Al-Azhar University- Gaza
Deanship of Postgraduate Studies and Scientific Research
Faculty of Education
Master Program Curricula & Teaching Methods

The Effect of a Suggested Program on Developing Student-Teachers'
Skills to Design Educational Games for Teaching English Grammar
and their Attitudes Toward it
أثر برنامج مقترح لتطوير مهارات تصميم االلعاب التربوية للطلبة المعلمين لتدريس قواعد
اللغة االنجليزية و اتجاهاتهم نحوها

Prepared by
Mohamed Fayeq Elkahlout

Supervised by
Dr. Sumer Salman Abou Shaaban
Assistant Professor of Curricula & Teaching Methods
Al-Azhar University- Gaza

Thesis Submitted to the Curricula & Teaching Methods Department
in Partial Fulfillment of the Requirements for the Master Degree of Education

2012
I

DEDICATION
I would like to dedicate my work
To my father, who lightens my way toward success
To my mother, who keeps praying for me always
To my wife, sons and daughter who encourage me
To my brothers and sisters, who support me a lot

II

ACKNOWLEDGEMENT
First of all, I am awarding my great thanks for Allah, who helps me to finish this
study. I'm also very grateful to the teaching staff in the faculty of education at AlAzhar University for their extreme understanding, support and encouragement, which
give me a pushed forward and enlightened my way towards success.
Special thanks to my advisor, Dr. Sumer Salman Abou Shaaban, who is so generous
in providing references and advice.
Special thanks to my father-in-law Dr. Raffeq Mohsen and I extend especial thanks
to Dr. Hassan Abo Jarad, Dr. Basil Skeak, Dr. Mohammed Hamdan, Dr. Hazem
Aessa, Dr. Nazmi Al-Masri and Dr. Sadek Ferwana for their great help.
Warm thanks to Al Qattan Center's lovely staff specially Dr. Mohamed Abo Mallouh
and Mrs. Maha Barzaq for their great encouragement, support and recommendations.
Thanks to all student-teachers who attend the program of designing educational
games.
Warm thanks are to my father and mother, for the support, love, affection, and
encouragement they bestowed on me all the time.
Many deep thanks to my wife and children Fayeq, Farah, Faroq and Ali from whom
father's care and attention are stolen by long hours of study.

III

The Effect of a Suggested Program on Developing Student-Teachers'
Skills to Design Educational Games for Teaching English Grammar
and their Attitudes Toward it
A thesis submitted by
Mohamed Fayeq Elkahlout

Supervised by
Dr. Sumer Salman Abou Shaaban
Assistant Professor of Curricula & Teaching Methods
Al-Azhar University- Gaza

Abstract

This study aims to identify the effect of a suggested program on developing
student-teachers' skills to design educational games for teaching English grammar and
their attitude toward it. To achieve the aim of the study the researcher used the quasi
experimental approach (one group design) with pre and posttest. The sample of the
study consists of (32) female student-teachers, who were conveniently selected from
the fourth level of English department at Al Azhar University and enrolled at
practicum course (2011/2012).
The sample applied pretest and pre attitude scale then, they attended the eight
sessions of a suggested program after that they applied the post test and post attitude
Scale. Moreover the student-teachers applied an opinionnaire after implementing the
program to measure their attitude toward the suggested program. The results of the
study were statistically analyzed

by Spearman correlation, Alpha Cronbach
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technique, Split-half technique, T- Test independent samples, T-Test paired sample
and Effect size.
The study revealed that there are statistically significant differences at(α ≤
0.05) between pre and post applications of the designing test in favor of the post
applications. Additionally, there are statistically significant differences at(α ≤ 0.05)
between pre and post applications of the attitude scale in favor of the post applications
and there are positive attitude toward the suggested program after implementing it.
Based on those results, the study recommended that further studies should be
carried out to develop different skills of the student-teachers to cope with modern
education. In addition to that, it is recommended to educational colleges to take such
result in account.
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Chapter 1
Background of the Study

Introduction
Modern education focuses on serving the learner and enhancing all its operations
to reduce what may disturb his motivation towards achieving the aims of education. As
a result of having different educational aims represented on learners, many methods
and strategies have been suggested for achieving these aims of the educational process
taking into consideration the diversity and differences among learners' abilities, interests
and individual differences Some educators define the educational process as an
integrated development process of the human personality in all aspects of his life (Agha
& Abd AlManam,1994:p19).
Teachers are the closest denomination, who deal with learners, determine
learners' characteristics, levels, interest, habits , hopes, traditions, cultures, religious
values, social values, economic and political situation.
These individual differences among learners couldn't be ignored due to their
representation to learners' life. Teachers always face this fact, where they are supposed
to adapted it. Teachers have to keep varying their methods of teaching to fit the huge
individual differences among their learners and to keep motivating them.
(Harmer,2001:p72 ). There are lots of methods and strategies that can be followed by
teachers to maintain the effectiveness of their teaching and to break the routine of the
class.
In addition to that, different methods of teaching have been developed to meet the
educational aims. Consequently, qualified teachers have to master all the methods of
teaching which enable them to adapt different teaching circumstances in order to achieve
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effective learning. This is known as the skills of designing educational situations, which
are considered as one of the important competencies of efficient teacher. Cooper
(1993:p22) mention that teachers' needed competences are philosophical, experimental,
subjects and practical competences and he defined practical competence as the skills
needed for the teacher to manage the situations inside the classroom in a successful way
that enables the aims to be achieved.
Preparing the learners to live in a rapidly changing society requires from
educators to help them to cope with their world by providing them with chances to use
their thinking which may force them to feel their responsibility in all fields of life. This
can only be achieved if we respect the learners' way of thinking and discover his hidden
ability (ElKhaoalda, 2003:p44).
According to Zetoun (2003:p111) designing are educational situation is known as
a process in which the teacher locates and adjusts circumstances to motivate learners to
interact in a way that makes changes in their behavior. So, the researcher concludes that
designing an educational situation is one of the most important foundations in creating an
effective teacher who really will prepare the learners for such world.
There are lots of methods, strategies and techniques that can be used to achieve
the educational aims and help the teacher in creating a successful atmosphere in
classrooms, whereas some teachers may still teach grammar in conventional method.
There is a movement towards teaching grammar with games, that is improved many
times as an effective and excellent technique of teaching. Educational games are one of
these techniques which have an important role in encouraging learners to communicate
with others and to enrich learners' language and vocabulary acquisition (Dar,2001: p28).
Learning through educational games is one of the most important priorities in
the life of children due to their contribution in increasing understanding which will
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arrange the learners' future characteristics. So, these games should have clear rules and
well-defined goals with fun (McLaughlin, 2004: p95).
Using games in classroom has many advantages; they can maintain motivation
by changing the atmosphere around the learners, removing inhibition of those who feel
intimidated by formal classroom situations, reducing the domination of the classroom
by the teacher by increasing student-student communication and also testing mechanism
in the sense that may expose areas of weakness (Carrier,1995: p6).
Moreover, it is important to mention the role of educational games in
encouraging learners to acquire information and convert it to behavior in all domains of
life. Glothin (1997:no.10) claims that using games as a means gives learners the chance
to interact with others, so they will feel of their existence as members in their
community .
Due to the important role of educational games in teaching, many studies have
been conducted such as Harb's study (2007) which aimed to recognize the effects of
using educational games in teaching English for the sixth graders in North Governorate
of Gaza and Qaddoumi's study (2007)which aimed to measure the effect of learning
by games and its effect on achievement in English for the fourth graders in
governmental schools in Nablus city. Moreover Hamdan's study (2009) was conducted
to investigate the effectiveness of linguistic games on developing the skills of reading
comprehension for the seventh graders in Gaza and Abdo's study (1993) was conducted
to discover the effect of language games on supporting the skills of oral communication
in English as a foreign language.
Qaddoumi said TEFL and EFL face many problems (2007:p17). English
language teachers have to minimize these problems as much as possible in a way that
matches modern education by connecting this material with new methods of displaying
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it to encourage the learner to acquire the skills of English language. Teachers of
English language are required to facilitate the language acquisition as much as they can.
These new methods will not be effective without efficient and well prepared
teachers, as these may allow teachers to manage and design educational situations by
using educational games to enter the hearts of his learners before their minds (Abed
Allah, 2009:p8 ). Because of that, the teacher's role must be activated towards getting
diverse skills in designing games for his class to adapt appropriate environment for
effective learning.
Grammar plays an important part in teaching and learning EFL. However, how
to create learners’ motivation in learning grammar is not simple. So designing games in
teaching grammar is an effective technique to create learners’ motivation and improve
their understanding of the lesson.
This preparation is the responsibility of education faculties. That means
education faculty has to prepare the student-teachers well before going to schools and
deal with learners by giving them the right keys to their professional future and support
them by the needed competencies. Such competencies are needed at every class, each
lesson and every stage of teaching. These competencies are easy to teachers if they
manage the skills of designing which enable them to deal with any circumstances.
This study tries to identify the effect of a suggested program on developing the
student-teachers' skills to design educational games for teaching English grammar and
measuring their attitudes towards designing educational games.

5

1.2 Statement of the Problem
Due to the important roles of educational games in teaching English as well as
other subjects, there are many studies that have been conducted in the field to identify
their effects on, or to measure their use in improving learners' achievement or to
improve the learners' acquisition in English

and other subjects. According to the

researcher's best knowledge, no one has made a study to measure the effects of a
suggested program to student-teachers on designing educational games for teaching
English grammar. Many consultations have been made with EL teachers to analyze the
needs for such a program and all of them have confirmed the weakness of their
students in designing educational games while others say that some students have these
skills but need more efforts to be developed. This is also confirmed by supervisors
and student-teachers themselves.

1.3 Questions of the Study
What is the effect of a suggested program on developing the student-teachers' skills to design
educational games for teaching English grammar and their attitudes towards it?

This main question is emerged into three sub-questions:
1.

What is the program of designing educational games targeting to develop the
student-teachers' skills

to design

educational games for teaching English

grammar?
2.

What is the effect of a suggested program on developing the student-teachers'
skills to design educational games for teaching English grammar?

3.

What is the attitude of student-teachers toward designing educational games.

4.

What is the attitude of student-teachers toward the suggested program.
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1.4 Hypotheses of the Study
1.

There are statistically significant differences at (α ≤ 0.05) between the studentteachers' mean scores on the pre & post application of the designing
educational games test for the post application.

2.

There are statistically significant differences at (α ≤ 0.05) between the studentteachers' attitude on the pre & post application of the attitude scale for the post
application.

3.

There is positive attitude toward the suggested program.

1.5 Purpose of the Study
This study aims to identify the effect of the suggested program on developing the
student-teachers' skills to design educational games for teaching English grammar and
their attitudes towards designing educational games by the following:
1. designing a program to develop the skills of student-teachers in designing
educational games for teaching English grammar.
2. identifying the effect of a suggested program to develop the skills of studentteachers in designing educational games for teaching English grammar.
3. identifying the effect of a suggested program on developing the attitudes of
student-teachers towards designing educational games.
4. identifying the student-teachers' opinions toward the suggested program.
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1.6 Significance of the Study
This study confirms its significance from the following justifications:
1. This study may be considered as the first one in Gaza Strip which is conducted
in the field of designing educational games through a program for teaching
English grammar, to the best of the researcher's knowledge.
2. This study is compatible with modern trends in education.
3. This study may give a new addition due to the scarcity of researches and
studies in Palestine, which deal with designing educational games.
4. This study may contribute in providing the responsible authorities with ideas,
which might encourage the use of educational games in many domains.
5. This study could be a motive to other researchers to conduct similar studies in
other fields.

1.7 Definition of the Terms
The following parts represent the operational definitions of the terms used in the study
to specify their meaning.

A suggested Program
A plan which includes a group of activities, procedures and educational materials
aimed to develop the skills of student-teachers to design educational games for teaching
English grammar, depending on techniques and activities to achieve that aim according
to a time table.

Educational Games
A group of funny and educational activities organized to be done by learners
cooperatively or competitively with paying some efforts within a set of clear rules inside
8

the classroom under the supervision of the teacher for achieving specific objectives in a
funny way.

Effectiveness of the Program
It is the capability of a suggested program to achieve results that have statistically
significant with regard to designing educational games for teaching English grammar
and it is measured by a test prepared for that.

Designing Educational Games
It is the ability to adjust related activities in an organized and sequential manner,
in accordance with certain rules and procedure leading to achieve the objectives.

Student-Teachers
Student-teachers are university female students at fourth level who specialize in
English and mostly completed the courses related to methodology and teaching
Strategies, enrolled in practicum course and distributed to different schools to practice
teaching.

Attitudes Towards the Program
An attitude is student-teachers' views toward the suggested program where they
supposed to reject or accept the ideas of the program and the ways of designing
educational games during the program, that is measured by the attitude scale prepared
for that.
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1.8 Limitations of the Study
1. The study tried to develop the student-teachers' skills to design educational
games for teaching English grammar.
2. This study was applied on female students of fourth level at the Education
college in the second semester at Al-Azher University in Gaza (2011/2012),
who are enrolled in practicum course.
3. The study depended on grammatical topics of sixth grad book "English For
Palestine" grade 6".

1.9 Steps of the Study
To achieve the aims of the study, the following steps are followed:
1. reviewing previous studies and articles related to educational games and
designing;
2. designing the program of designing educational games;
3. determining the tools of the study; designing test, attitude scale and
opinionnaire;
4. checking the validity and reliability of the study tools;
5. applying the pre-test and pre attitude scale on the sample of the study;
6. implementing the program;
7. applying the post test and post attitude scale on the sample of the study;
8. applying opinionnaire on student-teachers attitude toward the program;
9. analyzing the collected data by statistical means;
10. discussing the results and answering the hypotheses of the study;
11. presenting the suggestions and the recommendations in the light of the
results;
11

12. providing suggestions for further studies concerning the student-teachers'
development.

Summary
Chapter one attempts to define the statement of the study which is identifying
the effect of a suggested program on developing the student-teachers' skills to design
educational games for teaching English grammar, measuring their attitudes towards the
designing educational games and measuring their attitude toward the suggested program.
This chapter also included the purpose, the significance, the limitations and the
definitions of the terms. The next chapter will show the theoretical framework.
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Chapter 2
Theoretical Framework
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Chapter 2
Theoretical Framework

2.1 Educational Games
The teaching and learning process in the age of globalization needs a lot of
efforts to achieve its goals. The world has become more open to each other and the gap
between nations' knowledge starts to shrink specially with the knowledge revolution
caused by the Internet. That makes English language teaching as an urgent need to cope
with such a situation where the information is greater than before. That motivates
English language specialists and researchers to keep looking for new ways to encourage
learners to live the situation and fulfill their interests in a way they really like. So, it
becomes more important to EL teachers to consider their methods in teaching
according to the new vision of education which matches the learners' abilities and
interests instead of filling their mind with information. The changes in educational
field persuade educators to look for new strategies for teaching. These new strategies
and techniques depend on learners' participation and increase their role in the class .
Educational games is one of the new techniques which has been advocated by
many researchers as an effective way of teaching English language, due to its amazing
way of achieving educational goals and its ability of mixing abstract information with
environment. So, the researcher concludes that educational games can play an important
role in such situations that confirms the urgent need of developing student teachers'
skills of designing educational games.
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2.1.1 Definition of Educational Games
Educational games have been defined by many educators depending on their use in
educational situations such as:
1. Harb(2007) defined it as educational means used in English language class
which increase the chance of the learners to acquire language through
cooperative or competitive practice within certain rules. With atmosphere of
enjoyment.
2. Safy ( 2005: 19) said it is an organized activity that is controlled by specific
aim where the players put lots of efforts to achieve the specific aims in certain
place and rules without their participations in its planning.
3. Alannane (2002: 127) said that any game which aimed to achieve specific
objectives in the curriculum and developing learners' creative skills, thinking
and good attitudes toward learning can be an educational game .
4. Al Hela (2002:23) considered games as activities requiring some efforts to
obtain goals according to specific rules.
5. Coleman (1990: 443) considered educational games as cooperative or
competitive activities performed by the individuals to achieve certain goals
within a set of rules.
6.

According to the above definitions the researcher defines educational games as
a group of funny and educational activities organized to be done by learners
cooperatively or competitively with paying some efforts within a set of clear
rules inside the classroom under the supervision of the teacher for achieving
specific objectives.
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2.1.2 Types of Educational Games
Educational games can be classified to many types depending on their use, the
place in which the game will be used and the purposes of this use. Some classifications
are mentioned as follows:
1 - Instructional games: They are activities designed according to a set of rules
moving with steps of the game to achieve the educational goals cooperatively.
This kind of games are not considered a simulation of life situations nor competition.
2 – Simulation games : They are activities designed to allow the participants to
practice real life positions, where each participant plays a role to
solve problems or make decisions.
3

– Competition

games

: They

are

fun activities

that

include decision-

making in certain subjects, this type of games can be done with or without simulation
(Rafii, 2000: p77).
Lewis and Pederson (1999:p 7) classify educational games to two kinds:
1- Games encouraging participation: They are activities that take the class to full
actions. Sounds are acceptable and movement are required, such as guessing
games. This kind of games may lead to disorder, but enthusiasm

and alertness may

cause losing control of the class.
2- Games encouraging stability: They are activities that work to keep the class calm
and stable such as craft activities that focus on hearing and works to silence the class.
El Khader (2008: p16) classified the educational games to many types, such as:
1- In term of the number of players who participate in the game:
15



Single games



Pairs games



Group games

2- In terms of the human side which is used :


Mental games



Kinetic games

3- In terms of the place in which it is played


Outside games



Inside games

4- In term of the used material:


No-material games



Paper games



Machine and tools games

5- In term of presenting time:


Open ice breaker games



Energizer games



Revision games

The difference among these types of educational games is often not clear and
depends on how the teacher arranges to play the games and what levels of learners. In
addition to what materials are available in the school and what is the general
circumstances in the class. These things should be taken in to account while looking to
the classification of educational games.

There are many other classifications but this study adopts the following classification:

1-

Cooperative games : are enjoyable activities designed to encourage the

cooperation among the learners to understand the objectives of the lesson where
complete freedom of communication are allowed to coordinate or to share reward. That
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leads to cooperate with each other's , spray the atmosphere of friendship and encourage
the participation of low achiever learners.
2- Non- cooperative games : are enjoyable activities designed to encourage the
competitive

among learners for solving or understanding the lesson where

communication among learners is forbidden. That encourage them to think deeply,
respect one another and do their best.
This two kinds of games are the most acceptable classification due to their realistic
nature which fits the atmosphere of the class.

2.1.3 Significance of Using Educational Games in TEFL
Using educational games in teaching English language has an important function.
Researchers tried to draw this importance in many domains which could match the
learners' characteristics as follows:
1. Games are considered as an educational technique which causes interaction
among educational elements; material, learners and teachers.
2. Playing educational games represents an educational tool which simplifies
concept understanding.
3. Playing educational

games is an effective tool

for meeting individual

differences among learners.
4. Using educational games is a therapeutic means used by some educators to
solve learners' problems.
5. Educational games are considered as an excellent means used by learners for
expressing and communicating each other.
17

6. Playing educational games stimulates the mental capacity and improves the
creativity among learners (ElKhaoalda, 2003: p44 ).
Soleman and Sheka ( 1996:p.93) mentioned another significances for using educational
games in teaching, where learners confirm themselves individually or collectively and
they learn cooperation with others, respecting each other's, respecting rules and its
implementation, enhancing group affiliation and also help in developing learners'
memory, thinking and imagination.
Alannane (2002:p28) summarized the significance of using educational games in
classroom by the following:
1. Educational games accustom learners to social participation, independent , selfconfident and decision- making.
2. They lead to self-acceptance, respecting and not insulting others.
3. They lead to interaction, communication among learners and reduces

shyness

and isolation.
4. Educational games help learners in acquiring the attitudes of friendship and
helping others.
5. Using educational games provides learners with an excellent opportunity to cope
with new experience.
6. They teach learners self-control and take them away from anxiety and violence
while problems being solved.
7. They teach learners the skills of constructive criticism and respect others view.
8. Using educational games provides learners with verbal and nonverbal
expressions and improve their thinking.
9. Educational games increase the understanding of freedom concept where
learners know their duty and rights and respect them.
18

While El Salama (2008: p 30) said using educational games in classroom has lots
of advantages where games are an effective tool in improving learning and teaching
process. Some of these advantages are as follows:
1- learners play an effective role while acquiring knowledge.
2- Pleasure is mixed with acquiring the knowledge.
3- Increase the interest of learners and make them concentrate on knowledge.
After mentioning the advantages which are mentioned above, it is clear that using
educational games in teaching is an effective way in all domains such as:
1. Psychologically, where selfishness is vanished and shy learners are forced to share
in the class in addition to the funny atmosphere.
2. Socially, where learners cooperate with each other and everyone knows their duty.
3. Practically, where teachers manage the class in a good way and make the learners
participating in an effective way.

2.1.4 Criteria of Selecting Educational Games
Selecting a game is not an easy jobs, some efforts must be done to get an effective
game. The more conscious that teachers pay in selecting games, the more successful the
game is, such criteria mentioned many times in many books and studies. Khleaf (2009:
p 8) determined some points to be taken in account while choosing a game, such as:
1. Games should meet the learners' age and culture.
2. Games material should be available and easy made.
3. Games rule should be clear and simple.
4. Games shouldn't be expensive.
5. Games parts should be consistent.
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6. Games should be practical.
7. Games should be easily saved.
8. Games should be easy to deal with.
9. Games should have an attractive show.
10. Games should be easily evaluated.
Al Rafa (2000: p 74) confirmed some criteria for selecting games to classroom such as:
1. Games must have the reliability to be worthy of paying the efforts.
2. Games must have efficiency to be worthy of respect.
3. Games must have low coast.
4. Games must be simple in order to be acceptable.
5. Games must meet the lesson objectives.
6. Games must meet the learners' characteristics.

Lewis and Bedson (1999: p 5-11) asserted that some points should be taken in
account while selecting games such as safety, more than fun, have some changeability
and games should be learners oriented.
Others may ask what kinds of games are needed in classroom. To give the answer
for this inquiry, teachers shouldn't just pick something to be a filler to their time that
doesn't have any educational purpose. Zimmerman (2003: p81) said games may
entertain the students, but when teachers don't have much time with them each day as it
is, you want your game to do double duty to get the most of the time you spend playing
games and to achieve the educational goals you plan for.
Hong ( 2002: p357) said that not all games are effective to teach the students
language skills. If the game is simply for fun and not linked to educational goals it may
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not be the best use of class time. However, to find out if the game is educationally
sound think about these questions:
1. Which skills do the games practice?
2. What type of game is it and what is its purpose?
3. Does the difficulty level of the game go with the students' ability and level?
4. Does the game require maximum involvement by the students?
5. Are the rules easy and clear?
6. Do the students like it ? Do you like it?
7. What specific objectives are you introducing or practicing with this game?
8. Can you keep control of your class and play this game?
9. What materials do you need for the game and can you obtain these easily?
10. What controls will you have in place to ensure the children are on track?

The researcher sees that competition is not always appropriate. Games cannot be
played for the sake of the game and not in order to define winners and losers. Do not
keep scoring all the time, make sure the teams tie, play down any "winning", praise
everyone, play until everyone has finished, the winners are those who finish, not those
who finish first, and everyone finishes is a winner.
In addition to that, the researcher concludes that EFL teachers need to be
prepared well and understand their duty on selecting games for their classes. Such
criteria needs efforts to be carried out and teachers should consider all of these criteria
without forgetting that there are aiming to achieve an educational goal. So, that means
educational games are not just for fun but for passing the curriculum content through
them. Student-teachers have to get used to that and be able to consider the criteria to
achieve the objectives.
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2.1.5 EFL Teachers' Role in Using Educational Games
The teachers role in the classroom has been developed since the educational
process followed the new vision in education. Their roles start to be greater than any
time and their responsibilities have been turned to guider, facilitator, psychologist,
supervisor in addition to their basic duty as information feeder. Educational games, as a
new technique in practice, forced teachers to have some responsibilities in this domain
which is showed as follows:
1. Studying the games which are available in learners' environment.
2. Planning well to use these games toward achieving educational goals.
3. Selecting games to meet learners' abilities, interests, habits and religious values.
4. Arranging the groups in the classroom and determining every player's role.
5. Clarifying games' rules to learners and ensuring that they got the idea.
6. Providing assistance and timely intervention to keep game in the specific track.
7. Evaluating the effectiveness of the game in achieving the set goals (Seitz, 2000:
p.23).
Laughlin ( 2004 ) sat some other duties for teachers in using educational games
which are not far from the previous one except the point which is taking about choosing
a game based on curriculum where the aim of the game meets the aim of the lesson and
every part of the game represents a step in the lesson, so some focus should be on
specifying the aims of every game.
This is the responsibility of educational faculties.

That means education

faculty has to prepare the student-teachers well before they go to schools and deal with
learners by giving them the right keys to their professional future and preparing them by
the needed competencies.
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The researcher concludes that all these responsibilities need to be taken in view by
teachers one by one to get an effective teaching-learning process. Otherwise such an
effective way will be in vain, because of that teachers must be trained well to use
educational games.

2.1.6 Stages of Using Educational Games in TEFL
Educational games as any technique can be used in teaching English grammar.
This usage has its stages while application inside classrooms which are mentioned by Al
Hoedy (2005), AlHeala and Gneam (2002 ) , Nejeam (2001) and Afana (1996). These
stages are summarized as follows:

First: Preparing Stage
At this stage teachers have great responsibilities where they are supposed to know
all the domains of the game well, material, rules, needed time and its relation with
curriculum or to what extent the game achieves the lessons' objectives. In addition,
their roles in testing the game before going to classrooms and preparing the techniques
in which the game will be examine. Moreover, teachers must prepare the place in
which the game takes place and exam if the given time is appropriate. Teachers also
have to ensure the easiness and clearness of the game rules,

how much learners

understand these rules, meet the needs; interest; levels; hopes; hobbies and abilities
(Cortez, 1978: p. 204). Finally teachers have to ensure that the games do not contradict
learners' religion and values.
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Second: Implementation Stage
Teachers at this stage have to introduce the game by connecting the subject of the
lesson with the previous one in order to start the new lesson. Teachers should convince
the learners to participate and let them retry in case they need until giving the best
result. But they must notice the individual differences among the learners and maintain
the aim of the game toward achieving the objectives of the lesson with some fun. This
makes the game on the right track and not moving just for fun or for winning and losing.
The teachers have to observe their learners while implementing the game in order to
guide them and keep them safe(Rixon,1981: p. 62). Finally, it is the teachers'
responsibilities to distribute the learners to groups or individual and review the game
rules, aims and the technique of its implementation.

Third: Evaluation Stage
Some efforts are needed at this stage specially in discussing the result of the game
or the final findings and connecting them to the lesson, then the teacher tries with his
learners to discover and conclude the benefits of using the game. This doesn't mean that
learners have to stay away but they have to participate in every single step. Learners
should say whatever they can accommodate. Finally, teachers have to fix and organize
the result clearly, understandably and staying away from things that might reduce
learners' determination (Cordova and Lepper, 1996: p. 517 ).

Fourth: Follow-up Stage
At this stage teachers follow-up learners to identify the acquired learning
experience and providing them some other games or activities to enrich their
educational experience. Teachers at this stage restudy their lesson to evaluate to what
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extent do the game achieves the goal then some efforts have to be done to adapt any
idea or to delete any idea in order to replay the game in the best way. So, discovering
the advantages and disadvantages of the whole period will surely give feedback to
teachers.
El Khader (2008:p24) mentioned that using the games in classrooms can be carried on
three stages, as follows:

First: Before Playing
where teachers are supposed to know everything about learners' ages, numbers,
abilities, gender,

lesson objectives and

time limited. Then planning everything

regarding to that. Moreover, teachers must prepare their tools, ensure the game
readiness and try it for the sake of checking.

Second: During Playing
In which teachers have to introduce the aim, explain the game, pass rules carefully,
ensure the full understanding, ensure the safety, observe the movement, time and the
right application, motivate the participants, create fun mood and maintain the order.

Third : After Playing
Teachers in this stage should comment on the use of the game, encourage the
participants, connect the game well with lesson objectives, ask the learners about their
evaluation, get the benefits of advantages and disadvantages of the game and finally
obtain the feedback. It is obvious that there are less different between the previous
classification which could not be mentioned.
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But still the second one could be easier than the second due to its informal type
where teachers can carry out it at any time they like. Whereas the first one seems to be
much formal which need to be done before coming to the classroom.
The researcher concludes that teachers are the only responsible of their classes who
know what is needed at every single moment at the class period. So, whenever they
decide to use the game, when is it needed, what kinds of games are required and how
much time is needed are the responsibility of the teachers, without ignoring the above
stages.

2.1.7 Obstacles of Using Games in TEFL in Palestine Schools
Despite the effectiveness of using educational games in teaching, teachers may
face some obstacles in using them.
1. Teachers have to select the educational games carefully in order not to go just
for winning or losing, where the competition goes to tension and that will cause
of less participants next time.
2. Teachers have to ensure using games not just for fun but part of curriculum,
which may reduce the importance of the game. This ensures the importance of
teachers' role in using educational games ( Eldahlawe, 2010: 37).
3. Teachers have to use the educational games to facilitate the subject which force
learner to use the game that moves with his interests and levels. That may cause
difficulties in preparing the game which fit the huge individual differences.
4. Teachers may not find the propriety materials in the school, that will force them
to pay for that or ask learners to do that.
5. Some teachers may not accept the coming noise of his neighbors class that may
frustrate the teachers who use educational games.
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2.2 Designing Educational Games
Teachers are the closest denomination that deal with learners, who can exactly
determine learners' characteristics, levels, interest, habits , hopes, traditions, cultures,
religious value, social values, economic situations and political situation. There are lots
of methods, technique and strategies can be followed by teachers to maintain the
effectiveness of their teaching and in every strategy teachers must keep changing to
break the routine of the class. Educational games technique is one of these ways which
can be followed in teaching and learning process at the classroom. What is needed from
the teachers at this strategy is to keep changing the games to fit every aim in the
curriculum text book which they deal with, to be appropriate with the learners in all
domains and to fit any sudden situation that takes place in their classrooms. Such
circumstances assert on developing the teachers' skills to design the educational games
which adjust their learners, lessons' aims and any sudden circumstances.

2.2.1 Definition of Designing
Designing has been used many times at different domains such as industrial
designing, engineering designing, commercial designing. But in this study designing
refers to the educational process and its methods of teaching specially educational
games. Some definitions are showed in the following paragraphs.
Fleah (2009, p.5 ) said that instructional design refers to the organized process that
works to convey the principles of learning and teaching or plans related to instructional
activities, information resources and evaluating system. That means the designer has to
plan well and has to sufficient knowledge of learning and teaching process.
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Whereas AL Quds Open University (1995: p 8) mentioned that designing is the
knowledge and the studies which address the important procedures to organize the
content of educational material to fit learners' levels, knowledge and interest. So it is
clear that educational designing is a since that looks for describing and organizing the
best instructional methods which will achieve the desired goals of educational process
according to specific rules.
In this study designing is known as collected activities within certain rules and
foundations to achieve specific goals, with full consideration to the target group's ages,
level, abilities, interests, habits and individual differences.

2.2.2 Steps of Designing
After reviewing many studies and books related to designing educational games,
the researcher can say that there are a few differences among the reviewed models in
organizing a step before or after others. But still some steps are common among all of
the seen models such as stating objectives, analyzing learners, selecting method,
analyzing content and evaluating step which are summarized in the following models
figures.
The following two figures show the steps which could be followed while designing
any educational means. The most important thing is the aim of what you are thinking of.
So, these steps can be followed to form the way you are looking for with full
concentration to learners and contents.
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Figure One: Steps of Designing
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(AlFleah,2009:155)

29

Feed back

Figure Two: Steps of Designing
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(AL Quds Open University, 1995: p 9)
The two above figures represent the steps of designing, it is clear that these steps are
arranged in a way that teachers can follow them easily due to their flexibility and
integration among each other. But teachers should consider all of them whenever they
want to design their strategies of teaching or their ways of explanation.
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2.2.3 Steps of Designing Educational Games
In designing educational games some steps are mentioned mostly in all
specialized websites and books of designing and should be followed. In this study
Elhela' model (2005) is adopted and shown as follows:

The First Step: Specifying the Aims of the Game

This is the first thing the teachers have to think about carefully. That is due to its
importance in determining whatever follows. So the aim is the most important thing in
any work which is known as a statement describes shortly the abilities which are
expected from the learners or players to achieve after playing the game. Because of
that, locating the aims of the game helps the teacher in choosing the game's content,
tools and organization. Also specifying the aims helps the teacher in arranging its
content in a way that is compatible with the learners' abilities, interests, motives,
academic background and facilitates the steps of the game. All of that help the learners
achieve the aims of the game easily and with less effort and time. Games' aim can be
cognitive, emotional and behavioral but aim should be derived from learners' needs.
Teachers should differentiate between general aims which might be broad and reflect
the educational system and behavioral objectives which might be derived from the
general aims.

The Second Step: Determining the Characteristics of Target Group

Here teachers have to ask themselves to whom these games are designed, in
which class they are and

what characteristics they have. Many educational games
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designers have confirmed that some learners' characteristics must be considered while
designing educational games ( Elnashif, 1997: p84). So, Elhela summarize the learners'
characteristics in four groups as follows:

1. physical characteristics
2. social and economic characteristics
3. educational characteristics (previous knowledge)
4. physiological characteristics (Elhela,2009:p200)
The researcher sees that these characteristics might be impossible to be covered by the
teachers in one classroom but they have to be considered as much as possible and
shouldn't be denied.

The Third Step: Selecting the Content

It is mentioned in the previous two steps that specifying the aims and the
characteristics of the targeted group and in this point, selecting the content will be
highlighted. This analyze have to cover all aspects of the targeted lesson (concept, facts,
rules and procedures) in order to know what you are going to do and in which domain
game will be focused. Parker and Leeper (1992) claimed that analyzing the targeted
lesson and then the targeted game clarify the components of the game. Because of that
teachers have to collect the data about the suggested games clearly.
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The fourth Step: Determining the Methods of Displaying

This is the practical step of designing where the teachers have to determine the
way by which the game will be implemented. So, it is important to clarify the
instructions of the game such as numbers of the players, their role, if it is group or
individual work, needed time and the conditions of the game. By that, the teachers will
be able to know what is going to happen in the classroom. Lots of educational games
designers classified the classroom games to four types:

1. individual work games (played by one learner),
2. group work games (played by more than two learners),
3. pair work games (played by two learners),
4. free work games (played by groups).

The Fifth Step: Preparing the Game before Going to the Classroom

The designed games have to be tested before getting to the classroom by
checking its validity, possibility, values, timing and achieving the objectives. The
teachers can test all these points by trying the games while preparing and by consulting
other experienced colleagues that to get the games in the best manner. That also will
help the teachers to determine the final instructions before going to classroom and will
get them aware by any advantages or disadvantages.

33

The Sixth Step: Organizing the Classroom and Practicing the Game

Teacher in this stage has to prepare and organize the classroom in a way that
insures game effectiveness. That might include arranging the tables and seats,
distributing the roles and numbers of the players and the time for every turn, with lots of
concentration to the game nature (warming up, explanation and evaluation). Then
implementation will start by learners with reference to all the above mentioned points
and steps.

The Seventh Step: Evaluating the Game and Feedback
The previously mentioned steps are interacted, so it is important to be evaluated
for the sake of achieving games' goals. Many designers advise to evaluate every step
before shifting to the next step in addition to final evaluation (Elhela,2009:p200).
These seven steps of designing are flexible, so experienced teachers can add any step
that they feel important.
The following figure represents the steps of designing educational games, in which the
integration of the steps are shown.
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Figure Three: Steps of Designing Educational Games
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This figure represents the seven steps of designing educational games, where the
numbers refer to the steps as follows:
1. Aim of the game
2. Characteristics of target group
3. The curriculum content
4. Methods of displaying
5. Preparing the game before going to the classroom
6. Organizing the classroom and practicing the game
7. Evaluating the game and feedback
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2.2.4 The Benefits of Designing Games as Teachers' competence
Teachers have to be good designers to their sessions, lessons, classes, exams and
preparations. So, they have to be acquire of this skill which helps them a lot in their
professional life. Some benefits of designing are shown as follows:
1. Helps the teachers to determine the aims which they are going to achieve.
2. Helps the teachers in time managing where they recognize every moment.
3. Helps the teachers in decreasing the attention between learners and teachers.
4. Helps the teachers in arranging the learners' sets, interest and levels.
5. Helps the teachers in building a bridge between theoretical and practical
activities.
6. Helps the teachers in developing learners' acquiring information.
7. Helps the teachers in developing their practical skills .
8. Helps the teachers in evaluating their classes ( AL Quds Open University, 1995:
p 22 ).
All these points are easily covered if the teachers are prepared well for designing games.

2.2.5 Connecting Games Designing and Methods of Teaching
Grammar
While some teachers may still teach grammar in ordinary method, there is a
movement towards teaching grammar by games. That is improved many times as an
effective and excellent way of teaching. But the problem here is that could teachers find
always games which are fitted their aims, learners and culture. Due to that the teachers
must have the skills of designing in order to adjust any idea that fit their lesson at any
situation. In addition to that, games could motivate the learners to deal with concepts of
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grammar because they don't yet understand why it is important to learn grammar.
Grammar plays an important part in teaching and learning English. However, how to
create learners’ motivation in learning grammar is not simple, so using games in
teaching grammar as an effective technique to create learners’ motivation and improve
their understanding.
The researcher, in this study, concentrates only on two ways of teaching English
grammar (deductive and inductive) only due to their wide use among EFL teachers in
Gaza schools, whereas there are many other ways in teaching English grammar.

A. Using Games in Teaching English Grammar Deductively
Deductive method of teaching English grammar moves from the general rules
and instructions to partial and individual events. So, teachers start by explaining the
grammatical rules then give some examples to illustrate those rules and these examples
have to reflect the explained rules (Al Nashif:1997, p.132). Thornbury (2001: p29)
said deductive method is the way in which teachers start from presenting the rules then
followed by examples where the rules are applied. In this way the teacher can use
educational games after his explanation to the rules by distributing a game among the
students with enjoyment manner to derive the examples and facilitate its use. Things
should be noted by the teachers while using this method that feedback should be
immediate to correct the learners' mistakes and encourage them to give more examples
related to the target rule.
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B. Using Games in Teaching English Grammar Inductively
It is a mental process in which human thinking goes from individual events and
parts to general rules and the whole. It is the way in which teachers start by giving the
examples and from these examples the rule is derived (Thornbury, 2001: p49). Here
teachers can use the educational games by giving the students some hints and then they
play the game till the rule is derived and fully understood. So instead of starting the
lesson by giving some example teachers can distribute any game that suite the lesson
aim, then learners start to play it till the rule is derived and cleared. In this methods
teachers have to be awake and fully concentrated to manage the class in a way that surly
leads to the exact aim, otherwise the class goes to play just for fun and enjoyment.

2.2.6

Reasons of Using Educational Games in Teaching English

Grammar
Due to general weakness of the learners' achievement in our schools, lots of new
methods entered the gate of teaching and learning process, especially in teaching
English grammar due to its abstract natural . Games activities have a purpose beyond
correct production of speech and are examples of the most preferable communicative
activities. Teachers go on to explain that grammar games help learners not only to gain
knowledge but be able to apply and use that knowledge. In addition, games have the
advantage of allowing the learners to practice and understand grammar and structures
extensively. They can do this through repeated exposure to the target grammar items
and because learners are motivated to play games more than doing normal work
( Saricoban and Metin: 2006,p. 65). While learners focuses on activity and end up by
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absorbing the grammar subconsciously. Games are motivating for the learners to use
them, they also increases cooperation and competition in the classroom. Indeed games
can be used to add excitement through competition or to create bonding between
learners and between the learners and teacher. Learning a language requires continued
effort and that can be tiring, but by using games it becomes easier because games ,that
are amusing and challenging, are highly motivating and games allow meaningful use
of the language in context (ydan Ersoz: 2006, p. 93).

2.3 Attitude
One can say that the attitude is an idiom which control the behaviors of mankind, where
they lose the way in case of lacking it, it always has different understanding depending
on how you are looking for it.

2.3.1. Definition of Attitude
Attitude has different ways of definitions, in World English Dictionary it refers to

the

way a person views something or tends to behave towards it, often in an evaluative way.
Whereas Bujards conceded it as a tendency of the individual who tends his behavior
towards some elements of the environment from his criteria of positive or negative
depending on the degree of his far or close position (Salah,1986:p. 137 ). While the
New World Encyclopedia refers to attitude as an evaluation of a particular person,
belief, event, place, or thing. They are positive or negative views of an attitude object.
People may also have contradictory feelings toward a certain target, which means that
they can simultaneously possess positive and negative attitudes toward the same object
(http://www.newworldencyclopedia.org ). The researcher concludes that attitude is
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student-teachers' views toward the suggested program where they supposed to reject or
accept the ideas of the program, that is measured by the attitude measurement prepared
for that.

2.3.2. Types of Attitude
Many studies have mentioned that attitudes have different types depending on many
point such as
1. Strong or weak
2. Positive or negative
3. Public or secret
4. Individual or collective
5. Self or general (Eagly, 1993: p. 39).
In the following paragraph the illustration of the attitude types are mentioned
1- Strong Attitude: it refers to strong position of the man toward the target of the
attitude which he adopts and will not leave.
2- Weak Attitude: it refers to weak position of the man toward the target of the
attitude which he claims and may leave under any circumstances.
3- Positive Attitude: it refers to positive position toward the attitude target.
4- Negative Attitude: it refers to the negative position toward the attitude target.
5- Public Attitude: it refers to the direction in which the individual does not find
anything wrong with showing and talk about it in front of others.
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6- Secret Attitude: it refers to the position in which a man tries to hide from
others and keeps it in heart, but also denies it if he have been asked about it.
7- Individual Attitude: it refers to the position in which the man is distinguished
from another.
8- Collective Attitude: it refers to the position where it is common among a large
number of people toward the attitude objectives.
9- Self-Attitude: it refers to the position where a man as an individual
distinguishes from another.
10- General Attitude: it refers to the position where great number of people have.
What is important at this stage is the attitude toward the designing educational games
program, which carry two types of the previous classification (Positive or negative).
This also depends on the student-teachers' view toward the program, in case they have
seen it valuable for them and add a good knowledge for them they have positive attitude
otherwise negative attitude. That is measured by attitude measurement.

2.3.3. The Importance of Having Attitude
A great part of our life concerns about attitudes toward ourselves and others and
how we feel as a result of those attitudes. Fulfillment in our attitudes can contribute to
leading a satisfying and successful life. Factors involved in having satisfying attitudes
are that you should enjoy life, be accountable for your own wellbeing, and think in terms
of taking care of your whole person. That is due to the fact that attitude control our life
in term we answers, behave, do and say depending on our attitude toward the objects.
But there are more important things in this stage is that we have to have satisfactory
knowledge about things to get an attitude toward it otherwise our attitudes are based on
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fabricated information. So we cannot ask a man about his attitude toward unknown
things. Because of that student-teachers, at this study, are asked about their attitude
toward the suggested program before and after its implementation in order to see how
the given information during the program affect and develop their attitude toward it.

2.4. Student-Teachers
2.4.1. Definitions of Student-Teachers
They are university student at fourth level belong to different specialization distribute to
different schools to practice teaching . They

also finish the courses related to

methodology and micro-teaching which allow them to register practice teaching course
(Hamdan, 2004:505). In

this study, the researcher says that

student-teachers are

university students male or female at fourth level who mostly completed the courses
relater to methodology and teaching Strategies and enrolled in practical education
course. Distributed to different schools to practice teaching.

2.4.2. Foundations of Preparing Student-Teachers at Education College
Teachers roles are totally changed from the traditional view to modern one, their roles
start to be facilitators, guiders, director and friends to the learners. So teachers
preparation has to have special care due to their important role in the human life.
Colleges and faculties of education often follow two ways in preparing the student in
their programs
1- Integrated systems : In which the whole subjects of the preparing program
integrated to be form one way of teaching. This way contains the information
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and experiences of preparing students in three directions ( professional,
specialization and cultural) . In this system students start to learn these subjects
since joining the program till passing out from it.
2- Sequential system : In which students start studying the specialization subject
till the end of the program, then the professional training start at schools. That
means the students in educational college study their specialization subjects and
after ending these subjects start to go to practice teaching at schools ( Shouq and
Mahmoud, 1995: p. 25).
The two ways of preparing the students for their professional future are close to each
other but still some differences are there, in sequential system the priority is given in two
direction, first one to enrich the students' knowledge and develop their skills in their
specialization after that they go to the second direction professional one where they start
to practice teaching. But in the integrated system students go in all direction together.
The researcher sees that the sequential system is better than the integrated one due to
separating the directions, which may easily increase the chance to master both
directions.

2.4.3. Domains of Preparing the Student-Teachers
The responsibilities of educational colleges are greater than any time ago, that due to the
characteristics of the current age. Thy have to prepare the teachers for many situations
by knocking all domain of teachers' life to awake them up for their professional future.
These domains are mentioned by El Agrame (2011:p.42) as followed
1- Specialization Domain: In this domain the colleges have to present the most
valuable information to enrich the students' knowledge about their specialization
in all aspects. In other words students have to have as much as possible
43

knowledge about the subject which is going to teach. These subjects represent
(50%) of the whole subjects of the program. Some colleges call these subject (
Specialization Requirement).
2- Profession Domain: In this domain the colleges have to present the important
skills, methods, ways and strategies that teachers need in their profession future.
In addition to the knowledge about the psychological characteristics of the
schools' pupils and the way that they learn. These subjects represent (20% ) of
the whole subjects of the program. Some colleges call these subjects (College
Requirements).
3- Cultural and personal Domain: In this domain the college system present
different subjects which student have to study. These subjects support the
students by the most important knowledge and information about their society,
culture, religion and personal characters. Moreover how they as teacher should
behave to be model teacher. These subjects represent(30%) of the whole
subjects of the program. Some colleges call these subjects ( University
Requirements) .
The researcher concludes that these domains

may differ among university

depending on the university system. It may present more or less percentage, but
generally universities divide the course for their students as showed above. In
the third domain there are great differences among universities depending on
their philosophy.
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2.4.4

Common Competencies Needed for EL Student-Teachers to

Carry out Games
1. The student-teachers have to maintain their emotions;
2. The student-teachers have to accept and respect their learners actions;
3. The student-teachers have to have a good relation with the school staff;
4. The student-teachers have to represent their social values;
5. The student-teachers have to represent the value of teaching profession;
6. The student-teachers have to possess the ability of analyzing the content;
7. The student-teachers have to formulate objectives with levels and kinds;
8. The student-teachers have to fix the learners' role and their role in their plan for
games;
9. The student-teachers have to motivate learners;
10. The student-teachers have to encourage cooperative and competitive learning;
11. The student-teachers have to participate in training courses;
12. The student-teachers have to make use of feedback;
13. The student-teachers have to diagnose the weaknesses and strengths of their
learners;
14. The student-teachers have to keep changing the way of evaluation
(Hammond,2001:p.320);
After looking at these competencies, the researcher

can say that education

colleges are responsible for training their student-teachers on these competencies in
order to graduate successful teachers for schools. That doesn't mean the student-teachers
can have these competencies but still they have to look for having all of these
competencies as much as possible. In addition to that, the student-teachers have to keep
themselves close to the new methods, ways and techniques of teaching. Moreover, they
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should take it easy to ask and consult their supervisors, headmaster or colleagues
whenever it is needed.

Summary
This chapter viewed the theoretical framework of the study by showing the
educational games as a technique of teaching where this part talked about the
definitions, benefits, steps of using, teachers' role, students' role and the criteria of
selecting them. Then the second part showed the designing of educational games and
steps of designing them. In addition to that, this chapter presented the methods by
which educational games implemented in teaching English grammar by two common
methods; inductive and deductive, attitudes and its importance are shown and finally the
student-teachers and their domains of preparing are shown.
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Chapter 3
Previous Studies

Introduction
Teaching English as a foreign language is not an easy work, it needs a lot of efforts
and hard tasks which might make it easy. English language student-teachers have to keep
their minds open and stay in touch with all educational developments in order to facilitate
the teaching of English language, its acquisition and make the learners like this foreign
language. Many studies have been concerned in English language teaching methods,
specially educational games which can be an invaluable tool that allows players to more
easily assimilate the knowledge. Games with simple rules are best to avoid conflicts or
confusion about the objective of the lesson. It is improved several times as an effective
way of teaching in many studies.

This chapter deals with some previous studies that were conducted to identify the
effectiveness or to measure the impact of educational games on learners' achievement,
developing their skills or increasing their knowledge. These studies are presented under
two domains:



Studies concerned with using games in teaching English language and



Studies concerned with using games in teaching other school subjects.
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3.1 Studies Concerned with Using Games in Teaching English Language
Using educational games in teaching is an excellent way which has been investigated
many times at different levels by a lot of researchers. Some studies have been conducted
to investigate the effect of using educational games or to identify the impact of using
educational games with other related variables. This section presents an overview of
related studies that look at the effect or the impact of using educational games with
related variables on students' English language acquisition, while other researchers tried
to connect this strategy with computer-based learning. The following studies have dealt
with English language teaching by the use of educational games or by connecting the
games with other variables.

Abo Oda's (2010) study aimed to identify the effect of using computerized educational
games on developing the skills of English language of fifth graders from North Gaza
Governorate. He used the experimental approach with control and experimental groups,
the sample of this study is consisted of (80) learners divided into two groups control
group and experimental group. The researcher used T-test, Percentages and Graphs to
improve the existence of statistically significant differences between the learners marks in
both groups in the post test of testing the skills for experimental group. The study
recommended that teachers' role should be changed from instructors to guides, also
helping students to use English language in "life-like" situation.

Alemi's

(2010) study attempted to investigate the role of using word games in

developing the learner's vocabulary. The study applied an experimental design and the
sample was selected randomly from a male / female group of third-private school in
Tehran . The students were selected and randomly divided into two groups(experimental
49

and control) both groups were taught words using the ordinary methods, the experimental
group received word games as a treatment at the end of each session. This study thrived
to apply two instruments: First, a proficiency test was administered to screen the subjects
and homogenize them based on their level of proficiency. Second, an achievement test for
the final measurement and evaluation was conducted. The scores obtained from the
groups were compared through independent t-test. The difference was statistically
significant and the finding supports the claim that using word games promotes
vocabulary learning. So the study confirmed the use of word games which had positive
effect on vocabulary development of the third-grade junior high school students.

Hamdan's (2009) study was conducted to investigate the effectiveness of linguistic
games on developing the skills of reading comprehension for the seventh graders in Gaza.
The experimental approach is used with two groups design. The study sample consisted
of (59) male students and ( 81) female from prep schools in middle Governorate of Gaza.
The experimental group was taught by the linguistic games, while the control group was
taught by conventional method that was in the second term of the school year 2009/2010.
An achievement test was designed and used as a post-test then the collected data was
analyzed by T-test and One Way ANOVA. The study indicated that there were
statistically significant differences in the seventh grader skills of reading for meaning
sake in English language due to the method in favor of the linguistic games strategy. In
the light of that the study recommended the necessity of conducting more studies on the
effect of games on the different skills of English language and other school subjects.

Hamzah and Dourado (2008) study tried to examine the effect of games on teaching
grammar particularly simple present tense and simple past tense as well as to gain
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insights on students in teaching and learning grammar items. They used the experimental
approach where experimental group used games to learn grammar whereas no treatment
was given to control group. The sample consisted of (56) students from SMK Damai Jaya
in Malaysia. Data gathered from the pre-test and posttest were analyzed descriptively,
classroom observation cards were used to observe students' reaction to the game and
interview to get the feedback from English language teachers in SMK on using games in
grammar lessons. The study came to the result that students who practiced grammar with
games felt more motivated and enthusiastic in what they were doing, moreover the
interviewed teachers fully agreed that games played an important role in the teaching and
learning process.

Harb's (2007) study was conducted to identify the effectiveness of educational games on
achieving English language among the students

in the sixth grade at southern

governorate of Gaza. His sample consisted of (192) students distributed into four groups.
The researcher used the experimental approach using the strategy of educational games
on teaching the experimental groups(male and female) and the conventional way on
teaching the control groups (male and female) at the first semester of school years (20062007). He built an achievement test of five scopes with (55)items. T-test and one way
ANOVA are used to analyses the date to find that there are statistically significant
differences in the sixth graders achievement of English language due to the methods in
favor of educational games strategy. In light of this, the study recommended to enrich the
Palestinian curriculum with different games that tackle the different skills of English
language and to increase English language periods to help the teachers concentrate on
learning quality.
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Qaddoumi's (2007) study aimed to identify the impact of learning through play on
achievement and retention in English language subject in fourth grade in governmental
schools of Nablus city by using the experimental approach to divide the sample, which
consisted of (120) students, to experimental and control groups. Educational games
strategy was used with experimental group and the conventional way was used with the
controlled one for two weeks . The researcher used T- test, means, standard deviation
and Percentages to show that there were statistically significant differences between the
levels of pre measurement and post one and in retention in favour of the experimental
group. She recommended the necessity of integrating games in various subjects and
adopting an integrated strategy to achieve the goals.

Abu Qulbein's (2004) study investigated the effectiveness of using language games on
vocabulary achievement of seventh grade students who learn English as a foreign
language at UNRWA and Governmental schools of Jerusalem district. Students of the
study sample were randomly sorted into two groups. The first group was taught English
vocabulary by using the methods of games, while the second group was taught
vocabulary by using the conventional method. For that she used experimental approach
with control and experimental one. The study showed that there were no statistically
significant differences due to gender but statistically significant differences were found
between the two groups due to the method of teaching. The hypotheses were tested by
using the one-way analysis of variance and the two-way analysis of variance to compare
the means. She recommended the necessity of conducting more studies on using language
games and their effect in enhancing language skills as well as other subjects.
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Nimrat's (1995) study aimed to investigate the effect of using language games on the
English Language syllabus Petra on vocabulary achievement of tenth grade students in
Amman. She chose a sample of (200) male and female students who were placed in two
groups, an experimental and a control group. Both groups were given pre-test and posttest for the purpose of testing effect of the language games. The experimental group
students were taught the English vocabulary using various language games, while the
control group were taught by the conventional method of Petra syllabus. The study
showed that there were statistically significant differences in the achievement of the study
sample members on the posttest on spelling and meaning which could be attributed to the
use language games. The researcher recommended the necessity of using more games in
the English language “Petra” syllabus. She also suggested that games should be used in
the other parts of the English language such as structures, conversation, and
pronunciation, also she confirmed the necessity of training English language teachers to
develop their students' achievement .

Abdo's (1993) study was conducted to explore the effect of language games on
supporting the skills of oral communication in English as a foreign language. The
experimental approach was used with two groups design. The sample was chosen
purposively from the first grade learners in Amman. The experimental group was taught
the skills of oral communication by using language games while the second group was
taught the same skills by the ordinary method. Both groups were attending a test for
measuring the skills of oral communication then the collected data was analyzed by
using the two–way analysis of variance to compare the means between both groups. It
showed the progress of the experimental group due to the used way of teaching. The

53

study recommended the necessity of using the language games in teaching English as a
foreign language.

Commentary
Reviewing the previous studies related to teaching English by using educational
games, the researcher confirms that gaming strategy is an excellent way to deal with
learners due to its necessity in human life even if they are computerized. As it has been
seen in these studies, researchers tried to identify the effectiveness of using educational
games on developing the learners' skills, communications and achieving. Others tried to
measure the impact of such way with other variables. In any way, all of them confirmed
its effectiveness such as Hamdan (2009) in her study improved the effectiveness of
linguistic games strategy in developing the skills of reading English language for
seventh graders so experimental approach is used with achievement test and Hamzah
and Dourado (2008), Harb (2007) used experimental approach with test to improve the
effect of games in teaching. In addition Abu Qulbein (2004) and Nimrat (1995)
improved the effectiveness of language games on vocabulary achievement and both
used the experimental approach. So, they recommended the necessity of using more
games in English language teaching.
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3.2 Studies Concerned with Using Games in Teaching other School
Subjects
The learning and teaching process is hard work, lot of effort is required at
every moment and must be maintained for a long period of time. Using educational
games helps and encourages learners to sustain their interest and success. Games also
help the teacher to create contexts in which the lesson is useful and meaningful. The
learners want to take part for that they must understand what others are saying or
writing, and they must speak or write to express their own point of view or pass
information. Many studies have been conducted at all subjects to show the importance
and effectiveness of educational games with relation to many other variables.

Abu Akar's (2009) study aimed to investigate the effect of a program based on
educational games to develop some skills of creative reading in Arabic subject to sixth
grade learners at the schools of Khanyounes city. The researcher used the experimental
approach with (70) students divided to experimental and control group . He improved
the statistical differences between mean scores of the students in posttest for the
experimental group. He recommended the need of training teachers to use educational
games in their teaching.

Cankay and Karamete's (2009) study was conducted to determine the differences of
attitudes of students who played the educational computer games towards both math
course and educational computer games. The researchers used a survey including
demographic data form and two Likert-like scales about both math course and
educational computer games. The study used (176) students in two primary schools in
Balikesir, Turkey. T- test was used to confirm whether educational computer games
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affect the students' attitude towards both math course and educational computer games
and Pearson correlation test was used to measure if there was a meaningful relationship
between students' attitudes towards math course and educational computer games. The
study showed that students' attitude towards both math course and educational computer
games became positive and education computer games can be used as a supportive to
the other instructional methods in the direction of instructional or educational goals in
addition to the necessity of conducting more studies in educational computer games in
Turkey.
Elejaal's (2008) study aimed to know the effect of using games on developing the
concepts and the skills of Home Economics to the middle school female pupils in
Kuwait. The researcher analyzed the content of Home Economy of seventh grader to
choose the most appropriate unit for the study. A questionnaire, an observation
checklist, an achievement test and educational games strategy were used to improve that
the skills and the concepts of Home Economy can be developed by using the strategy of
games . The results showed superiority of the experimental group which was taught by
games. According to the result the study recommended the necessity of using games in
teaching Home Economy and other subjects in addition to conducting extra courses to
the teachers in field.

Karaka and Hakan's (2008) study to examined primary school students' achievement
and motivation in geography learning through an educational computer game. They use
quasi experimental approach with one group of 24 students in fourth and fifth grades in
private school in Ankara to learn about world continents and countries through game for
three weeks. Both quantitative and qualitative methods were used to examine the effect
of the game. The analysis of pre and post achievement tests showed that students made
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significant learning gains by practicing their motivation while learning by game, when
compared with their traditional school environment in addition they decrease focus on
getting grades and they were more independent while practicing the game. The study
recommend that computer games can be utilized in formal learning environment to
support students in learning

El Manaam's (2007) study investigated the effectiveness of using language games in
developing the skills of creative and oral expression in primary school students in Egypt.
He used the experimental approach with two groups, (30) students for experimental
group were taught the creative and oral expression by using language games and (30)
students for control group were taught by the conventional way. The researcher used
creative and oral skills test and check list to evaluate the skills. T -test was used to
measure the differences between the mean scores where it proved the effectiveness of
using language games on developing creative and oral expressions in primary school
students. In the light of that, the study recommended the necessity of using language
games on developing the skills of Arabic languages which increase the real life situation
to practice and the necessity of training the students of educational colleges to design
language games and implement them when teaching primary school students.

Aessa's (2006) study aimed to design a program based on educational games and see
the impact of this program on acquiring scientific concepts for deaf kindergarten
children and utilizing methods based on the remaining senses which are more effective
by using educational games and investigate its impact compared with conventional
methods. In addition to simplifying the included concepts in the targeted unit. The
researcher designed a test for scientific concepts, that commensurate with the deaf
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learners. The study sample consisted of 40 deaf learners from kindergarten between 5-7
years old with intelligence average 60-100 in Saudi Arabia . the analytical descriptive
approach , experimental approach designed program and the scientific concepts test
were used to collect and discuss the data.

Abu Zaaeda's (2006) study aimed to know the effect of using educational games on
teaching mathematics on developing creative thinking for six grade in North Gaza, the
sample consisted of (80) pupils divided into two groups; an experimental group were
taught by using playing games and control one were taught by the conventional way of
teaching. The researcher used the statistical analysis to prove that there were statistically
significant differences between the two groups due to the way of teaching in favour of
experimental group. So he recommended on playing games in teaching mathematics and
the necessity of preparing mathematics teacher before service and in service by using
games and holding special courses for that .

Hejaze's (2005) study investigated the effect of using educational games on developing
some of Arabic language skills among the pupils of first grade in the city of Khanyounis.
The researcher used the experimental approach where experimental group and control
one, consisted of (35) students for each from Khanyounis primary school of boys. He
used T test and levels of the effective size to test the validity of his hypotheses to
indicate the present of statistically significant differences between the average of both
groups in developing the skills of auditory discrimination in favour of the experimental
group . So the study recommended the need of educational games on teaching Arabic
language and its skills in all levels of education.
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Zeidan & Afaneh's (2005) study was conducted to investigate the effect of
instructional games on immediate and delayed achievement in math of third grade
students in Jerusalem Suburbs School. The population of this study consisted of the third
grade students which counted 1630 in second semester of the academic year 2004/2005.
The study used the experimental approach with two groups design. The sample was
chosen in purposive way from Izareia Basic School and divided to two groups; one as an
experimental group which worked with instructional games and the second as control
group that learned traditionally. An achievement exam was used to measure the
immediate and delayed achievement. The study used both descriptive and analytical
statistical tools represented by means, standard deviation, Pearson's' coefficient and two
way ANOVA to show that there were no statistically significant differences in
immediate achievement in math of third grade students due to the method of teaching or
gender but there were statistically significant differences in the delayed achievement due
to the method of teaching in favour of experimental group and in the gender in favour of
females. In the light of that, the study recommended the necessity of using educational
games in teaching math and conducting more studies related to the use of educational
games at other subjects.

Tammean's (2004) study aimed to determine the environmental concepts which were
included in the first class since curriculum in Kuwait and reorganize them by using
educational games to develop some of them, then identifying the impact of using
educational games on developing some environmental concepts within the three levels
of; remembering, understanding and application in addition to determining the obstacles
that may face the use of educational games in teaching science subject at the basic
education in Kuwait and putting some solutions for that. The experimental approach was
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used with two groups design. The study sample was selected from first grade at two
schools in ElNaam area. Since teacher guide, students' work book, an achievement test
and questionnaire were used to collect the data. Statistical packages were used to
improve the existence of statistical significant differences between the average of both
groups in favour of experimental group.

Badawe's (2002) study aimed to identify the extent of using educational games to
develop the skills of preparing for reading in kindergarten. The researcher used the
quasi-experimental approach, one group with pre and posttest. The sample of the study
consisted of (80) children of the kindergarten. A set of educational games has been
chosen from different sources to be applied on the sample for two months by using
several tools. She showed a poor level of performance of the children in the pretest but
improvement has been occurred in the posttest . Therefore, the study recommended the
need of taking into account preparing skills of reading when planning to build
curriculum and to expand the preparation of educational games which work to address
the shortcoming in developing the skills of prepare for reading.

Elhelaa & Gneam's (2002) study was conducted to examine the effect of computerized
and ordinary linguistic games on treating reading disabilities for the fourth grades in two
private schools in Amman governorate. The study sample consisted of 48 students
chosen upon the result of diagnostic test and Arabic version for Michael Best Scale.
They used the experimental approach with three groups. The first group was treated by
computerized linguistic educational games, the second by ordinary educational games
and the third by the traditional method , for one month. Standard deviation, means and
analysis of variance were used to analyze the collected data to show the improvement of
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those who were treated by both computerized and ordinary educational games better
than who were treated by conventional method of teaching. In the light of that, the
study recommended the necessity of educational games in teaching all subjects and the
necessity of games in learners' acquisition of positive attitudes and behaviors which
might develop their characters.

Abo- Rayya's (1993) study investigated the effect of using computerized games to
develop different mathematical skills for the sixth graders in private schools in Amman.
The sample of the study was randomly distributed into two groups. The experimental
group which was taught math through computerized games and the control one which
was taught by the traditional method. An achievement test was used as a tool for the
study. The results were analyzed using ANOVA technique. The study showed
significant differences in favor of experimental group due to the method , no significant
differences were found due to sex.

Samaan's (1993) study was conducted to determine the impact of using educational
games on teaching unit numbers and achieving the objectives of teaching the unit to
the first grade learners in the Republic of Yemen. The researcher used the experimental
approach. Tools of the study were students' work papers and pre and post number test.
The study population consisted of first grade learners and the sample was divided to
two groups; an experimental group 174 studied the unit numbers by the use of
educational games and the second was control group consist of 187 studied the same
unit by conventional method. The study used the (SPSS) package to show the existence
of statistically

significant

differences

between students of

experimental

and control groups in developing the concept of numbers in favor of the experimental
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group. In the light of that, the study recommended the necessity of using educational
games in teaching math and other subjects in addition to the urgent need of training the
teachers to use the educational games in their classes .

Commentary
While reviewing this part, which deals with using educational games in teaching
other than English language subject, the researcher emphasize the urgent needs of
educational games strategy and its effectiveness in teaching and learning process, even if
it is connected with any variables.
Educational games are highly engaging and there is a great interest in how to harness
their power to support learning. Researchers have studied educational games to
determine how they can effectively support learning or to measure the great size of its
use on learners' achievement.
Abu Akar (2009) in his study improved the effectiveness of his program in developing
some skills of creative reading in Arabic subject. Whereas Cankay & Karamete ( 2009)
connecting games with computer to show that students' attitude towards both math
course and educational computer games became positive and

education computer

games can be used as a supportive to the other instructional methods in the direction of
instructional or educational goals. Both Elejaal (2008) and Aessa (2006)in their studies
tried to connect the use of educational games with concepts acquiring with a different
sample and they proved the great relation in that. ElManaam (2007) went to discover
the relation between using language games and creativity so in his study he improved
the effectiveness of using language games on developing creative and oral expressions
in primary school students. Zeidan & Afaneh (2005) tried to connect between games and
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achievement to prove the effect of instructional games on immediate and delayed
achievement in math.
The researchers proved again the effectiveness of using educational games in all
domains and with all learners' levels. This again refers to the urgent needs of using
games strategy in teaching and learning process.

3.3 General Commentary on the Previous Studies
After reviewing the previous studies related to using the educational games in all
school subjects and investigating its effectiveness in all domains as teaching methods
by connecting them with other variables. Since it is improved many times the
effectiveness and the impact of using educational games as an important way of
teaching. The researcher believes it is also more important to prepare the teachers who
are going to use this effective way. So there is an urgent need for looking to the most
important skills which are really necessary to teachers who are going to design these
educational games for using them in their teaching.
This study focuses on developing the student-teachers' skills to design educational
games for teaching English grammar. So this study differs from other related previous
studies in two points represented in the following:

1. The theme of the study which is developing the skills of designing
educational game as an effective way of teaching. whereas the related previous
studies focused on measuring the effect or the impact of just using the games in
teaching school subjects and connecting them with other variables.
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2. The Sample of the Study which consists of 32 student-teachers from
English language department at Al-Azhar University- Gaza. But most related
studies' samples consisted of school students with different levels.

Summary
This chapter reviewed some previous studies related to identifying the effectiveness
or to measure the impact of educational games on learners' achievement, developing their
skills or increasing their knowledge. These studies are presented under two domains,
studies concerned with using games in teaching English language and studies concerned
with using games in teaching other school subjects. This chapter presented how the
researcher benefited from those studies and how the current study is different from those
studies. The next chapter will show the research design and methodology of the study.
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Chapter 4
Research Design and Methodology

Introduction
This chapter contains the procedures followed throughout the study. It
introduces a complete description of the methodology of the study, the research design,
the sample, the tools. Moreover, it introduces the statistical treatment of the study
findings.

4.1 Research Methodology and Design
The study tried to identify the effect of a suggested program on developing the
skills of student-teachers to design educational games for teaching English grammar and
their attitudes towards it. The study adopted the quasi experimental approach one group
design with pre and posttest ( Bader, 1989: p. 268). The study sample attempted pretest
and per attitude scale then the program was applied to them. After that the sample
attempted the post test and post attitude scale. Finally, the sample apply an opinionnaire
to measure their opinion toward the suggested program.

4.2 Population of the Study
The population of the study consisted of all female student-teachers who were
enrolled at the course practicum in the first term (2011 – 2012 ) in Faculty of Education
at Alazhar University Gaza. The total population of the study was (88) according to the
faculty of education at Alazhar University (2012).
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4.3 Sample of the Study
a- Pilot Study
To examine the appropriateness and the reliability of the study tools. They are
administered on a random sample of (15) student-teachers from the population of the
study. The results were statistically treated and the needed revisions and
recommendations have been done.

b- Sample of the Study
The sample of the study consisted of (32) female student- teachers with percent
(36 %) of the study population. The researcher used a convenience sample, where the
sample was chosen from the fourth level of Faculty of Education at Alazhar University
in the first term (2011 – 2012).

4.4 Variables of the Study
The study contains three variables:
1. The independent variable which is represented in a suggested program.
2. The first dependent variable is represented in the student-teachers' skills of
designing educational games for teaching English grammar .
3. The second dependent variable is represented in the student-teachers' opinions
towards the designing educational games.

4.5 Tools of the Study
To achieve the aims of this study the following tools are used :
1. Test of designing educational games for teaching English grammar ,
2. Attitude scale and
3. An opinionnaire
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4.5.1

Designing Educational Games Program
Designing Educational Games is a program made by the researcher, and it is

used in this study. The program is constructed according to an extensive reading of the
related literature. After discussing the related literature and the previous studies on the
problem of the study and some opinions of ELT , English language supervisors and
some school teachers, it was prepared consideration to student-teachers' needs and
abilities( Appendix B ).

A. The Aim of the Designing Educational Games Program
The researcher built the program of designing educational games to develop the
skills of designing educational games to the student-teachers at Alazhar University
Gaza.

B. The Source of Designing Educational Game Program
Designing educational games program is prepared by the researcher based on
extensive reading of the related literature, the previous studies on the educational
games and its designing and some opinions of ELT , English language supervisors. In
addition to that, lots of educational electronic journals are used.

C. Description of the Designing Educational Games Program
Designing educational games program aimed to develop the student-teachers' skills
of designing educational games. So, the researcher considers the main points as follows:
1. To enrich the student-teachers' knowledge about educational games
2. To follow the steps of designing educational games carefully.
3. To connect designing games with grammar teaching methods
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4. To build the skills of designing during preparing, implementation and evaluation
by games
The following table shows the details of the program sessions

Table of Sessions
Table (1)
Session
no.

Activities

Teaching
aids

Time

1- Educational games and teaching English
grammar

LCD

120 min

2- Designing: definitions, ways, steps, in
relation with designing games

LCD

120 min

3- Demonstration lesson for using games in
teaching English grammar in classroom

LCD

120 min

4- Train the student-teachers to design
educational games for warming up activities

LCD

120 min

5- Train the student-teachers to design
educational games for teaching English
grammar inductively
6- Train the student-teachers to design
educational games for teaching English
grammar deductively
7- Train the student-teachers to design
educational games to evaluate the
understanding of English grammar

Textbook,
LCD, cards

120 min

Textbook,
LCD, cards

120 min

textbook,
LCD, cards

120 min

8- Train the student-teachers to specify aims for
educational games

Textbook,
LCD, cards

120 min

Text book : refers to English For Palestine 6 text book

D. The Referee Validity of the Program of Designing Educational Games
The program was introduced to a group of specialists in English language and
methodology in Gaza universities, Ministry of Education and experienced supervisors
in Al Qattan Center( Appendix E ). The content of the program was modified according
to their recommendations.
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4.5.2 Test of Designing Educational Games
The test of designing educational games is a tool of the study used to test the
hypotheses before and after implementing the program for measuring the skills of
designing educational games.

A. The Aim of the Designing Educational Games Test
The researcher built the test of designing educational games to measure the
student-teachers' skills of designing educational games throughout their answers before
and after the implementation of the program.

B. The Sources of Designing Educational Games Test
Test of designing educational games is designed by the researcher and based on
extensive reading of the related literature. After discussing the related literature and the
previous studies on the problem of the study and some opinions of ELT , English
language supervisors and some school teachers, the researcher builds the test of
designing educational games.

Which is

constructed of seven

questions,

with

reference to English for Palestine 6 text book, to test the student-teachers' skills of
designing educational games.

C. Description of the Designing Educational Games Test
The test of designing educational games consists of seven questions. Each one
contains two questions.
The first questions is used to examine the skills of designing. So every question asks the
student-teachers to design one of three games to teach grammar such as Design one
game to teach present perfect from the following games
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1-Washing line, 2-Train game, 3-Pickup and form.
The second questions is used to examine the skills of designing games with different
ways, such as suggest a game's name and suggest a game's idea to explain grammatical
point. Every question relates to a grammatical point taken from English For Palestine 6
text book. At every question a sample sentence is used to refer to the a grammatical
point to help the student-teachers in thinking directly on the answers only. Such as ( He
was learning English at school ) to refer to past continuous.
Moreover, the researcher adds the idea of every used game at the end of the test.
So, the student-teachers read the question and understand the idea of the game then they
try to design the idea of the selected game to suit the needed aim ( Appendix C).

D. The Validity of the Test:
AlAgha (1996: 118) states that a valid test is the test that measures what it is
designed to. The study used the referee validity and the internal consistency to ensure the
validity of the designing educational games test.

a.

The Referee Validity

The test was introduced to a group of specialists in English language and methodology
in Gaza universities, Ministry of Education and experienced supervisors in Al Qattan
Center(Appendix E). The items of the test were modified according to their
recommendations.

b.

The Internal Consistency

AlAgha (1996: 121) refers that the internal consistency validity indicates the correlation
of the score of each item with the mean score of the test. It also indicates the correlation
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of the average of each domain with the total average. This validity was calculated by
using Pearson Formula.
Table (2)
The Correlation Coefficient of each Item with the Whole Test

2

Pearson
Correlation
0.842
0.588

3

0.893

0.000

sig. at 0.01

4

0.690

0.004

sig. at 0.01

5

0.619

0.014

sig. at 0.05

6

0.655

0.008

sig. at 0.01

7

0.895

0.000

sig. at 0.01

8

0.899

0.000

sig. at 0.01

9

0.850

0.000

sig. at 0.01

10

0.584

0.022

sig. at 0.05

11

0.780

0.001

sig. at 0.01

12

0.713

0.003

sig. at 0.01

13

0.778

0.001

sig. at 0.01

No.
1

Sig. value

Sig. level

0.000
0.021

sig. at 0.01

0.751
0.001
14
r table value at df (13) and sig. level (0.05) = 0.514

sig. at 0.05

sig. at 0.01

r table value at df (13) and sig. level (0.01) = 0.641

According to the table (2) the correlation coefficient of each item within its domain is
significant at levels (0.01) and (0.05). It can be concluded that the test is highly
consistent and valid as a tool for the study.

E. Reliability of the Test
The test is reliable whenever it gives the same results if it is reapplied in the same
conditions( Kirk,1982:p.118 ). The reliability of the test was measured by Alpha
Cronbach and the Spilt- half techniques as follows:
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a. Alpha Cronbach Technique
It is considered the most general way of reliability estimates and it is also
concerned with homogeneity of items comprising the scale ( Thorndike, 1997). The
researcher used Alpha Cronbach Technique to measure the reliability of the test by
finding the reliability coefficient. Alpha is (0.928) and that indicate the test has high
reliability, Which reassures the researcher to implement the test on the study sample.

b. Split half Technique
A test is given and divided into two halves and are scored separately, then the
scores of one half of test are compared to the score of the remaining half to test the
reliability (Kaplan and Saccuzzo, 2001). The scores of the pilot sample was used to
calculate reliability of the test in terms of spilt half technique, in the manner the scores
were calculated of the first half as well as the second half degrees and calculated by
using the correlation coefficient factor between them. The longitude were modified
using Spearman-Brown Coefficient to find the reliability coefficient before was (0.763)
and it is after modification was( 0.865). That indicates the test have highly reliability. It
can be concluded that the spilt half reliability shows that the test is highly consistent to
reassure the researcher to apply the test to the sample of the study.

73

4.5.3 Attitude Scale
To measure the attitude of the student-teachers toward the designing educational games
the researcher builds this attitude scale as a tool to the study.

A. The Aim of The Attitude Scale
The attitude scale is used to determine student-teachers' attitude toward designing
educational games for teaching English grammar. So, the researcher built it to have the
sample's attitude about designing educational games from their answers.

B. The Sources of The Attitude Scale
Attitude scale is designed by the researcher based on extensive reading of the
related literature. After discussing the related literature and the previous studies on the
problem of the study and some opinions of ELT , English language supervisors and
some school teachers, the researcher built the attitude scale, which is constructed of
three domains.

C. Description of the Attitude Scale
The attitude scale is targeted to measure the attitude of student-teachers toward
designing educational games. It was consisted of three domains, ten items for each
domain as follows:
1.

The attitudes toward participating in designing educational games

2. The attitudes toward the needs of designing educational games
3. The attitudes toward the professional values of designing educational games
(Appendix C).
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D. The Validity of the Attitude Scale
Al Agha (1996: 118) states that a valid test is the test that measures what it is
designed to measure. The study used the referee validity and the internal consistency
validity as follows:

a. The Referee Validity
The Attitude Scale was introduced to a group of specialists in English language
and methodology in Gaza universities, Ministry of Education and

experienced

supervisors in Al Qattan Center ( Appendix E ). The items of the Attitude scale were
modified according to their recommendations.

b. The Internal Consistency
It indicates the correlation of the score of each item with the total mean score of
the Scale (Al Agha ,1996:p.121). It also indicates the correlation coefficient of the
average of each domain with the total average. It also indicates the correlation of the
average of each domain with the total mean score. This validity was calculated by using
Pearson Formula.
Table (3)
Pearson Correlation Coefficient of each Item in the First Domain with the Total
Score of the Domain
Pearson
Correlation
1
0.778
2
0.880
3
0.573
4
0.935
5
0.582
6
0.624
7
0.597
8
0.785
9
0.604
10
0.600
r table value at df (13) and sig. level (0.05) = 0.514
Item

r table value at df (13) and sig. level (0.01) = 0.641
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Sig. value

Sig. level

0.001
0.000
0.025
0.000
0.023
0.013
0.019
0.001
0.017
0.018

sig. at 0.01
sig. at 0.01
sig. at 0.05
sig. at 0.01
sig. at 0.05
sig. at 0.05
sig. at 0.05
sig. at 0.01
sig. at 0.05
sig. at 0.05

Table (4)
Pearson Correlation Coefficient of each Item in the Second Domain with the Total
Score of the Domain
Item

Pearson
Correlation

Sig. value

11

0.866

0.000

12

0.659

0.008

13

0.715

0.003

14

0.730

0.002

15

0.896

0.000

16

0.721

0.002

17

0.640

0.010

18

0.539

0.038

19

0.866

0.000

20

0.832

0.000

r table value at df (13) and sig. level (0.05) = 0.514
r table value at df (13) and sig. level (0.01) = 0.641
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Sig.
level
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.05
sig. at
0.05
sig. at
0.01
sig. at
0.01

Table (5)
Pearson Correlation Coefficient of each Item in the Third Domain with the Total
Score of the Domain
Item

Pearson
Correlation

Sig. value

21

0.703

0.003

22

0.531

0.042

23

0.572

0.026

24

0.726

0.002

25

0.759

0.001

26

0.673

0.006

27

0.762

0.001

28

0.711

0.003

29

0.586

0.022

30

0.633

0.011

Sig.
level
sig. at
0.01
sig. at
0.05
sig. at
0.05
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.01
sig. at
0.05
sig. at
0.05

r table value at df (13) and sig. level (0.05) = 0.514
r table value at df (13) and sig. level (0.01) = 0.641

According to the tables (3)- (4)- (5)- the coefficient correlation of each item within its
domain is significant at levels (0.01) and (0.05). That shows the values of these items
were suitable and highly consistent and valid as a tool of the study. The researcher

also made sure of the correlation between the third scopes with the total
degree of the attitude scale, as shown in table (6).
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Table (6)
Pearson Correlation Coefficient for Every Scope from the Attitude scale with the
Total Score of the Attitude scale and the Scopes with Others Scopes
scope

Pearson
Correlation

participating in designing educational
0.810
games
needs of designing educational games
0.837
professional values of designing
0.722
educational games
r table value at df (13) and sig. level (0.05) = 0.514

Sig. value

Sig. level

0.001

sig. at 0.01

0.000

sig. at 0.01

0.000

sig. at 0.01

r table value at df (13) and sig. level (0.01) = 0.641

As shown in the table (6), there is a relation correlation between the
scopes and the total degree and each scope with the other scopes at sig.
level (0.01) that shows a high internal consistency of the attitude scale
which reinforces the validity of the scale.

E. Reliability of the Attitude Scale
The attitude scale is reliable when it gives the same results if it is reapplied in
the same conditions (Al Agha & Al Ostaz, 2004: 108). The researcher used the pilot
study, which consisted of 15 student-teachers from Education college, fourth level at
Alazhar University to calculate the reliability of the attitude scale which was measured
by:
a. split-half Technique

The researcher calculated the correlation between the first and the second half of each
domain of the attitude scale and the whole of the attitude scale as shown in table (7).
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Table (7)
Correlation Coefficient between the Two Halves of each Domain Before
Modification and the Reliability after Modification

Scope

No. of
items

Correlation between
two steps

Reliability after
modifying

participating in designing
educational games

10

0.780

0.876

needs of designing
educational games

10

0.948

0.973

professional values of
designing educational
games

10

0.594

0.746

total

30

0.739

0.850

The table shows that the reliability coefficient by using split- half after
modification is more than (0.850) and this indicates that the attitude scale is reliable and
the researcher is satisfied to apply it on the sample of the study.
A total sample of 15 student-teachers in testing the reliability of the attitude scale.

b. Alpha Cronbach Technique
The researcher used Spearman Brown Formula to modify the longitude of the attitude
scale to find out the reliability coefficient. Alpha formula was used to determine the
reliability of the attitude scale as shown in table (8).
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Table (8)
Alpha Correlation Coefficient of the Attitude Scale Reliability

Scope

Number of
Items

Alpha
kronbach

participating in the program

10

0.874

needs of the program

10

0.910

professional values of the program

10

0.856

total

30

0.922

It is clear from table (8) that the ranges of reliability of the two steps were above
(0.922). that results indicates that the attitude scale was suitable for conducting such
study.

4.5.4 An opinionnaire
To measure the opinions of the student-teachers toward the designing educational
games program, the researcher built an opinionnaire as a tool to the study.

A. The Aim of the opinionnaire
The opinionnaire is used to identify the student-teachers' opinions toward the
program of designing educational games for teaching English grammar. So, the
researcher built it to have the sample's opinions about designing educational games
program from their response after attending the program.
B. The Sources of the opinionnaire
The opinionnaire is designed by the researcher based on extensive reading of the related
literature. After discussing the related literature and the previous studies on the problem of the
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study and some opinions of ELT , English language supervisors and some school teachers.
The researcher built an opinionnaire.
C. Description of the opinionnaire
The opinionnaire is targeted to identify the opinions of student-teachers toward
designing educational games program. It was consisted of ten items, reflecting their
opinion about the program and its quality after attending the eight sessions of the
program. As it is shown in (Appendix D).
D. The Validity of the opinionnaire
Al Agha (1996: 118) states that a valid is measuring what it is designed to measure.
The study used the referee validity and the internal consistency validity as follows:

a. The Referee Validity
The opinionnaire was introduced to a group of specialists in English language
and methodology in Gaza universities, Ministry of Education and experienced
supervisors in Al Qattan Center ( Appendix E ). The items of the opinionnaire
were modified according to their recommendations.

b. The Internal Consistency
It indicates the correlation of the score of each item with the total mean score of
the opinionnaire (Al Agha ,1996:p.121). It also indicates the correlation coefficient of
the average of each item with the total average. This validity was calculated by using
Pearson Formula.
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Table (9)
The Correlation Coefficient of each Items with the Whole An opinionnaire
No.

Pearson
Correlation

Sig. value

Sig. level

1

0.630

0.012

sig. at 0.05

2

0.665

0.007

sig. at 0.01

3

0.832

0.000

sig. at 0.01

4

0.708

0.003

sig. at 0.01

5

0.764

0.001

sig. at 0.01

6

0.690

0.004

sig. at 0.01

7

0.646

0.009

sig. at 0.01

8

0.720

0.002

sig. at 0.01

9

0.723

0.002

sig. at 0.01

10

0.550

0.034

sig. at 0.05

r table value at df (8) and sig. level (0.05) = 0.514
r table value at df (8) and sig. level (0.01) = 0.641

According to the tables (9) the coefficient correlation of each item is significant at
levels (0.01) and (0.05). So, it can be concluded that the opinionnaire is highly
consistent and valid as a tool for the study.

E. Reliability of the opinionnaire
The opinionnaire is reliable when it gives the same results if it is reapplied in the
same conditions (Al Agha & Al Ostaz, 2004: 108). The researcher used the pilot study,
which consisted of 15 student-teachers from Education college, fourth level at Alazhar
University to calculate the reliability of the opinionnaire which was measured by:

a. split-half Technique
The researcher calculated the correlation between the first and the second half of each
domain of the attitude scale and the whole of the attitude scale as shown in table
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.Table (10 )
Spilt –half Technique
TOTAL
The opinionnaire

BEFORE

AFTER

0.592

0.744

10

From table (10) we can ensure that the opinionnaire have a good reliability.

b. Alpha Cronbach Technique
The researcher used Spearman Brown Formula to modify the longitude of the
opinionnaire to find out the reliability coefficient. Alpha formula was used to determine
the reliability of the opinionnaire as shown in table (11)
Table (11 )
Reliability Coefficient
Alpha Cronbach Technique
Scope

Total

The opinionnaire

10

Correlation
0.869

From table (11) it is ensured that the test have a good reliability
during tables (10) and (11) , the opinionnaire is proved to be reliable . Alpha Cronbach
coefficient is (0.869) and the Spilt- half coefficient is (0.744) that’s indicate the
opinionnaire is pass to applied in the study.
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4.6. The Statistical Analysis
The collected data was analyzed by using Statistical Package for Social Sciences
(SPSS). The significance level used was 0.05. The following statistical analyses were
used:
1.

Spearman correlation was used to determine the internal consistency of the
attitude scale items, the test and an opinionnaire.

2.

Alpha Cronbach technique was used to confirm the reliability of the attitude
scale and an opinionnaire

3.

Split-half technique was used to ensure the reliability of the attitude scale.

4.

T- Test independent samples was used to control the external variables and to
measure the statistical differences in means between the two applications due to
the study variables.

5.

T-Test paired sample was used to figure out any statistical differences between
the pre and post applications.

6.

Effect size level by using T value, Eta square, and Cohen's d: to check the
effect value of the significant differences between the two applications.

Summary
This chapter shows the procedures of designing and applying the tools of the
study, in addition to the statistical analysis which the researcher follows throughout the
study. The next chapter shows the statistical treatment of the results, the result analysis
and discussion in addition to some suggestions and recommendations.
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Chapter 5
Results, Discussions, Suggestions and Recommendations
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Chapter 5
Results, Discussions, Suggestions and Recommendations

Introduction
This study aims to identify the effect of a suggested program on developing
student-teachers' skills to design educational games for teaching English grammar and
their attitudes towards it. This chapter shows the statistical treatment of the results,
discussions and description of the results. Moreover, the recommendations are showed.

5.1 Results
The Answer of the First Question
The first question is stated as follows " What is the program of designing educational
games targeting to develop the student-teachers' skills to design educational games for
teaching English grammar? " this question was answered in chapter four page ( 78 )
when the researcher talked about the tools of the study.

Test of the First Hypothesis
The first hypothesis is: There are statistically significant differences at (α ≤ 0.05)
between the mean scores on the pre & post application of the designing educational
games test in favour of the post application.
To test this hypothesis, the researcher used T-test paired sample to show if there was
differences between the sample's responses on the pre and post application of the test.
The table below illustrates the results of these differences .

86

Table (12)

T-Test Paired Sample Results of Differences between Pre and Post Applications
and Total Score of the Test

Total
score

applications

N

Mean

Std.
Deviation

pre

32

5.469

4.024

post

32

34.250

5.902

t

Sig.
value

sig.
level

24.604

0.000

sig.
at
0.01

t table value at df (31) and sig. level (0.05) = 2.04
t table value at df (31) and sig. level (0.05) = 2.75

Table (12) shows that mean of the sample's post application is (34.250) which is
higher than their mean in the pre application (50469). T value is (24.604) which
indicates that there are statistical significant differences between mean score on the pre
& post application of the designing educational games test for the post application.
The significant differences state that the results of the posttest are better than the
those of the pretest. This is attributed to the designing educational games program. Thus,
the first hypothesis of the study, which states that " There are statistically significant
differences at (α ≤ 0.05) between the student-teachers' mean scores on the pre & post
application of the designing educational games test for the post application" is accepted.

The Effect of the designing educational games program on developing
student-teachers' skills of designing educational games
In order to quantify the strength and extent of the difference between the pre and
post application of the test, the researcher used Cohen's d, Eta squared "η2" and Blake to
calculate the effect size. Due to the figures in table (13) below , the effect size is
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determined by three levels: small, medium, and large. The greater size effect is , the
greater is the difference of the measured variables (Afana, 2000,p.42).
Cohen's d Equation
d

2t

=

df

Eta Squared Equation
2

η

t2

=

t2 + df

(Cohen, 1988: p.157)

Table (13)
The references table to determine the level of size effect (η 2) and (d)
Effect volume

Test

Small

Medium

Large

η2

0.01

0.06

0.14

d

0.2

0.5

0.8

Table (14)
T value, eta square " η 2 " , "D" and "Blake" for each step and the total degree
Step

T value

η2

D

Blake

Total degree

24.604

0.951

8.838

1.553
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Effect
volume
large

Figure four
The Differences between Pre and Post Applications of the Designing Educational
Games Test

35
30
25
20
15
10
5
0
post

pre

By reviewing table (12) and figure five the effect size is large for the total score
of the test . This means that the student-teachers' responds are large due to the effect of
the program. The descending sequence of the effect size figures under "d" and "η2"
indicate that the change in the second application of the designing test is higher than the
first application where the effect size on d = (8.838), (0.951) on "η2" and on black
(1.553).
Summing up the results of the previous tables that investigate the differences of
the sample's response before and after the program is clear for the second application.
So, it can be stated that the program of designing educational games has not only a
positive effect but a large positive effect on developing the student-teachers' skills of

89

designing. It is also apparent that the designed program has a significant correlation with
developing the skills of the participants' responses.

Test of the Second Hypothesis
The second hypothesis is: There are statistically significant differences at (α ≤ 0.05)
between the student-teachers' attitudes towards designing educational games before and
after implementing the program in favor of the post application.
the researcher used T.test paired sample to show if there are differences between the
student-teachers' responses in the pre and post applications of the attitude scale. Table
(15) illustrates the results of these differences.
Table (15)
T-test paired sample results of differences between pre and post applications of the
attitude scale and total degree of the attitude scale
Std.
Scope
participating
in designing
educational
games
needs of
designing
educational
games
professional
values of
designing
educational
games
Total post

Applied
pre

N
32

Mean
39.594

t
Deviation
3.368

post

32

43.781

2.459

pre

32

40.469

3.408

post

32

44.000

2.489

pre

32

41.563

3.732

post

32

44.656

2.295

pre
post

32
32

7.770
5.588

1.374
0.988

t table value at df (31) and sig. level (0.05) = 2.04
t table value at df (31) and sig. level (0.05) = 2.75
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Sig.
value

sig.
level

5.965 0.000

sig. at
0.01

4.526 0.000

sig. at
0.01

4.016 0.000

sig. at
0.01

6.186

sig. at
0.01

0.000

Table (15) shows that there are statistical significant differences between pre and post
applications of the attitude scale .
Table (15) shows that the sample's post application mean is (5.588) which is higher than
their mean in the pre application (7.770). T value is (6.186) which indicates that there
are statistical significant differences between the pre & post application of the attitude
scale for the post application.
The significant differences state that the responses of the post application are better
than the responses of the pre application. This is attributed to the designing educational
games program.
Thus, the second hypothesis of the study, which states that " There are statistically
significant differences at (α ≤ 0.05) between the student-teachers' attitudes towards
designing educational games before and after implementing the program in favor of the
post application." is accepted.

The Effect Size of the Differences Between the Two Applications of the
Attitude Scale
In order to quantify the strength and extent of the difference between the pretreatment perceptions and post-treatment perceptions, the researcher used Cohen's d, Eta
squared "η2" and Blake to calculate the effect size. Due to the figures in table (16)
below, the effect size is determined by three levels: small, medium, and large. The
greater the effect size is, the greater is the difference of the measured variables (Afana,
2000,p. 42).
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Table (16)
"t" value, eta square " η 2 " , "d" and Blake for each domain and the total degree

scope
participating in the program
needs of the program
professional values of the
program
Total post

t value

η2

d

5.965
4.526

0.534
0.398

2.143
1.626

Effect
volume
large
large

4.016

0.342

1.443

large

6.186

0.545

2.187

large

A quick look at table (16) show that the effect size is large for each domain and for
the total degree of each domain. This means that the sample progress in the second
application refers to success of the program and do not refer to their previous
knowledge. The descending sequence of the effect size figures under "d" and "η2"
indicates that the change in the second domain located in the needs of the program takes
the highest position where the effect size on d = (2.187) and (0.545) on "η2". The third
domain related to the professional value of the designing educational games comes next
on the rank where the effect size on d= (1.443) and on "η2" = (0.342), the first domain
related to participating on designing educational games comes on the next rank where d
= (2.143) and on "η2" = (0.534). For example, the increase of the positive expectations
is the largest in volume d = (2.738) and on "η2" = (0.652). Generally, it is known that
the effect size in cases of attitudes rarely shows great effects whereas in case of tests
shows great effects. But still, in this study, the effect size is developed and improved for
better attitudes, that refers to the program of designing educational test.
Summing up the results of the above two tables that investigate the differences of
the sample's response before and after the program is accepted. It can be stated that the
attitude toward designing educational games has a positive effect on changing the
student-teachers' attitude toward designing educational games.
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Test of the third Hypothesis
The third hypothesis is: There are positive opinion towards the program of designing
educational games after implementing the program.
To answer this question the researcher used the frequencies, the sum of responses,
means, std. deviation . And the % weight and rank of each item from the observation
Table (17) illustrates that
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Table ( 17)
The sum of responses, means, std. deviation and the % weight and rank of
each item from the opinionnaire
rank
Std.
No.

strategies

Sum

%

Mean

in the
Deviation weight
scope

1
2
3
4
5

6

7
8
9

The style of presenting the program
for designing educational games is
new to me.
The program for designing
educational games is a priority for
teachers
The references for designing
educational games program are
available at all times.
The program for designing
educational games lacks many
important topics.
There is a gap between the program
and what is really needed in the
classroom.
The program for designing
educational games will increase
individual learning among the
students.
Educational games can be used inside
and outside the classroom.
The program develops the learners'
creative abilities.
The program of designing educational
games inspire teachers to teach in
real life situations.
The evaluation methods in the

10

133

4.156

0.677

83.13

8

136

4.250

0.440

85.00

6

143

4.469

0.621

89.38

3

129

4.031

0.782

80.63

9

145

4.531

0.621

90.63

1

137

4.281

1.085

85.63

5

139

4.344

0.602

86.88

4

127

3.969

0.822

79.38

10

144

4.500

0.803

90.00

2

136

4.250

0.440

85.00

7

1369

42.781

3.260

85.56

program reflect its quality

Total
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From table (17) we can see that the most two difficulties are:
-

no (5)." There is a gap between the program and what is really needed in the
classroom" occupied the first rank with percent weight (90.63%).

-

no (9) " The program of designing educational games inspire teachers to teach in
real life situations. " occupied the second rank with percent weight (90.00%).

And the least are:
-

no (4) " The program for designing educational games lacks many important
topics. " occupied the nine rank with percent weight (80.63%).

-

no (8) " The program develops the learners' creative abilities. " occupied the ten
rank with percent weight (79.38%).

-

Whereas the total percentage of the student-teachers' opinion got (85.65%).

5.2 Discussion
The researcher attributes the previous results to the following points:
The present study is conducted to measure the effect of a suggested program on
developing the student-teachers' skills to design educational games for teaching English
grammar and their attitudes towards it. To achieve the aim, the researcher used the
quasi experimental approach (one group) with pre and post test to measure the effect of
the suggested program.
The first hypothesis is "There are statistically significant differences at (α ≤ 0.05)
between the mean scores on the pre & post application of the designing educational
games teat for the post application. To test this hypothesis, the researcher used T.test
paired sample to show if there is difference between the sample's responses in the pre
and post application of the test.
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The statistical treatment shows that mean of the sample's post application is
(34.250) which is higher than their mean in the pre application (5.469). T value is
(24.604) which indicates that there are statistically significant differences between
mean score on the pre & post application of the designing educational games test for the
post application.
The differences between the means of the pre and post application in the test of
designing educational games are significant at level (0.05) in favor of the post
application. That refer to the use of the program of designing educational games which
has a significant impact on student-teachers' skills of designing.
This result agrees with the results of some reviewed studies in chapter three such as
Abo Oda's (2010) study and Abu Akar's (2009) study. This large effect agrees with the
researcher's first hypothesis of the effectiveness of the designing educational games
program.
The effect of the program on the student-teachers' skills of designing may be due
to the types of activities included in the program which create a new way of dealing with
all types and levels of learners. The use of the program of designing educational games
could have affected the student-teachers' motivation which has been reflected on their
willingness to participate during the program. That indicates the suggested program has
a significant effect on developing the student-teachers' skills of designing educational
games.
The researcher noted during the implementation of the program that the topics of
the program were new to student-teachers' knowledge and the skills of designing are not
known to them, that was clear from their enquiries and their eagerness to participate in
the program.
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For answering the third question which is "what is the effect of a suggested
program on developing the student-teachers' skills to design educational games for
teaching English grammar on developing their attitudes toward it" For answering that
the researcher puts the second hypothesis which is " There are statistically significant
differences at (α ≤ 0.05) between the attitudes towards the program before and after
implementing the program in favor of the post application. The researcher used T.test
paired sample to show if there were differences between the student-teachers' responses
in the pre and post applications of the attitude scale.
Then the statistical analysis used to show that the sample's post application mean
is (175.219) which is higher than their mean in the pre application (156.813). T value is
(7.623) which indicates that there are statistically significant differences between the
pre & post application of the attitude scale in favor of the post application.
These results refer to the importance of that program on the student-teachers'
attitude which is clearly indicated in the results of the attitude scale. The statistical
analysis indicates that the attitude toward designing educational games program has not
only a positive effect but a large positive effect on changing the student-teachers'
attitude. It means that the subject of the program is new to the sample of the study, that
was clear while implementing the program, where the student-teachers were eager to
know the next and participate in designing games.
The descending sequence of the effect size figures under "d" and "η2" indicates that
the change in the second domain located in the needs of the program takes the highest
position where the effect size on d = (1.626) and (0.398) on "η2". This result refers to
the important need of such program on the student-teachers' professional life.
For answering the fourth question which is " What is the attitude of student-teachers
toward the suggested program. The researcher puts the third hypothesis which is "
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There is positive attitude toward the suggested program. The researcher used the
frequencies, the sum of responses, means, std. deviation . And the % weight and rank of
each item from the observation to find that the total percentage of the opinionnaire was
(85.65%). Which indicate the program quality was very good to the sample of the study.
Moreover asking student-teachers about their impressions concerning the knowledge
provided in the program, they confirmed that the program enriched their designing
background, that they needed these skills badly to cope with the different levels they
have seen in schools and they will keep returning to the information in the program for
future years.
To conclude, the results of the study show that student-teachers who were exposed to the
designing educational games program improved their basic designing skills.

5.3. Recommendations
On the basis of the results obtained from the study, a number of recommendations
can be helpful for EFL teacher and college of education:

A. English Language Teachers
EL Teachers are required to facilitate the language acquisition as much as they can,
the following point may help in that:
1. To adjust English curriculum with using games activities.
2. To enrich the curriculum with more propriety game.
3. To increase funny parts of the lessons and decrease the length of it
4. To help the students in changing the abstract parts to understandable ones.
5. To mix the games activities with the curriculum activities.
6. To consult each other of the most appropriate strategies.
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7. To cope with the modern trend in teaching by keeping changing their methods and
strategies.
8. To keep themselves close to students' life in term of games.

B. English Language Supervisors
EL supervisors are expected to be the ideal for the EL teachers, so they have to
ensure the variety of methods and strategy used by their El teachers in schools by the
following:
1. To conduct training courses to help EL teachers to design games for their classes
2. To encourage EL teachers to use educational games for their classes
3. To clarify EL teachers the advantages of using educational games
4. To put general teacher's guide for helping and facilitating teaching English by
educational games.
5. To call for providing the needed material for using educational games in schools.
6. To conduct workshops with EL teachers to discuss their need to design educational
games and consult them after that.

C. Colleges of Education
Colleges of Education are the home in which teachers get their first knowledge and
information regarding their specialization. In addition to that, it is the factory where
teachers build their professional qualities. So, colleges of education are recommended:
1. To fulfill the student-teachers' knowledge with the benefits of educational games
2. To keep developing the college material and strategies to cope with modern
education.
3. To cooperate with other universities specially with designing program.
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4. To prepare the student- teachers well in designing course.
5. To help student-teacher to use English language in real life situations.
6. To unite the strategy of preparing the student-teachers with specific foundations
7. To conduct monthly meetings between the responsible persons of the Ministry of
Education and student-teachers for discussing their important topics.
8. To take the results and recommendations of the studies seriously in account.
9. To prepare flexible student-teachers who can work any time and all situations.

5.4 Suggestion for Further Studies
In order to extend the findings of this study, the researcher introduce the Following
suggestions for further studies:
1. The effect of a suggested program on developing English language student-teachers'
skills for designing educational games in teaching writing.
2. The extend of mastering the skills of designing educational games among English
language student-teachers in the Gaza universities.
3. The effect of a computerized program on developing student-teachers' skills of
designing educational games for teaching speaking skill.
4. The differences among English language teachers' skills of designing educational
games.
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المراجع العربية
أبوريا ،محمد .)3991( ،اثر استخدام استراتيجية التعلم باللعب المنفذة من خالل الحاسوب في اكتساب مهارات
العمليات الحسابية األربع لطلبة الصف السادس األساسي في المدارس الخاصة في عمان ،رسالة ماجستير
غير منشورة ،الجامعة األردنية :عمان.
احمد معروف (  ) 3001الــبــحــث الــعــلـــمــــي ماهيته وخصائصه ،كلية اآلداب والعلوم بجامعة قطر.
االغا ،احسان ( .)3991البحث التربوي  ،عناصره  ،مناهجه وادواته ،الجامعة االسالمية :غزة.
األغا ،إحسان واألستاذ ،محمود ( .) 3002تصميم البحث التربوي ،ط  ،1مطبعة المقداد :غزة.
األغا ،إحسان وعبد المنعم ،عبدهللا (  .) 3992التربية العملية و طرق التدريس ،ط  ،2مكتبة اليازجي :غزة.
الحيلة ،محمد و غنيم ،عائشة ( .) 3001اثر األلعاب التربوية اللغوية المحوسبة و العادية في معالجة الصعوبات
القرائية لدى طلبة الصف الرابع األساسي ،مجلة جامعة النجاح لألبحاث والعلوم اإلنسانية :فلسطين.
الحيلة ،محمد ( )3009االلعاب التربوية و تقنيات انتاجها ،ط ، 1دار المسير :عمان.
الخضر ،عثمان ( .)3002االلعاب التربوية ،ط ،3شركة االبداع الفكري للنشر و التوزيع :الكويت.
الخوالدة ،محمد ( .)3001االلعاب الشعبية عند االطفال ،ط ، 3دار المسير :عمان.
الدهالوى  ،ضيدان ( .) 2010مهارات المعلمين التعليمية الالزمة لتعليم الرياضيات باستخدام االلعاب التعليمية في
المرحلة االبتدائية  ،رسالة ماجستير غير منشورة  ،جامعة ام القرى :السعودية.
الرافعي  ،محب ( .)3000فعالية األلعاب التعليمية في تنمية الوعي في السلوك البيئي لدي أطفال ما قبل المدرسة،
مجلة التربية العلمية  ،كلية التربية  :جامعة عين شمس.
السالم ،محمد صالح ( .)3002واقع استخدام االلعاب التعليمية في مرحلة الصفوف االولية من وجهة نظر المعلمين
في محافظة الرأس ،دراسة ماجستير غير منشورة ،جامعة الملك سعود ،كلية التربية :السعودية.
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العجرمي ،باسم ( )3033فعالية برنامج تدريبي مقترح لتطوير الكفايات المهنية لطلبة معلمي التعليم األساسي
بجامعة االزهر-غزة في ضوء استراتيجية اعداد المعلمين ( ، )3002رسالة ماجستير غير منشورة ،جامعة
االزهر  :غزة.
العناني  ،حنان ( . )3003نمو الطفل المعرفي واللغوي ،ط ، 3دار الفكر للطباعة والنشر والتوزيع  :عمان
العناني  ،حنان ( .)3003اللعب عند االطفال االسس النظرية و التطبيق،ط ، 3دار الفكر للطباعة والنشر والتوزيع
 :عمان.
الفليح ،خالد و اخرون ( .)3009تصميم التدريس بين النظرية و التطبيق ،ط  3عالم الكتاب الحديث :االردن.
الفليح ،عبدهللا ( .)3009التعلم من خالل اللعب ،ط  ، 3عالم الكتاب دار المؤلف :لبنان.
اللبابيدي ،عفاف و خالييلة  ،عبد ( .)3992سيكولوجيا اللعب ،ط ،3دار الفكر للطباعة و النشر و التوزيع :عمان.
المفتوحة ،جامعة القدس ( .)3003سيكولوجية اللعب ،طـ ، 3جامعة القدس المفتوحة  :عمان.
المفتوحة  ،جامعة القدس ( .)3991تصميم التدريس ،ط  ،3جامعة القدس المفتوحة :عمان.
المفتوحة  ،جامعة القدس ( .)3002القياس و التقويم التربوي،ط ،3جامعة القدس المفتوحة :عمان.
الناشف ،هدى ( .)3992استراتيجيات التعلم والتعليم في الطفولة المبكرة ،ط ،3دار الفكر العربي :القاهرة.
النهراوي ،أسماء ( .)3030توظيف األلعاب التربوية في تدريس النحو ،ط ،3مطابع الرافدين :بغداد.
الهويدي ،زيد)  .( 2005األلعاب التربوية استراتيجية لتنمية التفكير ،دار الكتاب الجامعي :دولة االمارات .
بدر ،أحمد ( .)3929أصول البحث العلمي ومناهجه ،ط ، 1دار المعارف :القاهرة.
بلقيس  ،احمد و مرعى ،توفيق ( .)3922الميسر في سيكولوجيا الطفل  ،ط  ، 1دار الفرقان و للنشر :عمان.
حمدان ،محمد ( .)3002مشكالت االشراف التربوي لدى الطالب المعلمين بجامعة االقصى بغزة و متغيرات
العصر ،المؤتمر التربوي االول في فلسطين ،الجزء االول ،كلية التربية ،الجامعة االسالمية ،غزة.
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خليف  ،زهير ( .)3009االلعاب التربوية الحقيبة المتكاملة  ،شبكة االوس التعليمية ،نابلس .
خليل ،قمر ( .)3000فاعلية التعلم باللعب لدى تالميذ الصف األول االبتدائي ،دراسة شبه تجريبية في مدارس مدينة
دمشق الرسمية .رسالة ماجستير غير منشورة  ،جامعة دمشق :سوريا.
سعادة  ،جودت و اليوسف ،جمال ( .)3922تدريس المفاهيم ،ط،3دار الجليل :بيروت.
سليمان ،عبد الرحمن و الدربستي ،شيخة (  .)3911اللعب ونمو الطفل  ،طـ ، 3زهرة الشرق :القاهرة .

شوق ،محمود و محمود ،محمد ( .)3991تربية المعلم للقرن الحادي و العشرين ،مكتبة العبيكان ،الرياض.

صافي  ،شيماء (.)3001أكثر من طريقة لترغيب طفلك في مدرستك وواجباته،ط ،3مطبعة الرواد :عمان.
عبده ،رلى.) 3991(،أثر استخدام األلعاب اللغوية في تدعيم مهارات التواصل في اللغة اإلنجليزية كلغة أجنبية لدى
عينة من الطلبة المبتدئين في األردن ،رسالة ماجستير غير منشورة ،الجامعة األردنية :عمان.
عفانة  ،عزو ( .)3991أسلوب األلعاب في تعليم وتعلم الرياضيات  ،ط ،3مطبعة الجامعة اإلسالمية  :غزة.
عفانة ،عزو (3000م) .حجم التأثير و استخداماته في الكشف عن مصداقية النتائج في البحوث التربوية والنفسية،
مجلة البحوث والدراسات التربوية الفلسطينية ،العدد الثالث ،مارس .
مركز القطان للبحث والتطوير التربوي (.)3003نماذج أللعاب تربوية ،ط ،3القطان :غزة .
مصطفى ،صالح ( .) 3921المدخل الى علم النفس ،ط ،3دار المعارف بمصر ،القاهرة .
نجم ،خميس ) (2001اثر استخدام األلعاب التربوية الرياضية عند طلبة الصف السابع األساسي على تحصيلهم في
الرياضيات واتجاهاتهم نحوها .رسالة ماجستير غير منشورة ،الجامعة األردنية :عمان.
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Appendix (A)
A Suggested Program for Developing Student-Teachers' Skills
to Design Educational Games for Teaching English Grammar

Introduction
The suggested program is constructed to develop student-teachers' skills to design
educational games for teaching English grammar. It depends on different techniques and
activities to achieve that aim. The contents of the suggested program were chosen,
organized and adjusted according to the opinions and suggestions of a group of
specialists of teaching methodology, supervisors of English language and experienced
teachers. While designing the program, the researcher considers the ability of the
program to develop the student-teachers' skills to design educational

games for

teaching English grammar as the most important need.

Steps of Building the Training Program
Diagnosis
After consulting English language teachers, supervisors , ELT teachers and
students, the researcher has confirmed the validity and the importance of such a
program which might make some changes in the student -teachers' attitudes toward their
professional future.

Preparation
For achieving the aims of the program, the material has been collected from many
sources such as websites, books, previous studies and educational journals. Some
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suitable activities help in developing student-teachers' skills to design educational
games for teaching English grammar. Moreover some aids are used such as LCD,
worksheets and cards.

Evaluation
The researcher carries out two types of evaluation throughout the suggested
program to measure student- teachers' skills. Formative evaluation is used at every
session of the program and summative evaluation is used at the end of the program.

The Principles of the Suggested Program
1. The suggested program focuses on designing skills through (preparation,
implementation and evaluation) in teaching English grammar.
2. Much focus is given to enrich the student-teachers' knowledge about educational
games.
3. The suggested program is designed to meet the needs of English language
student-teachers for their professional future.
4. The activities of the suggested program consider the three steps of teaching
English grammar (warming up, explanation and evaluation ).
5. The program focuses on

two methods of teaching English grammar only

(inductive and deductive ).
6. Much attention is given to train the student-teachers to design educational games
for teaching English grammar with reference to English for Palestine 6 textbook.
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Structure of the Program
1- The General Aim of the Suggested Program

The program is constructed to develop the student-teachers' skills to design
educational games for teaching English grammar. While the objectives of the program
are as follows:
 To evaluate the importance of educational games.
 To follow the steps of designing educational games carefully.
 To connect designing games with grammar teaching methods.
 To build the skills of designing during preparing, implementation and evaluation
by games

2- The Program Content

The program consists of (8) sessions with consideration to groups of activities to
develop student-teachers' skills to design educational games for teaching English
grammar as it is shown in the table at the next page.

3- The Program Evaluation
Evaluation is used to measure the effectiveness of the program on developing
student- teachers' skills to design educational games for teaching English grammar. So,
both types of evaluation (formative and summative) is used during and after the
program.
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Table of Sessions
Session
no.

Activities

Teaching
aids

1- Educational games and teaching English
grammar

Time

LCD

120 min

LCD

120 min

3- Demonstration lesson for using games in
teaching English grammar in classroom

LCD

120 min

4- Train the student-teachers to design educational
games for warming up activities

LCD

120 min

2- Designing: definitions, ways, steps,
relation with designing games

in

5- Train the student-teachers to design educational
games for teaching English grammar inductively

Textbook,
LCD, cards

120 min

6- Train the student-teachers to design educational
games for teaching English grammar deductively

Textbook,
LCD, cards

120 min

7- Train the student-teachers to design educational
games to evaluate the understanding of English
grammar

textbook,
LCD, cards

120 min

8- Train the student-teachers to locate aims for
educational games

Textbook,
LCD, cards

120 min

Text book : refers to English For Palestine 6 text book
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The First Session
Educational Games and Teaching English Grammar

Aim
Enrich student-teachers' knowledge of educational game and connect game with
teaching English grammar.

Objectives
 To define the educational games.
 To differentiate between the kinds of educational games.
 To evaluate the values of using educational games in classroom.
 To differentiate between deductive and inductive methods in teaching
grammar during using games.
 To discuss the ways of implementing games in teaching grammar.

Content
 Introduction
 Definition of Educational Games
 Kinds of Educational Games
 Advantages of Using Games in Classroom
 Points to consider in choosing games
 Methods of teaching grammar with games


Deductive approach



Inductive approach

 Session Evaluation
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Introduction
Language learning is a hard task which sometimes could be frustrating. Constant
effort is required to understand and produce the target language. Different methods of
teaching have been developed to meet the various educational objectives. Qualified
teachers have to master some if not all the methods of teaching which enable them to
adapt to the different teaching situations to achieve effective learning.
An educational game is a method of teaching that can be used in class in different
ways. So, well-chosen games are invaluable as they give students a break and at the
same time allow students to practice language. Games are highly motivating since they
are amusing and at the same time challenging. Furthermore, games employ meaningful
and useful language in real contexts. They also encourage and increase cooperation.
Play is

exploitation

time through direct

and

of

the

indirect

kinetic

and

mental

activities which children

energy
play

at the
for

fun

same
and

entertainment in ways that are directly exploited by adults for developing their
behaviors and their

personalities

with

all aspects

of cognitive,

physical and emotional(Allababedy and Khallayda, 1998:p. 7).
So it's a human instinct that arises in humans since the first moment of the behavioral
patterns reflected on attitudes faced by children in the future stages of life and will be in
the form of movement or action exercised individually or collectively.
Playing, generally, is known as organized activities that are practiced by children
individually or collectively to achieve the goal in which some characteristics have to be
available:
1. with fixed rules which should be known in advance.
2. with pleasure and benefits .
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3.

with raising competition among practitioners (Afanh, 1996:p. 3).

Using educational games is a good way to practicing languages and this has been
improved by many studies. So, whenever a student-teacher decides to design them,
he/she has to consider many things to achieve his/her effective teaching such as the
meaning of educational games, its significance, its conditions and the most important
thing is to convey them to Practical application in real class situations.

Definitions of the Educational Games
Educational games as ways of teaching have been defined many times by lot of
researchers with a different orientation. Safy (2005: p.19) said that an educational game
is organized activities that are controlled by specific aims where the players put lots of
efforts to achieve the fixed aims in a certain place and rules without their participations
in its planning.
Coleman (1990:p443) defined it as cooperative or competitive activities
performed by the individuals to achieve certain goals within a set of rules.
While Elhelaa (2005:p.23) said that educational games are organized activates followed
assets of rules where two students or more interacted to achieve certain specific rules.
Educational games are defined as a means of enjoyment used in class to increase
the chance of the learners to acquire language grammar through practicing them within
specific purposes.

Kinds of Educational Games
As much as educational games are used in the classrooms, their kinds differ due to the
use, time, learners levels, purposes and place. So some classification will be showed
such as Rafii ( 2000: p.77) classifies games as:
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1. Educational Games: These activities are designed according to set of rules
controlling the steps of the game and the roles of the participants to achieve
the educational

goals with competition ends,

this kind of

games are

not

considered a simulation of life situations.
2. Simulation: These activities are designed to allow the participants to practice
real life positions, where each participant plays a role to solve problems or make
a decision or …….etc.
3. Competition: Fun activities that include decision-making in certain subjects, this
type of games can be done with or without simulation.
While Lewis and Pederson (1999:p.7) classify educational games to two kinds:
1. Games that encourage participation which takes the class to full actions. Sounds
are acceptable and movement are required such as guessing games. But this
kind of games may lead to disorder,

where enthusiasm and

alertness may

cause losing control of the class.
2. Games that encourage stability where these activities work to keep the class
calm and stable such as craft activities. Games that focus on hearing and games
works to silence the class.
The difference between these two types of educational games is often not clear and
depends on how the teacher decides to play the games.

Advantages of Using Games in Teaching English
Using educational games in teaching English language has an important function due to
its natural as a foreign language. Researchers have tried a lot to draw this importance in
many domains which could meet the learners' characteristics.
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1. Games are a welcome break from the usual routine of the language class.
2. Games are motivating and challenging.
3. Learning a language requires a great deal of effort. Games help students to make
and sustain the effort of learning.
4. Games provide language practice in the various skills- speaking, writing,
listening and reading.
5. They encourage students to interact and communicate.
6. Games involve friendly competition and keep learners interested.
7. Games help in overcoming individual differences.
8. Games provide opportunities for discovery effective learning.
9. Games reify the abstract concepts.
10. Using games encourages adaptation among the students.
11. Games help to individualize learning .
12. Games are a means to acquire different patterns of behavior (Glothlin,
1997: p.6).
13. Through games children experiment, discover, and interact with their
environment.
14. Through playing games, students can learn English in the way they learn their
mother tongue.
15. Through playing games, shy students are encouraged to participate positively
16. Games create a meaningful context for language use (Alnehrawi,2010: p.49 ).
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Other Benefits of Educational Games in TEFL
1. Affective:
- lowers affective filter
- encourages creative and spontaneous use of language
- promotes communicative competence
- motivates participation
- inspire a funny atmosphere
2. Cognitive:
- reinforces
- reviews and extends
- focuses on grammar communicatively
3. Class Dynamics:
- make the class student- centered.
- facilitates teacher job.
- builds class cohesion
- fosters whole class participation
- promotes healthy competition
4. Adaptability:
- easily adjusted for age, level, and interests
- utilizes all four skills and many things
- requires minimum preparation after development (Ali,1994:p96).

Points to Consider in Choosing Games
Teachers' role in the classroom has been developed

since the educational process

followed the new vision in education . Their roles start to be bigger than any time and
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their responsibilities have been turned to guide, facilitator, psychologist, supervisor in
addition to their basic duty as an information feeder . Educational games, as new
strategy in teaching, guide teachers to consider some points whenever they use them.
Some points are mentioned below:
1. A game must be more than just fun.
2. A game should involve friendly competition.
3. A game should keep all of the students involved and interested.
4. A game should encourage students to focus on the use of language
rather than on the language itself.
5. A game should give students a chance to learn, practice, or review
specific language material.
6. A game must relate to students' environment.
7. A game must be safe and easy to use
8. A game must be well-prepared.
9. A game must fit the learners' abilities, interests and hopes (Alnehrawi, 2010:
p.62).
Grammar is known as the study of what structures are possible in language. This
means that it is the description of the rules that govern how language's sentences are
formed (Thornbury,2001:p1). So grammar is the study of the ways in which words are
connecting together to form a sentence.
Now it is the point that teacher can decide whenever he wants to insert the
educational games in teaching English grammar, which might be through deductive or
inductive methods. Whereas there are other ways used in teaching English grammar, the
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concentration in the program is on deductive and inductive approaches only due to
their common use among English language teachers.

A. Deductive Approach
It is a way of teaching where teacher starts from presenting the rules then followed
by examples where the rules are applied (Thornbury, 2001: p29). In this way the
teacher can use educational games after the explanation to the rules by distributing a
game among the students with enjoyment manner to derive the examples and
differentiate the non-example.

B. Inductive Approach
It is the way in which the teacher starts by giving the examples and from these
examples the rule is derived (Thornbury, 2001: p49). Here also the teacher can use the
educational games by giving the students some hints and they play the game till the
examples will be clear and the rule is derived and fully understood.
Every approach has some advantages and disadvantages in relation
to many differences such as the topic, age of the students, time of explanation and level
of the students.

Evaluation
Answer the following questions
1. Give your own definition to educational games?
2. What are the kinds of educational games?
3. Mention five advantages of using educational games in classroom?
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4. A game must be more than just fun. Comment ?

Further Reading
1. Carrier & the Center of the British Teacher (1995): "Take 5 Games and
Activities for the Language Learner", an international Thomas publishing
company: London.
2. Elqattan Foundation (2001): "Strategy of Educational Games in Teaching and
Learning", A.M.Qattan foundation: Gaza.
3. McLaughlin, Sky (2004) : "Teaching Young Learners of English", 1st edition,
A.M.Qattan foundation: Ram Allah.
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The Second Session
Designing educational games

Aim
Designing educational games for teaching English grammar.

Objectives
 To define designing educational games.
 To know the general steps of designing.

 To connect designing steps with designing educational games.
 To enrich student-teachers' knowledge of the needed competencies of using
educational games.

Content
 Introduction
 Definition of Designing educational games.
 Steps of Designing
 Needed Competencies that teachers must have to design games

 Session Evaluation
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Introduction
Whenever student- teachers know the meaning and the value of educational games,
sure they try to use them in classroom. Then they discover the effectiveness of using
them, after sometimes they try to get something new. In this field but in this stage they
are stopped and start thinking deeply saying the idea is there but the mechanism of doing
it is not there.
From here, in this session, student-teachers go to the right way of thinking about
what to do in such cases. By knowing the meaning and the steps of designing and also
what the most important things are taken in consideration while designing educational
games.

Definition of Designing Educational Games
Designing educational games is the knowledge and the studies which address the
important procedures to organize the content of educational material to fit learners'
levels, knowledge and interest. So it is clear that designing educational games is a look
for describing and organizing the best instructional methods which achieve the desired
goals of educational games process according to specific rules (AL Quds Open
University, 1995: p8).
Designing educational games is known as collected activities within certain rules
and foundations to achieve specific goals with full consideration to the target group's
pleasure, ages, level, abilities, interest, habits and individual differences. So there are
several steps to design any games that depends on what do you want to achieve.
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Steps of Designing Educational Games
In designing educational games student-teachers follow the steps of designing as it
is mentioned mostly in all specialized websites and books of designing which are
showed as follows:

The First Step: Specifying the Aims of the Game
This is the first thing student-teachers have to think about carefully due to its
importance in specifying whatever follows. So the aim is the most important thing in
any work, which is defined as a statement that describes shortly the abilities expected
from the learners or players to achieve after playing the game. Because of that, locating
the aims of the game helps the teacher in choosing the game's content, tools and
organization. Also locating the aims helps the teacher in arranging its content in a way
that compatible with the learners' abilities, interests, motives, academic background and
facilitates the steps of the game. All of that will help the learners achieve the aims of the
game easily with less effort and time. Games' aim can be cognitive, emotional and
behavioral but it should be derived from learners' needs. Teachers should differentiate
between general aims (goals), which might be wide and reflect the educational system
and behavioral objectives which might be derived from the general aims.

The Second Step: Determining the Characteristics of Target Group
Here student-teachers have to ask themselves for who this games are designed, in
which class they are and what characteristics they have. Many educational games
designers have confirmed that some learners' characteristics must be considered while
designing educational games which locate at four groups as follow:
1. physical characteristics
2. social and economic characteristics
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3. educational characteristics (previous knowledge)
4. physiological characteristics
These characteristics might be impossible to be covered by the teachers in classroom but
they have to be considered as much as possible.

The Third Step: Selecting the Content
It is mentioned in the previous two steps locating the aims and the characteristics
of the targeted group. Now, chosen content which have to be covered at the game.
This analysis has to cover all aspects of the targeted lesson (concept, facts, rules and
Procedures) in order to know what you are going to do and on which domain the game
will focus. So analyzing the targeted lesson and then the targeted game will clarify the
components of the game. Because of that teachers have to collect the data about the
suggested games clearly.

The fourth Step: Determining the Methods of Displaying
This is the practical step of designing where the teachers have to determine the way
in which the game is implemented. So it is important to clarify the instructions of the
game such as numbers of the players, their roles, if it is group or individuals work,
needed time and conditions of the game. By that, the teachers know what is going to
happen in the classroom. Educational games designers classified the classroom games to
four sorts according to Alnehrawi (2010: p.89 ).
1. individual work games (played by one learner)
2. group work games (played by more than two learners)
3. pair work games (played by two learners)
4. free work games (played by groups)
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The Fifth Step: Preparing the Game Before Going to Classroom
The designed games have to be tested before getting to classroom by checking
their validity, possibility, values, timing and achieving the objectives. Teachers can test
all these points by trying the games while preparing and by consulting other experienced
colleagues to get the games in the best manner. That also helps teachers to determine the
final instructions before going to classroom and aware them by any advantages or
disadvantages.

The Sixth Step: Organizing the Classroom and Practicing the Game
The teacher in this stage has to organize and prepare the classroom in the way that
insure game effectiveness. That includes arranging the tables and seats, distributing the
roles and numbers of the players and the time for every turn. With lots of concentration
to the game steps (warming up, explanation and evaluation). Then implementation starts
by learners with reference to all the above mentioned points and steps.

The Seventh Step: Evaluating the Game and Feedback
The previous mentioned steps are interacted. So it is important to be evaluated for
the sake of success and achieving games' goals. Many designers advise to evaluate
every step before shifting to the next step in addition to final evaluation.
Those seven steps of designing are flexible, so teachers can add or omit any steps they
feel it is important .
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The Teachers' Needed Competencies to Design Educational Games
1- Selecting competencies:


The game must be part of the curriculum



The game must meet the needs of the learners



The game mustn't contain any repetitions

2- Designing competencies:


Planning in light of the objectives



Determining the identity of the players



Determining the functions of the participants



Determining the time required

3- Game developing competencies:


Teacher must be able to reformulate the chosen game



Modifying the rules of the game



Description of the instructions clearly to the participants of the game

4- Implementation competencies:


Organizing the class in an acceptable way for implementing the chosen game.



Reviewing the game tools during implementation.



Observing and guiding the players during implementation and managing what
may affect the right implementation

5- Evaluation competencies:


Discussing the participants of the game after implementation



Reviewing the rules of the game and finding out their suitability for participants



Reviewing the goals of the game to measure their benefits
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re-designing the game again if it is proven that the desired goals are
not achieved (Qattan center, 2001:p7).

Evaluation
Answer the Following Questions:
1. Give your own definition for designing educational games?
2. What are the steps of designing educational games?
3. Locating aims is the most important step of designing games. Comment?
4. In details give two Competencies that teachers need to use educational games?

Further Reading
1. Game Art and Design http://www.aii.edu/programs/media_05.asp
2. http://www.english-zone.com/teach/category.html
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The Third Session
Demonstration Lesson for designing Games in Teaching English
Grammar in Classroom

Aim
Helping the student-teachers to implement games in teaching English grammar in
classroom effectively .

Objectives
 To differentiate between the ways of designing games in teaching English
grammar.
 To design a game for each way of teaching English grammar.

Content
 Introduction
 Warming-up
1. Suppose that Game
2.

Sit Down Game

 Explanation
1. Deductive explanation (The Brag Game)
2. Inductive explanation (Who Am I Game)
 Evaluation
1. Formative evaluation (Washing line Game )
2.

Summative evaluation (Football Game )

 Session Evaluation
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Introduction

In this session it is showed that how the educational games can be designed to help
the student- teachers to implement them in his class to teach grammar, in its three phases
; warming up, practice and evaluation. A game for each stage is showed as a
demonstration lesson.

First Phase: Warming-up
It is well known that warming up is a good way of starting a class period. It
captivates the students, draws them into the lesson and gives the opportunity to do
better. Student- teachers should start their class by warming up activities which help the
students to get ready mentally for the class. Warming up can be used for many purposes:
1. Connecting the previous lesson with today's lesson
2. Quick revision to the previous lesson
3. Break the daily routine
4. Changing the mood of the class to better
5. Preparing the class to the new lesson writing.colostate.edu /warmups.cfm2008

Training
You can use the ideas of the following games and design them to achieve your goals in
the class.
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1- Suppose That Game
Game Idea
You won a motorcycle and you are planning to go for trip. Explain where you go.
You arrive face to face with a person who you owe 100 $. What do you say. You help an
old woman across the street. It turns out that she is a magician. To thank you, she offers
you four wishes. What do you ask for? (http://iteslj.org/games)

General aim: To warm up the class and encourage them to communicate in English.
Activity: design the idea of the game to suit the previous needed aim.
Name of the game: Suppose That game
The aim :To encourage students to communicate in English.
Time : 5-10 Minutes
Members: 3-6 learners
Materials: Cards or oral questions
The way of playing:
The teacher enters the class, greeting the students and asks randomly anyone You won
a motorcycle and you are planning to go trip . Explain where you go. Without any
comments from the teacher. Then let the students comment freely on their answers by
asking why, when, with whom have you gone to that trip.

2- Sit Down Game
Game Idea
The teacher says to the class stand up , then starts asking questions to the students .
Who answers yes can sit down. The teacher keeps asking till five minutes. All the
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questions should be yes or no questions , and related to the lesson's aim (Elqattan
Foundation:2001,p.44).

General aim: To warm the class up and encourage them to answer questions
Activity: design the idea of the game to suit the previous needed aim
Name of the game: sit down game
The aim :To encourage students to answer questions related to past simple
Time : 5-10 Minutes
Members: all class
Materials: list of yes/no questions
The way of playing:
The teacher says to the class stand up, then starts asking questions to the students
about past events, such as, who travelled to USA? Who derived a car? Who answers yes
can sit down otherwise remain standing. The teacher keeps asking till five minutes.
Every right answer have to be encouraged. The teacher has to adjust any idea for his
class. In the previous games the teacher can do it in a funny manner to let his students
feel free and talk whatever they want in relation to the lesson or to break the ice.

Second Phase: Explanation
Whenever teachers come to this point, they recognize the goals which are going to
be achieved. Now teachers have to convey these goals to behavioral objectives.
In teaching grammar the rules have to be explained to the learners deductively or
inductively, but in both ways teachers have to use a good way in that to facilitate the
abstract rules of grammar.
Educational games are good ways in achieving that by practicing them while passing the
examples to derive the rules or passing the examples to apply the rules.
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Training
Two examples in using educational games in explaining the rules of grammar

(

deductively and inductively ) with reference to English For Palestine 6 Text Book.

 Deductive Explanation
The teacher explains the rule of present perfect (unit one page 7 ) to his class and
he makes it clear. Then he has to pass some examples to make the students practice this
rule but instead of just passing examples and non-examples, he is going to use the idea
of this game in a funny way to practice the present perfect tense.

3-The Brag Game
Game Idea
You make up about 20-30 sentences in Present Perfect describing
various activities one would share to brag. For example: "I've eaten lunch with Al
Gore". " has asked me to play in his next movie". Students draw a slip of paper with a
statement like that, he/she says it aloud to the group and they try to overcome him/her
by thinking up a statement which would be more impressive. It might look something
like this:
- Student1: "I've eaten lunch with Al Gore"
-S2: So what? I've eaten lunch with Bill Clinton!"
S3: So what? I've eaten lunch with Al Gore and Bill Clinton"
When they can't come up with something, they just say WOW looking impressed and
move on to the next statement ( http://iteslj.org/games).
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General aim: To use the idea of the game in explaining present perfect tense(unit one
page 7 ).

Activity: design this game to suit the previous needed aim.
Name of the game: The Brag Game
The aim : To practice the present perfect tense in daily speech
Time : 15-20 Minutes
Members: all class or pair work
Materials: list of famous names or places
The way of playing:
The teacher writes a sentence on blackboard (I have eaten lunch with Al Gore).
He reads it loudly and asks many students to repeat it again and again.
He asks one student to brag him by telling the class ( I have eaten with Clinton)
The teacher asks every two students to do the same while he goes around them.
Then the best three pairs will do it in front of the class and the rest of students have to
judge and encourage the best pair.
 Inductive Explanation
Inductive approach is the way in which the teacher starts by giving the examples
and from these examples the rule is derived (Thornbury, 2001: p49). Here the teacher
can use the educational games by giving the students some hints related to the lesson
and they start playing the game, practice the examples and then built the rules. In case of
explaining present perfect (unit one page 7) the teacher gives the student the following
game :
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4- Who Am I? Game
Game Idea
The teacher can use this with any subject. Write the names of famous people
(mixed nationalities) on small pieces of paper. Tape a name on the forehead of each
student. The individual student shouldn't see his or her paper, but the others should.
Then, like with 20 questions, only yes or no questions should be asked. Perhaps start
with yourself and ask "Am I man?" If the answer is yes, I can ask again, but if the
answer is no, it's the next person's turn. Play until everyone has guessed who he or she
is. This can be played with nationalities, countries, household objects, anything and it's
a gas (Elhelaa:2005,p.288) .

General aim: To use the game in explaining present perfect tense (unit one page 7 ).
Activity: design the idea of the game to suit the previous needed aim.
Name of the game: Who Am I
The aim : To practice the present perfect tense in daily speech
Time : 15-20 Minutes
Members: all class or pair work
Materials: written sentences on cards prepared before
The way of playing:
The teacher distributes some cards among the students.
Who gets a card has to describe its content to the class and asks them who am I .
Three to five turns should be done, and from these turns we derive the rule.
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Third Phase: Evaluation
Teachers have to carry out evaluation in every stage of his explanation (formative
evaluation) which puts him in the progress of his work in the class and guides him in
every step how to continue in that and why to re-explain that. Also at the end of his
class the teacher has to evaluate the whole understanding (summative evaluation) which
helps him to measure the degree of what he has explained.

Training
Two examples for educational games are used as an evaluation in classroom.

 Formative Evaluation
Which is carried at every stage of explanation and helps the teacher to check the
understanding levels of his students.

5-Washing line Game
Game Idea
Written Words on cards, put them on two baskets, two students
form sentences and arrange them in order, they have to hang the
sentences on the washing line, the rest of students keep observing
and evaluating , finally students encourage the winner by clapping ( Elqattan
Foundation:2001,p.34 ).

General aim: To use the game in evaluating the practice of past progressive tense
(unit six page 27 ).

Activity: design this game to suit the needed aim.
Name of the game: Washing line
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The aim : To evaluate the practice of Past Progressive tense
Time : 5 Minutes
Members: some students of the class
Materials: written sentences on cards prepared before, two baskets, washing line
The way of playing:
The teacher choses one or two students from the class to pick up some cards from the
basket.
The students have to arrange the cards according to the explained rule and hang them on
the washing line.
The teacher has to observe carefully how the students do that.
The rest of the class watch, judge and encourage.

 Summative Evaluation
At the end of every explained lesson the teacher has to measure the degree of
understanding among his students in order to judge them and to get the feedback, that
also can be carried by the use of educational games, as we will show here.

6- Football Game
Game Idea
Write on every white side of a football wh question then pass the ball among the
students, who catch it has to put the word which comes under his right big toe in a
correct sentence related to the goal of the lesson then pass it to another student
(http://genkienglish.net/Ilikeeverything).

General aim : To use the game in evaluating the practice of past progressive tense
(unit six page 27 ).

Activity: design this game to suit the needed aim.
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Name of the game: Football game
The aim : To evaluate the practice of Past Progressive tense
Time : 5-10 Minutes
Members: all students of the class
Materials: football
The way of playing:
The teacher writes in every white side of the ball a word and throw it among the class.
Who catches it has to put the word which comes under his right big toe in a correct
sentence related to the Past Progressive tense. The right answer has to be encouraged.
The teacher, then asks one or two students to write his/ their sentences on the board to
analyze them in front of the class.

Evaluation
Comment on the following:
1. Using educational games facilitates the abstract rules of grammar.
2. It is better to warm the class up by games .
3. Evaluating the lesson by games is an excellent way of evaluation.

Further Reading
1. http://www.educatekidz.com/warmup.html
2. http://712educators.about.com/icebreakers
3. http://www.classroomtools.com
4. http://www.english-zone.com/teach/category.html
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The Fourth Session
Design Educational Games for Warming Up Activities

Aim
Train the student-teachers to design games for warming up activities.

Objectives
 To train the student-teachers to design educational games for warming up
activities classroom.
 To train the student-teachers to design educational games as pre organizer
activities.
 To train the student-teachers to design educational games as connecter to the
previous lesson.

Content

 Introduction
 Air Write Game
 Whose turn is it Game
 Movie Review Game
 Evaluation
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Introduction
In this session, three games are showed to train the student-teachers how to
design educational games for warming up activities in the grammar class and
show them the differences among such activities. Moreover, some games from
their own are adapted to suit their purposes. For this aim the following games are
used.

1- Air Write Game
Game Idea

One person "writes" letters, words, numbers, shapes etc. in the air and others guess
what it is? Can be done in pairs, as a group, along a chain. Can also be played as backwrite, that is, writing the letter/word/... on the back of another and they
guess what it is ( http://iteslj.org/games).

General aim :to use the game in Changing the mood of the class and preparing
them to explain lesson one in unit two page 10

Activity: design the idea of this game to suit the previous needed aim
Name of the game: Air Write Game
The aim : To change the mood of the class
Time : 5-10 Minutes
Members: all students or pairs works
Materials: no needs
The way of playing:
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One student comes in front of the class and writes a word in air. Other students have to
guess what is it. The best answer is given the chance to lead the class for another turn.

Training
The idea of the following two games should be adapted and designed to suit
the needed aim.

2- Whose Turn is it
Game Idea
All your students take part in this game. One of the students goes out of the room.
The rest think of one student (he or she should be present). The student who went out
of the room comes in and asks "If this person was a vegetable (fruit, sweet, animal,
car, nature, flower, city etc.) would he be? One of the students answers in a full
sentence: "If he were an animal he would be a dog" for instance. After some questions
and answers the student who is asking the questions should guess who it is and the
game begins again with another student going out of the room.( Elqattan
Foundation:2001,p.26 )

General aim :To insert the game in preparing the class to new lesson in unit
four page 19

Activity: design this game to suit the needed aim

3- Movie Review Game
Game Idea
Pre-activity: The teacher should have taught students about adjectives and
adverbs. Students can choose a favorite movie, cartoon or television series to
review. They should talk about the main plot, actors and actresses, provide a
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synopsis and tell why they have chosen that particular movie. Once they have
discussed and edited their movie review, they would have to present in front of
the others, and hand over a copy of the edited text to the teacher to be corrected.
They may also include pictures to make their movie review more interesting. (
http://iteslj.org/games)

General aim :To insert the game in reviewing lesson one at unit eleven page 43 as a
connecter to the previous lesson.

Activity: Design this game to suit the needed aim
Through the above games, the student-teachers are trained to design educational games
for warming up activities and adapting ideas to explain grammar lessons.

Evaluation
The student-teachers are asked to give ideas for warming up activities and open
discussion is held in these suggested ideas. Then, in group work, they discuss the best
three ideas to design and adjust them to warming up games.

Further Reading
1. http://www.educatekidz.com/warmup.html
2. http://712educators.about.com/icebreakers
3. http://www.classroomtools.com
4. http://www.english-zone.com/teach/category.html
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The fifth Session
Designing Educational Games for Teaching English Grammar
Inductively
Aim
Train the student-teachers to design games for teaching English grammar
inductively.

Objectives
 To develop the student-teachers' skills of designing educational games.
 To practice designing educational games in teaching English
grammar inductively.

Content
 Introduction
 Prepositions Game
 Adverbial Charades Game
 Train Game
 Pick up and form Game
 Evaluation
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Introduction
In this session, four games are showed to train the student-teacher how to
design educational games for teaching grammar rules in classroom inductively.
Inductive approach is the way in which teacher starts by giving the examples and
from these examples the rule is derived (Thornbury, 2001: p49). Then,

the

chance is given to the student-teachers to start thinking in the right way how to do
the same things for their grammar lessons. For that aim three games are used.

Training
The following games are used to train the student-teachers to design
educational games to teach English grammar inductively.

1- Adverb Cards Game
Game Idea
Each student is given a card with a familiar adverb on it for example
quickly, angrily, loudly, happily. Then the class tell the student to do something
so they can guess what adverb is on the card. They can tell the student to do
things in pantomime, like drink a bowl of soup, or really do it in class, like open a
door or take a book from the teacher ( http://iteslj.org/games).

General aim : To use the game to talking about past action inductively
(unit five lesson two page23 ).

Activity: Design this game to suit the needed aim.
Name of the game: Adverb Cards Game
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The aim : Talking about past action
Time : 10-15 Minutes
Members: all students or pair work
Materials: cards
The way of playing:
-The teacher distributes the cards among the class, every card contains a familiar
past action.
-One student hides his card and comes in front of the class to explain what is the
meaning of his card by any way he likes.
- The rest of the class start to guess what is written on the card.
-After knowing the meaning of the verb which is written on the cards the teacher
starts explaining the use of this verb or putting it in a meaningful sentence.

2- Train Game
Game Idea
Each vehicle in the train represents the word of the sentence and must be
arranged in the order of vehicles as it is in a sentence, taking in account the time
of sentence and the speed to suit the objective of the lesson (Elhelaa:2005,p.276).

General aim : To use the game in explaining past progressive inductively (unit
six lesson two page27 ).

Activity: Design this game to suit the needed aim.
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3- Pick Up and Form Game
Game Idea
Two students have to pick up five words from two baskets then form from
these words sentences that represent the target tense. (http://eslplayground.com).

General aim : To use the idea of the game in explaining question tags
inductively (unit ten lesson two page39 ).

Activity: Design the game to suit the previous needed aim
In the previous three games student-teachers have to follow the same way in
designing educational game for teaching English grammar in their classroom.

Evaluation
The student-teachers are asked to give games ideas for explaining English
grammar inductively.

Then open discussion is held in the suggested ideas.

Finally, two suggested games are designed as mentioned before in group work.

Further Reading
1. http://www.educatekidz.com/warmup.html
2. http://712educators.about.com/icebreakers
3. http://www.classroomtools.com
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The sixth Session
Design Educational Games for Teaching English Grammar
Deductively

Aim
Train the student-teachers to design educational games for teaching English
grammar deductively.

Objectives
 To develop the samples' skills of designing educational games.
 To practice designing educational games in explaining English grammar
deductively.

Content
 Introduction
 Dice game
 Fishing game
 Cards game
 Inverted cards game
 Evaluation
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Introduction
In this session ,four games are showed to train the student-teachers how to
design educational games for teaching English grammar in the classroom
deductively. It is mentioned before that deductive approach is the way in which
the teacher starts from presenting the rules then followed by examples where the
rules are applied (Thornbury, 2001: p29). Then they are helped to thinking in the
right way to do the same things in their grammar lessons. For that aim four games
are used.

Training
The following games will be used to train the sample to design educational games
to teach English grammar deductively

1- Dice Game
Games Idea
The teacher gives two students dice stones, one for each. The students throw
the dice stone and answer the questions from the teacher's list according to the
number they get at every thrown. The rest of the students count the right answers
for each student, the winner who gets more scores. In case the students get the
same number in the second thrown, it is counted according to the first answer (
Elqattan Foundation:2001,p.45 ). Now by going to the textbook (unit 6) and
explain the past progressive by using Dice Game as shown.
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General aim : To use the game in explaining the use of past progressive
deductively (unit six lesson two page 27)

Activity: Design this game to suit the needed aim
Name of the game: Dice Game
The aim : To use the past progressive to ask and answer questions
Time : 10-15 Minutes
Members: Two students or pair work
Materials: Dice stone and list of questions
The way of playing:
The teacher gives two students a dice stone for each, they have to answer one
question each, according to the number of the dice. Rest of students count the
right answers for each student. The winner who get more score.

2- Fishing Game

Games Idea
Two students are challenging to fish fishes from a fish ball, the first student
catches a fish then reads the written question and answers it, he then checks
himself from the other side of the fish. If his answer is right, he wins the fish and
adds one point to himself and vice versa. The second student does the same
thing, finally the two students count each other's fish, the winner who gets more
fishes (Elhelaa:2005,p.234).

General aim : To use the idea of the game to explain giving advise
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deductively (unit seventeen lesson two page 71).

Activity: Design this game to suit the needed aim.

3- Cards Game
Games Idea
The teacher Distributes four cards to every student in one group, every
card contains a question or an answer. The teacher or the students start to ask the
group questions. The student who has the answer raises his hand and reads it , if
it is right, he wins the point and encourager from the rest of students . but if it is
wrong,

the

card

is

taken

from

him

and

loses

the

point.

(http://genkienglish.net/Ilikeeverything)

General aim : To use the game in explaining comparing deductively
(unit fifteen lesson two page 63).

Activity: Design this game to suit the needed aim.

4- Inverted Cards Game
Games Idea
The student chooses one inverted card and tries to answer it. Other students
have to judge the answer and encourage the right one ( Elqattan
Foundation:2001,p.36 ).

General aim : To use the game in explaining past progressive deductively (unit
six lesson two page27 ).
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Activity: Design this game to suit the needed aim.
The previous three games student-teachers have to follow the same way in
designing educational game for teaching their grammar lesson deductively in
classroom.

Evaluation
The student-teachers are asked to give games ideas for explaining English
grammar deductively. Then an open discussion is held in the suggested ideas
finally two suggested games are designed with reference to English For Palestine
6-text book.

Further Reading
1. http://www.educatekidz.com/warmup.html
2. http://712educators.about.com/icebreakers
3. http://www.classroomtools.com
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The seventh Session
Design Educational Games to Evaluate the Understanding of English
Grammar Lessons

Aim
Train the student-teachers to design games to evaluate the understanding of
English grammar lesson.

Objectives
 To develop the student-teachers' skills of designing educational games for
evaluation purposes.
 To practice designing educational games for evaluating English grammar
lessons.

content
 Introduction
 Formative Evaluation
 Questions and Answers Game
 Hangman
 Summative Evaluation
 Post man game
 Whispering Game
 Evaluation
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Introduction
The teachers have to measure the understanding levels of their students at
every stage. Such evaluation should be carried out in order to check how they
understand the explained parts of the lessons. This can be done by using
educational games as we have seen before. Two games are shown here.

 Formative Evaluation
It is the way in which teachers evaluate their teaching through explanation
that means they evaluate the understanding of their learners, step by step at every
class (Al-Quds Open University:2007,p.85). Whereas Murray (1984,p.125) said
formative evaluation is typically conducted during the development or
improvement of a program or course.

Two games are showed for formative

evaluation and student-teachers try to design them to suit the evaluation of past
progressive and past simple (unit 8).

Training
The following games will be used to train the student-teachers to design
educational games for formative evaluation to English grammar lesson.

1- Questions and Answers Game
Game Idea
Two baskets contain written questions at first and Written answers at the
second. The first student starts the game by picking up one question and reads it
loudly, the second student has to find the answer from the second basket. If he
gets it, the rest of students encourage him and clap to him. In case he fails after
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three tries, he loses the game, another student will take his turn
(http://eslplayground.com).

General aim : To use the game in evaluating the use of past progressive and
past simple (unit nine lesson four page37 ).

Activity: Design this game to suit the needed aim.
Name of the game: Questions and answers game
The aim : To evaluate the understanding of students of using past progressive and
past simple through explaining.
Time : 5 Minutes
Members: two students
Materials: Two baskets and written sentences and questions in cards
The way of playing:
Two students pick up cards from the baskets. The first student picks up a card to
ask the question and the second tries to pick up the answer card from the second
basket. The teacher has to prepare the cards carefully to help him in his
explanation.

2- Hangman
Game Idea
Divide the class into two teams. On the blackboard, draw spaces for the number
of letters in a word. Have the players guess letters in the word alternating between
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the teams. If a letter in the word is guessed correctly, the teacher writes it into the
correct space. If a letter is guessed which is not in the word, the teacher draws
hanged man. The team which can guess the word first receives a point, then start
the game over (http://eslplayground.com).
General aim : To use the game in evaluating the use of modal verb (unit eighteen
lesson two page75 ).
Activity: design this game to suit the needed aim.

 Summative Evaluation
It is the way in which teachers evaluate their explanation at the end of every
completed lesson or chapter or semester. That means they evaluate the
understanding of their learners at the end of explanation(Al-Quds Open
University:2007,p.85). Whereas Murray (1984,p.125) said summative evaluation
involves making judgments about the efficacy of a program or course at its
conclusion. It is showed here how educational games can be designed to evaluate
explanation at the end, so the next two games are prepared for that.

Training
The following games will be used to train the sample to design educational games
for summative evaluation of English grammar lesson.
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1- Post Man Game
Game Idea
Dear Student, When you receive a letter from the postman You have to open it
and read quickly then answer the content. This game can be formed to suit the
aim of the lesson. (http://eslplayground.com).

General aim: To insert the game in evaluating the use of present perfect
tense(unit one lesson two page 7 ).

Activity: Design this game to suit the needed aim.
Name of the game: Post Man Game
The aim : To evaluate the use of present perfect tense(unit 1 lesson 2 p. 7 ).
Time : 5 Minutes
Members: one to three students
Materials: three written letters
The way of playing:
-The teacher asks one student to represent postman and gives him three letters
related to present perfect tense .
-The selected students take the letters and go out from the class.
-The post man enters the class and calls any three students he wants and gives
them their letters.
-Everyone has to explain what is written in his letter to the class and so on.
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2- Whispering Game

Divide the class into two teams. Line up the players. If there's an odd
number of players, one can be the teacher's "helper". The teacher or his helper
whispers a message to the first person of both group A and group B. The game
only starts when both players know the message. Then each player whispers the
message to the next player in his group successively until the last player gets the
message. The team which can repeat the message first and correctly receives a
point. Start the game over with the second student of each group becoming the
first ones in line ( http://iteslj.org/games).

General aim : To use the game in evaluating the use of past simple(unit
fourteen lesson two page59 ).

Activity: Design this game to suit the needed aim.
Evaluation
The student-teachers are asked to give game ideas for evaluating English
grammar lessons ( summative and formative). Then an open discussion is held
in the suggested ideas to reach to the best suggested game to practice the
designing through it.

Further Reading
1. http://www.educatekidz.com/warmup.html
2. http://www.educators.about.com/icebreakers
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The Eighth Session
Specifying Aims for Educational Games

Aim
Train the student-teachers to specify aims for educational games for

teaching or

evaluating English grammar lessons.

Objectives
 To develop the student-teachers' skills of designing educational games.
 To practice designing educational games for specific aims.

Content
 Introduction
 Lost in a Jungle Game
 Village show Game
 Learning Months of the Year game
 Do you like! Game
 Session evaluation
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Introduction
In this session four games are mentioned to train the student-teachers to
specify aims for their ideas, these games can be designed to fix any activities or
any way of explanation. What is needed here to make the student-teachers really
able to suite any idea for lesson's aim by designing the game to that aim.

Training
The following games are used to train the student-teachers to design educational
games for specific goals and adapt them to meet English grammar lesson by
designing them according to the lesson and all related aspects.

1- Lost in a Jungle Game
The Teacher prepares a list of 20 items and writes the list
on the board or gives copies to groups. This is a list of things
that people may need if they're lost in the jungle and things that they may not
need. For example: A pack of canned food , 50 meters nylon rope , knife , torch ,
,cellular phone , 6 gallons of water, blankets, candles , matches, etc. Then, the
students in groups decide on 5 items on the list which seem essential to all of
them ( http://iteslj.org/games).
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2- Village show Game
To practice interrogatives, suggestions, acceptance,
refusal etc. Each student decides what items he is
carrying to market to sell. Also what he wants to buy
for home. Students move around classroom trying
to sell their items ; haggling over prices , quantities. They use language such as
How about...? ; Could you make that...? ; That's a deal ; No deal etc. End of 10
minutes all students report to the rest of class what sales they made , what they
couldn't sell and what they bought. Depending on the proficiency of the class.
Some words may be provided at the beginning of the class
(http://eslplayground.com).

3- Learning Months of the Year
To teach younger students the months of the year,
Take lamented pictures representing the months
January-snowman
February-heart
March-shamrock
April-umbrella/bunny/Easter egg
May-flowers
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June-sun/watermelon
July-flag
August-sailboat
September-apple/schoolhouse
October-pumpkin
November-turkey
December-Christmas tree
Let students to tell you which picture goes with each month, or put the pictures in
order by month ( http://iteslj.org/games).

4) Do you like! Game
1. Teach "Do you like..?" and four bits of vocabulary
(e.g. ice cream, chocolate, pizza)
2. Tell the kids to stand up
3. Get out a stop watch and as you say "Go!" start the watch.
4. The kids pair up. They say the following conversation
A: "Hello"
B: "Hello"
A: "No I don't!"
B: "Thank you"
A: "Goodbye"
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5. They change partners and repeat the conversation. But this time they ask about
a different thing.
6. They find another partner. And again ask with a different thing.
7. Repeat again, and again until they have used all 4 questions.
8. They sit down
9. When the last child sits down, the teacher stops the stopwatch!
(http://genkienglish.net/Ilikeeverything).

Evaluation
The student-teachers are asked to give game ideas for design educational games
for specific goals and adapt them to meet the aims of English grammar lesson.
Then an open discussion is held on the suggested ideas to reach to the best
suggested game designing .
Further Reading
1. http://www.educatekidz.com/warmup.html
2. http://712educators.about.com/icebreakers
3. http://www.classroomtools.com
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Appendix (B)
Designing Educational Games Test

Al-Azhar University-Gaza
Deanship of Postgraduate Studies &Scientific Research
Faculty of Education
Master Program Curricula & teaching Methods

Dear student-teacher

The researcher is conducting a study entitled ''The Effect of a Suggested Program
for Developing Student-Teachers' skills to Design Educational Games on Teaching
English Grammar and Their Attitudes Toward it '' to obtain a Master Degree in
Curriculum and Methodology. The study aims to develop your skills to design
educational games on teaching English grammar by the suggested program. So you are
kindly requested to answer this designing test in order to help in measuring your skills of
designing educational games. Your answers will be confidential and used for the study
purpose only.

The researcher
Mohamed Fayeq Elkahlout
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Designing Educational Games Test

Question No.1: Unit One
Present Perfect
Ex. ( I have never seen an elephant)
a) Design one game to teach present perfect from the following games?
1-Washing line

2-Train game

3-Pickup and form

b) Design a game to explain the present perfect by yourself?
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Question No.2 Unit Six
Past Continuous
Ex. ( He was learning English at school )
a) Show a designing game from the following games to evaluate learners' understanding
to past continuous?
1-Postman

2-Who am I?

3-Bascket words

b) Suggest a game's name to evaluate learners' understanding of Past continuous by
yourself?
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Question No.3 : Unit Nine
Past Simple and Past Continuous
Ex. ( She was reading a story when they arrived )
a) Design a game to show the use of past simple from the following games?
1- 1-Militry war
goals

2-Cans game

3- Arrange the words to meet the

b) Suggest a game to explain the use of past simple?
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Question No.4 : Unit Ten
Question Tags
Ex. (It's your birthday tomorrow, isn't it? )
a) Design one of the following games to explain question tags lesson?
1-Fishing

2-Dice

3- Questions and answers game

b) Suggest a game's name to explain question tag by yourself?
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Question No.5 : Unit Fifteen
Comparing
Ex. (Ali is taller than Ahmad )
a) Design a game of the following to warm-up the class for explaining comparing
adjectives?
1-Trafic lights game

2- Pieces of paper game

3-Challeng game

b) Give a game's idea that is suitable to explain comparing adjectives?
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Question No.6: Unit Seventeen
Giving Advice
Ex. (You should eat better food. )
a)Show a game's design to practice giving advice lesson from the following games?
1- Sit-down game

2- Cards game

3- Good Morning Balls

b)Give a game's idea which could be designed to explain giving advice?
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Question No.7: Unit nineteen
Expressing Desire
Ex. ( I wish I was taller )
a) Design one of the following games to explain expressing a desire ?
1- football game

2-Inverted cards

3- Name the Place

b) Suggest an idea for a game to explain expressing a desire?
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The Definitions of the Mentioned Games are Written Below
Washing line game
Written Words on cards, put them on two basket, two students form sentences and
arrange them orderly, they have to hang the sentences on the washing line, the rest of
student keep observing and evaluating , finally students encourage the

winner by

clapping. ( Elqattan Foundation:2001,p.34 )
Train game
Each vehicle in the train represents the word of the sentence and must be arranged in the
order of vehicles as it is in sentence, taking into account the time of sentence and the
speed to suit the objective of the lesson. (Elhelaa:2005,p.276)
Pick up and form game
Two students have to pick up five words from two basket then form these words
sentences represent the target tense. (http://eslplayground.com)
Post man game
Dear Student, When you receive a letter from the postman you have to open it and read
quickly then answer the content. This game can be formed to suit the aim of the lesson.
(http://eslplayground.com)
Who Am I ? game
Write the names of famous people (mixed nationalities) on small pieces of paper. Tape
a name on the forehead of each student. The individual student should not see his or
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her paper, but the others should. Then, like with 20 questions, only yes or no questions
should be asked. Perhaps start with yourself and ask "Am I man?" If the answer is yes, I
can ask again, but if the answer is no, it's the next person's turn. Play until everyone has
guessed who he or she is! This can be played with nationalities, countries, household
objects, anything and it's a gas. (Elhelaa:2005,p.288)
Basket of words game
Dear student when you see the tense written on the board fast try to write the key word
which refer to the tense and functioned with it then put it in a sentence of your own It
can be played between groups where each group sends a representative to pass their
answer. (http://eslplayground.com)
Military battle game
Divides the class into two groups, each headed by a commander rest of the group called
solders both

group

stands face

to face,

leaving

space

between

first group

leader ask one of the soldiers of the Second group question (according to the goal
of the lesson). If the student doesn't

answer ,he will be taken as a prisoner and if

his answer is correct , he will give his group leader the right to ask the other group
soldiers a question related to the lesson goal, the victorious army which captures more
soldiers than others . (http://genkienglish.net/Ilikeeverything)
Cans game
Cans are filled by paper representing the goal of the lesson and the student chooses one
of them and opens it then he tries to mime it after that he asks the rest of the students
who am I? (http://eslplayground.com)
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Arrange the words to meet the goals
A group of flash card representing words shown on the board , the students have to
arrange

them

in

meaningful

sentences

to

meet

the

target

tense

.

(http://eslplayground.com)
Fishing game
Two students are challenging to fish fishes from a fish ball, The first student catch a fish
then read the written question and answer it ,he then check himself from the other side
of the fish, If his answer is right ,he win the fish and add one point to himself and vice
versa. The second student does the same thing, finally the two students count each other
fish, the winner who have more fish. (Elhelaa:2005,p.234)
Dice game
The teacher gives two students dice stone for each. They throw the dice stone , and
answer the questions from the teacher's list according to the number they get at every
thrown. Rest of students count the right answers for each students the winner who get
more scores. In case the students get same number in the second thrown, it is counted
according to the first answer. ( Elqattan Foundation:2001,p.45 )
Questions and answers game
Two baskets contain written questions at first and written answers at the second, the first
student starts the game by picking up one question and read it loudly, the second student
Have to find the answer from the second basket if he get it ,rest of students encourage
him and clap to him. In case he fails after three tries ,he loses the game . another student
will take his turn. (http://eslplayground.com)
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Traffic Light Questions game
This games works especially with adult students who are reluctant to speak about
personal issues. Prepare three cards (a green, a yellow, and a red one) with six questions
each. The questions on the green card are easy and not personal, and the ones on the red
card are more difficult and personal. Each student throws a dice twice. The first time is
to decide upon the color of the card (1 or 2 = green card; 3 or 4 = yellow card; 5 or 6 =
red card) and the second time is to choose the questions which have to be related to the
lesson's goal. ( http://iteslj.org/games)
Pieces of paper game
Each student writes his name on a piece of paper and write under that a sentence of five
to seven words , after that the papers are collected and mix then re-distributed. Each
paper now is given to a second student and he have to read it loudly in this way Ali
Hamdan says (I love orange) and turn it into a question which related to the goal of the
lesson. (http://eslplayground.com)
Challenge game
The teacher ask a students to give a letter , he writes it on the board He asks again
another students to give a next letter and so on five or six turn till to find a student says
I

challenge to give a words ( referring

to the explained grammar lesson).

(http://eslplayground.com)
Sit down game
The teacher says to the class stand up , then starts to ask questions to the students , who
answers yes , he can sit down , the teacher keep asking till five minutes . all the

179

questions should be yes or no questions , and related to the lesson's aim . ( Elqattan
Foundation:2001,p.44 )
Cards game
The teacher Distributes four cards to every student in one group, Every card contains a
question or an answer. The teacher or the students start to ask the group questions. The
student who has the answer rises his hand and reads it , if it is right ,he wins the point
and encourager from the rest of students . but if it is wrong , the card is taken from him
and loses the point. (http://genkienglish.net/Ilikeeverything)
Good Morning Balls game
You have three different color balls, (they should be very light weight, small balls).
Get the class to make a circle. Then give three people a ball.
Red ball - Good Morning
Green ball- How are you?
Blue ball - Fine thank you and you?
The class members pass or gently throw the balls and the person who receives them says
the meaning of the balls. ( http://iteslj.org/games)
Football game
Write on every white side of a football wh question then pass the ball to among the
students, who catch it have to put the word which comes under his right big toe in a
correct sentence related to the goal of the lesson then pass it to another student.
(http://genkienglish.net/Ilikeeverything)

181

Inverted cards game
The student choose one inverted card and try to answer it other students have to judge
the answer and encourage the right one . ( Elqattan Foundation:2001,p.36 )
Name the Place
First prepare a list of places about 20 on separate pieces of paper and then divide the
students into groups of 4-6. One member of the group chooses a piece of paper and
between the group they prepare a dialogue based on their place. When all the groups have
prepared their work they take it in turns to read them out and the other students have to
guess the name of the place it is taking place. A time limit can be based on the level of the
students. ( http://iteslj.org/games)
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Appendix (C)

Attitude Scale
Al-Azhar University-Gaza
Deanship of Postgraduate Studies &Scientific Research
Faculty of Education
Master Program Curricula & teaching Methods

Dear student-teacher

The researcher is conducting a study entitled ''The Effect of a Suggested Program
for Developing Student-Teachers' skills to Design Educational Games on Teaching
English Grammar and Their Attitudes Toward it '' to obtain a Master Degree in
Curriculum and Methodology. The study aims to develop your skills to design
educational games of teaching English grammar by the suggested program. So you are
kindly requested to cooperate carefully with this attitude scale in order to help in
measuring your attitudes toward designing educational games by answering its items.
Your answers will be confidential and used for the study purpose only.
Note:
1)
2)
3)
4)
5)

refers to strongly disagree
refers to disagree
refers to neutral
refers to agree
refers to strongly agree
The researcher
Mohamed Fayeq Elkahlout
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Attitude Scale Toward Designing Educational Games

NO

Item

1

participating in designing educational games:
A
1

I have enjoyed designing educational games.

2

I got satisfactory sense when I have been asked to attend the
designing of educational games.

3

Designing educational games is important for every teacher.

4

Designing educational games developed my skills of
designing.

5

Nothing will stop my participation in designing educational
games.

6

Designing educational games is necessary to those who
work in the field of teaching.

7

Designing educational games encourages me to participate
in future designing skills.

8

It is possible to design educational games alone

9

Designing educational games helps in achieving interaction
and communication skills .

10

Training to design educational games meets my desire

the needs of designing educational games:
B
1

Designing educational games is an urgent need to the
teachers.

2

The teaching-learning process needs programs for designing
educational games.

3

Designing educational games process is satisfactory.

4

Designing educational games provides me with practical
skills in preparing lessons .
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2

3

4

5

5

The educational development makes me cope with the
designing skills

6

Designing educational games provided me with real ways of
evaluation.

7

Designing educational games develops my skills of
feedback in the class.

8

The skills of designing educational games can be developed.

9

Educational games help learners to get rid of selfishness.

10

Design educational games helped in providing positive
values to the learners.

the professional values of designing educational games:
C
1

Designing educational games provides me with the
expected designing skills.

2

Designing educational games improved my lesson
preparing skills.

3

Designing educational games makes learning objectives
clear to students .

4

Skills of designing educational games help the teachers to
warm their classes up.

5

Designing the educational games helps teachers in
overcoming the individuals differences in the class.

6

Skills of designing educational games help the teachers to
evaluate their classes.

7

Designing educational games increases classroom
interaction.

8

Educational games is an important channel to facilitate
learning process.

9

Educational games is suitable as a remedial means .

10

Designing educational games increase the cooperation
among the students.
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An opinionnaire
Al-Azhar University-Gaza
Deanship of Postgraduate Studies &Scientific Research
Faculty of Education
Master Program Curricula & teaching Methods

Dear student-teacher

The researcher is conducting a study entitled ''The Effect of a Suggested Program
for Developing Student-Teachers' skills to Design Educational Games on Teaching
English Grammar and Their Attitudes Toward it '' to obtain a Master Degree in
Curriculum and Methodology. The study aims to develop your skills to design
educational games of teaching English grammar by the suggested program. So you are
kindly requested to cooperate carefully with this opinionnaire in order to help in
measuring your attitudes toward the suggested program by answering its items. Your
answers will be confidential and used for the study purpose only.
Note:
1)
2)
3)
4)
5)

refers to strongly disagree
refers to disagree
refers to neutral
refers to agree
refers to strongly agree
The researcher
Mohamed Fayeq Elkahlout
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The attitudes toward the quality of designing educational
game program
1

The style of presenting the program for designing educational
games is new to me.

2

The program for designing educational games is a priority for
teachers.

3

The references for designing educational games program are
available at all times.

4

The program for designing educational games lacks many
important topics.

5

There is a gap between the program and what is really needed in
the classroom.

6

The program for designing educational games will increase
individual learning among the students.

7

Educational games can be used inside and outside the classroom.

8

The program develops the learners' creative abilities.

9

The program of designing educational games inspire teachers to
teach in real life situations.

10

The evaluation methods in the program reflect its quality
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Referee Committee

Prof. Dr. Hassan Abo Jarad PH.D in Applied English
Linguistics

Al-Azhar University-Gaza

Dr. Mohammed Hamdan

PH.D TEFL Gaza
University

Gaza University- Gaza

Dr. Basil Skeak

PH.D in TESOL, Teacher
Education and Material
Design

Al-Azhar University-Gaza

Dr. Mohamed Abo
Mallouh

PH.D in Methodology

Al-Qattan Center-Gaza

Dr. Sadek Ferwana

PH.D in Methodology

Islamic University-Gaza

Mr. Raffeq Mohssen

PH.D in Methodology

Ministry of EducationGaza

Mrs. Maha Barzaq

M.ed. in Methodology

Al-Qattan Center-Gaza

Mrs. Yessra Elkahlout

M.ed. in Methodology

Ministry of EducationGaza

Mr. Jehad Almusalami

M.ed.. in Methodology

Al-Quds Open UniversityNorth Gaza
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ملخص الدراسة
أثر برنامج مقترح لتطوير مهارات تصميم االلعاب التربوية للطلبة المعلمين
لتدريس قواعد اللغة االنجليزية و اتجاهاتهم نحوه
رسالة ماجستير

محمد فايق الكحلوت
اشراف الدكتورة

سمر سلمان ابو شعبان
هدفت الدراسة للتعرف على فاعلية برنيامج مقتيرح لتطيوير مهيارات تصيميم االلعياب التربويية
لدى الطلبة المعلميين و معرفية اتجياههم نحيوه .و قيام الباحيث باتبياع المينهج شيبه التجريبيي ذو
العينة الواحدة باختبار قبلي و بعدى .تكونت عينة الدراسية مين ( )13طالبية معلمية مين طالبيات
كلية التربية جامعة االزهر  ،المسجالت لمساق التربية العمليية فيي الفصيل الدراسيي االول مين
العام الجامعي (.)3033/3033
قامت عينة الدراسة بتطبيق اختبار التصميم ومقياس االتجاهات تطبيقا قبلييا و مين ثيم خضيعوا
لثمان محاضرات تشكل البرنامج المقتيرح و بعيد ذليك قياموا بتطبييق اختبيار التصيميم و مقيياس
االتجاهات تطبيقا بعديا ثم قامت العينة باإلجابة على استبانة لقياس اتجاههم نحو البرنامج.
عولجت نتائج الدراسة احصيائيا باسيتخدام كيل مين معاميل ارتبياط سيبيرمان ،الفيا كيرو نبياخ،
اختبييار ت للعينييات المسييتقلة ،التجزئيية النصييفية لقييياس ،اختبييار ت للعينييات غييير المسييتقلة و
معادلة حجم االثر.
و خلصت الدراسة لوجيود فيروق ذات داللية احصيائية عنيد مسيتوى الداللية ( ( 0.05 ≥αبيين
متوسطات درجات الطالبات في التطبيق القبلي و البعدي في اختبيار التصيميم لصيالح التطبييق
البعييدي .باإلضييافة إلثبييات الدراسيية وجييود اتجيياه إيجييابي نحييو البرنييامج فييي تطبيييق مقييياس
االتجاهات بعد مشاركتهم في البرنامج.
و بنيياءا علييى هييذه النتييائج اوصييت الدراسيية بييرجراء المزيييد ميين الدراسييات المهتميية بتطييوير
مهييارات الطلبيية المعلمييين ليواكبييوا اسييس التربييية الحديثيية .كييذلك علييى كليييات التربييية مراعيياة
نتائج مثل هذه الدراسات و أخذها في عين االعتبار.
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C. V.
MOHAMMED FAYEQ ELKAHLOUT
70- Elhattabia Street - Beat Lahia City
Gaza Strip - Palestine
mohkahlout@Yahoo.com
Tel: 08 2473255
Mobil. 0597-951979

Personal Information
Name: Mohammed Fayeq Elkahlout
Gender: Male
Date of Birth: 19 Feb. 1979
Marital Status: Married
Country of Birth: Palestine
Current Country of Citizenship: Palestine

Institutional Affiliation
Current Position: Leader of Administration Office at General Directorate
of Training, Member of Translation Office and Member of Training team at General
Directorate of Training , Palestinian National Authority

Education

 General Certificate of Education (G.C.E.) 1996
 BA of English Language (Islamic University – Gaza 1996-2000)
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Work History


English Language Teacher UNRWA Gaza 2000



Army Officer (Major) Instructor of English Subjects since 2001



Translator of English/ Arabic since 2001 ( GTD- PNA)



Leader of Administration Office at General Directorate of Training since 2005

Training



English Language Course, British Council Gaza 1997



Computer Course 1999 Gaza



English for Military Use Course - Army Education Center (AEC) India 2001



Pre Commission Officer Training – Indian Military Academy (IMA)2002



Leadership and Management Course –Gaza 2003



Democracy and Human Rights – Gaza 2004



Logistic Staff Course – Army School of Logistic Pakistan 2004



Logistics and Material, Financial Management – Institute of Business Administration
-Karachi- Pakistan 2004



Human Resource Management

Institute of Business Administration -Karachi-

Pakistan 2004



Rehabilitation and Edification Officers Course – Gaza 2007

Languages and Computer Skills



Arabic - Native Language



English - Fluent



Computer Skills – Word, Excel and Power point.
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جــــــامــعـــة االزهـــــــــر -غـــــزة
عمادة الدراسات العليا و البحث العلمي
كــــــلــــيــــــة الــــتــربــــــــيـــــــــة
برنامج الماجستير مناهج و طرق تدريس

أثر برنامج مقترح لتطوير مهارات تصميم االلعاب التربوية للطلبة
المعلمين لتدريس قواعد اللغة االنجليزية و اتجاهاتهم نحوها

اعداد الطالب

مـحـمـد فـايـق الـكـحـلـوت

اشراف الدكتورة

سمر سـلـمـان ابـو شـعـبـان

قدمت هذه الدراسة استكماال لمتطلبات الحصول على درجة الماجستير في المناهج و
اساليب التدريس بكلية التربية في جامعة االزهر -غزة

3033
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