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Introduction

Why does a student pretend to sleep in English class? This student's attitude bothers

teachers. They think either the student is unmotivated because of his or her laziness or the teacher

does not make lessons that are attractive to students. In general, students want to understand what

they study and they are afraid that they will make mistakes in front of the class because they do not

understand what the teacher taught. Sometimes this student's attitude may mean that teachers do not

teach English effectively. Teachers worry about how to make lessons with a textbook to improve

students' skill and to motivate students. On the one hand, students are required to learn and memorize

vocabulary and grammar accurately for high school entrance examinations. On the other hand,

communicative activities are strongly emphasized by the Ministry of Education in Japan with the aim of

fostering students' English skills to use English in the real world. Because both teachers and students

are required to do many things, they are worried about English class.

In this situation, many effective methods are offered to solve the problems. One of the

effective methods is for teachers to use games in English class in order to reinforce students'

vocabulary and grammar skills. The advantages of using games are that students can learn English in

an interesting and fun way. Moreover, most games require them to cooperate with classmates, so they

interact with others naturally.

This paper will discuss how to integrate games in junior high English classes in Japan. The

first section will explain both external and internal influences on the present English educational

situation in Japanese junior high schools, propose solutions, and introduce the advantages of using

games. The next section will offer a definition of games and show categories of language games. How

teachers should prepare and use games for their classes will be shown in the following section. The
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final section will introduce a plan for practically using games in daily class using one chapter from a

textbook used in Japan.
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I. The present situation

Students who show no interest in studying English, such as pretending to sleep in class, worries

both teachers and students. The factors which create this situation include both external and internal

influences such as high school examinations and motivation. One way to positively affect students'

attitudes toward English class and improve their English skills while taking account of internal and

external influences is using games.

A. External influences

External influences involve the setting in which teachers and students are given and generally

cannot change. Curriculum, entrance examinations for high school, and using textbooks are three

major factors that teachers must consider when planning courses.

1. Emphasis on communicative activities by the ministry

The Japanese ministry of education has recently emphasized communicative activities. One of

the reasons for this emphasis is that the ministry considers it a serious problem that Japanese who

have been studying English from Junior high school to college cannot communicate with others in

English. Starting in 2002, junior high schools started implementing a revised course of study for lower

secondary school. The new curriculum shows a focus on developing students' communicative skills,

especially speaking and listening. That is, the new course of study emphasizes conversation skills in

daily life, such as greeting, giving speeches and discussion.
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2. Teachers' previous experience

In general, teachers are naturally influenced by their previous experience or imagine their

previous experience as a model when planning courses. This previous experience mainly means

teachers teach in a similar way to the way they were taught. However, it can be difficult for many

teachers to make their classes more communicative because teachers never experienced learning

English with communicative activities at school. They had focused on reading and writing accuracy

when they were students. So instead of relying on examples from experience, teachers must try

lessons that include communicative activities through trial and error. In addition to this, based on their

own experiences as students, teachers subconsciously tend to provide students the language

strategies that the teachers themselves usually used, in other words, the teachers' suitable language

strategies.

3. Entrance examination for high school

The traditional focus on reading and writing accuracy is not only a result of teachers' educational

backgrounds, examinations also play a part. Passing entrance examination for high school is a large

major motivating factor for almost all students. The English test for entrance to high school is being

continuously adapted to include more assessment of communicative abilities year by year. On the other

hand, even on a question where the student must communicate his or her opinion within a given word

limit, students are still required to emphasize the accuracy of their answers. In fact, so far examinations

have only 20-30% listening test and no speaking test (except for students who are applying to be

English majors). So, as a result, many students tend to regard listening and speaking as neglectable

skills. The emphasis on accuracy also results in almost all students, especially

7

3rd grade junior high



Atake 5

school students, such as going to cram school for drilling grammar questions. Teachers also tend to

force students to drill in class in order to train for the examination for high school, using such activities

as mock examinations, which do not promote communicative skills.

4. Using the textbook

Like the examination, textbooks also have shifted to a somewhat more communicative style. For

example, some chapters deal with how to give directions or how to communicate with a person on

telephone. There are also some exercises in which paired students interview each other to find what

information the partner has. However, each chapter also provides a great deal of new vocabulary, new

grammar and a new topic. Since each section has a great deal of new information, teachers have to

strictly control time. In addition, since 2002, English classes have been decreased from 4 classes to 3

classes per week. So now teachers have to choose which activities from the textbook to emphasize,

and which to omit. Because of their experiences as students and of examination pressure, teachers

currently tend to concentrate on drills to establish new vocabulary and grammar and neglect the

textbook's communicative activities.

B. Internal influences

As opposed to external influences, which are out of teachers' control, internal influences are

factors that teachers and students can change to some degree. Internal influences, such as motivation

and memory, may be regarded as the core of setting for learning English. Because these influences are

related to emotions, it seems difficult for us to control them easily, but teachers can consider small

changes in these internal influences, which may have significant effects on their students.

8
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1. Students' motivation

Students' motivation is important energy for students to improve their English. For almost all junior

high school students, they are studying English for the first time. So early in their school year, they

show their interest in English. Also, they might predict that they will talk with English speakers fluently in

the future. For some students who were doing badly in elementary school, learning English means an

opportunity for them to recover their honor. In short, at the beginning of their English study students

start studying English harder with much energy and enthusiasm.

In contrast, the moment students find that they cannot understand English, they can get

depressed about studying English and their ability, too. Ersiiz (2002) said, "Language learning is a hard

task which can sometimes be frustrating. Constant effort is required to understand, produce and

manipulate the target language"(p.1). It is hard for students to keep trying to overcome their frustration

and unfortunately, it is possible for students to easily lose their motivation.

Then, how about the student who pretends to sleep in English class? Is his attitude a result after

his struggling against difficulty of English study? Littlejohn (2001) said,

While it may be true that the students with their feet on the desk at the back of the class

really aren't interested in learning, it may equally be true that what they are actually trying to

do is to avoid repeated failure by pretending that they don't care. It is their sense of

self-esteem that is at stake here. By pretending ... they can protect themselves from seeing

themselves as failure. Such extreme displays ... are probably at the bottom end of a

downward motivation-ability spiral. (p. 4)

Teachers simply tend to regard students' undesirable attitude as the students' problem and think that

they should make effort themselves, because other students do. But for students trying to protect

9
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themselves from repeating failure, or students who are at the bottom end of a downward

motivation-ability spiral, they are at a loss themselves. They no longer have energy because they

believe they will continue to fail even if they do try harder. Murphey (1996) said, "beliefs powerfully

affect what we choose to do and learn, as well as the energy and resources we commit to any

endeavor"(p.77). Changing that belief is one factor that can reverse the spiral and positively affect

motivation. When teachers believe that everybody is good as a learner, and they deal with their

students being based on these beliefs, students will be more likely to believe in their own abilities. As a

result, students can improve their ability.

2. Difficulty of memorizing grammar and vocabulary

However, even if the students have high motivation or strong beliefs in their ability, they are faced

with the difficulty of memorizing grammar and vocabulary. Because memorizing requires them to make

efforts to keep increasing vocabulary and grammar accurately, they tend to give up doing this hard task.

In fact, the most frequent question that students ask teachers is how to memorize vocabulary. Another

problem is that they feel that learning grammar is difficult and boring. Both vocabulary and grammar

require repetition drills to establish them. Moreover, a textbook explicitly shows new grammar that must

be taught and provides new vocabulary as factors that should be taught in order to comprehend the

content of a given chapter. Students are overwhelmed by a lot of vocabulary and grammar and they

cannot know what to do. Another reason that it is difficult for students to memorize both of them based

on students' daily life. Students do not need to use English in their daily life, so it is easy to forget what

they studied.
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C. Proposed solutions

When teachers plan courses, ideal English class is one in which teachers efficiently teach

English for students to clearly understand what teachers have taught. The course must also improve

students' communicative skills, and provide students with various learning strategies while teaching

English with the textbook under the given curriculum. As a result of these courses, students can

memorize both vocabulary and grammar accurately and are satisfied with their progress. Is it possible

for teachers to realize this kind of ideal class? This section will propose one possible way to realize

ideal class: games.

1. Why I use games in English class

As the previous section explained, both teachers and students worry about studying English

under external and internal influences. I am one of the teachers that worry about many requirements.

Then, this part will tell why I think that I need to use games in English class. I have asked experienced

teachers and myself, "How should I make lessons attractive to students?", "How should I teach English

for students so that they will easily understand new vocabulary and grammar?" or "How can I manage

English class to keep students motivated?" Because some students show their boredom clearly or

some students skip classes, the questions mentioned above have always bothered me. Some teachers

pointed out that the reason why students try to skip classes is caused by poor relations with classmates.

However, I have heard that certain teachers can attract students who try to skip classes and the

students attend English class even while they still skip other subject classes. This fact impressed me

and does not allow me make easy excuses when my own students skip classes.

Although students' attitude make me worry about teaching English, on the other hand, students'
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attitudes also offers me a clue to a solution. There is one activity that both students who try hard

studying English and those who try to skip classes wanted to do in English class: bingo games. Even

3rd year junior high school students came to me and asked to play bingo. During bingo, almost all

students concentrate on what the teacher says and have happy and serious expressions on their faces.

They are absorbed in finding the vocabulary or phrases that the teacher says. In addition, some

students connect with friends by telling them how many he or she marked on his or her bingo sheet.

These are keys of teaching English that I have sought: to teach in such a way that students concentrate

on studying with happy and serious facial expressions and relate with each other.

2. How games can improve the present situation

One advantage to using games is that it is an effective way in language learning because games

lower stress, keep students' attention naturally, and offer a chance for real communication (Dobson

1972, Turner 1998, Deesri 2002). Moreover, real communication provides students making classmates'

relationships. Students can be familiar with classmates by exchanging their feelings while playing

games, they can feel comfortable in their classroom. This point cannot be underestimated, especially

for adolescents who try to skip classes.

Another advantage of games is that by using games teachers can supplement other strategies

that the teachers usually do not use, but which some students find effective. According to Oxford and

Crookall (1990), language teachers increasingly became to use games for several reasons--and all of

these reasons tie in with language learning strategies, including the fact that the nature of games asks

learners to use all language skills: listening, writing, speaking and reading. Also, the fact that the nature

of games asks learners to act out and communicate is a main factor in all language learning strategies,
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therefore teachers using "trial and error" to make their classes more communicative have a much

greater chance of succeeding.

Then, how about studying new grammar or vocabulary? Collier (1996) said, "games can be used

as learning activities, reinforcing new knowledge or expanding emerging knowledge and skills." Collier

continued, "they are an experiential activity used with effectiveness in classrooms at all levels of

education..." (p.4). In games, students are challenged to think and use certain target vocabulary

expressions, and new knowledge. When student must memorize grammar, they tend to practice as a

drill alone. But in games it becomes easier for students to memorize because students are impressed

by competing or interacting with classmates. Moreover, having experience such as communicative

activities with classmates reinforces students with what they studied, so it becomes difficult for students

to forget the new knowledge.

Finally, is there an advantage of motivation being influenced by using games? Motivation is

related to experiences that have succeeded or not. Littlejohn (2001) said, "As human beings, we

generally like what we do well, and are therefore more likely to do it again, and put in more effort," he

continued, "if we put in more effort, we generally get better, and so this sustains our motivation"(p.3).

Some games show who wins or which group succeeds. Almost all people tend to consider the reason

why he or she won or lost, or why his or her group succeeded or not. Then, the next time they try to join

with another plan. Also joining games is a kind of fun trial and all students have a chance to experience

winning or success. Littlejohn (2001) stated, "For the failing student, in particular, it is important that we

try to develop their sense of success and a feeling that they can do something, rather than a feeling

than they can't" (p.4) By using various games and giving opportunity of success to students as many as

possible, it is possible to make failing students have motivation again.

13
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II. Definition and categories of games

What are games? What kinds of games teachers can use? This section will discuss definitions

of games and consider categories of games.

A. Definition of games

We can further understand games by definiting them. In general, games are defined as one kind

of effective activity to improve students' skills. Hadfield remarked that a game is "an activity with rules, a

goal and an element of fun" (Deesri, 2002). Kerr (1977) and Collier (1996) also defined games as a

kind of competition in which players have objective such as winning or succeeding by having fun and

under clear rules. That is, the differences of games from other activities are in three main factors: being

governed under rules, showing a goal such as a winner as a result of a competition, and having fun.

B. Categories of games

Language games come under several categories: vocabulary, grammar, pronunciation, and

combination. The aim in categorizing games is to focus on certain target skills when teachers use

games in class.

1. Vocabulary

Vocabulary games, which include not just new words but also new phrases, provide students

with opportunities to get accustomed to using vocabulary by exposing students to vocabulary as often

as teachers can, and to review the vocabulary so that students can check their understanding. Many

vocabulary games ask students to recall or find a lot of vocabulary within short time so that students

14
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have the skills to quickly recall vocabulary to use in real conversation.

One example of a vocabulary game is bingo, a game which may be familiar to us. Ito and Berry

(2002) presented "Sports BINGO" (p.27). Beginner students look at pictures about sports on their

boards and the teacher calls out a name of sports. If students can find the picture of each of the sports

that the teacher said, they can then mark the appropriate squares. If a student can mark a row on his or

her board, the student can say "Bingo!" A student who says "Bingo!" first is the winner. In this game,

students are required to connect the picture to the vocabulary they heard the teacher says. Ito and

Berry show various other vocabulary bingo games in their book (Ito and Berry, 2002), such as "Action

BINGO" and "Weather BINGO".

Another vocabulary game is "Alphabet soup" which is played by two teams. The teacher calls

one member from each team and gives them a letter of the alphabet. Then the students must name as

many words that begin with the given letter as they can within a time limit. The winner is decided by

which team has the most words. Students concentrate on recalling their vocabulary, and at the same

time they are required to pronounce the vocabulary (Dobson, 1972).

2. Grammar

The aim of grammar games is for students to get practice using a particular focused grammar

point and to understand how or when to use it. For example, bingo can be played with a grammar

focus: Ito and Berry (2002) introduced games such as "'Go, Went, Gone' BINGO" for practicing past

participles. Another way to practice irregular verb forms is with Rinvolucri's game "Grammar tennis"

(p.38). This game is held between two students. Student A says the past participle of an irregular verb

he or she knows as a "serve" in tennis. If the student makes mistake about the verb, the student has a

15
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second chance as the second service in tennis. Then student B responds the simple past form of the

same verb and student A responds the infinitive of the same verb.

Another example is a game called "What would you do if...?" (Dobson ,1972, p.391). This game

is played by dividing the class into two teams of equal numbers, for instance, team A and team B. The

member of team A is asked to write following sentence of "What would you do if...?" and use their

imagination in order to completely compose one question. On the other hand, the member of team B is

asked to write following sentence of "I would..." in order to complete one answer. After the teacher

gathered their sentences, the teacher picks up one question from team A at random and reads it. Then,

the teacher picks up one answer from team B at random and reads it. Students can study the

subjunctive mood and at the same time they can enjoy unrelated contents. In this game, students tend

to concentrate on making funny sentences using given grammar.

3. Pronunciation

Pronunciation games can draw students' attention to delicate differences between English and

Japanese pronunciation. For example, Hancock (2002) introduced the "Simple sound maze" in which

students are asked to find goal of maze by recognizing a word that has the same sound as a given

sound, such as / / or / j I. Students can play this games in pairs or individually. Another pronunciation

game is "Sound pictures". Teachers use a picture pair that is drawn very similarly. Students are asked

to find the differences between these pictures with a partner and call out the differences. The

differences include words with key sounds, such as /Lc/ and /U.

16
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4. Combination

Combination games ask students to use their knowledge about several language skills. For

example, students may use their knowledge of vocabulary, pronunciation, and grammar, as well as

even subject knowledge in some cases.

One combination game is "Reverse Jeopardy' by Short (1999). This game provides students with

a review of information that they had already studied, ranging from vocabulary to grammar. In this

game, teachers divide a class into two teams such as team A and B. The first student chooses one

question from several topics and five levels (see figure 1). This game provides the easiest question

for $100 and questions get more difficult until the hardest questions for $500. If a student from team A

chooses a question that is the hardest level of a topic, for example, verb tenses for $500 is "Fill in the

correct form of to be in this sentence?: If I happy, I would dance," and the student can answer

correctly, his or her team gets $500. Then another member from team A can choose next question.

Team A can continue until they answer incorrectly. After all questions are given to students, the team

which has the most money will win.

Verb
Tenses

Science
Vocabulary

Music Communication
Services

Fairy Tales

$100 $100 $100 $100 $100

$200 $200 $200 $200 $200

$300 $300 $300 $300 $300

$400 $400 $400 $400 $400

$500 $500 $500 $500 $500

figure 1: Reverse Jeopardy game board (Short, 1999, p.302)

17
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Criteria for games

After understanding what games are and what kind of categories of games exist, teachers should

adapt games to their own classes to meet the knowledge students have and the language skills the

teacher wants to focus on. This section will consider selection of games, and suggest uses of games.

A. Selecting games

While using games is an effective learning language method, games' effectiveness still depends

on how teachers appropriately choose games to succeed. Before using games in their class, there are

some points that teachers should consider. First, games that are used in studying English must provide

both fun and English study. Not only teachers but also students are not satisfied with using games that

provide only fun. Thus, using games in class should always include one or more factors by which

students can improve their English skill. Next, it is also necessary for teachers to consider students'

ability when teachers choose a game and to remember that "...the students will be greatly challenged

by the simple fact that they are playing the game in a language other than their mother tongue"

(Dobson, 1972, p.387). Teachers tend to forget this situation. But by taking it into consideration,

teachers can avoid a situation in which students spend more energy learning the game than on

reinforcing their English knowledge and skills. Then, in order to make good use of the advantages of

games, teachers should check the following: "Which language does the game target?, Which skills

[listening, speaking, reading or writing] does it practice?, What type of game is it?, What's the purpose

for using it?, Does it fit the students?, How much interaction and participation is there?, Do you like the

game yourself?" (Hong, 2002, p.1). This checklist avoids choosing games that likely not to succeed in

class.

In my case, I choose games such as bingo that are applicable to as many various target skills as

18
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possible. Once students can understand the rules of the game, it is easy for students and teachers to

play games after that. In this point, bingo games can be applied to vocabulary, grammar, pronunciation

and cultural topics, so they are very useful and helpful to teach English.

Besides bingo, the game "Grammar tennis" (Rinvolucri, 2001, p.38), that was shown in the

previous section can also be applied to another practice. Teachers can use it as a practice for pronoun,

for instance "I my me mine" or "he his him his" and so on instead of irregular verbs. In

addition, teachers can use it as a practice of degree of comparison, for instance, "young younger

youngest" or "good better best". Many games can be applied to various practices to improve

students' skill, so it is useful and time efficient to start using some games that have same rules and

introduce games that have different rules gradually.

B. Using games

As external influences showed, teachers have limits, such as 3 classes per week, and they must

avoid being behind in class using textbooks. Deesri (2002) noted, "...because of the limitations of the

syllabus, games often cannot be used, as much as they should be. Therefore, it may be challenging for

teachers to try to add some games in class in order to develop students' English proficiency of the

target language"(p.1). In this situation, it is reasonable for teachers to consider how to link games to

existing class materials. This section will discuss how to practically use games in daily class.

I. How to integrate games in the class material

After choosing appropriate games, teachers should consider where the game is placed in class.

In other words, teachers should consider their own ideas about the role of games in class.

19
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So far many teachers might regard using games in class as recreation by students when

teachers have spare time. However, as Deesri (2002) pointed out, teachers should no longer consider

that the purpose of using games is only having fun. She suggested that teachers can use games

instead of traditional drills to practice new vocabulary and new grammar. Also Hong (2002) said that

teachers may be able to give students time that they practice new knowledge, such as grammar,

vocabulary and so on by shifting time that teachers previously used explanation or making students drill

individually to time that teachers use games.

In my case, at the beginning of the school year, almost all 1st year junior high school students do

not know how to write the English alphabet accurately and how to pronounce the alphabet. However, in

this term it is necessary for students to get as much new vocabulary as possible. In this situation,

teachers can use pictures as one possible way that students can keep their motivation, at the same

time they are satisfied by getting new vocabulary. Typical vocabulary in the 1st year students' textbooks

include stationery, food, animals and sports. By using picture bingo that Ito and Berry introduced (such

as sports bingo that is dealt with in section II), teachers can help students acquire vocabulary. Teachers

can also make their own vocabulary bingo cards to adapt to the textbook vocabulary. As a fun way,

teachers can make students bring pictures from magazines or advertisements that students often see

and use these pictures to make bingo cards. Teachers can shift from pictures to letters in students'

bingo boards gradually as students learn the alphabet. This method is adapted for any year's students

in which teachers think that students need more vocabulary.

Another consideration when using grammar games is retaining of grammar knowledge because

students learn the grammar in one chapter but forget it by the time they finish the next chapter. For

example, wh-questions are provided from chapter 2 to 10 in Sunshine English course 1, which is used

2 0
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throughout Tottori prefecture. Students forget the different points from chapter 2 and 3 by the time they

get to chapter 10. So teachers can adapt games like Jeopardy as a grammar summary in order to help

students establish the difference of each grammar point. In such a jeopardy game, teachers change

categories to different grammar topics, such as wh-questions (Clark, 1996) (see figure 2).

This game is similar to "Reverse jeopardy" except

that students are asked to answer what is the

Who What When Where Which

$100 $100 $100 $100 $100

figure 2: Jeopardy game board (Clark, 1996)

appropriate question of the answer by seeing the answer. For example, the teacher shows an answer

as the easiest question "your grandmother", and then students guess the possible question such as

"Who is married to your grandfather?" The answer as the hardest question "George Washington" may

be answered with the possible question "Who was the first president in the United States?"

2. How to succeed using games

There are some techniques that help teachers to succeed using games. For example, some

experts suggest that teachers should sometimes join games with students because it can create a

good atmosphere that lowers stress. In addition, it is a key point that teachers should explain rules of

games to make students easily understand them so students can be absorbed in playing games and

having fun. In almost all cases, it is easy for teachers to demonstrate the game instead of using a long

explanation. Moreover a demonstration takes less time than explaining the rules. Finally, it is better for

teachers to stop playing games when students' interesting peak to effectively use games in daily class.

3. How often to use games

Then, how often teachers should use games in their class? Hadfield suggested, "games should

21
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be regarded [as] an integral part of the language syllabus, not an amusing for Friday afternoon [off] for

the end of the term" (Deesri, 2002, p.4). Deesd added, "...it is quite a good idea to incorporate games in

daily classes" (p.4). However, teachers should also consider Ersöz's (2002) suggestion that, "the whole

syllabus should not be based on games onlyeven for young learners"(p.1). Keeping these ideas in

mind, some games can be used frequently, others should be used occasionally.

In my case, the games that I will use frequently are those that do not take long time to play and

prepare, and do not need to change students' seats, such as bingo. The aim of these kinds of games is

to make students practice as often as possible. Therefore, teachers may use bingo every other class

for about 15 minutes. A game may be used in the class after teachers have introduced new vocabulary

in a section from a chapter. On the other hand, games I would use only occasionally would be

combination games that require students to connect a variety of skills such as Jeopardy and that may

take a whole class. I may use such a game once a month or after finishing each chapter as a summary

of what the students have learned.
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IV Practice

Here, I would like to suggest how teachers adapt using games in daily class with existing class

materials. I suppose that I make lesson plan with games by using chapter 1 from the 3rd year students'

textbook.

First, I would like to consider students' situation. In this term the 3rd year students, even some of

whom had lost their motivation when they were 2nd year students, have high motivation again because

they are conscious of entrance examination for high school. When I asked the 3rd year students as a

questionnaire about what they want to do in English class in the beginning of school year, many

students regretted that they had been lazy so far, and so they try to review from beginning of English

study. In addition, because this term, the beginning of school year, is after spring vacation, students

tend to have forgotten what they had studied. So it is useful for teachers to briefly help students recall

what students studied so far. Especially for the 3rd year students, it is better for teachers to keep in mind

that students need reviewing.

Second, I would consider the grammar, vocabulary and content in this chapter. Chapter 1 of the

3rd year textbook has a review of present perfect tense that the students' had studied in the end of 2nd

year textbook. Also this chapter has some new phrases such as how to use words yet, already, and

never by adding to the grammar of present perfect tense and new words such as mean, and sung. In

addition, a content of this chapter deals with the Japanese new school year and school life, including

school clubs. When teachers consider grammar, one of the most confusing and difficult tasks for junior

high students is to recognize and memorize irregular verbs even though this chapter is review.

However students memorize verb forms for the first time, games that practice verb forms are effective

to solidify their memory of irregular verbs. As reviewing vocabulary, teachers can provide games by

2 3
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connecting with content that is about school life.

For this chapter, the teacher would use three kinds of games. Two of them, "Spelling bee" and

"Grammar tennis" would be frequently held in daily class, while the other, "Snakes and ladders", would

only be played once. For the first class, for activating content of this chapter and reviewing vocabulary

that students have studied in their 1st and 2nd year, the teacher would use a spelling game that is called

"Spelling bee." (Dobson, 1972, p.392) In this game, students are asked to spell words that teachers

give aloud and quickly. The teacher should choose words that relate with school life such as club,

belong, book, and encouraging. This game will finish when only one player is left standing or 20

minutes is up. After this game, the teacher asks students what all the given words relate to. Then the

class would turn to the reading, which includes present perfect tense. In this step, students are required

to catch the main ideas of the reading and recall the structure of present perfect tense. The teacher

would also briefly check or explain about the structure, and give homework that supplement class

material such as a given drill book. At that time, the teacher would also announce that the teacher will

give a game that relate with the present perfect tense and it is good for student to do homework to

prepare for the game.

In the next class, after teacher takes some time to answer questions that students have about

their homework, the teacher would give a game "Snakes and ladders" (Rinvolucri, 2001, p.28). In this

board game, students are required to judge whether a sentence of present perfect tense is

grammatically correct or not. Students would play this game in groups of six. Each group would have a

"Snakes and ladders" game board and students would compete individually. Students can check their

understanding or get chance to correct those students had misunderstood about the grammar by

talking with classmates. After this game, students can check again to find the reason why a sentence is

2 4



Atake 22

correct or not. The entire activity would take 30 minutes. This game needs adequate time because

students are asked whether they can understand or not. Therefore this games would be occasionally

held such as a summary, and the teacher would use this game once in this chapter.

The textbook reading shows only 4 irregular verbs, but because students understand they need

to memorize many irregular verbs, in this step it is better for teachers to provide additional irregular

verbs that are often used with students. The textbook has an appendix with 50 verbs defined as

important and basic words. Teachers could introduce the verbs little by little, and use "'Go, Went, Gone'

BINGO" (Ito and Berry, 2002, p.65). In this game, students write down a past participle of the verb in

each square that already have written the first letter. Teacher says the present and past tense of a verb,

so students find the past participle of that verb. This bingo takes about 15 minutes. It is important for

students to play this bingo as many times as possible to memorize these verbs, so I would play this

game several times while studying this chapter and could repeat it occasional throughout the year.

In addition, there are three or five regular examinations per year. Students are expected to study

two or three chapter per examination. Teachers can also use games for review for these examinations.

For example, as the game "Snakes and ladders" shows other variations, teachers could use sentences

that students composed in class or as their homework. By using their sentences, teachers can discover

which sentences many students tend to make mistakes with and address them with stronger

impression. Also teachers can use the game "Spelling bee" as a check so students can recognize

which vocabulary they have not memorized. By providing these games as pre-test, teachers show the

students who cannot find what they should study for the examination have to do before the

examination.
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Conclusion

I started researching about using games because of my students' attitudes and my own

worries. Before I researched this topic, I just hoped to change my class so that students can keep their

motivation and surely memorize new knowledge by using games as one solution. Therefore I sought a

reasonable way to support the use of games in English class. Through this research, I realized that

using games is useful for teachers to effectively teach English by finding other advantages of using

games in class. Besides helping memorization and keeping motivation, using games provide students

to get various learning strategies, to use all skills, to be absorbed in games learning English, to lower

stress, to naturally keep their attention, to get chance that they use English in real communication and

make friends, and to gain belief that they can understand and use English. The effect of using games in

English class can satisfy teachers by their many advantages or wide range of influence on students.

Therefore, as Oxford and Crookall stated, it is natural that language teachers gradually turn to use

games in their language class.

The remarkable points of using games are taking care about students' feeling such as

motivation, stress and making students get new knowledge by using real communication or interacting

with classmates that give students stronger impression. By teachers taking care about students getting

knowledge that they can apply learning such as learning strategy, teachers can more effectively use

games in class. Sometimes teachers can use a game to "trick" students into learning. The students

think that they are having fun, but with a carefully chosen and integrated game, the teacher knows that

they are learning, too.

Though I stated several limitations in the English teaching situation in present-day Japan in

section I, using games shows teachers that they can efficiently work within these limitations. Both
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learning language and teaching language are fun because getting new language gives us opportunities

that we can get new information, culture, and friends. Using games can realize these things in both an

enjoyable and involving way.



Atake 25

BIBLIOGRAPHY

Clark, D. (1996). Wh-Games. In L. Schinke- Llano& R. Rauff (Eds.), New ways in teaching
young children. Alexandria, VA: Teachers of English to Speakers of Other Languages,
Inc.

Collier, C. (1996). Creating games for emerging English speakers: Language & content
reinforcement activities. (ERIC Document Reproduction Service No. Ed 421 878)

Deesri, A. (2002). Games in the ESL and EFL class. The Internet TESL Journal,VII1(9).

Retrieved September 18, 2002 from the World Wide Web: http://iteslj.org/technigues/
Deesri-Games.html

Dobson, J. (1972). Try one of my games. In K. Croft (Ed.), Readings on English as a second
language for teachers and teacher-trainees (pp.361-377). Cambridge, MA: Winthrop
publishers, Inc.

Ersöz, A. (2000). Six games for the EFL/ESL classroom. The Internet TESL Journal,VI(6).

Retrieved September 4, 2002 from the World Wide Web: http://iteslj.org/lessons/
Ersoz-Games.html

Hong, L. (2002). Using games in teaching English to young learners. The Internet TESL

Journal, VIII (8). Retrieved September 4, 2002 from the World Wide Web:

http://iteslj.org/Lessons/ Lin-usingGames.html

Hancock, M. (2002). Pronunciation games (9th ed.). Cambridge, UK: The press syndicate of
the University of Cambridge.

Ito, N., & Berry, A. (2002). The great big bingo book (2nd ed.). Vermont: Pro Lingua Associates.

Kerr, J. Y. K. (1977). Games and simulations in English language teaching. (ERIC Document
Reproduction Service No. Ed 148 176)

28



Atake 26

Littlejohn, A. (2001). Motivation. English Teaching Professiona1,19. Retrieved September 4,
2002 from the World Wide Web: http://www.AndrewLittlejohn.net

Monbusho (2002). The course of study for lower secondary school foreign languages.

Murphey, T. (1996). Changing language learning beliefs: "Appreshiating" mistakes. Asian
Journal of English Language Teaching. 6. 77-84.

Oxford, R. L., & Crookall, D. (1990). Learning strategies. In D. Crookall& R. L. Oxford (Eds.),
Simulation, gaming, and language learning. New York: Newbury house.

Short, D. J. (1999). Reverse jeopardy. In D. J. Short (Ed.), New ways in teaching English at the
secondary level (pp. 297-300). Alexandria, VA: Teachers of English to Speakers of
Other Languages, Inc.

Turner, R. H. (1998). Prizes for motivation and minilessons. TESOL Journal. 7 (2), 41-42.

Rinvolucri, M. (2001). Grammar games. (21st ed.). Cambridge, UK: The press syndicate of the
University of Cambridge.

2 9



rEgZi4:0857243417
F.01-009-1Pd--6

2003. 8. 9 18:50 P. 1

Departrnent of Education
Office of Educations/ Research and Improvement (PERO

Natbnal Llbrary of Educatico (NLE)
Educational Resources Information Center (ERIC)

REPRODUCTION RELEASE
(Specific Document)

DOCUMENT IDENTIFICATION:

IC

rdw
U5et3 Ga.wies +0, Tectck

AUtD00): kzc.ko Ata

k olJaINM Ese LK " Sc

Corporate Source: Publication Date:

/40,1"C, k
11- REPRODUCTION RELEASE:

In order to disseminate as widely OS DOSiltrie drnelY and gighirmint inwerinin of ilitennt to the educational ComMunity, documents announced in the
month* abstmct journal of the ERIC Syldern, REuctsurcsuz in Erinnadiren (RIF), eno ubbbny made butdiablo to vows in 'micro( bdio, reeradoed pop," vopy.
and electronic mecrra. end sold through the ERIC Document Reproduction Samoa (EDRS). Credit is given to the .source of each document, and, if
reproduction f245950 ia granted, one of the following notices is anced to the document

perrnisaion Is granted to reproduce and Maser Mate the Iderdified document. please CHECK ONE of thefellowing Beep aphons and sign al the bedlam
of the page.

The sample sarder shown Maw
anew ta al Levet I debeneree

PERMISSION TO REPRODUCE AND
DISSEMINATc THIS MATERIAL RAS

BEEN GRANTED tir

TO THE EDUCATIONAL RESOURCES
INFORMATION CENTER (ERIC)

Cheek heater Lewd 1 Mem% model;
reproserron aus Nuererumen in morose* or Geer

ERIC &Mho mode (e.g.. ereceeni) encipepor

The smoke nekwahoun befeenell be
Jibed mall GAM 2A dearness

PERMISS/ON TO REPRODUCE AND
DISSEMINATE This MATERIAL IN

MICROFICHE, AND IN ELECTRONIC MEDIA
FOR ERIC COLLECTION SUBSCRIBERS ONLY,

H&C RM..) ARANTED BY

2A

TO THE EDUCATIONAL RESOURCES
INFORMATION CENTER (ERIC)

Leval 2A

171
Chad' briefer Lew/ 2A mime. pataames

approestian aral Obeerninellen In enintfithe and it
emeacatic man for ERIC ambled oRettein

subsalbersenty

The eeniber Acker Mom below all be
Woad tO NI Lewd 20 docernents

PERMISSION TO REPROCC,ICE AND
DISSEMINATE THIS MATERIAL IN

MICROFICHE ONLY HAS BEEN GRANTED er

5ee'Ne
TO THE EDUCATIONAL RESOURCES

INFORMATION CENTER (ERIC)

LAWN 29

Cheek here for Level 25 release, pembeird
reoreduCtiOrt end crumeminerion in ink:MM. Q.*

Ormemeree ire procasound Ircl1.1M Frouldwl rernblemlinn wow weep,
If peren*Sioe tO reproduce is tinsresd, Wine teta usm. Oteunenbrele be promeerl at WW1 1,

1 hetetoleant to the Educational Rescumee Infonnegat Center(ER,C) hOrtezdesevo pemnisslon to 'optative° 4NXI titeeerainete Ucwàwg
as inclIcetedlibove. fleorocklotion from the ERIC rrxwalkhe r einebottie MAof . by persons other then ERIC wnebyees end Its system
6011b8GicksteedtssParntiesktn fleet the =Might hOlder. emeotionistastblur nonprofit reproduction by Ilexedesendotherservice agencies
fa =Defy intbrmetten needs ofeducators Of fOOPOttoo to ttloalltO ingot**

Sign
here,-*

CebirearboNAOSiser

tr- 6 SA

Ka:4777Rke/Ms./
Tul"7177-9S-7 2-5L-3gPi rgx Ps7- 259/7

ehe

katak obon Oaa-coln



Mitg-14 : 0857243417 2003. 8. 9 18:46 P. 2

III. DOCUMENT AVAILABILITY INFORMATION (FROM NON-ERIC SOURCE):
tf permission to reproduce is not granted to ERIC, or; ifyou wish ERIC to cite the availability of the document from another source, pleaseprovide the following information regarding the avariability or the document. (ERIC will not announce a document unless it is publicly
available, and a dependable source can be specified. Contributors should also be aware that ERIC selection criteria Sett siartific.ansy more
stringent for documeras that cannot be made available through ECIRS)

Publisher/Dish-butts:

Address:

Price!

IV. REFERRAL OF ERIC TO COPYRIGHT/REPRODUCTION RIGHTS HOLDER:
It the light to Wont this reproduction retease is held by someone other than theaddressee. please provide the appropriate name andaddress:

Name:

Address:

V. WHERE TO SEND THIS FORM:

Send this form to the following ERIC Clearinghouse:

...1,
However. if solicited by the ERIC Fealty. or if making an unsolicited contribution to ERIC. return this form (and the document beingconbibuted) to:

EFF-088 (Rev. 2/2000)

ERIC Processing and Reference Facility
4483-A Forbes BOUI(Mked

sinhern Ilawyland 2070e

Telephone; 3014524200
Toll Free: 1100-71194742

FAX: 301-552-4700
041120: edefaceintsted.gov

MAN: http://ericfacepiccard.csc.com


