills of ADHD students
since they improved since there were a better understanding of the audios, listening for gist
and listening for global understanding. Furthermore, students could focus on the task
avoiding distraction and misbehaviors.

Keywords: Ludic Activities, Listening Skills, Attention-deficit hyperactivity disorder,
students, English.
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RESUMEN

El proposito de esta investigacion fue determinar el impacto de las Actividades Ludicas
en la comprension oral en estudiantes con trastorno por déficit de atencion e hiperactividad
(TDAH). La investigacion aplico un enfoque cuantitativo, es decir, se concentré en medir y
analizar los resultados. La poblacion considerada para este estudio fue de 3 estudiantes
(rango de edad de 11 a 12 afios) que reciben terapia en el Centro Neurocognitivo Integral
"CENI". La investigacion dur6 cinco semanas y se llevaron a cabo ocho intervenciones.
Después de que concluyeron las sesiones, se adquirieron datos numéricos y se examinaron
utilizando el software Statistical Package for the Social Sciences (SPSS) para comparar las
medias. Los hallazgos revelaron que se obtuvo una diferencia de 2.26 puntos en el PET B1
listening pre-test y post-test . Finalmente, se concluye que el uso de las Actividades Ludicas
fue muy significativo en las habilidades de escucha de los estudiantes con TDAH, ya que
mejoraron en la comprension oral, la escucha para obtener una idea general y la escucha
para una comprension global. Ademas, los estudiantes pudieron concentrarse en la tarea

evitando distracciones y comportamientos inapropiados.

Keywords: Actividades ludicas, Comprension Oral, trastorno de deficit de atencion e

hiperactividad, estudiantes, ingles.
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CHAPTERII

THEORETICAL FRAMEWORK

1.1 Research Background

To conduct this research, reliable sources such as Google Scholar, Scielo, university
repositories, Scopus and Research Gate were consulted to find relevant information including
theses, articles, and journals related to Ludic Activities and Listening Skills. Furthermore, research
was conducted in various countries including Poland, Republic of Serbia, Ecuador, Portugal and
Turkey. The information obtained from these sources was valuable in analyzing and developing
this research.

Maja (2022) carried out a descriptive investigation related to the use of ludic activities and
their application in foreign language teaching and assessment in a private university in the
Republic of Serbia. The study involved 65 students who were taking an English Semantics course.
The study aimed to emphasize the significance of interactive approaches for teaching foreign
languages and to develop effective games and tools for second language learning. The research
concludes that incorporating ludic activities in EFL can revolutionize the way second languages
are taught at the third level. The contribution of the present investigation is that students who

participated in the ludic activities improved their language proficiency.

Alimkhan (2020) conducted a literature overview to examine how gaming technology can aid
in the development of intercultural competence among elementary-level students. The review
analyzed various types of games and their impact on the teaching and learning process. The author
also explored the concept of game technology and its benefits for students learning a second
language. In addition, the study analyzed didactic and Socratic methods to promote the
development of intercultural communication skills. The research findings highlight the
significance of gaming and its potential to enhance critical thinking, adaptability, and creativity

among students through the creation of different activities. Taking into account the results of the
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investigation, it is extremely important for this new research work because it was realized that

ludicity can impact the environment of English as a foreign language.

Additionally, Souza (2022) ran a bibliographic study to determine the significance of
playfulness in the lives of children and its historical interpretations. The study also introduced
various play-based activities for children aged 0-2 and provided a basis for adapting these activities
for older children. As a result, the study identified teachers as facilitators, and students benefit
from the comprehensive development of the child through ludic pedagogical practices under the
guidance of educators. This research has a significant influence on the current investigation
because it established and analyzed the foundation of playfulness and its advantages, including

knowledge development.

In addition, Rojas et al. (2022) managed a bibliographic review that gathered, presented, and
evaluated 23 sources retrieved from Scopus. The primary objective of this study was to offer a
range of theoretical perspectives on the research variables of ludic programs to assist future
researchers. The investigation concluded that various studies support the notion that digital tools
can enhance reading habits, and that game-based tools can increase language skills. This research
is significant in the present investigation because it highlights the importance of making a balance
between pedagogy and technology, which improves our comprehension of the utilization of

Ludicity with technological tools.

Augusto (2022) overseen a study in which the aim was to investigate how teaching English
to students with attention deficit hyperactivity disorder (ADHD) using a playful approach can be
effective. The study was conducted during the academic period 2021-2022, in Cuarto Afio de
Educacion General Basica of the Rumifiahui high school, located in the San Isidro parish from
Guano-Chimborazo province. The study employed a qualitative approach with a descriptive level.
The participants of the study were three students diagnosed with ADHD and the teacher who taught
the subject of Foreign Languages. The researchers observed and interviewed the participants
during a series of classes. The findings indicate that using a ludic methodology to teach English to
students with ADHD can improve their concentration, reduce stress, enhance collaborative work,

and lead to more productive and efficient classes, according to the teacher's perspective. This study
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contributes to the present investigation because teachers see a positive impact on the performance
of ADHD students through ludic activities.

A qualitative article directed by Castelhano (2013) explored the viewpoints of 12
professionals in Portugal who organize and implement therapeutic ludic activities for children with
developmental disabilities using multisensory stimulation environments. The study found that a
multisensory environment is perceived as a fun and playful space, which is particularly relevant to
the field of Occupational Therapy due to its emphasis on play. This research is significant to the
current study as it highlights the effective use of the playful potential of multisensory stimulation

environments in ADHD students.

The thesis conducted by Mufioz Ocafia (2017) provides an overview of the history and
defining features of attention deficit hyperactivity disorder (ADHD), as well as its symptoms and
theories that explain it. Furthermore, it suggests a plan for intervening with a student who has been
diagnosed with ADHD and mild intellectual disability by using music to motivate the student
through fun activities that develop emotional competence. The goal is to help the student control
their emotions, promote positive social interactions and address the student's needs that arise daily
due to their functional diversity in both school and daily life through ludic activities. In general,
music as ludic activity is a driver for working with emotions. In addition, music stimulates
creativity and promotes expression and emotional well-being in children with ADHD and people
in general. it also contributes to the development of cognitive abilities and human values. The
article mentioned above made a great contribution to this new study as it shows how ADHD
students can develop their skills through music. Moreover, since students can learn unconsciously,

the key is to do what they enjoy doing and learning will be easier.

Heredia (2018) was in charge of field research on listening techniques using a pre-
experimental approach with a correlational level of research. The study focused on 28 pre-
intermediate university students from Ecuador who were Spanish speakers. The treatment was
given to 15 students, while 13 were assigned to the control group. The treatment involved teaching
listening techniques such as note-taking, dictogloss, and dictation. The students were evaluated

using matching, multiple matching, and sentence completion exercises. Data was collected using

3



a pre-test and post-test, and the Mock KET English test with 5 parts was used as an instrument.
The results indicated that the students who received the treatment showed improvement in their
listening comprehension skills. The use of listening techniques also helped create a relaxed and
enjoyable class environment, which further enhanced the students' listening acquisition.
Considering these results, this research was helpful in the present investigation because it

demonstrates that listening skills can be developed using entertaining activities.

In addition, Listiyaningsih (2017) pointed out an investigation where the primary objective of
the study was to examine how listening to English songs can enhance listening skills, particularly
in EFL classrooms. The research was conducted using a qualitative approach, where five English
major students in their fifth semester were interviewed as key informants. The results of the
investigation revealed that English songs can enhance listening skills by serving as a means of
improving vocabulary, pronunciation, and overall listening skills. This investigation is helpful in

the current research because it demonstrated that English songs develop listening ability.

Fussalam et al. (2019) established another descriptive investigation whose main aim was to
identify the main characteristics of the use of audio-visual media for developing listening skills
including the effectiveness of movies in providing a thorough and tangible explanation of the
material. The researchers found that movies were particularly effective in providing a
comprehensive and tangible explanation of the material, based on their review of existing
literature. Their research is significant to the present study as it helps to clarify the definition of
listening and examine challenges associated with listening comprehension. Furthermore, the study
highlights the benefits of utilizing this medium for developing listening skills.

On the other hand, Gékhan Ulum (2015) presented both qualitative and quantitative studies
whose main aim was to examine the listening problems faced by a group of first-year university
students whose English proficiency level is Elementary. The population was 50 EFL students from
Hakkari University elementary level EFL students studying in the 1st classes of the Child
Development Department, First and Emergency Aid Department, and Environmental Health
Department. The data was collected with a questionnaire and an interview. In a nutshell, the results

proved that listeners present difficulties when the speakers have an unfamiliar accent, words that

4



are not pronounced clearly, and have difficulties remembering words or phrases they have just
heard. This investigation is useful in the current research due to the problem that is presented helps

in the identification of listening skill malfunctions.

Additionally, a study administered by Hadijah and Shalawati (2016) employed both
qualitative and quantitative methods to describe the issue of students' listening skills. They utilized
the IELTS listening section 1 as a test and administered it to six classes of first-year students in
the English department of the Teachers Training and Education Faculty at the Islamic University
of Riau in Pekanbaru. All in all, the results revealed that the students encountered difficulties in
completing the test and exhibited weaknesses in notetaking, specifically with regard to names,
days, dates, and vocabulary. The significance of this investigation lies in the fact that the issues
identified could potentially hinder the proper development of listening skills, which is relevant to

the current research.

Jun (2000) organized a study on warm-up activities that can help improve listening skills. The
study emphasized the significance of warm-up exercises with practical relevance. The research
also provided examples of warm-up activities, including reading stories, question and answer
sessions, and using pictures to improve the practical application of listening skills. This
investigation has repercussed significantly to the present investigation because it presented
different activities which will be applied. This study has had a positive impact on current research,
as it provided helpful and different activities which will be applied and implemented during

interventions for the experimental group.

Identically, the experimental research supervised by Ghaderpanahi (2012) whose purpose of
the study was to explore how using genuine audio materials can enhance listening skills. The
participants were 30 female psychology students at Al-Zahara University who were studying
English as a foreign language. The findings indicated that there was a boost in the EFL students'
listening skills. This research is significant since it provides direction for future studies by
identifying the challenges involved in attaining good listening skills. Moreover, it emphasized the

importance of using movies and songs, which are part of Ludicity, for improving listening skills.



Moreover, Feruza and Satvaldiyevna (2021) focused on innovative strategies for improving
the listening skill of EFL students at secondary school. This bibliographic research explored new
approaches to enhance the listening abilities of secondary school students learning English as a
foreign language. The study focused on two main themes: the negative impact of translating while
listening and the difficulty of understanding a foreign language when someone else is speaking.
The research findings indicate that teaching listening in language classrooms presents some
challenges and that listening exercises can generate significant levels of anxiety and stress that
hinder learners' comprehension. Overall, this research is valuable in the present research as it offers
insights into different aspects of listening that can be used to emphasize the importance of this
skill.

All the investigative works addressed provide the author with a better understanding of the
variables under study. Therefore, they supplied relevant content that was considered when

developing the objectives as well as the theoretical framework.

1.1.1 Independent Variable

Pedagogical tools

Nowadays, with the irruption of technology, pedagogical tools are impacted positively in the
teaching of English as a Foreign language around the world. This mechanism of teaching used by
educators is defined as tools or methods employed by educators to deliver their theoretical and
practical material., in other words, all the utensils used in the teaching-learning process (Jain, S et
al., 2022). Pedagogical tools are created to transmit knowledge and permit students to improve,
support, facilitate and enhance a problem and give a solution in the teaching of English as a second
language.

In addition, pedagogical tools encompass a diverse range of resources and strategies aimed at
enhancing teaching and learning experiences. These tools promote student engagement, critical
thinking, and knowledge retention (Davidson & Jensen, 2009). According to Jain et al. (2022),

one such tool is the use of multimedia, including videos, interactive presentations, and online



simulations, which can provide visual and auditory stimulation, making complex concepts more
accessible and appealing. Collaborative learning activities, such as group projects and peer
discussions, foster social interaction and enable students to construct knowledge together,
encouraging teamwork and communication skills. Assessment tools, like rubrics and formative
assessments, allow educators to evaluate student progress effectively and provide constructive
feedback for improvement. Gamification elements, such as educational games and quizzes,
promote active learning, motivation, and healthy competition among students. Additionally,
technology-based tools, such as learning management systems, online platforms, and virtual

reality, offer opportunities for personalized and immersive learning experiences.

Pedagogical tools could be perceived as any instrument to enhance the learning and
teaching process by catching learners’ attention and motivating them to be passionate about
learning (Chanjaneyulu, 2018). They are subject to changes depending on student needs and the
new era advancements since education should evolve in hand with technology. It is recommended
to employ modern pedagogical tools these days because they promote knowledge and
understanding. For instance, gaming and network technologies are the ones sticking out in the
educational trends (Klimova et al., 2020). It is important to mention that there exist two types of
pedagogical tools the traditional and the modern ones (Bel-Ann Ordu, 2021). Traditional tools
involve the usage of worksheets, handouts, textbooks, and so on, whereas modern tools require the

employment of technological devices such as computers, and mobile apps.

Concerning learning new language, pedagogical tools are magnificent instruments that
provide students with meaningful experiences to evolve their knowledge constantly. Alduais
(2012) stated that pedagogical tools are extremely useful while learning a new language since they
help pupils form favorable mental images while providing an attractive environment where

learning can flourish. Thus, they are indispensable tools since they supply learning and teaching.



Ludic Approach

The ludic approach emerges from the Latin verb ludere which means “to play or exercise”;
thus, it basically alludes to the act of performing different activities that encompass recreation and
entertainment. Thus, this approach refers to the employment of fun in learning. Therefore, it could
be defined as the construction or enrichment of knowledge by playing using games, toys, etc.
Fundamentally, it helps children to develop cognitive and emotional skills at early ages by
enhancing a pleasurable form of the learning process (Ferreira et al., 2019). Additionally, it fosters
creative and fruitful involvement with both the learning process and its associated
information(Morris & Mcgowan, 2018) The ludic approach encompasses four main elements that

need to be integrated in class.

e Fun: It requires teachers to promote fun activities by being part of them since it's important
to exemplify participation. To reduce social barriers, teachers must also consider essential
factors such as time and costs while implementing an activity.

e Play: Games are good resources when trying to enhance motivation since they do not
require serious context. Therefore, its usage should be strictly governed by rules and the
correct transmission of goals and objectives.

e Playfulness: To decrease stress, the instructor must have a playful demeanor and act with
a sense of humor.

e Positivity: By being enthusiastic, the instructor can help to create a pleasant environment.
As a result, kids will have a favorable attitude toward the activities that will be conducted.
(Lauricella & Edmunds, 2022)

Parker et al. (2022) established that the ludic approach, also known as the play-based approach,
is a pedagogical approach that harnesses the power of play and games in the learning process. This
approach recognizes that play is a natural and essential activity for children and can also be
beneficial for learners of all ages. By integrating playfulness and games into educational settings,
the ludic approach aims to create engaging, interactive, and meaningful learning experiences.

One key aspect of the ludic approach is the emphasis on active and hands-on learning. Through

play, learners can explore and experiment with ideas, concepts, and skills in a safe and enjoyable

environment (Madgett & Belanger, 2008). Gadzikowski (2022) stated that play allows for
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creativity, problem-solving, and critical thinking, as learners engage in imaginative scenarios, role-
playing, and collaborative activities. It fosters curiosity, motivation, and a sense of ownership over

the learning process, as learners become actively involved and invested in their own education.

Furthermore, according to Ortiz et al. (2023), the ludic approach promotes social interaction
and communication skills. Games and playful activities often involve teamwork, negotiation, and
cooperation, providing opportunities for learners to interact with their peers, share ideas, and learn
from one another. This social aspect of play enhances collaboration, empathy, and the development
of interpersonal skills. Incorporating the ludic approach into educational settings requires
thoughtful planning, the selection of appropriate games and playful activities, and the integration
of learning goals and objectives. It encourages educators to be facilitators, creating a supportive
and stimulating environment that encourages exploration, experimentation, and reflection. By
embracing the ludic approach, educators can tap into the natural inclination for play and leverage
its transformative potential to enhance learning outcomes and create joyful and memorable

educational experiences.

Ludic Activities

Ludic activities, contrasting the traditional method or the grammar translate method,
change the monotonous and boring classroom environment for one in which students feel
motivated and confident, and learning is facilitated, breaking the routine that Kills the student's
imagination and creates an autonomous learner, happy, pleased, and willing to play a correct role
in the teacher-learner interaction (Castro Presilla & Vasquez Muy, 2021). Fundamentally, ludic
activities are used to promote and enhance joy; therefore, they provide students with a singular
way to learn new terminologies and content going in hand with their social and emotional
development. According to UNICEF (2018) when kids are engaged in stimulating activities, they
learn better. Hence, ludic activities are great tools to provide students with the necessary
motivation to learn and enjoy language acquisition. When students engage in ludic activities, they
become more enthusiastic, engaged, and interested in taking part in the class (Vasquez, 2017).

Ludic activities are destined to help students grow in various ways. Ludic activities

promote psychological growth, acquisition of language, personality improvement, and intellectual



expansion; these activities are essential to learning. The game serves as a simple diversion while

also aiding pupils with action, decision-making, interpretation, and socialization skills

development (Saavedra Ortiz et al., 2023).

Benefits of Integrating Ludic Activities in Classroom

Ludic activities are recognized since they provide multiple benefits when they are successfully

integrated into the classroom. Some advantages of Ludic activities are described above.

They challenge students and promote competitiveness.

They can be used to practice the four main skills. Therefore, they do not rely on just one
skill.

They encourage interaction and allow students to have a sense of belonging.

They contextualize learning. Learning can be better processed when it is contextualized.
They allow learners to practice the language without hesitation.

They can ensure active participation.

They make learning more pleasant. (Saavedra Ortiz et al., 2023)

Types of ludic Activities

Ascensdo and Miletic (2017) identified the main types of ludic activities which are the

following ones.

Games: Games may be employed as a supplemental tool to complement conventional
teaching techniques to enhance the educational experience for students and teach additional
skills like adhering to rules, adapting, solving problems, communication, critical thinking,
creativity, collaboration, and good respect for others.

Songs: Songs possess countless charms that merit people’s attention. They are a perfect
instrument for teaching languages because of their diversity in terms of culture and themes,

their use of idioms and poetry, their therapeutic properties, and so forth.
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e Projects: Students have the chance to increase their engagement and creativity through
projects. They require pupils to produce a final product while cooperating and utilizing
their most remarkable abilities.

e Stories: Stories are powerful teaching tools because they are engaging, convincing, and
easy to recall. Stories help us recall knowledge because they immerse us in the protagonists'’

actions.

Best Ludic Activities for ADHD Students

stated that there exist many ludic activities; however, when talking about ADHD students’

activities should be correctly selected to promote participation.

e Make a connection: It refers ss to activities that are focused on connecting language
with visual representations. This kind of activity allows students to acquire new
information by motivating them to find a reasonable answer.

e Find the difference: This activity requires students to look at two images that seem to
be identical. However, they have some differences that should be encountered by an
exhaustive search.

e Classroom debates: This activity allows students with ADHD to participate without
hesitation. In this case, students should defend their positions and present arguments to
win the discussion.

e Game shows: Game shows are great tools to enhance participation. They allow teachers
to review certain topics in funny ways. For instance, the teacher could apply some
activities like who wants to Be a Millionaire, jamboard, wheel of Fortune, etc.

e Command games: This kind of game requires students to follow commands in order
to win. Some great alternatives to these types of games are Simon Says or Scavenger
Hunt.

e Model building: This activity involves students in the construction of certain things
related to the topic being under study. For instance, they could use different tools such

as Legos or puzzles.
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Ludic Activities for listening skill development
“100 hundred people surveyed”

"100 People Surveyed" is an engaging and interactive game that draws inspiration from the
popular television show "Family Feud." The game involves surveying a group of 100 individuals
on various topics and challenges players to guess the most common responses. It is designed to
promote critical thinking, decision-making, and teamwork skills while providing an entertaining
and competitive atmosphere. The specifications of the game allow for flexibility and
customization. The questions can be tailored to suit various age groups, educational settings, or
specific themes. This versatility enables educators to align the game with their learning objectives,
ensuring it becomes an effective tool for reviewing content, sparking discussions, or promoting

critical thinking (International Game Developers Association, 2008).

Role Plays

Riniati (2020) stated that role plays are an effective and interactive tool for developing listening
skills in educational settings. By engaging learners in simulated real-life scenarios, role plays
provide an opportunity to practice active listening, comprehension, and effective communication.
The specification of role plays for listening skills focus on creating authentic and immersive
experiences that promote active engagement and reflection. n role plays for listening skills,
learners are assigned specific roles or characters within a given scenario. The scenarios can vary
widely, ranging from everyday conversations to professional interactions, allowing learners to
explore different contexts and vocabulary. The specifications ensure that the scenarios are relevant
to the learners' interests and learning goals, enabling them to connect with the content and actively

participate in the role play.

Chinese Whispers

Nafisah et al. (2022) said that Chinese Whispers, also known as the Telephone Game, is a
classic activity that can be adapted as a pedagogical tool to develop listening skills. The
specifications of Chinese Whispers for listening skills focus on fostering attentive listening,
comprehension, and effective communication in an enjoyable and interactive way. In Chinese

Whispers, a group of participants forms a line or a circle, and a message or phrase is whispered
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from one person to the next. The objective is to pass the message accurately from the first person
to the last. The specifications ensure that the messages used are age-appropriate, relevant to the
learners' language level, and aligned with the learning objectives. During the game, participants
must listen carefully to the message being whispered to them and then pass it on to the next person

in the chain.

This requires focused attention to details, such as pronunciation, intonation, and clarity of the
message. The specifications emphasize the importance of active listening and encourage
participants to ask for clarifications or repetitions if needed. The game also emphasizes
comprehension skills. As participants receive the message, they must understand its content and
meaning before passing it along. This promotes comprehension of spoken language, as participants
must interpret and process the information accurately. The specifications may include variations,
such as adding context or specific vocabulary, to challenge learners' comprehension skills further.
(Nafisah et al., 2022)

Who wants to be a millionaire?

"Who Wants to Be a Millionaire?" is an exciting and engaging game that can be adapted as a
pedagogical tool to enhance listening skills. The specifications for using "Who Wants to Be a
Millionaire?" for listening skills focus on creating a challenging yet supportive environment that
encourages attentive listening, comprehension, and critical thinking. In the game, participants are
presented with a series of questions and multiple-choice answers. The objective is to select the
correct answer by carefully listening to the question and options provided. The specifications
ensure that the questions are relevant to the learners' language level, aligned with the learning
objectives, and cover a variety of topics to foster comprehensive listening skills. During the game,
participants must listen attentively to the question being read aloud or displayed. They need to
process the information accurately, discerning key details and understanding the context in order

to select the most appropriate answer from the choices available (Kadoi¢ et al., 2022).
Scavenger hunt

Schaller (2020) established that scavenger hunts can be an exciting and interactive activity that
can be tailored to enhance listening skills. The specifications for using scavenger hunts for
listening skills focus on creating an engaging and immersive experience that requires attentive

listening, comprehension, and effective communication. In a scavenger hunt, participants are given
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a list of items, clues, or tasks to find or complete within a designated area. The specifications
ensure that the scavenger hunt is designed with language-based challenges that require participants
to actively listen and comprehend instructions or clues. This encourages participants to pay close
attention to details, follow directions, and process information accurately.

The game also promotes effective communication and collaboration skills. Participants may
work in teams or pairs, where they need to listen attentively to their teammates' suggestions or
observations. They must effectively communicate their ideas, coordinate their efforts, and actively
listen to others' contributions to accomplish the scavenger hunt goals. This fosters teamwork,
cooperation, and the ability to understand and respond to different perspectives. In summary,
scavenger hunts, with their specifications for listening skills, provide an engaging and immersive
experience that enhances attentive listening, comprehension, and effective communication. The
game promotes active listening, collaboration, reflection, and critical thinking, creating an
enjoyable and effective learning experience that strengthens learners' listening skills (Amelia &
Prystiananta, 2020)

Captain | May

Captain | May" is an engaging and interactive game that can be used as a pedagogical tool to
develop listening skills. The specifications for using "Captain | May" for listening skills focus on
creating a dynamic and challenging environment that encourages attentive listening,
comprehension, and quick thinking. In the game, participants listen to a series of instructions given
by the designated "Captain." The instructions typically involve specific actions or movements that
participants must follow. The specifications ensure that the instructions are clear, concise, and age-
appropriate, catering to the learners' language level and learning objectives. (Nieboer, s. f.)

Nieboer (s. f.) said that the game also promotes comprehension and critical thinking skills.
Participants must understand the instructions and discern any nuances or variations in the captain’s
commands. They must analyze and interpret the instructions accurately to avoid mistakes or
misunderstandings. The specifications may include adding variations or complexity to the
instructions, challenging participants' comprehension skills and ability to adapt. In summary,
"Captain | May," with its specifications for listening skills, provides an interactive and stimulating
way to enhance attentive listening, comprehension, and quick thinking. The game promotes active
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listening, critical thinking, reflection, and collaboration, creating an enjoyable and effective

learning experience that strengthens learners' listening skills.

1.1.2 Dependent Variable

English language skills

The English language fundamentally has 4 skills, where the objective is to transmit
knowledge and fill the human mind with information (Husain, 2015). English comprises four
macro skills speaking, reading, writing, and listening. These are generally divided into 2 parts:
receptive skills, which according to Spratt et al. (2011), it involves responding to language, rather
than producing it. And productive skills, which encompasses producing language rather than
receiving it. Therefore, speaking and writing are known as productive skills since they produce
sounds and signs that allow students to express and convey information. On the other hand,
listening and reading are receptive skills, they refer to the act of receiving and processing

information.

Nan (2018) mentioned that each skill complements the other because they are closely
interconnected. Thus, there is a close relationship between listening and speaking since listening
acts as the input while speaking is the output. Therefore, the more input, the more output quality
since people learn to speak by listening. On the other hand, writing and reading have a close
relationship since reading generates schematic knowledge that could later be used in writing.

Therefore, reading provides learners with vocabulary that could enrich their writing content.

The domination of the four skills the English language comprise is an indispensable
requirement to be fully proficient at it. The four linguistic abilities are crucial for learning any
language. In reality, they are the center of success in all academic endeavors. Basically, students
can succeed at different institutions by becoming proficient in reading, writing, listening, and
speaking. The four language skills combined provide a comprehensive description of language

development as a discipline (Sharma, 2021).
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Receptive Skills

Receptive skills, also called passive skills, are divided into listening and reading. Reading
involves making sense of the written text and understanding it at a word level to make sense (Spratt
et al., 2011). According to Spratt et al. (2011) in their TKT book, “Listening involves making
sense of the meaningful sounds of language”, it means that receive the sounds produced by people
around the receiver and understand the convey message in a sentence level giving a meaning

according to the context presented in the exchanging of the ideas.

The improvement of the learners' ability to understand and interpret texts using their
existing language knowledge is the primary goal of receptive skills, not the instruction of more
grammar and vocabulary (Mundhe, 2015). Therefore, they are excellent vehicles that conduct the

promotion of understanding meaning instead of just focusing on structures.

Listening skills.

The listening skill, also called by Nunan "“the Cinderella skill in language learning” due to the
absence of techniques in class to develop it and the little emphasis with which it is applied has a
scope in which children spend 40-50 percent of their communication time listening, 25-30 percent
speaking, 10-15 percent reading, and roughly ten percent writing (Serri et al., 2012), for which
people must dedicate more time to learning and developing this skill so that communication skills
of learners are effective and acquire meaningful learning. Especially, listening is a linguistic ability
that is crucial to obtain knowledge and information.

The listening skill could be remarked as the act of understanding a message by hearing;
therefore, a response could be created (Para et al., 2011). (Harmer, 2018) stated two types of
listening: extensive and intensive. Extensive listening tends to take place outside of the classroom
environment since it could be defined as listening for pleasure. It includes materials, such as tapes,
songs, videos, etc. Therefore, it allows students to soak up vocabulary as well as grammar
structures. Whereas intensive listening involves the usage of recorded material during class. It is

related to the following resources: CDs and tapes from the coursebook.

16



Process of Listening

Tyagi (2013) mentioned 5 stages that compose the process of listening which are hearing,

understanding, remembering, evaluating, and responding.

1.

Hearing: It alludes to the bodily reaction produced by sound waves stimulating the auditory
system's sensory receptors.

Understanding: This process aids in comprehending the significance of the visual and
auditory symbols that we have encountered.

Remembering: Remembering is a crucial part of the listening process since it demonstrates
the individual has not simply heard and understood the information but also stored it in their
memory.

Evaluating: The listener examines the facts, separates facts from viewpoints, or examines
whether a communication contains bias or prejudice.

Responding: The recipient must finish the process by providing verbal and/or nonverbal

responses.

Conversely, Tong Ho Chi & Thi Hue (2019) stated that the listening process is divided into

two types: bottom-up process and top-down process. These processes are necessary in order to

create meaning when listening.

Bottom-up process: It refers to the act of trying to make sense of what is heard by analyzing

sounds, words, grammatical, patterns, etc. Working memory and conscious attention are both

assumed to be severely strained when Bottom-Up processing is activated (Elena et al., 2013).

Top-down process: In this case, pupils apply their textual schemata to comprehend what they

have heard. The schemata are connected to the speaker's everyday encounters with the subject
being discussed (Ardini, 2015).
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Listening Sub-Skills
Spratt et al., (2011) identified multiple subskills related to the reason for listening. Those

subskills are described above.

e Listening for gist: This occurs when the pupil listens in order to get general ideas about
the topic addressed. In this case, the listener chooses to take a top-down approach to what
is happening rather than paying attention to every little detail.

e Listening for specific information: It emerges when the listener wants to discover or
identify specific information. Students are requested to entirely understand the material or
specific linguistic aspects.

e Listening for detail: This happens when the listener pays attention closely in order to
obtain a great amount of information.

e Listening to infer attitude: It refers to the act of listening in order to determine the

speakers’ attitude.

Spratt et al., (2011) provide a structured approach to developing students' listening skills,
ensuring that they are actively engaged and supported throughout the listening process. This
approach consists of 3 stages in a lesson class: pre-listening or also called introductory activities,

while-listening or main activities and post-listening or post task activities.

e Pre-listening: This stage aims to prepare students for the listening task by activating
their existing knowledge and building anticipation for what they are about to hear.
Teachers can introduce the topic of the listening text, elicit relevant vocabulary, and
engage students in a discussion or brainstorming activity related to the theme. They can
also provide a short introduction or set a purpose for listening, giving students a clear
focus. Pre-listening activities help students to activate their background knowledge,
create connections, and develop expectations about the content they are going to listen
to.

e While listening: During this stage, students listen to the audio or video recording. The
primary focus is on comprehension and developing listening skills. Teachers can use a

variety of listening tasks, such as multiple-choice questions, gap-filling exercises, or
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true/false statements, to assess students' understanding of the content. It is important to
ensure that the tasks are appropriate for the level of the students and the listening text.
Teachers may play the recording more than once, allowing students to listen for different
purposes or details. They can also provide visual aids or transcripts to support
comprehension, especially for lower-level learners.

e Post-listening: The post-listening stage aims to consolidate students' understanding of
the listening text and extend their learning beyond the listening activity. Teachers can
engage students in follow-up tasks and discussions that relate to the content they have
listened to. This may include vocabulary activities, comprehension questions, role-
plays, or writing tasks. Post-listening activities encourage reflection, critical thinking,
and the integration of the listening material into the broader context of language

learning.

Attention Deficit and Hyperactivity Disorder

According to Mayo Clinic (2023), “attention-deficit/hyperactivity disorder (ADHD) is a
mental health disorder that includes a combination of persistent problems, such as difficulty paying
attention, hyperactivity and impulsive behavior”. This disorder can interfere in daily activities and
relationships. ADHD begins in childhood and can continue until the adulthood. National institute
of Mental Health (2022) states that children with ADHD often struggle with paying attention,
staying organized, and controlling their impulses. They may have difficulty focusing on tasks or
activities, becoming easily distracted by external stimuli or their own internal thoughts. This can
make it challenging for them to follow instructions, complete schoolwork, or engage in activities

that require sustained attention.

ADHD students and listening skills

Cando-Guanoluisa et al. (2017) specified that ADHD, or Attention Deficit Hyperactivity
Disorder, can present various challenges for students, particularly when it comes to their listening
skills in an English language learning environment. Students with ADHD often struggle with

sustaining attention, which makes it difficult for them to focus and actively listen to spoken
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instructions, lectures, or conversations. They may find it challenging to filter out distractions and

stay engaged for extended periods, leading to missed information or incomplete understanding.

Additionally, in the words of Bertin (2021), individuals with ADHD may have difficulty
following multi-step directions or organizing their thoughts while listening, making it harder to
comprehend complex ideas or follow detailed explanations. Rapidly shifting attention and
impulsive tendencies can further hinder their ability to actively participate in class discussions or
ask relevant questions. However, with the right support, such as providing clear and concise
instructions, incorporating visual aids, and using interactive teaching strategies, educators can
create an inclusive learning environment that helps students with ADHD enhance their listening

skills and succeed in their English language studies.(Bertin, 2021)

1.2 Objectives

1.2.1 General objective

e Todetermine the impact of Ludic Activities in the development of listening skills in ADHD

students.

1.2.2 Specific objectives

e To classify effective Ludic Activities for ADHD students.

e To identify the listening skill level of ADHD students before and after the interventions.

e To compare the results of pre-test and post-test of Ludic Activities in listening skills for
ADHD students.
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1.2.3 Objective fulfillment process

Initially, the first objective was accomplished by the exhaustive research of different ludic
activities that could be applied to students with ADHD recurring to different sources, these

activities were mentioned in the theoretical framework and employed in the interventions.

Secondly, to achieve the second objective a pre and post-test was employed in order to
recognize students’ listening skills level. In this case, the researcher used a Cambridge test known
as PET (Preliminary English test). It is important to mention that rubrics were significant since
they provided the author with the criteria that was evaluated.

Finally, the last objective was fulfilled through the application of six ludic activities,
studies were carried out with the results obtained by the students to explain how the Ludic

Activities has a positive impact and how it influences their listening skills
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CHAPTER II

METHODOLOGY

2.1 Materials

To conduct the research, various resources were utilized, including human, institutional,
and technological components. The human aspect involved the participation of three 8th-
grade students from Centro Neurocognitivo Integral CENI. The institutional resources
encompassed the collaboration of Universidad Técnica de Ambato, Centro Neurocognitivo
Integral CENI, along with the teachers and authorities associated with these institutions.

Moreover, the research incorporated the PET B1 listening test, which consisted of four
sections containing a total of 25 questions. Technological resources such as computers,
printers, worksheets, and basic school supplies were employed, alongside internet access for
activities like research on platforms such as YouTube and data collection. Classroom
teaching aids, including laptops, spreadsheets, markers, and a blackboard, were also utilized
throughout the research process. Finally, the analysis of the research results was carried out
using the IBM Statistical Package for the Social Sciences (SPSS) software.

2.1.1. Population

This research will be applied to 3 participants, they were students of “CENIINSTITUTE”
located in Ficoa-Ambato. CENI is an integral neurocognitive center specialized for children
that provides comprehensive assessment, diagnosis, and treatment services for children with
neurodevelopmental disorders or conditions affecting cognitive functioning. This center has
a multidisciplinary team of healthcare professionals specializing in neurology,
neuropsychology, and other relevant disciplines. In addition, the participants had an average
age between eleven to twelve years old and suffered attention deficit hyperactivity disorder
(ADHD), who were diagnosed and received therapy at CENI institute. This research will last

about 8 sessions in campus class.
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Table 1. Population

Population Experimental Group Percentage
Female 0 0%

Male 3 100%
Total 3 100%

Note: These data were taken from ADHD students which receive therapy on CENI
2.1.2. Instruments

The instrument used in this research was the B1 PET TEST listening part with its four
sections. PET is an English language proficiency test administered by Cambridge
Assessment English. It assesses the basic English language skills in reading, writing,
listening, and speaking. The PET test is suitable for individuals who have reached an
intermediate level of English proficiency and wish to demonstrate their ability to
communicate effectively in everyday situations. The primary goal of this examination is to
assess learners' proficiency in listening skills in English and facilitate their gradual
improvement and acquisition of those skills. Furthermore, it should be emphasized that this
examination does not have a pass or fail outcome; instead, children receive a certificate
indicating the level of proficiency they have attained. The certificate showcases the specific

achievements or skills they have accomplished.

2.1.3. Procedure

In the research process, eight interventions were applied in face-to-face classes for four
weeks. The students received interventions three times per week, with each session lasting
45 minutes.

Session 1

During the first intervention, the author introduced himself to the students and
established the class rules. They proceeded to explain the planned activities and conducted a
pre-test to gather data on the students' listening skills. Additionally, the researcher underwent

an induction course prior to the interventions. A communication agreement was also
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established, allowing the researcher to use WhatsApp to contact the supervising tutor in case
of any questions regarding the activities.
Session 2
The teacher did the class with a video where the students had to play a “100 people
surveyed” game. The general objective of the class was to identify the weather vocabulary
and the teacher presented some short audios while the students took notes to answer the
correct question. For this, various materials were used such as worksheets, computers, a
projector, and the YouTube platform.
Session 3
To commence the third intervention, the teacher presented a video about the different
kinds of plays of theater and students took notes about it. The primary aim was for students
to do a role play choosing one of the topics presented in the video. Subsequently, the teacher
presented some scripts of different . After that the students developed a different end for the
script and presented their role play.
Session 4
In this intervention, the researcher started the class presented new vocabulary using
slides about activities and hobbies after school. After that, the teacher reproduced a YouTube
video to play “Chinese Whispers” with all the participants of the class using the vocabulary
presented at the beginning of the class. Finally, the acquired knowledge of students was
demonstrated by using worksheets.
Session 5
The main aim of this class was to identify the specific information of the television game
“who wants to be millionaire”. First the teacher presented some vocabulary about exercise.
Then, students listened to shortcuts of the program with specific information and completed
a worksheet. Finally, the students played the game with general culture information.
Session 6
The primary objective of this class was to complete a scavenger hunt with the objects of
CENI institute. First, the teacher presented an audio with all the objects required for this

activity and the students took notes. Then, the teacher compared the notes of students with
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the correct objects. Last, students sought the objects around the institute during 25 minutes

with the teacher’s supervision and then, students show the objects to him.
Session 7

In the development of this intervention, the teacher showed some pictures of the booklet
of a theatre night on the wall and students matched the names correctly. After that, the teacher
introduced the game “Captain I May” and the students did the activity using the new
vocabulary of the theater night. Finally, students filled up a worksheet by listening to an audio
according to the proposed vocabulary.

Session 8

The final intervention commenced with a greeting and providing a clear explanation of
the instructions regarding the next tasks. Subsequently, the students completed the PET

listening post-test, which was accomplished remarkably well.

2.2 Methods

2.2.1 Research Approach

Quantitative approach

The present research was based on the educational field using a quantitative approach
because students took 2 tests in order to identify the advance of learners in listening skill
when the researcher used ludic activities. Focusing on data collection and countable
assessment through experimental work. According to Apuke (2017), quantitative research
approach involves the process of quantifying and analyzing variables to obtain outcomes. It
uses and examines numerical data through specific statistical methods to address inquiries
such as identifying individuals, determining quantities, describing characteristics, specifying
locations, establishing timeframes, quantifying quantities, and comprehending processes. In
this research, the data was obtained by the analysis and comparison of pre-test and post-test

results.

25



2.2.2 Research modality

Field research

Field research concerns incorporating a wide assortment of strategies for examining
organizational life in its common setting with first-hand perceptions from the perspective of
a specific person or group of people (Van de Ven & Poole, 2002). This research focused on
field research. Investigator applied the research in the place where the problematic occurs for

understanding the patterns in a better manner.

Bibliographic research

This research work was bibliographic because the data and the different ludic activities
were obtained by previous research. This research is considered bibliographic because it
relies primarily on gathering and analyzing information from existing scholarly publications,
documents, and other written sources. This investigation is suitable when the research
objective is to review and synthesize the existing knowledge and findings on a particular

topic rather than conducting original data collection or experimentation.
2.2.3 Design

This research was carried out using a pre-experimental format, in which there was only
one single group that took a pre-test to identify the listening English level. According to
White & Sabarwal (2014) pre-experimental research refers to a type of research design that
lacks the strict control and randomization found in more rigorous experimental designs. It
involves exploring a research question or hypothesis by examining the effects of an
intervention or treatment on a single group without a control group for comparison. Pre-
experimental designs are considered preliminary and provide initial insights into a particular

phenomenon but do not establish causal relationships.
2.2.4 Types of research

This research work is exploratory. According to Zukauskas et al. (2018), exploratory

research investigates the feasibility of the research, as well as investigates the instruments for
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future research. Furthermore, this type of design was used because there is not much previous

research on the ludic activities that develop listening skill in ADHD students.

2.2.5 Hypothesis

Alternative hypothesis

Ludic activities have a positive impact on the listening skill of ADHD students at
“CENI” institute.

Null hypothesis

Ludic activities do not have a positive impact on the listening skill of ADHD students
at “CENI” institute.

Variable Identification

Independent Variable: Ludic Activities.

Dependent Variable: Listening skills.
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CHAPTER 11

RESULTS AND DISCUSSION

3.1 Analysis and interpretation of the results

This chapter presents the statistical findings, analysis, and interpretation of the data
gathered from a pre-test and post-test conducted on 3 ADHD students at Centro
Neurocognitivo Integral “CENI” . The purpose of collecting this information was to
determine the impact of Ludic Activities in the development of listening skills in ADHD

students.

Moreover, tables were utilized to display the outcomes of the pre-test and post-test. To
evaluate the students' listening skill, the PET listening test was employed. This test consisted
of four sections: Multiple Picture Cued Selection, multiple choice, listening cloze. Each
section has a score of 1 point per question, resulting in a maximum score of 25 points on the
listening test. Collecting all these data was crucial for conducting a thorough analysis and
interpretation to gain a better understanding of the research.

Additionally, the IBM SPSS statistical program was employed to evaluate the hypothesis.
A normality test was performed to determine if the results followed a normal distribution.
Subsequently, a non-parametric test was conducted to assess the significance of the two
related samples and determine whether the null hypothesis should be accepted or rejected.

3.1.1 Pre-test results

This section presents the results of the pre-test application. It is important to indicate that
the B1 PET listening test was taken and administered prior to the interventions with the
students. The listening part of the test was employed, using four sections (Multiple Picture
Cued Selection, multiple choice, listening cloze), with a duration of 7 to 9 minutes each
section. Furthermore, the test was assessed on a 25-point scale, where each criterion was

scored from 0 to 1 point. Finally, the subsequent table reveal the obtained results.
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Table 2. Pre-test scores

Population Part 1 Part 2 Part 3 Part 4 Total
score out of score out of 6 score outof 6  scoreoutof 6 score out of
7 (Multiple (Multiple (Listening (Multiple 10
picture choice) cloze) choice)
cued
selection)
Student 1 3 4 2 4 5,20
Student 2 4 4 1 5 5,60
Student 3 4 5 1 5 6
Average 3.6 4.3 1.6 4.6 5,60

Note: These data show the results of ADHD students of CENI institute and the mean value from each section

of the PET listening pre-test.

Analysis and Interpretation

The table shows the final average of the pretest, which provided a grade of 5,6 out of 10.
The final average of the pretest showed that there is a great weakness in the listening skill of
ADHD students. Furthermore, the table showed the marks of each section of the PET Bl
listening pretest giving as results the average of 3.6 out of 7 the part 1, which is multiple
picture cued selection. Following that, part 2 gave 4.3 out of 6 , that is multiple choice. In
addition, part 3 presented an average of 1.6 out of 6, making listening cloze as the lowest

result of the pretest and finally part 4 showed a grade of 4.6 out of 6.

According to the results, the student weaknesses were identified in the listening section,
such as the understanding of vocabulary, and learners could not identify the specific details
of the audios. Furthermore, shortcomings were found in the lack of concentration in specific
parts of the listening section. Finally, the students put all their effort into paying attention to
the test, but they said that it was the first time doing such a long test, for that reason they

drifted off to the listening occasionally.
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3.1.2 Post-test results

The results of the post-test were obtained after 8 class intervention. The post-test used had
the same format as the pretest, which was the PET BL1 listening part with 4 sections. The

students had a time of 7 to 9 minutes to each section.

Table 3. Post-test scores

Population Part 1 Part 2 Part 3 Part 4 Total
score out of score out of 6 score outof 6  scoreoutof 6 score out of
7 (Multiple (Multiple (Listening (Multiple 10
picture choice) cloze) choice)
cued
selection)
Student 1 6 5 2 6 7,60
Student 2 7 5 2 6 8
Student 3 6 6 2 6 8
Average 6.66 5.66 2 6 7.86

Note: These data show the results of ADHD students of CENI institute and the mean value from each section
of the PET listening post-test.

Analysis and Interpretation

The table shows that the final average of the post-test in the listening part is 7.86 out of
10. The final average of the post-test showed ludic activities are useful in the development
of receptive skills. Furthermore, the table showed the marks of each section of the PET B1
listening post-test giving as results the average of 6.66 out of 7 in part 1. Following that, part
2 gave a result of 5.66 out of 6. In addition, part 3 presented an average of 2 out of 6, and
finally part 4 showed a grade of 6 out of 6. It was observed that students have improved their

listening skill through using the six Ludic Activities, increasing the final score.
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The results obtained help to interpret that the application of Ludic Activities had impacted
on listening skills on ADHD students. Furthermore, the learners took the post-test with more
confidence than the pre-test, remembering the topics studied and increasing their grades
moderately. For that reason, it was observed that the different skills of listening were
achieved correctly. In addition, it is important to mention that the listening cloze section had

a minimal increase with a small improvement related to the pre-test.

3.1.3 Comparative results pre-test and post-test results

Table 4. Comparative results pre-test and post-test results

Criteria Pre-test Post-test average Difference
average
Part 1 out of 7 3.6 6.66 2.06
Part 2 out of 6 4.3 5.66 1.36
Part 3 out of 6 1.6 2 0.4
Part 4 out of 6 4.6 6 14
Total out of 10 5.60 7.86 2.26

Note: General average between pre-test and post-test and difference.

Analysis and Interpretation

The table above shows the comparison of the pre-test and post-test for the listening section
of B1 PET test. Firstly, the pre-test average is 5.60 and the post-test is 7.86 . The results of
the pre-test and the post-test evidence that there is a significant difference in the results with
a 2.26 score. Moreover, the table presents the difference of each section of PET B1 listening
test between the pre-test and post-test. The first section shows an improvement of 2.06, the
second section develops 1.36, the third section presents just 0.4 points of improvement,
making the listening cloze section a poor development. Finally, the fourth section offers a
develop of 2.26.

The implementation of the six Ludic Activities in the classes was helpful due to the
students’ improvement in their receptive skills when they hear conversations or shortcuts.
Furthermore, it was noticed that students which suffer ADHD enjoyed the participation in
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the different ludic activities which allowed them to create meaningful knowledge and avoid
the distractions that they present in daily life. Besides, it is a fact that having clear and funny
activities, students focus on solving them and tend to avoid hyperactivity by concentrating

on the task.

3.2 Verification of the hypothesis

Based on the data collected in the present study, the analysis was conducted using the
Statistical Package for the Social Sciences (IBM SPSS) software. To account for the non-
parametric nature of the data, the Kolmogorov-Smirnov Normal test and a T-test were

employed.

Hypothesis statement
Null hypothesis

HO: Ludic activities do not have a positive impact on the listening skill of ADHD students
at “CENI” institute.

Alternative hypothesis

H1: Ludic activities have a positive impact on the listening skill of ADHD students at
“CENI"” institute.

The current study is categorized as pre-experimental, thus requiring the utilization of
SPSS software to analyze the hypotheses based on previous findings. Initially, a T student
test was employed due to the fact that the sample size is less than 30. This research establishes
that the implementation of ludic activities has had a beneficial impact on the development of
listening skills on ADHD students.
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3.2.1 Hypothesis Verification

Table 5. Hypothesis Test Summary

1 The distribution of One-Sample a Reject the null
Pretest Average is normal  Kolmogorov-Smirnov hypothesis
with mean 5,6 and Test

standard deviation ,4000.

2 The distribution of One-Sample a Reject the null
Posttest Average is Kolmogorov-Smirnov hypothesis
normal with mean 7,9 Test

and standard deviation
,2309.

Note: Hypothesis Test Summary
Analysis and Interpretation

The table above demonstrates the results of the hypothesis test summary of the pre-test
and post-test applied. According to the One- Sample Kolmogorov-Smirnov Test, the pre-test
average mean value is 5.6 and the standard deviation is 0,400. On the other hand, in the post-
test, the mean value is 7.9 and the standard deviation is 0,2309. In both cases, pre-test and

post-test, it is presented a normal distribution on the average.
3.2.2 T-test

Table 6. T- test

Mean N Std. Deviation Std. Error Mean
Pair 1 pretest 3,9400 3 1,49265 ,66753
posttest 5,6360 3 2,19934 ,98357

Difference 1.6960

Note: T-student test
Analysis and Interpretation

A T-test was employed to assess hypothesis about means in populations which presents
normal distribution. For this, the table shows the mean of pre-test that is 3,9400 with a
standard deviation of 1,49265 and a standard error mean of 0,66753. Furthermore, the post-
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test presents a mean of 5,6360 with a standard deviation of 2,19934 and a standard error of

0.98357. The difference in the mean between pre-test and post-test is about 1.6960.

After analyzing both tables, the T-student test and the hypothesis test summary, the results
conclude that the null hypothesis is rejected, and the alternative hypothesis is accepted. It
means that Ludic activities have a positive impact on the listening skill of ADHD students at
“CENI” institute.

3.2.3 Discussion of results

It was found that Ludic activities have a positive impact on the listening skills after
comparing the results obtained in the pretest and post-test. Remarkably, students showed
progress after undergoing 8 sessions. Furthermore, there was a positive development
observed when the initial score amounted to 5.60, indicating a relatively low value. However,
the most recent findings demonstrated an average of 7.86 suggesting an increase of 2.26
points. The improvement in listening skill, which is one of the receptive skills, was highly
successful as it is clear that utilizing the ludic activities to ADHD students help them
understand in a better way the different shortcuts and identifying the ideas of the listening

section.

Castro Presilla and VVasquez Muy (2021) presents ludic activities as a way of transforming
boring classroom atmosphere into a setting where students are motivated, self-confidence,
and encouraged to learn, disrupts the monotonous routine that limit their imagination.
Furthermore, the authors state that the correct application of ludic activities during the
English teaching process is fundamental to develop correctly receptive skills. In addition,
what these authors mentioned is that through the game, students must participate more, thus
achieving an engagement to the topic taught and generating a meaningful learning, since it is
very difficult to get ADHD students to concentrate in classes in which they only focus on

remote activities , or in this case, in only auditory activities.
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In a nutshell, the results were positive for improving listening skills. After applying the
treatments based on ludic activities, it can be seen that students suffering from ADHD have
developed their listening skills. On the other hand, according to section 3 of the test that is
listening cloze, it can be noted that there were no significant changes, which means that
students still had trouble with information transfer. Finally, ludic activities had a positive
impact on listening skill in ADHD students of "CENI" institute.
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CHAPTER IV

CONCLUSIONS AND RECOMMENDATIONS

4.1 Conclusions

Afterwards examining and interpreting the results obtained through the application of

Ludic Activities in listening skills, the subsequent conclusions have been recovered:

e  The identification and application of Ludic Activities such as: 100 people
surveyed, who wants to be millionaire, scavenger hunt, captain I may, and Chinese
whispers for the whole class were a great influence for rising the listening skills of
students. Also, ADHD students can focus on the task avoiding distractions and

interruptions during the class.

e  The application of the test was helpful to determine the listening skills level of the
ADHD students before and after the interventions. Assessing the English listening
skill level of the students was crucial because it allows the researcher to reveal the

previous knowledge of students had.

e  The implementation of the six Ludic Activities had a significant impact on the
ADHD students listening skills since there was a better understanding of the
audios, listening for gist and listening for global understanding. On the other hand,

students still had trouble in listening cloze task, because it was underdeveloped.
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4.2 Recommendations

The current investigation has supported the listening skills of ADHD students using Ludic

Activities. That is why the following recommendations should be considered:

e To use Ludic Activities in the classes to engage ADHD students in the task, and to
avoid getting distracted due to their condition. Thanks to that, using Ludic Activities
can be useful to improve the classroom environment, making it dynamic and

attractive for the learners.

e To identify students' English level and their progress, teacher should use interactive
activities, worksheets, assignments, and assessments. Ludic approach enables a
thorough analysis of students' listening skills and facilitates the improvement of the

environment of English language teaching classroom.

e To work and seek out activities that enrich the receptive skills of students to
increase their listening performance, engaging their attention in tasks, especially the
ones which are helpful to ADHD students to increase their self-confidence when

learning.
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Annex 2. Pre-Test

UNIVERSIDAD TECNICA DE AMBATO

FACULTY OF HUMANITIES AND EDUCATION
MAJOR OF PEDAGOGY OF NATIONAL AND FOREIGN LANGUAGE

POST-TEST
Instructions

NAME: e The test will contain 4 parts that requieres you

to listen and complete with the correct answer
DATE: e You will listening the audio twice for each

guestion.
TIME: 30 Minutes e Use a pencil to write your answers

e Read carefully the instructions provided

GOOD LUCK! e Cheating is not permited. Therefore, any

attempt to copy will result in a zero

PART 1

For each question, choose the correct answer (7 marks)

1 What s the girl going to bring for the picnic?

A B C

2 Which activity did the boy enjoy most during his holiday?
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3 What homework does the girl have to do tonight?

A B C




PART 2

For each question, choose the correct answer (6 marks)

8 You will hear two friends talking about a film they’ve just seen.

Why didn’t the boy enjoy the film?
A It was very frightening.

B It lasted too long.
C It had terrible acting.
9 You will hear two friends talking about some biology homework.

The girl suggests that
the boy should A ask his
teacher for help.

B get information from the internet.
C look in the biology textbook.

10 You will hear two friends talking about an interview with a singer they’ve seen on
TV. They agree that

A the singer’s answers were interesting.
B the interviewer was quite rude.
C the questions were confusing.
11 You will hear a girl telling her friend about a diving trip.

How did the girl feel about it?

A sure she will go again
B glad she went with a relative
C pleased with her diving skills
12 You will hear a girl talking to a friend about basketball.
The girl is trying to
A explain the rules of the game.
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B describe a game she took part in.
C encourage the boy to start playing.
13 You will hear a boy talking about a trip to a city with his family.

Why did the boy’s family get lost?

A They couldn’t understand their map.
B Someone gave them the wrong directions.

C The guidebook contained incorrect information.

PART 3

For each question, write the correct answer in the gap. Write one or two words or a
number or a date or a time. (6 marks)

You will hear a student giving a review of a new video game to his class.

Video game review

Action takes place in: T

Players answer questions about: [ 1) O

Name of most difficult level of game: the (16) -..cvveeeeeerreeereereneenanes

Best thing about the game: (34 B I 4 B P R Ty orpiogsl T g
Maximum number of players: (B8B)::ocnmnimwasssaviamnws

Website for more details: WWWL LT} cisiasssiaiciii st .com
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PART 4

For each question, choose the correct answer (6 marks)

You will hear an interview with a 15-year-old girl called Andrea, who plays ice
hockey for her National Under-16s Team.

20 Which sport does Andrea say she started playing first?
A football
B ice hockey
C basketball

21 Andrea says that she first started playing ice hockey after
A watching a family member play.

B seeing a game on television.

C talking about it with her friends.

22 Why does Andrea think that playing against boys is important?
A It improves her own playing skills.
B It proves there are many girls playing the sport.
C Itincreases respect for female players.

23 How did Andrea feel when she was chosen for the national under-16s

team?
A surprised to be asked
B sorry to leave her club
C confident in her abilities

24 Andrea’s favourite games are those which are A easy to win.
B shownonTV.
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C exciting to watch.

25 Andrea says that people who want to start playing ice hockey should
A find aclub.
B buy good equipment.

C learn the rules.

Note: PET pre-test

Source: https://englishpracticetest.net/practice-pet-b1-listening-test-01-with-answers-and-
audioscripts/
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Annex 3. Post Test

UNIVERSIDAD TECNICA DE AMBATO

FACULTY OF HUMANITIES AND EDUCATION
MAJOR OF PEDAGOGY OF NATIONAL AND FOREIGN LANGUAGE
POST-TEST

Instructions

NAME: e The test will contain 4 parts that requieres you to
listen and complete with the correct answer

DATE: e You yvill listening the audio twice for each
guestion.

e  Use a pencil to write your answers
Read carefully the instructions provided

Cheating is not permited. Therefore, any attempt to
coov will result in a zero

TIME: 30 Minutes

GOOD LUCK!

PART 1
For each question, choose the correct answer (7 marks)

1 What is dangerous about the weather tonight?

19:55
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3 Where are they going?

/ f s \‘“(
,'// ‘ \\'
A\ /
N ,
) | M. :

4 Where will the boy go first after school?

CASHIER ]

A

6 Where is the remote control?




PART 2
For each question, choose the correct answer (6 marks)
8 You will hear two friends talking about an exam.
The boy advises the girl to
A be more positive.

B get some rest.

C not be in such a hurry.

9 You will hear two friends talking about the new school cafeteria.
They agree that

A it’s good for vegetarians.
B it’s quite expensive.
C the old cafeteria was better.

10 You will hear a girl talking about her weekend.

How did she feel about the weather?
A nervous

B unsafe
C relieved
11 You will hear two friends talking about exercise.
They agree that
A the gym is quite expensive.
B jogging is too tiring.
C the gym is more sociable.
12 You hear a girl talking about moving abroad.
The boy advises the girl to
A meet lots of people.
B see it as an opportunity.
C contact her friends often.
13 You hear two friends talking about a book.
The girl thinks that the story
A has great characters.
B isreally boring.

C is not realistic.
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PART 3
For each question, write the correct answer in the gap. Write one or two words or a

number or a date or a time. (6 marks)

You will hear a radio announcement about a competition.

Win a ‘dream night’ at the theatre

Running times: from Monday, June 18th to Saturday (14) ......cccecevevvenene .
Prize: [} - I pairs of tickets.
Bonus: chanceto talk to (16) .cceevveevnee... in person.
Saturdays: three (17) e, at2,5and 8pm.
Ticket prices: from£11.00t0 £ (18) vevveeervvervnnn. .
Bookings: by phone or (19) covv v .

PART 4

For each question, choose the correct answer (6 marks)
You will hear a radio interview with a blogger called Karen.
20 Who will probably not understand blogging?
A the elderly
B someone who is not a tech expert
C people in their thirties or forties
21 If you start blogging about your hobby,
A you will probably earn a lot of money from it.
B you will have the chance to socialise with a lot of people.
C you may find others don’t share your interests.
22 What can a business offer its customers through a blog?
A reviews of similar products
B further information about its products

C free samples of products

23 Bloggers
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A have often experimented with writing a book before.
B are usually magazine or newspaper journalists.
C may be offered the chance to work in the press.
24 When someone is committed to blogging.
A they might be offered a new job because of it.
B they can be considered an expert in writing.
C they will earn the respect of fellow writers.
25 What should a blogger avoid?
A being too honest about some topics
B dealing with too many issues at a time
C using their blog in a negative way
Note: PET post-test

Source: https://englishpracticetest.net/practice-pet-b1-listening-test-36-with-answers-and-
audioscripts/
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Annex 4. Permission of Parents

COMITE DE BIOETICA PARA INVESTIGACION EN SERES HUMANOS CBISH-

FCHE-UTA
FACULTAD DE CIENCIAS MUMANAS ¥ DE LA EDUCACION

CONSENTIMIENTO INFORMADO A LOS PADRES DE FAMILIA/O REPRESENTANTES
LEGALES PARA RECOLECCION, USO Y ALMACENAMIENTO DE DATOS PERSONALES

Thulo del estudio; “LUDIC ACTIVITIES AND LISTENING SKILLS"

Nombre, Kevin Andrés E1pin Guevara
0998217320

A) HOJA DE INFORMACION:

1. {Por qué se realizo este estudio?
Pova conocer ef impocto de Jos actividodes fdicas en ef desarrolio gz fa comprensidn outitive de
estudiantes TDAN.

L ¢Qué posard si mi hijo participa en el proyecto da Investigacidn,
Tiene la oportunidod de ser desorrolior su compeension cuditiva er el idlomo inglés, goror de los
octividades preporadas pora mejoror sus destrerzos a trowes de su partiopacidn en juegos ludices,
fos enlsmas gue terdvon rssidtados indivduales

a) Qué responsabilidades tiene mi hijo/representado durante la investigacion?
ta inica resparsabilided que tiene ef niffo s asistir durante of proceso de intervencidn de las
actividodes hidficas o apficarse

b) Que procedimientos o actividades deberd realitar y se le hardn en la investigadidn,

Juegos Kidicos de comprensian auditive
Juagos Kidicos on ingles

PROCEDIMIENYO

3. {Qué estudios hardn con mi hijo/representado?
Aplicatidn de pre-test y post-test Test FLYERS DE CAMBRIDGE

4. JQué riesgos podna taner mi hijo/representado durante la participacion ?
Ninguno

5. (Qué se sabe de este tipo de estudios?
En nusstro contexto sducativo escolor existen 2studios exploratorios sobre e5te toma,

6. ¢Cudnto tiempo tomard a mi hijo/representado porticipar en aste estudio?
Tizmpo de oplicocidn de las octividades propuestos cwantos dos veoes por semaona y cugrento
MINI0S CO00 Yez, 4no semona de roclutomiento, cuatro semanas de intervencdn, une se/mand
de soclalizotidn de resuftados, total 6 semonas.

1. ¢éTendré beneficios paro mi hi hijo/representado par participar?
Si, #n &l desarrolio de la comprensiin auditiva en ¢l idioma nghés

8, ¢Me dorgn informacian sobre los resultodos dal estudio, brego de la finalizocion?

£ ruvstro deber divuligar los resultados dentifices obtenidos, snte & comunidad educativa,

9. {Tendré gostos gue hocer sl mi hijo/representado participa def estudio?
Ninguno
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COMITE DE BIOETICA PARA INVESTIGACION EN SERES HUM
FCHE-UTA

FACULTAD DE CIENCIAS HUMANAS

10. {Qué pasard si mi hijo/representado tiene olgin problema mientros participo en el
No tendré ningan problema, se planificard periodos de recuperacian.

11, ZPuedo retirar mi consentimiento poro ka utiltzcion de datos de mi hijo/represen
haber aceptado?

54, N0 enste ningun problema,
12. éCdmo montendrdn la confidenciofided de los datos de mi hijo/representodo?

NOS CBISH-
OF LAFDUCACION

tudio?

, 0un kego de

Para la toma de datos y aplicatidn de las intervencianes se reolizard a través de estrategias

numeéricas.
13. {Cémo se almacenordn los dotos de mi hijo/répresentodo?
Los resultados obtenidos se archivardn o través de las noomatives estadisticas.

14, Ddnde y cubnto tiempo se almacenardn las datos personales y de esta e
hijo/representados? JQué hardn fuego de exe tiempo?
. los dotos obteridos permoneceran en ef repositono de o Unldod de Investigon
15, ¢(Puede mi hijo/representodo ser retirado del esnidio adn 51 yo no quisiers que o b

No

15, ¢Me pogardn por permitir a mi hijo/representado participar?
No

17. ¢Como montendran Jo confidenciolidad de fes datos personales de mi hijo/represe:
hardn pana que la identidad de mi hijo/representodo no seo conocida?
Para |a toma do datos y aplicaoan de [as intenvendones se reslizars a traves
numericas.
18 {Quidnes tendrdn occeso @ los datos de mi hijo/representado?

chdny de e

de lo UTA
?

? {Cdmo

estrategias

Los repvedentontes legoles de los nifios swetos de estudia, y es doustro de (o Unidod de Twm‘gm&n

19. A quiénes puedo contactar si tengo dudas sobre el estudio y los derechns de mi hijo/representado

como participante en un estudio de investigacion?

o) Sobre of estwdio; contactar al Investigador Prinopal: Kevin Andrés Espin Gueys
Telefono: 0998217320
Correo sfectranico: kespind251@uta.edu.oc

&) Sobre sus derechos como porticipante en un estudio de investigocion:
Alas autoridades dela UTA

pra
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COMITE DE BIOETICA PARA INVESTIGACION EN SERES HUMANQOS CBISHFCHEUTA
FOHE
FACULTAD DE Cuncian

HUMANAS ¥ DE LA

B) Consentimiento Informado (Hoja de firmas):

En mi calidad de padre de familia/representante del niﬁo/a..sﬂ‘.ié...%. i&GYTQ~ .............
He recibido una explicadon satisfactoria sobre el procedimiento del estudio, su finalidad,
riesgos, beneficios y alternativas.

He quedada satisfecha/a con & informacion recibida, la he comprendido, se me han
respondido todas mis dudas y comprendo que la dedision de permitir la participacion de
mi hijo/representado es voluntaria,

Presto mi consentimlento para que mi hijo/representado participe en el proyecto y en
el procedimiento propuesto y conozco mi derecho a retirarlo cuando lo desee, con la
tinica obligacion de informar mi decision al investigador responsable del estudio.

7
L ~1
1
wics hony | < o
Feha Mombres complotos dal padre o reprasentante legal Céduls de idermdad \ fhua
Xewn Andres Cpsen Guovara INOaTRuSY
Fecha CODADWADOR PROYECTD Cadaly dr igerodad
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COMITE DE BIOETICA PARA INVESTIGACION EN SERES HUMANOS CBISH-

FCHE-UTA
FACULTAD DE CIENGIAS MUMANAS ¥ DE LA EDUCACION

CONSENTIMIENTO INFORMADO A LOS PADRES DE FAMILIA/O REPRESENTANTES
LEGALES PARA RECOLECCION, USO Y ALMACENAMIENTO DE DATOS PERSONALES

Titulo del estudio; “LUDIC ACTIVITIES AND LISTENING SKILLS"

Nombre, Nevin Andréds E4pin Guevara
0998217320

A) HOJA DE INFORMACION:

1. {Por qué sc reafizo este estudio?
Pova conocer ef impocto de Jos actividades (dicas en ef desarrolio gz fa compyensidn outitive de
estudiantes TDAN.

L {Qud posard si mi hijo perticipa en el proyecte de Investigacidn;
Tiene la oportunidod de ser desorrolior so comprensidn ouditiva er el idloma inglés, goror de los
octividades preporodas pova Mejover sus destrerzos o trowes de su portiopocidn en juegos ludices,
fos mismas que tendran residtados indivduales,

a) 2Qué responsabilidades tiene mi hijo/representado durante (s investigacion?
Lo inica resparsabilided que tlene el niffo s asistir durante of proceso de (ntervencidn de Jas
actividades lidicas o apficarse

b) Que procedimientos o actividades deberd realitar y se le hardn en la investigaddn,

Juegos Nidicos de comprension auditiva
Jiagos Kidicos en ingles

PROCEDIMIENYO

3. {Qué estudios harda con mi hijo/representodo?
Aplicatidn de pre-test y post-test Test FLYERS DE CAMBRIDGE

4. 2Qud riesgas podna taner mi hijo/repgresentado durante ko porticipacion 7
Ninguno

5. ¢Qué se sabe de este tipo de estudios?
En nuestro contexto educativo escolar existen 2studos exploratorios sobre 2ste tema,

6. ¢Cudnto tiempo tomard a mi hijo/representado porticipar en aste estudio?
Tizampo de oplicocidn de las octividades propuestos cuantos dos veoes por semaona y cugrenta
MINtos Cod0 Yz, o semong de roclutaomienta, cuatro semanas de intervencdn, ang se/manad
de soclalizotin de resuftados, total 6 semonas

1. ¢éTendré beneficios paro mi hi hijfo/representado par participar?
Si, ¢n el desarrolio de la comprensiin auditiva en ¢l idioma Ingiés

8, ¢Me dorgn informacian sobre los resultodos del estudio, lrego de la finalizecidn?

£3 nuvstro debrer dividgar los resultados dentifices obtenldes, ante & comunidad educativa,

9. {Tendré gustos gue hacer si mi hijo/representado participa def estudio?
Ninguno
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COMITE DE BIOETICA PARA INVESTIGACION EN SERES HUM
FCHE-UTA

FACULTAD DE CIENCIAS HUMANAS

10. ¢Qué pasard si mi hijo/representado tiene olgin problema mientros participo en el
No tendré ningan problema, se planificard periodos de recuperacian.

11, ZPuedo retirar mi consentimiento poro ka utiltzacion de datos de mi hijo/represen

0, adn kego de
haber aceptado?

54, N0 et ningun problema,
12. ¢Cdmo montendrdn ba confidenclofided de los datos de mi hijo/representodo?

Para Ia toma de datos y apkcatidn de las intervencianses se realizard a traves {e ustrategas
numeéricas.

13. (Cémo se almocenardn los dotes de mi hijo/representodo ?
Los resultados obtenidos se archivardn o través de las noematives estadisticas.

14, Ddnde y cubnto tiempo se almacengrdn las datos personales y de esta e clde de i
hijo/representados? JQué hardn fuego de ese tiempo?
. Los dotos obteridos permoneceran en ef repositono de o Unldod de Investigackin de lo UTA
15, (Puede mi hijo/representodo ser retirado del estudio adn s/ yo no quisiers que lo b ?

No

16, ZMe pogardn por permitir @ mi hijo/representado porticipar?
No

17. ¢Como montendran Jo confidenciolidad de les datos personoles de mi hijo/represe: ? éCdmo
hardn para que la identidad de mi hijo/representado no =0 wnocida?

Para la toma do datos y aplicaoan de [as intenvendones se reslizars a traves de estrategias
numericas.

18 {Quidnes tendrdn occeso a los datos de mi hijo/representado?
Los repredentontes legoles de los nifios swetos de estudia, y o5 doustro de (o Unidod de Twnigaadn

19. ¢A quitnes puedo contactar si tengo dudas sobre el estudio y los derechos de mi hijo/representado
como participante en un estudio de investigacaion?

o) Sobre of estudio: contactar al Investigador Princpal: Kevin Andrés Espin Guevara
Teléfono: 0998217320

Correo edectramico: kespin0251@uta.edu.oc

&) Sobre sus derechos como porticipante en un estudio de investigocion:

Alas autoridades dela UTA
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COMITE DE BIDETICA PARA INVESTIGACION EN SERES HUMANOS CBISH-FCHE-UTA

B) Consentimiento Informado (Hoja de firmas):

rone
TACULTAR OE CIENCIAS

MUMANAS ¥ DE LA CDUCACION

A
En mi calidad de padre de familia/representante del nifo/a....... A% ’3“‘03{,{?
He recibido una explicacidn satisfactoria sobre el procedimiento del estudio, su finafidad,
riesgos, beneficios y altemativas,

He quedado satisfecho/a con la Informacidn recibida, Is he comprendido, se me han
respondido todas mis dudas y comprendo que la decision de permitir la particpacién de
mi hijo/representado es voluntaria.

Presto mi consentimiento para que mi hijo/representado participe en &l proyecto y en
el procedimiento propuesto y conozco mi derecho a retirario cuando lo desee, con la
unica obligacion de informar mi decision al investigador responsable de estudio,

p o nS/ ') v
1 /v- 6 L’Hnu 'j‘;.: sanotA [amvin (memzal  JEOYTI2 U-N 4
Focha Homives conghetos del parve @ regresareanss legal Cecuda e icentidad -
Fewn Andros Espen Guevars oo
Focta COORDINADOR PROYECTO Cétila gn identitad

60

Papna3de3




COMITE DE BIOETICA PARA INVESTIGACION EN SERES HUMANOS CBISH-

FCHE-UTA
FACULTAD DE CIENGIAS MUMANAS ¥ DE LA EDUCACION

CONSENTIMIENTO INFORMADO A LOS PADRES DE FAMILIA/O REPRESENTANTES
LEGALES PARA RECOLECCION, USO Y ALMACENAMIENTO DE DATOS PERSONALES

Titulo del estudio; “LUDIC ACTIVITIES AND LISTENING SKILLS"

Nombre, Nevin Andréds E4pin Guevara
0998217320

A) HOJA DE INFORMACION:

1. {Por qué sc reafizo este estudio?
Pova conocer ef impocto de Jos actividades (dicas en ef desarrolio gz fa compyensidn outitive de
estudiantes TDAN.

L {Qud posard si mi hijo perticipa en el proyecte de Investigacidn;
Tiene la oportunidod de ser desorrolior so comprensidn ouditiva er el idloma inglés, goror de los
octividades preporodas pova Mejover sus destrerzos o trowes de su portiopocidn en juegos ludices,
fos mismas que tendran residtados indivduales,

a) 2Qué responsabilidades tiene mi hijo/representado durante (s investigacion?
Lo inica resparsabilided que tlene el niffo s asistir durante of proceso de (ntervencidn de Jas
actividades lidicas o apficarse

b) Que procedimientos o actividades deberd realitar y se le hardn en la investigaddn,

Juegos Nidicos de comprension auditiva
Jiagos Kidicos en ingles

PROCEDIMIENYO

3. {Qué estudios harda con mi hijo/representodo?
Aplicatidn de pre-test y post-test Test FLYERS DE CAMBRIDGE

4. 2Qud riesgas podna taner mi hijo/repgresentado durante ko porticipacion 7
Ninguno

5. ¢Qué se sabe de este tipo de estudios?
En nuestro contexto educativo escolar existen 2studos exploratorios sobre 2ste tema,

6. ¢Cudnto tiempo tomard a mi hijo/representado porticipar en aste estudio?
Tizampo de oplicocidn de las octividades propuestos cuantos dos veoes por semaona y cugrenta
MINtos Cod0 Yz, o semong de roclutaomienta, cuatro semanas de intervencdn, ang se/manad
de soclalizotin de resuftados, total 6 semonas

1. ¢éTendré beneficios paro mi hi hijfo/representado par participar?
Si, ¢n el desarrolio de la comprensiin auditiva en ¢l idioma Ingiés

8, ¢Me dorgn informacian sobre los resultodos del estudio, lrego de la finalizecidn?

£3 nuvstro debrer dividgar los resultados dentifices obtenldes, ante & comunidad educativa,

9. {Tendré gustos gue hacer si mi hijo/representado participa def estudio?
Ninguno
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10. £Qué pasard si mi hijo/representado tiene olgin problema mientros participo en el
No tendré ningan problema, se planificard periodos de recuperacian.

11, ZPuedo retirar mi consentimiento poro ka utiltzacion de datos de mi hijo/represen

0, adn kego de
haber aceptado?

54, N0 et ningun problema,
12. ¢Cdmo montendrdn la confidenclofided de los datos de mi hijo/representodo?

Para Ia toma de datos y apkcatidn de las intervencianses se realizard a traves {e ustrategas
numeéricas.

13. (Cémo se almacenardn los dotes de mi hijo/representodo ?
Los resultados obtenidos se archivardn o través de las noomatives estadisticas.

14, Ddnde y cubnto tiempo se almacengrdn los datos personales y de esta e cldey de i
hijo/representados? JQué hardn fuego de ese tiempo?
. Los dotos obteridos permoneceran en ef repositono de o Unldod de Investigockin de lo UTA
15, (Puede mi hijo/representodo ser retirado del estudio adn s/ yo no quisiers que o b ?

No

16, ZMe pogardn por permitir @ mi hijo/representado porticipar?
No

17. ¢Como montendran Jo confidenciolidad de les datos personoles de mi hijo/represe; ? éCdmo
hardn para que la identidad de mi hijo/representado no =0 wnocida?

Para la toma do datos y aplicaoan de [as intenvendones se reslizars a traves de estrategias
numericas.

18 {Quidnes tendrdn occeso a los datos de mi hijo/representado?
Los repredentontes legoles de los nifios swetos de estudia, y o5 doustro de (o Unidod de Twnigaadn

19. ¢A quitnes puedo contactar si tengo dudas sobre el estudio y los derechos de mi hijo/representado
como participante en un estudio de investigacion?

0) Sobre of estudio: contactar al Investigador Princpal: Kevin Andrés Espin Guevara
Teléfono: 0998217320

Correo edectramico: kespin0251&uta.edu.oc

&) Sobre sus derechos como porticipante en un estudio de investigocion:

Alas autoridades dela UTA
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Recever: ve chicaiza uta@analysis. urkund com

UNIVERSIDAD TECNICA DE AMBATO / Cuatro capitulos.pdf
Document Cuatro capitulos pdf (D155431852)

Submitted by: esantamana2364@uta edu.ec

Receiver: eg encalada uta@analysis urkund.com

UNIVERSIDAD TECNICA DE AMBATO / Thesis urkund.docx
Document Thesis urkund.docx (D110597762)

Submitted by: jgarzonl705@uta edu ec
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Annex 6 Lesson Plans

Teacher: Date :MAY 29 2023 Time:45 minutes No. of students: 3

Andres

Espin

Aims: By the end of the lesson, students will be able to develop
listening skills of the students

Subsidiary aims:

Students will identify the vocabulary of weather.

Students will practice listening for gist.

Personal Aims:
» Give clear instructions.
« Conduct a dynamic and interactive class
Materials:
Laptop
Marker
Board

Inlernet

Anticipated problems:
Teacher activity
Lead-in Swidents pay attention Youtube
, The teacher starts by and take notes about Video:
S munutes explaining vocabulary about mew vocabulary hnpsy 'www. youtiibe. com/watch ™ vCX K7
the weather using a e
YouTube video.
Introdusctory The student will Sentences:
Actitites The teacher says a pass the sentence , ;
sentence to one person in to the next and so Allpe dealbshoroscnpsctinleon i ool
the group, who should on until finally e
IS minutes | then memonze and say it reaching the last
o the next person person  in  the
according o the group. That
vocabulary leamnt. person  in  the
group will have
to stand up and
say what the
sentence is.
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Homework/Further work: Night Family game play

Mam o  Students listena | Video:
S part of the by o yuutube comswateh Toe 1 1034
Activitzes program “100 wh7E
10 minutes | Tescher present 3 shartewt of 100 people 0
people surveyed surveyed” and
choose the
correct answer
according 1o
cach student.
e Students present
their answers in
front of the class
Post task- Teacher presents some shides Students play “100 Canva:
Activities with the activity 100 people people surveyed.” httpss// www. canva.com/design/ DAFCZ)
surveyed.” LupSle HyWiDaMruddINkgBC-
15 munutes Teacher provides feedback to Sgledit?otm content=DAFCZENUupS&s
their answers. m_campaign=designshure& utm medin
inlQ&utm source=sharebutton

Anexes
Lead in
hitt

Jiwww. voutinhe.comwatch?v=CXKi7Thm4Ops
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Main Activity
hitps: !

www.voutube.com/watech?yv=1j1C3diwh7}

Video
Post-task activity
hitps:www.canva.com/desdgn/DAFCZKNUup®'e HyWIDaM ruddINkaBC-

Se/edit?utm content=DAFCZENUupS&utm campaign=designsharc&utm medivm=link2& utm source

sharchutton

100 People
Surveyed H -2
" -
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Homework:
https://www. buzzfeed.com/kellvrissman/family-feud-guestions

BuzzFeed ouizzes TV&Movies Shopping Videos News Tasty

What better game to play at your next family game
night than Family Feud?
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Teacher:
Andres
Espin

Date :MAY 31 2023

Time:45 minutes

Aims: By the end of the lesson, students will be able to develop
listening skills

No. of students: 3

Subsidiary aims:
Students will identify types of plays.
Students will practice listening for specific mformation.

Matenals:

Personal Aims:
« Give clear istructions.
« Conduct a dynami

and interactive class

o Laplop
Muarker

»
e Bowd
»

Inlernel

Anticipated problems: Students suffer ADHD, pay attention on
transfer information section
Timing Teacher activity Student activity Materials

Lead-in Students answer the

St The teacher starts by asking question of the teacher
students if they have gone
to a play in the theater.

Introductory The  students Video:

Actitites The teacher presents a take notes about
video in which there are the different kind hilpa:, www . voatube com'wateh Tv=A3 2pF{
some kinds of plays. After of plays EMCIM

IS minutes | that, the teacher makes presented in the
votes 1o choose which video.
kind of play students will
do at the end of the class.

Main s  Students watch Video:

e the video and hatpss Pwww voutube com/watch TvenPFOR)

Activities complete the a02XM

10 minutes | Teacher present a video of the play worksheet
that students are goany to do.
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Posr k-

Activitses

1S minutes

Teacher presents a script of the
play to the students

Students create a
script to finish the
play in a different way

‘Homework/Further work: Prepare the play for next class

Scnple
hitps://'www.eslprintables.com/speakin
g worksheets/play seripts'The Wall
and the Crane Plav Se 343106/

Anexes

hitp

Introductory Activities
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Worksheet

L True o Faise?
4) o & wolf wes unbucky 10 ot hokt of & sico s, TRUE/FALSE

bi He was oating siowly that 2 small prece of bone got stuck in his throat.  TRUE/FALSE
€) Sudenty he remembered the crane woo ved nearty  THULFALSE

) T cramve domwn't I Jong meck. TRUE/TALST

) The wolf pegliedt. * Don't forget the fees”. TRUE/SALSE

1. Answer the questions

1. Oid e warlf weanit £0 shéew his food with ssyon elve?
2. What ot stuck in the woll's thicwt?

3. What did ha thisk sadiy?

A Wheen &d the crane lve?

5. What can the crane do?

6. What did the wolf sak the crane?
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Teacher: Date (June 22023 Time:45 minutes No. of students: 3

Andres

Espin

Aims: By the end of the lesson, students will be able to
develop listening skills

Subsidiary aims:

Students will identify utterances and replay exactly what it

Says.
Students will practice listening for gist.

Personal Aims:
« Give clear instructions.
» Conduct a dynamic and interactive class

Materials:
*  Luptop

¢ Marker
*  Boanl
¢ lnterna

Anticipated problems: Students suffer ADHD, pay
attention on transfer information section

Student activity

Leaddn  [The teacher starts Students pay attention Slides:

the class by and take notes sbout the hap:!/pumesded]. comvbobines-pawerpant)
presenting new topic
vocabulary using
slides about
activities and
hobbses after
school.

Introduciory| The  teacher The students pay Video:
Actitites | presents:  a attention carcfully

video i which and then replay the hitos://www.youtube. com/watch v=wRIgISOoNiM
there are the same utterances of

10 manutes | explanation of the video.
how to play
Whispers™ and

cxamples  of
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[Man

* Students fisten to | Vadeo:
i SAwww voutube. com‘watchv=EvXl
Activities
1S munutes reacher presents 1 video &
ith the phrases of the
Post ak Teacher presents o Stdents complete the | Worksheet:
Activities worksheet and explums | worksheet. httos /fes liveworksheats. u2177578
3 how to fulfill i
15 munutes

Homework/Further work: Play Chinese whispers at
home with the complete family
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Anexes
Lead In httos: /) www.voutishe com/witeh "= A3 20FIEMCPM

4

s

<= i

Hobbies
@k

g \

www.Gamesdesl.com

Introductory Activities

s/ Swwwyoutube com/watdh Mv=w

Whisper Ga

SOoN M

)
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Main Activity

Post-task activity

htps.//es liveworkshests com/uzl 775788 px

UNET 1 o e A8

LM TERING ACTIVITY

L LAins 10 W e ager arwd anmmer S (T) o faten (P the armmnd s lne. weite B
ettt prwmer o P seomed lee

JOICTRE JNTERA

R R Y T e e

P TR R e OGN IR ST R e S ) Sy

— e Wy e 101 PR 8 W A v
The wmmn 8 e ! § -y sers

T L e
CIY LTS sewry TE Tty e
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Teacher:
Andres
Espin

Aims: To improve students’ listening skills through
an engaging and interactive activity inspired by the
TV show "Who Wants to Be a Millionaire?"

Subsidiary aims:
To practice listening for specific information
and comprehension.
To reinforce WH questions and gencral
knowledge.
Personal Aims:
« Give clear instructions.
» Conduet a dynamic and interactive class
Materials:
Laptop
Marker
Boad
Internet
Projector

Time:45
minutes

Date :June §,
2023,

Anticipated problems: Students suffer
ADHD, pay attention on transfer information
section

Student
activity

Teacher
activity

Timing

Leadan

§ minutes

The teacher
starts the
class by asking
the students if
they are
familiar with
the TV show
"Who Wants
wBea
Millionaire?*
and briefly
discuss the
format and
rules of the

game. .

Stusdents pay
aflention and
discuss the
rules.

No. of students: 3

Materials
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Activities

10 munutes

Activities

15 munutes

Post rask
Activities

15 munutes

e teacher
butes a list of
vocabulary
5 and phrases
to the show.

o  Teacher
explams that

The
students
work in
pairs to
match the

vocabulary
words
with their
meaning.

* Students
should listen for

vou will playlspecific

an sudio

information and

recording of fuo take notes on

2 "Who
Wiants to Be
2

Millionaire?

round
providing
clear
mstructions;
Afler each
question,
discuss the
cormect
answer and
provide a
brief
explanation
if neaded.

Teacher asks students 10
reflect on what they

leamed a snd how

"Who Wanss 0 Bea
Milliomaire? activity
helped improve their

hstening skills.

each question.

Worksheet

Video:

htps:/fwww.youtube com/wateh v=qYvoi-IZTaa & t=228¢

Students discuss the
question with the

Homework/Further work: students are going to watch
or listen to similar shows in English to further

develop thair listening abilities outside of the
classroom
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Anexes

Introductory Activities

Question words

Fill in the correct gquastion word:
1.____lis your hobby? Drawing
2mywlah? I've missed my bus.
3E:buomdoyouhwo? Six lessons
4 is that man at the door? My uncie.
5L do you go to the club? At 6 o'clock

Po
Pe

6. is your sister? She is eleven.

7| am you crying? I've lost my keys.

8.1 will you retum? In two days

9. books have you bought? Three books

10 in your dad? He is 45, .
1.1 will the concen start? At seven p.m.

14, book is on the table? i's mine.

15,21 will you get to London? By car

16| do you do in the evening? | usually watch TV,
17 trends do you have? | have a lot of friends.
18 is the tsa? It's 50p.

19. [ cat is on the tree? it's Mona's cat.
20.___] sports do you like? | like basketball.
21. 0| are your parents? They are in e shop.

22 ] swims faster: you or Aloc? Alec swims faster,
22. [ is your new car? It's very expensive.

23 | will you spend your holiday? In Greece, | think.
24 will you go to Paris? By plane.

251 bagls it? I's Tom's bag.

12.01 is playing with the dog? My friend Tom
13 ] is the kitten? Under the table .
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Y "Den't Stop Bubevin™ ang Bon Jovl s “Warted Dead or Mivy

¥re jsa2 Dt ol many peny ] rond 12 0 whant?
- - o ——

melodion Fower ballads
furho ditties Cxtreme waltzes
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Teacher:
Andres
Espin

Aims By the end of this lesson, students will be able to practice

Data :June 7, 2023,

Time:45 minutes

their listening skills through a scavenger hunt activity
Subsidiary aims:
To practice listening for specific information. following
instructions, and understanding detail

Personal Aims:
» Give clear instructions,
« Conduct a dynamic and interactive class
Materials:

A st of 1sems or clues for the scavenger hunt

Anticipated problems: Students suffer ADHD, pay
attention on transfer information section

Timing

Lead-in

S minutes

Teacher
activity

teacher starnts
lesson by engaging
students in a brief
ion about
ger hunts.,

Student activity
Students bramstorm

different ideas and share
experience about them

No. of students: 3

Materials

Introducto
Activities

10 munuies

e teacher Introduce
scavenger hunt
to the
dents, explaining
they will
pate in a
ing-based
ger hunt activity,

Distribute the list of

ems or clues for the
E«g« hunt to the
dents.

Explain any unfamillar

ulary ar
pts, and ensure

The students pay
attention and take
notes of the words
that they do not
know.
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dents understand

Instructions..
Main o Teacher guides will read the
explains that alowd, and the listener
1S minutes frot exch follow the mstructions 10
group will be  [find the comesponding stem
the “listerer” location.
and the others
wall be the
.!m.
Posttask | Teacher asks students to | Students discuss the

Homework/Further work: students are going work on
lyrics training at home
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Annexes
Introductory Activities

A Scavenger Hunt for Love
“For you are my treasured possession.” Malachi 3:17

As you find one of the objects along the way, stop and read the corresponding verse or activity
and then check off that object, If using with separate groups, take photo/video of each,
Possibly have a small gift at the end for accomplishing all the clues and as a remembrance of

the hunt,
Windmill or
Mirror Windchimes  Sing a Song
Sparrow or Calendar Something

Small Bird  (not on phone) Broken

Rose or Flower Bottle or Glass

with Petals of Water Eraser
$20 Bill Fire or Flame  Eyeglasses
Something

Painting Wrapped Gift New

Susan@Creative Bl
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Teacher: Date:June 7, 2023, Time:45 minutes No. of students: 3

Andres

Espin

Aims: Students will be able to practice their listening skills
through a game inspired by the podcast episode "Captain |
May,"

Subsidiary aims:
To practice listening for specific information. followng
instructions. and understanding detail

Personal Aims:
» Give clear instructions.
« Conduct 2 dynamic and interactive class

Matarials:

. A hst of temy or clues for the scavenger hunt

Anticipated problems: Students suffer ADHD, pay
attention on transfer information section

Teacher .
Timing activity Student activity Materials
Lead-in teacher beging - | Students brainstorm
: Iesson by different ideas and share
> ing the students| about the opic.
a brief discussion
theater and
e,
Introductory[The teacher Introduce | The students check Vocabulary worksheet
Activities game "Captain| | the new vocabulary.
to the students,
iefly connecting to

10 minutes vocabulary of
er. Furthermore,
presents the
of the

[Main o Teacher The captain will say the
: menamd and the other
Activiti explans Sy z
e “Captain | pnm;‘:-xmwlﬂpufnm.:
1S mimytes May" Game. the action that the captain
o Tewherwill [*%&
rolate students
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thut act a8
“Captain.™

Post task | Teacher asks students 10 | Students discuss the
Activities | discuss their experiences | question with the
during the Captain | may | teacher and renforce
wc mﬂw :
leamed dunng the

15 minutes

Homework/Further work: students are going to watch
“Captain | may" podcast.
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Annexes
Introductory Activities

|

ENGLISH VOCABULARY
ENGLISH EXPRESSIONS

~THEATRE

SHOW
the thentre performonces

THE STALLS
a0y grovad level
THE CIRCLE ‘\
QODE(-EVG’
OPENING NIGHT

first performance.
? SOLD ouT

ackawiedge the sudience's appracioney
SYANDING OVATION
e oné 9 1he qudiencd s on ther leet
chpping ond cheering
TO WAIT IN THE WINGS
SOMeone 5 waiting for the opportuoity 1o
3 pertorm
TO BE OUT OF STEP.
ore NOL N time with the mugic or 1hat gou
dre oot kaeping ue wah the other dancers

o W VRN GLEM IASOVASEIT COM
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