A STUDY OF ENGLISH LANGUAGE LEARNERS (ELL) GAME
ACTIVITIES: MOTIVATING CHINESE ELEMENTARY

STUDENTS' INTEREST IN ENGLISH LEARNING

Rema 2 S

Approved: Date: May 2, 2013




A STUDY OF ENGLISH LANGUAGE LEARNERS (ELL) GAME
ACTIVITIES: MOTIVATING CHINESE ELEMENTARY

STUDENTS' INTEREST IN ENGLISH LEARNING

A Seminar Paper Research
Presented to
The Graduate Faculty

University of Wisconsin-Platteville

In Partial Fulfillment
Of the Requirement for the Degree
Master of Science in Education

English Education

By
Han Dong

2013



ACKNOWLEDGEMENTS

The work in this thesis would not have beensjids without the aid of a great
many people. Without their generous help and treloes support, insightful
comments, and continuous encouragement, my reseathhesis would not have
been accomplished.

First and foremost, | would like to acknowledged express my deepest
gratitude to Professor Daniel Leitch, my superyigor his instructive suggestions,
generous encouragement, invaluable guidance, amgistent kindness on the writing
of this thesis, all of which have been of inestifealvorth to the completion of my
thesis.

Second, | would like to express my sincereigrde to all the professors in our
program, who have instructed and helped me immegnsethe past two years. My
deepest and special thanks goes to Dr. YuanyuafoHuer great help, considerable
patience, and understanding. The things | learnech fher will benefit me for my
future study and work. At the same time, | am @saieful to Dr. Tom Lo Guidice for
his personal guidance and valuable advice duriegwhting of this seminar paper
draft.

Third, my thanks goes to all the fellow clasggsaand friends who gave me their
generous support and helpful advice during thecditf course of the thesis. In the
past two years, we have established a profounddsigip. | deeply believe that the

days we spend together will become a valuable gedial memory in my future



life. | would also like to thank all of the kindiénds in United States for their help
and friendship.

Last but not least, my warmest and greatest thgake my parents, Han Yufeng
and Zhang Jianxiang, who have never limited my &ors and have always had
absolute confidence in me, and for their boundless and whole-hearted support
over all the past years including my undergradw@ateé graduate education. Words
cannot express how much | love them and how griakefon to them for bringing me
into this world, loving me continuously, and beifgly supportive of every single
step | made in my life. To them, | owe more tharrdgocan express.

Thank you again to all the people mentioned aboV® Wwave generously

supported me. | am grateful for your consistentlkess to me during this process.



Abstract
A STUDY OF ENGLISH LANGUAGE LEARNERS (ELL) GAME
ACTIVITIES: MOTIVATING CHINESE ELEMENTARY
STUDENTS" INTEREST IN ENGLISH LEARNING
Han Dong

Under the Supervision of Dr. Daniel Leitch

The purpose of this study was to draw attentiorthto use of games in ELL
teaching and learning and to determine how ELL gaoiwities are effectively used
to motivate Chinese students’ interest in Engledrring at the elementary school
level. This article mainly describes the benefitsnzorporating game experiences
into daily instruction and provides practical aittes for classroom implementation.

It is proved that games are powerful tools to @eatrelaxed and happy
atmosphere in the process of English teaching &agning. Using ELL game
activities can motivate students and raise thethusiasm to learn English well.
Instructors should choose and apply the most daitgames for different teaching
purposes. By designing interesting English langugaenes, teachers will increase
students™ active participation.

Games play an important role not only in motivatistyidents, but also in
improving elementary students™ language applicaskills. The process of playing

games assists in improving listening, speakingdirgg and writing skills. With the



help of ELL learning activities, students couldtbetlearn English in the relaxed
atmosphere of “playing games.” This is importantdaese more effective long-term
learning occurs when students are not stressed.

The writer provides definitions of games, classifions of games, the
advantages of using ELL game activities, and thenatriter gives some examples of
ELL games that could be used in Chinese elemeraglish classes. Finally, the
writer concludes thait is necessary to take games into the elementargat English
classes. In a word, ELL game activities help toagme the enthusiasm of students to

learn the English language effectively in a relaagdosphere.
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Chapter | Introduction

Albert Einstein once said, “Interest is the bestcher.” The quote reflects the
greatest struggle, though often the most rewardimag, teachers face: the struggle to
keep students’ interest. ELL teachers understaatdstbdents learn better if they find
the subject engaging. Interest is also the besth&zafor English learners. If the
students are interested in learning English, thiélystudy hard to be good at it, thus
finding more happiness from learning English. Onhen students are interested, will
they take the initiative to learn and overcomeidifties associated with learning
English. According to many related studies, leagnmotivation is one of the most
significant factors in language acquisition.

In China, elementary students learn English ashadcsubject. Historically, in
English teaching as a foreign language, teacheve facused on motivating the
students” interest and making them eager to |eBeachers often use ELL game
activities as a powerful tool to make studentsvatyi participate in the process of
English learning.

A teachers™ most important task is to increaseestisd motivation and to keep
their interest in learning English. As Hansen (19%#ates, “Games are highly
motivating and entertaining, and they can give &warners more opportunity to
express their opinions and feelings” (p.118-12Fadhers who use games realize that
students will master the language better if theythard. It is necessary to study

hard in order to have a good mastery of the langu&ggood game is valuable
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because the game makes students feel relaxed and piractice their skills
spontaneously.

In Chinese elementary schools, teaching Englisim wames involves a wide
range of uses and plays a significant role in nabing students and developing the
students’ ability and skills of language learnifigiaching through English games
positively impacts the teaching of language. Htisactive to the students and inspires
their motivation to study and to absorb the langu&gowledge on their own.
Therefore, English Language Learner (hereaftermedeto as ELL) games are one of
the most useful activities in English teaching atimdy help to improve the
effectiveness of teaching. In order to enhance uhderstanding of how teachers
motivate students in the classroom, a review ddrdilure on the subject was
conducted.

Satement of the Problem

The problem, to be expressed as a question, dlaws$:

“How can ELL game activities be effectively used motivate Chinese
students’ interest in learning English at the eletaly school level?”

Definitions of Terms
® ELL: English Language Learner
® EFL: English as a Foreign Language
® ELT: English Language Teaching specifically refershe teaching of English to
students whose native language is not English.

® ESL: English as a Second Language



® Motivation: An internal state or condition (somegisndescribed as a need, desire,
or want) that serves to activate or energize behnand give it direction.
(Kleinginna, 1981, p. 345-379).
Purpose of the Study
The purpose of the study is to explore how ELL gautvities can motivate
Chinese elementary students™ interest in Engliaimlag. Therefore, the objectives of

this study were as follows:

First, investigate the theoretical basis for thedgtof ELL game activities,
including the definition of games.

» Second, introduce the classifications of gamesdhabften used in language

teaching.
* Third, make a statement of the advantages of usirhggame activities.
* Finally, introduce some ELL games in Chinese elaargrEnglish classes.
Significance of the Study
An old saying is that nothing is more intenegtithan games in the eyes of

children. The use of games in the classroom hamgdtanding history, yet it has
only recently been heavily studied. In recent ye#lte English language teaching
theory emphasized the importance of exploring efgarg school students’ interest
and motivation to learn. Unlike the traditional iogr style of teaching language
through lecture, the game teaching methods areailuaetivities to help cultivate the
students’ interest to learn English well and toronp effectiveness.

Delimitations of the Study



The research, which lasted approximately over wimetys, was conducted
and through the library at the South-Central Ursitgrfor Nationalities in China and
Karrmann Library at the University of Wisconsin-féwille. Primary searches were
conducted via the Internet through EBSCO host WRIC and Wilson databases,
Academic Search Elite, and Google/Google Scholay Kearch topics included
“motivate students” interest,” “games,” “ELL,” “Elish teaching”, and “elementary
schools in China.”

M ethodology

A brief review of literature relating to thelatonship between ELL game
activities and English learning was conducted. @ogé review of literature on related
issues, including classifications of games, theaathges of using ELL game
activities, and examples of ELL games in Chinesanehtary English classes, was
also conducted. The findings were summarized frewemt relevant studies and

recommendations.



Chapter 11 Review of Literature

This chapter includes the definition and the cfasion of games, and also the
advantages of using ELL game activities in languagehing and learning. A review
of ELL game activities in Chinese elementary Englidasses with a practical
perspective is also included.

Definition of Games

What is a game? The word game has a lot ofidiefis. For instance, games can
be defined as interesting activities that have cgtitipe elements and participants
must obey the rules (Allery, 2004, p.504-505; Heldfi 1990; Oxford Dictionary,
2001). According to Byrne (1995), games are playfui activities that should follow
some rules (p.101-103).

Hadfield (1999) also emphasized the significancegames in the teaching
process. She believes that a game is an amusimifyaetith rules which should be
used in language teaching. Hadfield believes tlamheas are an effective way that
students can take part in the language classeshao ldnguage learners have
opportunity to practice and use language. Gamésaasing tools have potential use
in English Language Learning.

Based on the above points of view, one can condiid¢iELL game is an activity
which has specific goals and combined content tscgame authors have compiled
certain rules, used vivid and interesting forms auftivities, and created real

circumstances to encourage all students to leashoNy will students be amused by



the games, but they will also improve their languagopficiency and learn knowledge
during the game activities.
Classifications of Games

Due to a variety of purposes and intended outcornaesyide variety of
classifications exist for games. Though it is diffi to categorize games, they are
usually categorized by their functions, studentfipiency, purposes, and so on
(Shie, 2003). Hadfield's (1999) opinion of clagstion of games is to divide games
into competitive games, which focus on the dudited victory and failure, and
cooperative games, where the students work togaihreach a common goal.

According to McCallum (1980), games are classifiatb seven categories,
including vocabulary, writing, spelling, structureymber games, role play games, and
conversation games. De Jager (2009) confirms thiaiteg can be classified into two
kinds of games, which are physical and mental garlegsical games make students
active and keep students™ attention focused, aydmere on intellect, not physical
ability, to master a potentially more complex Setutes.

Because there are many kinds of games accordirdiffevent situations and
functions, teachers should be careful to chooderdiit games for different learning
purposes. With the proper selection of classroomega English language learners
will benefit greatly from these ELL game activities
The advantages of using ELL GameActivities

Students in elementary schools are generally kedearn and want to soak up

new information daily, but they have a short aitanspan. For the vast majority of



people, language itself is not very interesting] &@ris not easy to sustain motivation
for most people (Song, 2006, p.417-431). Englishlma a difficult language to learn
for anyone, especially for children, so if Englisot the students’ first language, it
can make their life in the classroom more stres3faéy may consider it very boring
to only sit there and listen to the teacher withay participation in class. However,
games can improve attention and memory and enfradsteact thinking.

It is best to use games for elementary school &nldo encourage them to use
English and practice it as much as they can. Atdaying games makes English
learning more fun for them. Game activities playraportant role in learning English,
and students can participate more in the classsofoe extent, game activities not
only can improve student’ ability of cognizancet blso can make the class vivid
(Hadfield,1990; Uberman, 1998; Lengeling & MalangHé97).

Unmacht (1999) stated that games that have spedificities meet the needs of
students. Games should be frequently used in odassiearning and teaching to
improve students’ laughter and smiles (p.178). YThee highly motivating and
entertaining and they can give students more chance to expnegsdpinions and
feelings” (Hansen, 1994, p.118-121).

Students and teachers can both learn from gabmesne hand, it helps students
to develop their interests to learn a languagetl@nother hand, gaming can create
vivid situations for which children will learn. Aocding to Wierus (1994),“With the
relaxed atmosphere which is created by using gastedents are able to remember

things faster and better’(p.218-222). Students yergames because games are



challenging and interesting. Games can enhanceersisid creativity and cultural

awareness. Furthermore, games offer actual singtio use language, which is
meaningful and helpful, and also enhances manyodsafor students to cooperate
with other classmates.

A summary of the key points includes: First, ELLrggs will increase students’
motivation, encourage more communication amongestisg and form a cooperative
and competitive atmosphere. Motivating studentterast is important because it is
one of the key factors that influence the learmid=nglish language. With proper
motivation, the learners may find success easieactieve when learning a new
language (Hubenthal, 2004, p.104-126). Gao (2008) states the importance of
motivating the students’ interest that he belie/essthe most frequently used to make
language learners overcome difficulties or comptesk during their learning
(p.599-614).

Second, ELL games help to relieve pressure andléx students physically and
mentally. Third, using games in English teachingcpss give more opportunities for
students to speak and practice English. Game ae$iviot only can increase students’
interest and make them to be able to use languagiealso put them in a real
language circumstance (Hatch, 1998; S. K. Lee,1%®esri, 2002). ELL Game
activities create real circumstances and a livéhyosphere, fosters the whole class
participation and interaction, and helps studenegarn and use language
spontaneously.

Fourth, games encourage the teachers to grow grofedly by adjusting their



teaching styles and activities for different agesl éearning levels. While creating
games is a break for both the teachers and thesrstidrom regular lectures and
response, it also provides an increased opportdaitypractice. Fifth, whereas the
traditional method of teaching is very teacher-eeed and observation
student-centered, this newer game method allowsetieher to be more of a guide to
the students as they participate in more activiesth, using challenging games is a
strong tool to help keep students’ attention andimprove their critical and
independent thinking skills.

These researchers of language education supporlidéaeof using games in
English teaching, especially in elementary schowlkere students are still very
young. It is easier for students who are at a yageyto learn a new language, and it
is easier to convince them that something is fumarhing English is a long-term
process in which continued interest is necessaayné&s help to stimulate students’
interest, inspire their motivation, and keep theterest during the long process. In
addition, games force the students to interact weithers, which then offer an
essential opportunity for students to improve tkeimmunication skills.

Games are carried out as an important tool to ratgiinterest in teaching ELL
in an elementary classroom. The games should ¢oofiactivities that promote
group success and individual creativity, as welkeasourage students to effectively
use a variety of skills. Playing games in Englishching can reduce the learners’
psychological pressure, arouse their interest, expdore their capabilities in many

ways. Games can improve teaching efficiency, predoag-lasting impressions on



students” minds, inspire the students™ learninguemism, and widen their knowledge
range. It can also help to make the students dewgbod habits of creative thinking
and reinforce their independent will to solve pesbs.

Examples of ELL Gamesin Chinese Elementary English Classes

Game1l: Spelling Wordswith the First Letter Given

In this ELL game activity the teacher usually divides the students into sgver
groups. Then the teacher will give each group glsitetter with the instructions to
make up as many words starting with that lettggassible in a limited time. Each
word is one score, and no points are awarded istingents spell the word incorrectly.
The group which remembers the most words and sipedia correctly will be the
winner. Here is an example:

If the teacher gives the group the letter “A”, hare some correct answers:

1. Apple, any, angry, ask, are, art.......

Starting with the letter “D”:
2. Dog, duck, do, dad, desk, down.......
And with the letter “S™:

3. Sad, see, say, seven, sale, Sunday.......

The teacher can also ask each group to writen@gs many words as possible
from a specific vocabulary category. For exampie,dgroup may be asked to write
down all the words they can think of for the catgg@animals.” Possible examples
include:

1. Animal: cat dog, rabbit, fish, chicken horse......

10



Words about “fruit” they can think of:

2. Fruit: apple banana pear watermelon strawberry......
Or the words for “sports”:

3. Sport: basketballfootball, baseball hiking, skating......

This game is designed to make students remembeernawrds and to
strengthen retention of ones already learned. &tadmaust classify the words they
have learned before in this ELL game activity. Tloeyld master and learn a lot of
vocabulary words at the same time.

Game2: Guessing game

This game is designed to help students improve Hi®lity in oral English. As
we know, children are curious and love to havectience to guess words that they do
not specifically know. This game activity encouragbe students to guess about
words. This game tests students’ vocabulary as ageltheir quick response and
presentation skills. The steps for the implemeoratif this game are as follows:

1) The class can be divided into several groupsJikesthe first game.

2) Each group chooses one student to explain and tterg to guess. The
student who will guess the mystery word is requieedome to the blackboard
and place their back to the blackboard.

3) Then the teacher will write either a noun or a vamlithe blackboard.

4) The student tasked with explaining the word is idden from saying the
word directly. Instead he/she must use clues shbaly language and
description.

11



5) Then the student whose back is to the blackboalidinwito guess what the
word is.

For example, when guessing the word “monkéye”dtudent who explains could
say, “It is an animal has a long tail. It is broand likes to eat bananas.” The group
that guesses the correct word will be awarded atp®he group who has guessed the
most words will be the winner.

Game 3: Role play games

Role play games are activities in which studentf@class act out specific roles
through dialogue or physical performance in différescenarios. Teachers use role
play games because it tasks students with imitagagsocial scenes, so that students
acquire oral communication abilities required imeal social environment and can
freely use oral communication in English. Studerdslld express courage through
role play games, thus overcoming psychological iberand dare to speak. By
creating opportunities for students to perform tags, the teachers will increase the
students' self-confidence and oral communicatioiliti@b. This game can be
implemented like this:

» First, the teacher could allow students to divial® iseveral teams freely. The
number of people in each group depends on thefgpeiccumstances.

* The second step is to arrange for students to mperdm stage.

* Finally, the teacher will give a brief evaluatioar fevery group about the
strengths and weaknesses of their performance.

There is also a new form of the activity in alhiteachers also could write some

12



important sentences or phrases intended to teattedriackboard. Then, the students
should use the sentences or phrases to come ugheitrown dialogue to act out. In

addition, the teacher could pick out one persomfeach group composed of judges
who will score the performances, provide writtesp@nse, and then choose a winner.

In summary, as an important part of teaching, mhy games are the most
exciting moment for the students in the classroord will also help transform
knowledge into ability. Children actually like txmess themselves and role play
games meet this demand of the students, and al¢e @ classroom a lively
atmosphere. Role play is also a chance to commignibeough applying the English
language. The teacher could prepare some toolslvange in order to make the
performance more interesting and the atmosphere netaxed.

Game4: TheWord Solitaire (last letter)

The Word Solitaire is an attractive game actividyencourage students to learn
new words and consolidate the old words they heamkd. The basic rule is to write
down as many words as possible in a limited timgh Wie last letter of former word.
The same word cannot be used twice. One way isvidedthe whole class into
several groups first and then each group will kit best to write as many words as
possible. For example, students could write anktabg-glad-dog-good-desk-kite
and so on. The group that writes more words insém@e time will be the winner.
Another way to play Word Solitaire is like this:

Student A says a word at random, and then the sthedents follow one by one,

the first letter of each word should be the samthadast letter of the previous word.

13



For example Student A says “apple,” Student B could say “ediident C could not
say “eye” also, but could say “egg.” Then the r&xtdent should say a word starting
with the letter “g.”

This game could make students focus on what otbaysand keep thinking
whether their words are repeating others. Throigh word game activity, students
can not only consolidate the old words and enl#rge vocabulary, but the game also
helps the class atmosphere become exciting andqgbeontass participation at the
same time.

Game5: Listening and drawing

Listening is one of the most important skills fandglish language learners. This
“listening and drawing” game is appropriate to Riglyrade students who aim to
improve their listening skills. This game also regs students to provide a quick
response and focus their attention to listen clyefin this listening exercise game,
the teacher will ask two or more students to drawatwhe or she will hear on the
blackboard. The other student explains the piottnieh the teacher shows.

For example, the teacher could show a picture @ifare which consists of
squares, triangles, wavy lines and circles. Thdesttwho explains could say, “This
is a picture of a person’s face. Draw a big squiasé which could be regarded as a
face. Draw two circles in the place of eyes witlla in the circles. Then draw a
triangle as a nose. Finally draw a wavy line asnloeith.” Compare the drawings and
judge which one is most similar to the given pietur

In conclusion, teachers should try to design varigame activities in classroom

14



for different teaching purposes. Games should Iséggded according to the different

age and different English language proficiency ¢Btawicz, et al., 2006, p.524-539).

In addition, teachers also should observe the stsdédehavior during the game

activities. It is essential for teachers to obsemmat is happening during the process
of games to make the most of games in English lagglearning (Jacob, et al., 1996,
p.253-280).

Designing some interesting games can motivate staddnterest to learn
English and enhance their enthusiasm for learfdngating a more relaxed and happy
atmosphere to learn English effectively will incgeastudents” interest in the process
of English language learning.

Summary

In summary, interest is the motivation to lea@onsidering the age of the
students” characteristics and psychological charatts, the most important goal in
elementary school English teaching is to stimulstiedents' interest in learning
English. How to make the students generate andtaiaimterest in learning English
is a critical issue for English teachers.

The purpose of using ELL game activities in Englishching is also to make
students actively involved in English language né®g and to master the language
skills well through game activities. Games are véotis which children like best.
Games are easy to effectively stimulate studerdrast, and mobilize students to
actively participate in the classroom teachingwitogis.

Thus, teachers should take advantage of the pegaridge game activities and

15



insert proper games in the teaching process. Degigspome ELL games helps
enhance students’™ enthusiasm to learn effectivelhe relaxed atmosphere. Games
are not only helpful for English language learngrsacquire new knowledge and
consolidate knowledge they have learned, but ae ebnducive to the intellectual

development of the students and establish a sérts®peration.
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Chapter 111 Conclusions and Recommendations

Interest is the key for elementary students tonldamglish well, and motivation
of students is extremely importaigtudents with strong motivation always have better
performance than those with less motivation in Ehgllearning.In order to make
students actively participate in classes, the tashould make the class atmosphere
vivid and interesting through some methods (FieakeB, Smolkowski, Smith, Kame'enui,
& Beck, 2008, p.391-408ELL game activities are one of the most importaethods
to motivate their interest, and they make studeatger to learn English well.

As we know, game activities involve almost all thesic language skills, such as
reading, writing, listening, speaking, and commatiitg and so on. Therefore, games
provide an atmosphere of mutual trust and respgestindational to growth and
development of early childhood learners is the ialgaof the joys of creativity. In
addition, games also increase the English langlesgeers™ general achievement.

In conclusion, games have proved to be a useful todEnglish language
teaching and learning. Playing games is a way fulden to experience rich
language in a pleasant way. Not only does it craatetivating, relaxing class, but it
is also regarded as an important practice foraigliage skills. During the game
activities, important skills, such as listening,eaking, reading and writing are
developed. ELL game activities generate learnemngereést, encourage creativity,
promote student interaction, improve their acqigsitincrease their achievement and

set a stage for a positive learning environm&hese advantages of games create a
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lively atmosphere in the classroom and can help tdaehers’ teaching and the
students learning.

Consequently, it is necessary to take games irgmettary school English
classes. Teachers should implement various ganteassnthe suitable ones they can
modify to encourage elementary children in Engtesiching and learning. It helps to
motivate students’ interest and arouse their eigborsin the classroom. Teachers
should look out for new games and activities, enggimg and stimulating students to
participate in various class activities, and staslenill have a happy elementary

classroom where learning English is easy and fun.
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