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ABSTRACT
This study assumes that the use of language games in the classrooms, especially at

the primary level, impacts the learning process of pupils positively and makes the
learning of a foreign language fun-filled and enjoyable. Games provide ample scope
for interaction between pupils and teachers in Iraqi experience.

Games help to get rid of the monotony of learning topics in a foreign language like
vocabulary and grammar, particularly in the primary section. Games can be used
for a number of purposes. They initiate communication among pupils. They require
the pupils to understand and follow the instructions of the teacher and to react to
them verbally or in action. Games involve interaction between pupils and teachers.
Both teachers and pupils can initiate talk and respond in turns. Oral
communication is considered to be a weak area for learners of English as a foreign
language (EFL). In order to develop communications skills, there is a need to
provide opportunities to pupils to communicate and interact with each other. While
pupils are engaged in play, they use language without being conscious or worried
about committing errors. Hence, they get plenty of opportunity for using language
in real life situations. The rules and process of the game is their chief concern and
language use and learning become incidental.

This study aims to investigate the impact of language games on English language
acquisition. The assumption is that pupils benefit due to games and enjoy foreign
language learning instead of taking it as a dull, meaningless activity. They are fully
engaged in the game and consequently, fully involved in the process of language
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learning actively. Different games are offered in the paper. Pupils playing games
perform far better. Moreover, they enjoy language learning and prefer continue use
of games. Planning, devising, selecting appropriate games are challenging for
teachers. Pupils certainly benefit from the games, they enjoy the classes and show
interests.

Games encourage pupils to interact meaningfully. There is greater freedom in the
games class. The relationship between teachers and pupils is closer in the games
class. Pupils in the games class are actively involved in learning. They use the target
language meaningfully. They support each other during the games, they do not
totally depend upon teachers but learn to support each other and work
independently. There is more interaction between pupils and between teacher and
pupils in the games class.

Key words: language game, English, classroom, lesson, primary school, Iraqi
experience

AHOTAIIIA

BukopucraHHAa MOBHHUX irop Ha ypokax aHIJIiMchbKOI MOBHU B Ipaky
Y nmocitiKeHHI ocMucIeHe KOHIIENTyaJlbHe BUKOPHUCTAaHHS MOBHHUX irop Ha 3aHSATTI
aHTJIINCHKOI0O MOBOIO, OCOOJIMBO B IOYATKOBIH IIIKOJII, II[0 IO3UTHBHO BILJIMBAE€ Ha
IIpoIlec HaBUaHHSA YYHIB Ta pOOUTH Il BUBUEHHS I[iIKaBUM Ta IPUEMHUM. ITpu 1at0Th
IIUPOKI MOKJIUBOCTI JIJIsI B3a€EMO/Iil MK YUHSIMH Ta BUHUTEJISIMH, IIPO IO CBITUUTH
JTOCBIJT IXHbOTO BUKOPHUCTaHHS B Ipaky.
Irpu pmomomaramTh MO30yTHCA MOHOTOHHOCTI BHUBYEHHS Oyab-AKOol TeM 3
AHIJIIKCHPKOI MOBH, AK JIEKCHMYHOrO, TaK 1 rpaMaTUYHOr0 MaTepiayy, 0COOJIMBO B
MOJIOAIINX KJjacax. ITpu MOKHA BUKODPHCTOBYBATU JIJIs Pi3HUX IIijieli. BoHuU
CIIPUAIOTH CIIVIKYBAaHHIO YUHIB. ITpH JoIoMaramTh YYHAM PO3yMITH Ta BUKOHYBaTU
3aBJaHHA BUHMTEJIA, pearyBaTH Ha HHX YCHO abo uyepe3 iHIIYy misybHICTh. Irpu
mepe0avaloTh IHTEPAKTUBHY B3a€EMO/III0 YYHIB Ta BUMTesiB. I BumTesi, i y4Hi
MOXKYTh 1HIIIIOBaTH KOMYHIKaIlilo, PO3MOBY, BIIIOBiZaTH 1O uYep3i. YcCHe
CITIJIKYBaHHSI TPAAUIIIMHO BBa)KA€TbCA CJIAOKUM MICIIEM YUYHIB, fKi BHBYAIOTh
aHIJIINCBbKY fAK iHO3eMHY. J[[JI1 pPO3BUTKY HABUUYOK CIIUIKYBaHHSA HeEOOXiTHO
3a0e31eUnTH YUYHAM MOKJIMBOCTI CIJIKYBAaTHCS Ta B3aEMOMIATH OJHE 3 OJHUM 3a
JlorioMoroo rpu. Iloku ydHi 3axo0IlJIEHI I'POI0, BOHU BUKOPHUCTOBYIOTh aHTJIIUCHKY
MOBY CIIOHTaHHO, He TypOYyIOUHCh TPO BJIACHI HNOMWJIKH. TaKUM YHHOM, BOHU
OTPUMYIOTh 0OaraTo MOKJIMBOCTEH )1 BUKODHCTAHHs aHIJVIIACHPKOI MOBH B
peabHUX KUTTEBUX cUTyallifaX. IIpaBuia Ta mpoliec I'pd € OCHOBHUM 3aBJaHHAM
IIPY BUKOPHCTAHHI I'PH, KOPUCTYBAaHHS MOBOIO y HAaBUaHHI CTA€ CHOHTAHHUM.
MeTo10 OCTI/IKEHHA € JOCTIAUTU BIUIMB MOBHUX irop. IlpumyiieHHsa mosisrae B
TOMY, IIO IIKOJISAPI OTPUMYIOTh KOPHCTh 3aBAAKH IirpaM 1 HaCOJIOXKYIOThCA
BUBYEHHSM aHIJIIMCHhKOI MOBH, a He CIIPUUMAIOTh HaBUaHHS SIK HY/HY, 0€3rJTy3ay
JSJTBHICTD. YUHI ITOBHICTIO 3aXOILTIOIOTHCA T'POIO 1, OT?KE, aKTUBHO BKJIIOUAIOTHCS B
Ipollec BUBYEHHS MOBU. Y POOOTI IPOIMOHYIOThCA Pi3HI irpu. YuHi, siKi rpaioTh B
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irpu, HaBUYalOTbCcs HabaraTo Kpaie. buibllle TOro, BOHU HACOJOMKYIOTHCA
BUBUEHHSIM MOBHU 1 3aBXK/JIW BUCJOBJIOIOTh OaKaHHA BHUKOPUCTOBYBATU IrpH.
[TnanyBaHHs, po3poOka, BUOIp BIANOBIAHUX IrOp € CKJIAJAHUM 3aBJIAHHAM IS
BUMTEsA. Y4YHi, 0e3yMOBHO, OTPUMYIOTh 3aJIOBOJIEHHS BiJi irop, BOHHU
HACOJIOPKYIOThCSI YPOKAMU Ta MPOSBJISAIOTH BJIACHI iHTEpecH.

Irpu cmoHykaloTh YUYHIB 0 3MICTOBHOI B3aeMojii. Y Kjaci, B SKOMY
BUKOPHUCTOBYIOThCA irpu, Oijibliie cBOOOM. BiflTHOCMHM MiXK BUUTEISIMU Ta YIHAMU
Oispllie MIUpi. YUHI aKTUBHO OepyTh ydacTh y HaBYaHHI. BOHU IijecrpsiMoBaHO
BUKOPHUCTOBYIOTh QHIJIIMICbKY MOBY. BOHU HiITPUMYIOTH OZIHE OJHOTO IIiJT Yac I'PH,
BUSBJISIIOTH CAMOCTIMHICTh, HE3AJIEXKHICTD Bijl BUMTEJIS IIPU peaslisallii rpy, BYaThCs
MiITPUMYBaTH OJlHE OJHOTO Ta IIPAI[IOBaTH CaMOCTIHO. Y Tipoleci rpu
CIIoCTepiraeTbcsi Oiibllle B3a€MOIl MK CaMHUMHU YYHAMH 1 MiK BUHUTEJIEM Ta
YUHSMU.

KirouoBi cjioBa: MOBHA I'pa, aHIJINCbKa MOBA, KJjac, YPOK, ITOYAaTKOBA IIKOJA,
ipakchbKH 1OCBif.

INTRODUCTION
Background of the Study.
The overall aim of education is to develop in students various life skills and give
them knowledge that will make them responsible, independent and worthy citizens.
The educational process begins at home. Children handle toys, help their parents,
watch and listen to elders and through these incidents they acquire a certain degree
of skills and gain some knowledge. Thus, it can be said that some learning takes
place. This learning is neither intended nor deliberate. It happens naturally and
unconsciously. This is called incidental learning. Children are not even aware that
they are learning something. Hence, it does not create any burden on their minds. It
is natural, wishful and part of living. Hence, it is enjoyable, satisfying and often fun-
filled. Children in the age-group 5 to 12 years are very active, curious and thirsty for
knowledge. They have tremendous grasping power. Every activity, every incident is
a learning opportunity for small children. If this fact is taken as a base, one can
create numerous deliberate learning opportunities for them. The reason for
planning and providing opportunities is that incidental learning is not within
control. Children are likely to acquire undesirable skills and acquire incorrect,
incomplete knowledge which may be harmful to them.
Just as children learn from life situations, they learn from games and activities.
Various social skills are inculcated through games. Learning through games is
stress-free, unconscious, incidental, fun-filled and enjoyable. When children come
together and play together, there is mental and physical involvement on their part.
More important is their social involvement which demands interaction and
communication. Communication takes place through language. Language is a
medium for socialization. At the same time, the process of socialization creates an
environment for language acquisition. Language is a social behaviour. So, it can be
10
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concluded that language can be acquired through games. The first language or
mother tongue is mostly learnt incidentally through games and other activities that
children are engaged in. The researcher thought that if similar language learning
situations based on games are created for second language (SL), second language
learning can be made stress-free, enjoyable, incidental, fun filled and engaging for
children at the primary level.
English as an international language has now been accepted by almost all nations
across the world, including the most adamant ones. The language is well established
as a language of business, commerce and trade and those who wish to thrive in the
global competition are compelled to accept it whether they like it or not. No doubt
the teaching of English as a foreign language has led to a great deal of academic
research and discussion (Scott, & Ytrberg, 2001; Brewster, Ellis, & Girard, 2004). In
order to ensure that children of the next generation do not lag in success merely
because they do not know English, schools in non-English speaking countries have
started giving education through English as a medium of instruction for all school
subjects. Volumes of books are written; abundant research and experiments are
conducted and the process continues with an aim to find a suitable method to teach
English to EFL students. Till date, nobody has arrived at a satisfactory solution to
the problems of English language teaching. Nor do we observe a satisfaction on part
of students of EFL anywhere in the world, who honestly admit that they were taught
English in the best way and do not encounter any problems with the language.
In many countries, the study of English starts from the pre-primary level so that
children learn it at an early age, learning becomes natural to some extent, there is
no apprehension about the new language and children do not become conscious
regarding errors. It leads to a considerable degree of confidence on the part of
learners.
Traditionally, English was taught through content. English literary pieces like
essays, short stories and poems were selected and compiled in the form of a text
book. Questions and exercises at the end were based on the selections to test the
comprehension of students and to bring to their notice the important linguistic
elements embedded in the content. Focus was almost equal on both aspects:
language and literary sense. However, with passing years, it was realized that the
purpose of learning English was to enable individuals to gain proficiency for
business purposes and for oral and written communication. Achieving this objective
through literature is a lengthy process; hence a more functional syllabus is
preferred which caters to the practical needs of students. This idea was welcomed
by learners initially and continues to do so. However, over a period it was realized
that dealing with a purely linguistic syllabus becomes a dull and mechanical
activity. Students, especially at the elementary level, find it meaningless.
Attempts have been made throughout history to make second language learning
interesting, meaningful and fruitful especially in non-English speaking countries
like Iraq, Iran, Japan, India and there are many more on the list. One must not
11
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forget that the attitude of an individual towards a language depends upon the way
he/she learns the language. If the early experience of second language learning is
unpleasant, the students are likely to develop a permanent dislike for the language.
Hence care must be taken at the primary level to make language learning as
enjoyable as possible. Various methods and techniques have been developed to
make the learning of English both fruitful and engaging. Methods and techniques
change with changing age-groups.

There are many factors involved in English language teaching (ELT) in countries
where English is not the mother tongue or first language, including Iraq. The
government policies play an important role in the process. When the government
supports the study of English, accepting it as inevitable and necessary for the
progress of the nation, English finds its due place in the curriculum. Support is then
provided by the government in various forms like providing material, technical
support, training, library facilities etc. The schools and colleges at their own level
also strive to promote ELT in every possible way.

The need for learning English as an international language for almost all things like
business, education, social media etc is constantly increasing. The local languages
used in Iraq are far different from English in every respect like sound system and
sentence structure. The greater the differences in languages, the more difficult it is
to transfer knowledge of one language to acquisition of the other. On the contrary,
prior knowledge of a language causes interference in acquisition of a new language.
These are common difficulties encountered by most people all over the world who
learn English as a second or foreign language. Yet, nowadays, the established need
for knowledge of English cannot be ignored. This has led to a body of research on
second language teaching and learning. This fact gives rise to several issues like the
specific reason for learning English, the age group of learners, available resources,
preparation of teaching-learning material, and training of teachers and so on. The
same material, the same methods cannot be suitable universally. Age of learners is
also an important factor. Adult learners are self-motivated unlike young children.
At the primary stage, children do not understand the importance of learning
English as a second language. Struggling with new words and sentence patterns or
sounds becomes a burden to them. They are likely to develop an aversion towards
English and avoid it. If one waits for them to grow up and understand its
importance, it becomes too late. The earlier one begins to learn a language the
better the results are. The critical period hypothesis says that there is a period of
growth in which full native competence is possible when acquiring a language. This
period is from early childhood to adolescence. The critical period hypothesis has
implications for teachers and learning programmes, but it is not universally
accepted. The critical period hypothesis (CPH) claims that an optimal period for
language acquisition ends at puberty (Lenneberg, 1967). That is why English is
included as a school subject right from the pre-primary stage in most schools over
the world, including Iraq. Entire education through English as the medium of

12



A
=%

AL-KARAWI Muqdad

ASTRAEA

instruction is another preferred option. In both cases, learning a foreign language in
a formal school environment becomes meaningless, stressful and burdensome to
small children.
This is precisely the thought behind this research which attempts to investigate the
impact of use of language games in a fourth level classroom to students in Iraq
whose native language is not English.
AIM OF THE ARTICLE
The aim of the paper is to survey briefly the current educational scenario of teaching
English in Iraq. The tasks are to show the nature of the curriculum, the status of
English in the curriculum and a comparison of the old and new teaching methods
employed for teaching English as a foreign language in Iraq, the significance of the
study and theoretical background and examples of actual language games for
teaching grammar, vocabulary and language skills.
METHODOLOGY
Methods of analysis, classification, and comparative analysis were used.
RESULTS AND DISCUSSION

1.1 Teaching English in Iraq
In Iraq, education is strictly under the control of the Iraqi government and is
managed by Iraqi Ministry of Education. Education is free from primary level to
doctorate level. There are private educational institutes, but they are very expensive.
Education is given in both Arabic and English. Pre-primary education lasts until the
child is 4-5 years old. Children are admitted in primary school on completing 6
years.
The educational system developed in Iraq during the British times, and it made
extremely slow progress. The national government was formed under the British
mandate in 1921, yet, education made little progress after that. Yet, it was a
significant starting point and the British played an important role in shaping the
current system of education.
Initially, English was restricted to towns for fear that it may lead to discontent if
taught in every public school. English was introduced in the first year of primary
school, but later taught in the fifth year of primary school, thus reducing English
education by 4 years. Instead of teaching it as a second language it was taught as a
foreign language. After the Revolution in 1958, the government adopted a more
open educational policy at all levels.
Education is taken very seriously in Iraq in modern times. Primary education is free
and compulsory. There is no selection process at any level. The Ministry of
Education provides teacher training books and conducts a national level
examination at the end of primary education level.

1.1.1. A Historical review
English was first taught in Iraq in state schools in 1873 in a few schools in major
cities. After the First World War, during the expansion of primary education,
English was begun to be taught in towns starting from first primary stage. Later, it
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began to be taught from the fifth primary stage. Initially it was taught as a second
language but later it was referred to as a foreign language. It followed the grammar
translation method and the focus was on the written form. First, pronunciation and
communications skills were neglected. Readymade materials like essays and letters
were provided to the students and there was little scope for creativity. The teacher
played a vital role and there was minimum involvement of students; they were
mostly engaged in writing examinations. The material was imported from Egypt.
The content in the books was the answer to ‘What to teach?” There was no reference
to ‘How to teach?” The books contained reading texts, thus giving more importance
to reading and writing. Listening and speaking skills were not given due
importance. Most of the teaching material was prepared by the teachers so it was
considered to be their property and the Ministry of Al-Maarif had no right to change
it (Abdul-Kareem, 2009, p. 8). As a reaction to this condition, the Foreign
Languages Department was established at the Higher Teacher’s Training College in
Baghdad in the early 20t century. This paved the way for change in teaching of
English in Iraq.

Teaching of English was started at the intermediate stage instead of the primary
stage. This pattern continues till today. The series of books prescribed were The
Oxford English Course for Iraq; gradually they were replaced by New English
Course for Iraq. The latter series was written by Iraqi authors. The English courses
in Iraq were thus nationalized and the Ministry of Education formed a committee to
formulate the objectives of English teaching in Iraq. Since these books were
prepared locally, the Ministry of Education held the rights to change them or
modify them. (Abdul-Kareem, 2009, p. 7). In the last phase of development, the
Kurdistan Regional Government took firm steps and in 2007, a complete English
course called ‘Sunrise’ was incorporated in the curriculum. Iraq responded
positively and actively to the demand of communication skills in English which has
been accepted as the language for business, trade and education internationally.
The new course gives equal importance to all four language skills: listening,
speaking, reading and writing.

Language learning is different from language use. Learning takes place in many
ways. Experience plays an important role in the process of learning a language. In
Iraq, the chief source of English language was the English text books prepared by
the government. The students use textbooks prepared and prescribed by the
Ministry of Education for all levels. English is given due importance at the
secondary level; consequently, less attention is given at the primary level. The text
books were imported from Egypt. The grammar — translation method was used in
the classrooms. In 1932, an American educational committee visited Iraq and it
recommended the improvement of English language teaching in Iraq using better
textbooks, and the recruiting of qualified teachers. In 1933-34 new text books were
imported from Britain. Unfortunately, they were discarded within a year because
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they were prepared specifically for British children, based on their native culture,
tradition and vocabulary. Hence new modified books were introduced in 1935.
In accordance with the 1970 Committee’s recommendations, a series of “The New
English Course for Iraq” was produced and it was used in 1973. The first two texts,
books 1 and 2, accompanied by Teacher’s guides were designed and written for the
fifth and sixth grades of primary schools for children whose ages ranged from ten to
twelve years:
The writers of the texts have adopted the structural approach, which is thought to
be the best method to ensure presentation and adequate choral repetition for many
children. This series was introduced in 1981. The textbook VIII for the class 6th
secondary level which is recently in use in Iraq, was the last textbook of this series.

1.1.2. Teaching Methods in Iraq: Old and New
The first ever method used for teaching English in Iraq was the Grammar-
Translation Method. The syllabus was difficult even for teachers, so they had to
depend upon readymade hand-outs. Teachers played the major role and used
conventional methods like chalk and blackboard. The number of students in every
class was huge. The environment was not appropriate for learning, especially
language learning. Most of the teaching was exam oriented. The teachers
themselves were not competent and could not speak fluently in English. Teachers
dominated the classrooms and maintained complete control. They decided what to
teach, how to teach, when to teach and so on. The classroom atmosphere was
strictly disciplined. Pupils had little freedom and were so scared and had so little
confidence that they rarely dared to ask questions. Punishment was severe. Pupils
got little or no opportunity to use English as a target language. The teachers
explained the meanings of words in the mother tongue (MT). They gave instructions
in English and repeated them in the MT. Even in English classes, the MT was used
to a great extent. Pupils invariably used the MT. They mostly repeated in chorus
what the teachers said and rote learning of spelling and meaning was the system.
In recent times, with changes in the curriculum, there were changes in the methods
of teaching. The students have started participating in classroom activities. The
teacher-student ratio is controlled. Teachers have started using technology for
teaching English. Students are at the centre and not teachers. One major problem,
however, was the lack of training courses for English as a Foreign Language (EFL)
teachers. M. Amin (2017) has noted that the courses conducted for teachers were
not successful. The current English curriculum in Iraq is good enough to fulfil the
demands of Iraqi EFL learners. There are slight differences in teaching English as a
first language, second language, foreign language and English for specific purposes.
Methods have to be changed according to the needs and teachers are gradually
gaining awareness about these facts. More efforts are needed for effective teacher
training courses, workshops and seminars and action research for discovering new
innovative methods for EFL teaching-learning to make it more fruitful. This study is
a modest step in the same direction.
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1.1.3. Status of English in the Iraqi curriculum
In Iraq, the national language is Arabic since it is the language of Islam. English is
studied as a foreign language. There is a difference between the two. A foreign
language is a means to understanding the culture of another community unlike a
second language which is used as an alternate means to express one's own culture.
According to G. Ellis (1996), EFL is a part of the school curriculum, and therefore
subject to contextual factors such as support from principal and the local
community, government policy etc. A foreign language cannot be placed parallel to
the user’s language. Generally, people do not use a foreign language for creative
purposes. There are some linguistic minorities in Iraq like the Turks and Kurds, but
they all use Arabic. In Iraq, the study of English begins at the primary level and
continues till post-graduation level. Although all four language skills are taught,
there is no specific requirement for Iraqis to use English. English is taught as a
compulsory subject in schools for 8 years. The course is general in nature. The core
basics are taught initially and later, the content is modified according to the stream
chosen by the students for higher education. English is the language of science and
technology; hence, students feel that there is a need to know English in order to
study these subjects.
The situation as it exists in Iraq is not uncommon; similar conditions are observed
in almost every country where English is not a native language. Hence, teaching of
English as a second or foreign language has gained much attention in recent
decades. Research activities have increased in EFL and ELT especially in the
countries in which the problem is experienced intensely. Problems of learners are
best understood by natives of the land. Hence, research conducted by natives proves
to make valuable contribution to EFL. These upcoming researchers get the benefit
of resources like new theories in language learning and teaching, progress in
technology, changing perspectives, revised approaches and methods and research
activities in advanced nations. In modern times, the focus has shifted from teacher
to learner. The role of the teachers has also undergone a change. Teachers are no
longer expected to teach. They must play the role of facilitators and allow learning
to take place on the part of learners.
Besides books or printed material that was the only sources available for language
study, several audio video aids are available in plenty. These are more appealing
and create a deeper impact on students. Readymade teaching aids are available in
the markets which are attractive and durable. Language learning software is also
very useful. As trends are changing, needs change. Language learning and teaching
must change accordingly.
In this changing scenario of globalization, students have access to internet and
knowledge on every subject. It is difficult to retain their interest in the classrooms
that offer dull and dry lectures in grammar and vocabulary. Even before gaining the
maturity of understanding how one can benefit from technology, they have

mastered the technique of technology.
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There is a need to think of ways to engage the modern students in language lessons.
At the primary level, they learn English because it is compulsory. They are not old
enough to realize its value. English is imposed upon them. Retaining their interest
in something that is beyond their experience is difficult.
New strategies must be employed in primary classrooms that would make EFL
learning a meaningful, interesting and enjoyable activity for students. What
students love best is games and play. The researcher thought it would be worthy to
exploit this tendency of the students constructively and use it as a means for
teaching English as a foreign language in the classroom.
In current times, education has become learners centred. Students are no longer
passive learners. In this context, it can be said that the best way to keep children
active mentally and physically is to introduce games in the language classroom.

1.2. Significance of the Study
English is not the native language in Iraq; yet one must admit the need to learn it in
the present scenario of globalization. There is a vast difference in Arabic, the local
language in Iraq on the one hand and English on the other. The sound system is
different, the script is different, and the sentence structures are different. This
makes it difficult for Iraqi students to learn English and use it for communicative
purposes. According to Krashen’s Critical Age Hypothesis, the earlier one begins to
learn a language, the better. English is introduced in Iraq at the primary stage. The
aim is to familiarize children at a young age to a new language so that they acquire it
easily. A lot of research has been conducted on second language teaching
particularly in English because since it has been accepted as an international
language, it must be taught in hundreds of countries where it is a no-native
language. Yet, no method has emerged as a reliable, effective and all-purpose
method that has fulfilled the needs of all aspirants who wish to learn English for
several purposes.
Researchers all over the world continue to carry out experiments and find out
methods of teaching-learning English to suit the needs of learners. In many
countries including Iraq, English is a medium of instruction for all subjects in
school. Yet, one cannot ignore that age is an important factor in language learning.
It is only at a later stage in life; after a certain degree of maturity is reached that
people understand the need and importance of learning English. Although they are
motivated to do so from within, it is rather late for learning a new language and they
must put in a lot of efforts especially for developing communication skills in
English. Regarding Krashen’s theory of Critical Age Hypothesis, it is advisable to
begin at an early age; however, young learners are not aware of the importance of
English at that age and often find it a burden. At the primary level, many children
are yet in the process of acquiring the first language or their mother tongue.
When a second language is introduced simultaneously, it poses several problems.
Language, unlike other school subjects, is a skill-based subject. Language is learnt
through imitation. Children in Iraq are not given enough exposure to English hence
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they do not have much scope for imitation. Moreover, the model provided for
imitation must be correct and standard. Due to lack of competent teachers, one
cannot be sure that standard and correct English is available for imitation. Errors
made by teachers and instructors are thus perpetuated, bringing down the overall
quality of English.

Exposure to language provides language input which is processed in the brain. As a
result of this processing, human beings can understand the principles and
parameters of a particular language (Chomsky, 1959). As far as English is
concerned, there is limited exposure in Iraq; hence, there is insufficient input
available for processing. With inadequate input, children are unable to decide the
principles and parameters of English and thus find it difficult to learn the language.
One must not forget that children in primary schools in Iraq are compelled to
bilingualism. They must process the inputs of their mother tongue and English
simultaneously.

Linguists generally agree that the first language or mother tongue (MT) is acquired
in a natural way. Here, Chomsky differentiates between language acquisition and
language learning. While language acquisition is natural, unconscious and
motivated by the urge to satisfy basic human needs, language learning is deliberate,
purposeful and conscious. This fact is very important in second language learning.
The MT is acquired while a SL is learnt. The ideal way would be to create situations
in which the second language can also be acquired naturally like the first language.
It must also be remembered that a first language is always first and a second is
always second. The moment we talk of second language, we take for granted the
knowledge of one language previously known to the learner. At the time of
acquiring the first language, the mind is a blank slate; at the time of learning the
second language, the knowledge of one language exists in the mind. The learner is
bound to compare and contrast the two languages which hamper the natural
process of acquiring a language. L. Cameron (2001) and S. House (1997) claim that
the first language is bound to influence the learning of a second or foreign language.
Considering all the above factors, the researcher concluded that language games
would address most of the issues concerned.

1. In accordance with the Critical Age Hypothesis, the study plans an
experiment for fourth grade primary level students. The fourth grade particularly
marks a transition point from the lower to the upper primary level in the Iraqi
educational system. The purpose of English learning may not perhaps succeed in
case of very small children, hence the fourth-grade children who are in the last
phase of lower primary education are matured enough for the experiment, hence
suitable for the study.

2. The idea is to expose children to English. Students involved in games are not
only exposed but immersed in real life social situations thus giving both,
opportunities for amassing language input and opportunity for using the new
language in real life contexts.
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3. Playing language games creates an informal environment. It is closer to real
life situations, like natural situations in which the MT is acquired.

4. Language learning becomes incidental rather than intentional when it
happens through games.

5. Not just children, but people of all age groups generally like to play games.
Children enjoy playing games so this tendency can be utilized for introducing
English.

6. Games played under the supervision of the teacher or instructor will ensure
that ideal, standard and correct input is given to the learners. It will also take care
that children do not learn undesirable and anti-social behaviours. The quality of the
content provided will be maintained.

7. Games played in a classroom situation affect the atmosphere and promote
healthy interaction among participants.

8. Games have rules and specified goals which make them meaningful and
challenging.

It is true that several experiments in language games have been carried out in order
to teach different language skills at various levels of education. However, this study
aims at devising games for Iraqi EFL learners at the fourth primary grade for
reasons specified above. This study does not merely intend to prove the impact of
use of language games; it has devised special games for fourth grade primary
students in Iraq as per their interests. The method is learner-centred. The teacher
plays the role of a facilitator. It promotes active learning on the part of students.
Hundred per cent participation and involvement of learners is ensured. Hence, the
method is in line with modern trends in education where the focus has shifted from
teacher to learner, from passive to active learning and from teacher to facilitator.
The researcher has a firm belief that this study will prove to be effective and
beneficial to students as well as teachers.
The additional aspect of this study is that it tries to understand the opinion of
teachers regarding use of language games for teaching English in primary school in
Iraq. The study also tries to identify the disadvantages, drawbacks or limitations of
the experiment if any.
Young and old, all people like to play games. Children especially love to play. In case
of children playing proves to be a learning experience although learning takes place
incidentally. Playing also promotes their growth and development. For example, if
kids play in the sand, they experience the touch and feel of sand, understand its
texture and its nature and soon discover that they can construct sand castles on the
beach. When they play with a ball, the actions of throwing and catching help to
develop their muscles and enable motor development. Running, jumping, skipping
are all responsible for their physical development. As children grow older, games
take the place of play. Play is free, without any specific objectives. On the other
hand, games are more organized and systematic. Games have specific goals like
catching someone or making someone out or hitting someone with a ball etc. Points
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can be assigned to performance in games. Hence a spirit of competition is created.
Children try to do their best. When children learn what they have to achieve in a
game, they get engaged in the game. Games require interaction and communication
hence; they are compelled to use language.
Games provide opportunity for communication and use of language. This is how
language develops through games. Games can be played against single opponents or
against an opponent team. Team games foster values like team spirit, sharing,
cooperation, coordination, thinking about others, predicting, calculations, estimate,
problem solving, and socialization and so on. The last one is important because
when children play together, they must communicate with each other. This
communication takes place in language. It provides children an opportunity to use
language in real life situations. They struggle to express themselves in the best way
when they are making some point in the game or expressing their opinion.
The researcher felt that using games in EFL classrooms especially in primary classes
in Iraq would help to get rid of the existing monotony of traditional teaching
methods and provide opportunity to students to use language and communicate in
an activity that they enjoy as children. Hence the researcher decided to study the
impact of games in EFL classrooms upon the interaction between students and
learning on their part.
Several studies have been conducted on the use of games in EFL primary classes.
The focus of this study is dual; the primary focus is on the interaction triggered by
games among students and the second factor is the extent of learning that takes
place through games in primary classes in Iraq. The study is particularly relevant in
the Iraqi context where the tedious grammar-translation method was the chief
method of teaching English. The ultimate aim is to make language classes livelier
and more meaningful for primary students and enable them to master
communication skills through fun and enjoyable games. Games bring diversity in
teaching methods in order to sustain the interest of students.
The additional value of this study is that it focuses on all the four language skills.
Games activities have been specially designed to address all the four language skills.
The study gives importance to practicality of games. Hence, the researcher has
given a detailed description of selective games that serve the purpose of developing
the 4 language skills. Instead of just talking about the advantages of games and
their utility in language teaching, the researcher has suggested games that can be
played in language classrooms in real life situations. The games support the theory
discussed.

1.3. Operational Terms
The researcher has used several terms in the study which need to be clearly defined
and discussed in detail.

o Impact: Impact refers to the extent and way in which learning of English is
affected by using language games in the classroom. The students in the control
group will be taught using the conventional method, without using games. The
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comparison of performances of students in the control group and experimental
group will point out the impact of language games in the EFL classroom. The
difference in both classrooms and classroom interaction will also be suggestive
about the impact of language games.

e Pupil learning: Student learning refers to the new skills and knowledge
acquired by a pupil either incidentally in an informal situation, unconsciously or
consciously through deliberate effort in a formal classroom situation.

e Games: According to D. Byrne (1995) a game is a form of play governed by
rules. It is a diversion, a break from routine activities and is fun. The rules must be
clear and well-defined. The dictionary meaning of ‘game’ is ‘an activity that one
engages in for engagement or fun’. A game poses a challenge to achieve an objective
and win. Games can be played by single individuals or by teams; there are indoor
games or outdoor games.

« Language games: Games incorporated with language elements devised and
implemented for the purpose of conveying the language elements to learners.

« Language skills: The four language skills namely listening, speaking,
reading and writing. Generally, researchers target one or maximum two language
skills in a study. However, it is indicated in this study that language games can cater
to the development of all four language skills. This happens rarely because listening
and reading are receptive skills, and speaking and writing are productive skills.
Reading and writing are advanced skills; they are man-made and require the
knowledge of graphics in addition to listening and speaking.

1.4 Theoretical Background

1.4.1 Language Learning
Learners begin by transferring the sounds and meaning, words order into the
learning of the second language. In this process, he experiences obstruction. The
learner happens to confuse the grammatical rules of both the languages. He makes
efforts to transfer knowledge of one language to the other. When learning a second
language, a learner uses this language transfer concept as a strategy to simplify the
language learning process. Learners when presenting or expressing their ideas,
opinions and statements in the target language, tend to consider and apply the
same grammatical structures of their first language; this transferring interferes with
the proper application of the grammatical structure of the target language.
Language is a system and it consists of many other systems. There is a system at the
level of sounds, words and sentences. The tendency of a second language learner is
to impose the systems in the MT upon the target language. The language thus
produced can be incorrect, unintelligible and ambiguous.

1.4.2 Socio-cultural theory
The Sociolinguistic theory is concerned with the effect of all aspects of society in the
learning process of the target language such as cultural norms, expectations and
context on the way language is applied. It also considers the different types of
language variation, ethnicity, religion, status, gender, level of language knowledge
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and how all these factors have an impact on second language learning process. The
Acculturation Model which is a likely reason for the failure of second language
competence refers to the process of adjustment to a new culture, on how new
language learners acclimatize not only to the target language but also to the culture
of that language. This model refers to immigrants that are in second language
surroundings, but it could also apply to new language learners and the way it affects
them to also acquire a new culture. For some learners the idea of modifying and
adding another culture in their life could cause difficulties in their language
learning process.

In order to devise ways of teaching language it is first necessary to understand how
languages are learnt. Moreover, it is necessary to understand that there is a
difference in learning a first language and a second language. At the same time,
some linguists like B. Skinner (1957) and R. Lado (1964) are of the opinion that
learning first and second languages is similar, that the same process takes place in
both cases. Some linguists believe that language learning is an individual matter.
Every normal individual is born with a capacity to acquire language. He processes
the language input to which he is exposed and can produce that language.
Chomsky’s views are in line with the cognitive approach (Chomsky, 1959). The
second approach to language learning is the socio-cultural approach proposed by
L. Vygotsky (1978). L.Vygotsky (1978) believes that socio-cultural aspects may
influence cognition at the individual level. Vygotsky was a psychologist and he was
the first to propose the socio-cultural theory.

This theory has contributed substantially to classroom interaction. This theory
emphasizes the interaction between individual and society which forms the basis for
language acquisition. (Wells, & Chang-Wells, 1992). L. Vygotsky (1978) gave much
importance to the socio-cultural theory pointing out the role of communication,
interaction and instruction in language development. He pointed out that speech is
the primary medium of learning. This is supported by Britton’s (1970) view that an
infant learns by talking and learns to talk by talking. Oyler (1996) argued that by
talking, children become producers of knowledge and not just consumers. Vygotsky
(1978, p. 53) states that language is a symbolic cultural tool and plays an important
role in the cognitive development of children. Speech coupled with practical activity
brings about intellectual development (Vygotsky, 1986, pp. 24—27).

Corden (2000) in his book titled “Literacy and Learning through Talk” pointed out
the importance of talk in a classroom. Storch (2007) investigated the merits of pair
work in ESL classroom and discovered that talk during pair work facilitates
learning. To conclude, it can be said that language is a social behaviour. Classroom
interaction promotes language learning. If coupled with activities and games, it
provides opportunities for cognitive development. Although every individual has
the ability to acquire a language, language learning takes place through social
interaction. The researcher believes that games create a social language learning

environment in a classroom.
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1.4.3. The Zone of Proximal Development (ZPD)
Vygotsky (1978) also believed that every individual has a certain level of
performance. There is a need to take the individual to the next step, which is what
we call development. This task is carried out by the teacher. The teacher facilitates
the learner in such a way that the learner reaches the next level of performance, and
thus enhancing it. The gap between the actual performance level and the next one is
termed as the Zone of Proximal development. Vygotsy has defined it in the
following words, “The distance between the actual development level as determined
by individual problem solving and the level of potential development as determined
through problem solving under adult guidance or in collaboration with more
capable peers” (Vygotsky, 1978, p. 86) Peer actions are active during games.
Language performance can also improve while interacting with peers during games.
Vygotsky rightly pointed out the relationship between socio-cultural and cognitive
factors. Vygotsky considers the ZPD as an appropriate starting point for learning. It
considers what the child already knows and proceeds to build upon prior
knowledge. The support provided for reaching the next level is called scaffolding.
Van Lier (1996) argued that this support does not necessarily come from teachers. It
can come from adults or peers. The peers may be less capable or more capable. This
cannot be ensured in a classroom situation. It does not necessarily facilitate
language learning. In an interactive situation, peers share their strengths and
weaknesses. However, the researcher thinks that incorrect language input is also
valuable. It is part of learning content. Gradually, a learner can differentiate
between correct and incorrect language as he begins to process the input and
realizes the principles and parameters of that language. This fact rules out any
objection to peer interaction in classroom during games. It is in favour of this study.
One cannot ensure that standard and or model input will be received by a learner
while playing games.
But Chomsky considers all kinds of language input as valuable. It is necessary for
language learning. Whatever support is received by learners during interaction that
takes place through games proves and a scaffold for reaching the next step. The
researcher wants to point out at this point that as far as language learning is
concerned, every kind of input is a scaffold and takes the learner to the next stage.
This does not hold true for other subjects like social sciences. Hence, language
games in primary EFL classrooms can be most successful as scaffolds, as means for
bringing about interaction, as a medium for socialization and as a platform for
communication.

1.4.4. The Critical Period Hypothesis (CPH)
Second Language (SL) learners who begin to learn the SL at an earlier age
outperform those who begin at a later stage (Vanhove, 2013). The CPH is often
applied to SL and FL acquisition. It states that susceptibility or sensitivity to
language input varies with age. Adult learners are less susceptible to language input.
The capacity or ability to learn a language is not affected by age; it is the attitudes,
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experiences and maturity that influence language acquisition at an adult stage.
Lenneberg marked the critical period from 2 years to puberty (around 14 years).
Lenneberg is the father of CPH. Some researchers do not consider any starting age
for acquiring a language. It may start at birth. Some others believe that for certain
aspects of language like phonetics, it ends earlier than puberty (Vanhove, 2013).
There is no onset age for learning language and that offset for learning phonetics /
phonology is one year. Lenneberg’s CPH supports Noam Chomsky’s concept of the
biological basis of language capacities. Chomsky believed that human beings are
born with a language acquisition device (LAD) which includes a set of rules called
Universal grammar (UG). Hence, people can acquire language at any point in their
lifetime if they are exposed to enough and appropriate input. It is on this point that
Lenenberg and Chomsky differ in their views. “The one qualification that might be
entered with regard to such evidence is that deprivation of language input during
the phase in a child’s life when cognitive development is at its most intense may
have quite general psychological/cognitive effects, and that it may be these general
effects that are reflected in later language development rather that effects relating
specifically to a critical period for language” (Singleton, 1989, p. 54).
Lenneberg firmly believed that a CP exists in case of language acquisition. To put it
in other words, the ability to acquire language is critically linked to age. There is an
ideal time-span in which language / languages can be learnt. After this critical
period, it is difficult (not impossible) to learn language / languages. During the
critical period, native like achievement of grammatical functions is possible. On the
basis of the above discussion it can be concluded that birth to 12 years is a sensitive
period for learning languages in a native-like way. This is also the period when
children engage in constructive games.

1.5. Games for teaching-learning
Young and old all like to play games. Games and play are part of the lives of children
and play an important role in their overall development. As children grow up, they
continue to play but the nature of games changes. In early childhood children play
randomly but around middle school, games take place of play. Games are more
organized, systematic and governed by rules. There is a definite goal or challenge to
be achieved. In team games, participants are compelled to work together and
communicate with each other. Games are played in an informal setting hence
children speak without being conscious.
The nature of language classrooms has changed today. In a conventional classroom,
students are passive listeners while teachers play an important role. Teaching is
limited to disseminating information and students are expected to memorize it.
They reproduce from memory what they get from teachers. Nowadays, the teacher’s
role has changed from teacher to facilitator the facilitator is expected to create a
learning environment in the classroom. Children learn independently as per their
pace and understanding. They are involved actively in the learning process. Playing
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games keeps them active (Sugar, 1998, p. 3). It is necessary to use diverse teaching
methods in order to sustain the interest of children and keep them motivated.
The most important reason why people learn a language is to be able to use it real
life situations. Games provide real life situations for learners to practice
communication skills. In games, learners assume an important role rather than the
teacher. Teachers step out of the frontline. This helps to boost the confidence of
students (Langran, & Purcell, 1994, p. 12—14). Games expose learners to a variety of
language situations feeding them with fresh, new and substantial language input.
Learners keep their minds open for language experiences. Experience is
strengthened by the emotional involvement of learners because games are
associated with feelings like happiness, satisfaction, competition, excitement,
amusement and suspense.
While playing games, children react spontaneously to situations without being
conscious about commitment of errors. Children open without being shy. The
emphasis is not on fluency. The focus is fluency and not grammar (Langran, &
Purcell, 1994, p. 12—14). Games can be combined with other teaching methods to
create diversity. Many children complained about the lack of diversity and
expressed their desire to include more variety, diversity and fun in the learning
process.
Finally, it can be said that many changes are taking place in society. The family
structure has changed. Absence of grandparents in most homes has compelled
schools to take the responsibility of teaching moral values to children. There are
more expectations from school. Parents are busy and have little time to spare for
the children. Children also have a fixed schedule in the competitive world in which
they have little time for fun and games. Hence, if games are organized in school,
they will not miss the fun. Games are preferable to technological devices like mobile
phones, tabs and iPads which children find more interesting. Lack of physical
movement in children who indulge in digital games and media can lead to serious
health problems (Masheder, 1989, p. 3). Children are losing social skills on account
of technology (Cole, Cole, & Lightfoot, 2005, p. 536). Team games are a good way of
socialization and a platform for developing and practising social skills.
1.5.1. Language Games
Language games in this study refer to indoor or outdoor games and individual or
team games but they must be designed to convey some aspect of a language.
However, the aim of some language games is merely to provide scope for
interaction. Hadfield (1984) distinguished them as linguistic games and
communication games. There is a large variety of language games:
1. Find the treasure
Miming
Role play
Guessing games
Sorting, arranging and ordering games
25
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Matching games
Board games like scrabble
Jig-saw puzzles
. Matching games
10. Following instructions

The teacher must select suitable game type depending on the objective of the lesson.
A game of hide-and-seek can also prove to be an effective game for bringing about
interaction and communication. Different types of games suit different age groups.
Team games that pose challenges are often preferred by children because they have
an urge to compete and win (Nalasco and Arthur, 1991, p. 76). Repeating language
elements of a target language can become dull and mechanical; if the language
elements are incorporated in a game, it is repeatedly played and enjoyed by
children. A game provides relaxation from serious learning. Real learning takes
place in a relaxed atmosphere. When introduced through games, children realize
that language is much more than a list of words and rules.

1.5.1.1. Advantages of language games
Language games in a classroom have many advantages. Uberman (1998, p. 20)
asserts that ‘games encourage, entertain, teach and promote fluency’. Games keep
the students engaged and active. Everyone can participate in the games. Games
ensure active involvement in the learning process. Games are motivating and fun
filled. Games help to create interest in learning. Games provide a natural real-life
situation for language learning. Along with interaction and communication, they
enable students to build relationships with each other. They accelerate the process
of socialization. They break the routine by providing a variety of activities. They
provide an opportunity to students to assume roles and responsibilities thus
increasing their confidence level. Games are valuable for language learning because
they can be modified and adjusted to suit age, level and interests of learners.
Games serve as a springboard for serious language work.

1.5.1.2. Selecting Language Games
Teachers have to select games for a language classroom very judiciously. Some
games include a lot of fun but are not packed with enough language elements. The
aim is to convey language elements and bring about language learning on the part
of students. Hence, games that provide mere fun should be avoided. A good game is
one that balances fun, challenge and learning (Sugar, 1998). All games are not
suitable for a classroom environment. Moreover, all games do not suit all age
groups. Games utilized in a classroom for educational purposes must not lead to
unhealthy competition, rivalry or too much excitement. A game that can be perfect
for one group of students may be terrible for another.
Games must be properly implemented in the class with strict monitoring by the
teacher. Rules must be made clear in the beginning. Any issues that may arise must
be solved immediately. The game should not take any turns and end up farcically
with ill feelings for each other. The sporting spirit must be maintained till the end.
26
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The teacher must make sure that the objectives of playing the game are fulfilled. It
should not prove to be a waste of time and energy.
After the game is played, the teacher can discuss it with the students as a kind of
evaluation of the activity. This will help to modify any step in the game to make it a
better experience the next time (Langran, & Purcell, 1994, p. 15—19).
There can be problems in conducting language games in large classes. Every student
may not get a chance to participate. Availability of space and classroom
management is other problems. Sometimes, learners use their MT while playing
and this may hamper learning the new language (Brumfit et al, 1991). At the same
time, some socio-cultural researchers like Anton and Dicamilla (1999) argue that
use of MT supports the learning of a new language. Cook (2001) claimed that MT
can be used for managing the class. According to Langran and Purcell (1994),
choosing appropriate language games, managing the class and conducting the
games successfully can be challenging to inexperienced teachers. A teacher may set
a particular task with some intention but students may use some other simple
strategy to perform the task in a way that does not fulfil the intended objective.
Most people believe that language games are to be played outside the educational
set up. There is a need to convince parents and people in general that language
games can be used for teaching as an effective method in the classroom setting.
1.5.1.3. Game Categories
Games can be categorized in number of ways. Games can be played by single
individuals. Games can be played in pairs or in groups. In individual games, the
task is to be completed by each individual independently. The judgment usually
depends upon the time in which the task is completed. The same technique applies
to pairs, with the difference that students work in pairs instead of alone. In group
games, the task is assigned to an entire group. In team games, two or more teams
are set against each other. Games can also be classified as competitive games and
co-operative games. The latter promote cooperation among participants to
complete a task while the former pose a challenge that motivates the participants to
excel and put up their best efforts. In cooperative games, the concern is not whether
one wins or loses but it is the learning process (Masheder, 1989, p. 1).
Games are divided into the following categories: introduction games, group games,
physical games, word games, story games, question games, scavenger hunt games
etc.
Language games can be categorized according to the language skill that they focus
on. There are listening games, speaking games, reading games and writing games.
Games can be devised for specific purposes like grammar games and vocabulary
games. Language games can be simple paper and pencil games or team games that
involve a lot of physical movement and activity.
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1.6. Games for language learning

1.6.1. Vocabulary games

a) There are some pairs of words that always go together or example, ‘cup and
saucer’ or ‘shoes and socks’. The teacher prepares paper chits equal to the number
of students in the class. The teacher writes one word in each pair of words on each
chit. The chits are randomly distributed to the students. Each student goes around
finding the student who has got the chit with the appropriate word that goes with
the word on his chit. Then the students read out the pairs of words aloud so that all
the students understand the pairs of words that go together. The same game can be
played for collocation of words.

b) The teacher assigns the roles of kitchen, drawing room, bedroom, garden
etc. to different students. They wear placates in their neck so that others know what
their role is. Each of the remaining students in the class gets a chit with a word
written on it for example, chair or spoon. Each student reads the word and goes and
stands behind the student wearing the concerned placate. For example, the student
who gets the chit for ‘spoon’ will stand behind ‘kitchen’ and so on. Then each
student in each line reads out the word on the chit. This enables all the children to
know what is kept in each room or part of the house. This is an interesting way to
enrich vocabulary. There is another way of playing this game. It is called ‘mail
game’. The teacher prepares the mail or envelopes. Each envelop is labelled with
words like kitchen, bedroom etc. The names of things found in different parts of a
house are written on pieces of paper and distributed to the participants. The
participants put the piece of paper in the appropriate envelop.

c) One student opens a chit and enacts before the others some actions that
should lead the others to guess the correct word. This game can be played by
dividing the class into groups, setting a time limit for guessing each word and
allotting marks to each group for the correct responses. This can be played as a
competitive game between groups rather than on individual basis. Students should
be allowed to discuss with their group members before they respond.

d) There are some paper and pencil games for individual play like filling in
the missing letters, correcting mis-spelt words or making meaningful words from a
given big word or from a set of letters provided. Word puzzles with clues also keep
students engaged and they help to develop the vocabulary of students.

e) This game is called “Who am I?” Students are divided into two groups. One
student from a group comes forward and enacts a profession. Students from the
other group guess the name of the profession. They can be given limited number of
chances or limited time. The groups take turns for asking questions and guessing
answers. The group that has more guesses wins.

f) The teacher throws a pen and says a word. Any student who manages to
catch the pen says a word starting with the last letter of the word said by the
teacher. The student throws the pen and the next student who catches it begins a

word with the last letter of the word said by the previous student and so on.
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g) Finding the partner: The teacher prepares a set of chits and one word is
written on each chit. There is another set of chits on which the collocations of the
words in the first list are written. The chits are randomly distributed among the
pupils. They are given a time limit within which they have to find the correct
partner. Then both partners read out the word on their chit. This game is part of the
current study.

1.6.2. Listening games

a) A very commonly played listening game is ‘Simon says... .” The teacher
gives some instructions one after another and begins every instruction with the
words ‘Simon says’. The students follow the instructions and act accordingly. They
are supposed to follow only those instructions that start with ‘Simon says’. Once in a
while, the teacher should give the instruction without beginning with ‘Simon says’.
Students who still follow the instructions are out of the game.

b) A similar kind of game is ‘Walking the line’. The teacher gives the
instructions in the target language. Students stand in a line and follow the
instructions. For example, the teacher would say, “walk backwards’ and the
students listen and walk backwards. These listening games are in accordance with
the method called Total Physical Response (TPR). The students listen to language.
It becomes their input through exposure in a real-life setting. They get sufficient
time to listen and understand a language before they attempt to produce it. By the
time they are prepared to use it, they are quite confident (Freeman, 2000, p. 108—
111).

c) Agree / Disagree: The teacher makes some statements on controversial
issues deliberately using lengthy sentences and complex structures. Students listen
carefully. The teacher asks how many agree to the statements and how many don't.
The students have to answer within a minute. Then the teacher asks some students
to justify their answer in brief. This game is part of the experiment.

d) Two Truths, One Lie

Each student should write three facts about themselves on a piece of
paper. Two of the facts should be the truth, and one should be a lie. Students read
aloud the facts, and give the other students a chance to question them and decide
which statement is a lie.

1.6.3. Communication games

a) Treasure Hunt: This is a very interesting game enjoyed by young and old
alike. The teacher shows an object to all the participants and then hides it. The
students have to find it with the help of clues provided by the teacher. The clues are
given in the target language. Some clues are oral and some are written. Students
discuss among themselves, analyse the clues, brainstorm and find the hidden
object. It includes thinking and problem solving. This game gives plenty of
opportunities for communication. The game is so engaging that students are
encouraged to speak or respond without bothering about errors or without

29



A
=%

Astraea, Vol. 1, N2 1, 2020

ASTRAEA

becoming conscious. Occasionally, the peers correct them or teachers may correct
them if it hampers the game.

b) Dictation partners: In this game students make pairs. They have to sit far
from each other anywhere in the classroom. One student from each pair utters a
word or sentence. His partner has to concentrate and listen to him in spite of the
din and write down the words or sentences. They can take turns at dictating and
taking down dictations.

¢) Who is telling the truth? Each student writes 3 facts about himself / herself
which nobody else knows about. The students write their names on the chits and
submit them to the teacher. The teacher calls 3 students to the front of the class and
reads out a fact one at a time. Other students ask questions to the three students
and try to guess the facts related to each of them.

d) Secret word: Each student is given a secret word. Each student makes a
small speech that contains the word. After one round, they take a second round of
giving a speech. This continues till the other students guess the secret word hidden
in the speech of each student.

e) I Have Never... : All students in the class should start holding five fingers
in the air (this number can be adjusted depending on how many students are in the
class). The student who begins the activity will tell the class one thing that he/she
has NEVER done. The students who have done that activity should put a finger
down, and tell the class a story about this activity.

1.6.4. Grammar games

a. Guess the noun: Create a Powerpoint presentation with one noun on each
slide. One student sits with his back to the ppt and other students describe the
noun to him until he guesses it. Students take turns at describing and guessing.

b. Maximum guesses: Students pick one chit from a pile and each one has a
noun written on it. Each student describes the noun and gives clues until
somebody guesses it. The student who gives the correct answer gets the chit. The
student who collects the maximum number of chits is the winner.

1.6.5. Writing games
There is a general tendency on the part of ESL or EFL learners to avoid writing.
Writing skill is the most demanding language skill that requires deep concentration,
attention, reflection besides following the rules of writing, being particular about
spellings and so on. Written content becomes documentary evidence of
performance which creates a fear in the mind of students, so they avoid it unless
they are very confident. Yet, writing is an essential skill and cannot be ignored.

Jig-Saw Puzzles:

Participants assemble pieces of a jigsaw puzzle of a world-famous landmark such

as the Eiffel Tower, Mt. Fuji the Great Wall, etc).

Then they describe the image in five sentences to complete the task.

This game encourages students' productive skills and elicits their speech fluency.

Cross-culture concepts are also addressed. The number, the length, and the patterns
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of sentence can vary depending on the students' language ability and linguistic
points the instructor would like to reinforce.

What's the Number?
Participants use the four basic operations (addition, subtraction, division and
multiplication) to compute a simple mathematical equation provided orally by the
instructor.
They call out the correct answer as soon as possible.
This game addresses students' listening skills and tests their understanding of
numbers, which is often an important part of language teaching materials.

Story Time
Participants pick and listen to a tape randomly selected containing a spoken
excerpt of a well-known children's story, such as the Snow White, the Ginger
Bread Man, etc.
After listening to the entire excerpt, competitors correctly identify the title of the
story from a provided list.
The recorded stories are all classical bedtime stories for young children and have
been translated into most of the major languages worldwide. Students should be
familiar with those stories. This game focuses on gist-listening skills. Students only
need to catch the key terms to figure out what the story is.

Art Master
The instructor describes a picture orally. Competitors simultaneously recreate the
picture on a sheet of paper, correctly including named objects in accurate
positions. This game reinforces the use of prepositions, such as to the right of, to
the left of, in the middle of, or under, etc. It also reinforces the vocabulary of
concrete objects students have already learned before. The complexity of the
picture will depend on the level of the students.

What's Cooking?
Participants read a recipe and make the dish.
The amount of ingredients and assembly process must follow exactly the
instructions laid out in the recipe. The participants eat the dish they have
prepared, all together and as fast as possible, because whoever finishes the five
tasks first wins the entire competition.
This game not only reinforces food vocabulary, but it also tests the ability of
students to comprehend written instructions. This is also good for introducing
cross-culture topics. Recipes may vary depending on what food terms and cultures
the teachers wish to cover. Salads and sandwiches are easy-to-prepare recipes. The
eating part adds an additional element of fun to the game.

1.7. The most popular games

Game 1: Gesture Game:

Aim: Teaching English alphabet

Materials: One soft ball
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Procedure: Children stand in a circle. One child holds the ball and starts
saying the letters in the alphabet. He passes the ball after saying 2 or 3 letters and
passes the ball to the next pupil. He continues where the previous one stopped and
says the next few letters and then passes the ball again to the next pupil. In this way,
the pupils say the letters and go on passing the ball until they reach the letter ‘z’.
The pupil who says the letter z’ is the winner and gets a prize. He starts the next
round. Then they start all over again from a, b, c, d, ....

Game 2: Vocabulary game

Aim: Revising vocabulary

Materials: Picture cards and word cards, colours, glue etc.

Procedure: Each group prepares 2 sets of cards. One set has words written on
them and the other set has pictures that correspond to the words in the other set.
This has additional advantages since writing the spellings, discussing the meanings
etc. brings about interaction among pupils in the group. They consult each other,
check each other or find words and meanings from resources. They share the work
of drawing and colouring and writing out the words.

All the groups place their cards upside down on a table. The pupils pick up
one card from each set. If the picture happens to match the word, they keep the
cards. If not, they place the cards again upside down. The pupil who collects the
maximum number of cards is the winner.

Game 3: Action game

Aims: Learning to greet and naming

Materials: a soft ball, a small drum or clapper

Procedure: The first part of this game serves the purpose of modelling while

the second part is practice or drilling. The pupils stand in a semi-circle. The teacher
goes to each pupil, shakes hands and greets him / her. “Hello, my name is ....”
Followed by the teacher asking “How are you?” and the pupil answering “ I'm fine,
thank you.”
In the next part, the pupils stand in 2 rows facing each other (20 pupils in each
row). One pupil begins as he holds the ball in his hand. He introduces himself and
throws the ball to any pupil in the opposite row. That pupil responds to him by
telling his name etc. and greeting him in an appropriate manner. Then he throws
the ball to anyone in the opposite rwo and greets him. This continues till all pupils
get a chance.

Game 4: Spelling game

Aim: To memorize spellings

Materials: A box full of English letters and a chart with various picture pasted
on it.

Procedure: Pupils are divided into 8 groups of 5 each. Each group is given a
chart of pictures and a box containing English letters. The pupils work together and
spell out words and label all the pictures on the chart. This game is also beneficial.
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It requires pupils to discuss the names of the words and spell them out, bringing
about a great deal of communication.

Game 5: Puzzle

Aim: Learning vocabulary

Procedure: A puzzle is given with vertical and horizontally arranged boxes.
Clues to words are given in the form of pictures. The pupils have to spell the names
of the given pictures and fit the letters in the appropriate boxes to complete the
puzzle. Here, the teacher has to give clear instructions, in the mother tongue if
necessary so that pupils can follow them and do the task.

Game 6: Spot the difference

Aim: Revising vocabulary

Materials : Picture cards, notepads

Procedure: Pupils are divided into pairs. Each pair is given 2 pictures. The
picture are almost similar but there are some differences. The pupils have to find
the differences and note them down on the notepad provided.

Game 7 : Role Play

Aim: Teaching action words (verbs)

Procedure: One pupil stands in the middle of a circle made by other pupils.
The pupil in the middle performs some action and the others have to observe, guess
and name the action. Sometimes, the teacher dictates which action is to be
performed or sometimes, pupils select a card and mime the action mentioned on it.
CONCLUSION
A number of games addressing all four language skills are described in this paper.
The games can be played in the same way or the teachers can make minor changes
or modifications to suit the purpose. One or more language skills can be covered in
the same game. The teacher can implement games depending upon the focus of the
skill / skills to be developed through them. Resourceful teachers can take ideas from
the above-mentioned games and prepare their own games.
This paper describes the theoretical background, contains a brief historical overview
of the educational system in Iraq, the position of English as an EFL in the
curriculum and the conventional methods followed for teaching English. The
researcher has argued with conviction the use of games for teaching English at the
primary level in Iraqi schools.
The paper specifies clearly the meaning and concept of games, language games,
their advantages and disadvantages in addition to the description of certain games
and how they are played in a classroom setting. The types and categories are also
mentioned. Operational definitions of important terms used in the report are
included in this paper.
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