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Abstract
This study

aimed to investigate the effect of pseudo role-play strategy on

improving grammar in context for the ninth graders in the North Gaza Governorate. To
achieve the aim of the study, the researcher adopted the experimental approach. The
sample of the study consisted of (46) students from AL-Shaimaa preparatory School
for Girls. The participants were divided equally into two equivalent groups: a control
group and an experimental one. The researcher used the strategy of pseudo role-play for
teaching grammar in context in teaching the experimental group, while the control group
was taught through using the ordinary method of teaching grammar. All these procedures
were conducted during the second term of the scholastic year (2014-2015). A grammar
achievement test of five questions containing (33) items was designed to be used as a pre
and post-test to reveal the effect of using the strategy of pseudo role-play for teaching
grammar in context on the students' achievement in English grammar, especially tense.
The researcher also used two questionnaires: one for students to measure their
attitudes towards using pseudo role-play for improving their grammar in context, and
another for teachers to measure their attitudes towards using pseudo role-play strategy for
teaching grammar in context.
The validity of the test and the two questionnaires were refereed by the specialists
and Spearman rank correlation coefficient. The reliability of the test and the two
questionnaires were measured by Alpha Cronbach formula and SplitHalf Method.
The results of the grammar achievement test were statistically analyzed by using
Mann Whitney Test to examine if there was statistically significant difference between
students' mean scores on the pre and post application of the grammar achievement test of
the experimental group.

T-test independent sample was used to examine if there was

statistically significant difference between students' mean scores of the control group and
those of the experimental group in the grammar achievement test. In addition, the results
of the two questionnaires were statistically analyzed by using T-value to examine if the
domains of each questionnaire have positive values.
The findings indicated that there were statistically significant differences between
both groups in favor of the experimental group due to the strategy of pseudo role-play for
teaching grammar in context. The findings also indicated that both students and teachers
had positive attitudes towards using pseudo role-play for teaching grammar in context.

III

The study recommended the importance of using the strategy of pseudo role-play
for teaching grammar in context to get better results in students' EFL achievement. Also,
the researcher suggested using , activating and implementing this strategy on the other
skills of the English language.
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كما أوصت الدراسة بأىمية استخدام استراتيجية تمثيل األدوار المستعارة لتدريس القواعد من خالل سياقات
وتوظيفيا كأسموب تدريس لمغة االنجميزية واقترحت الباحثة أيضا استخدام وتفعيل وتطبيق ىذه االستراتيجية عمى
الميارات األخرى لمغة االنجميزية .
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Chapter 1
Background of the Study
Introduction
This chapter presents the background and the study statement of this research work,
lists the objectives of the study, stresses the importance of the study, and finally provides
the reader with the definition of operational terms.

1.1. Historical Background
Language is one of the main features that a human being is characterized with, so it
is a social as well as an individual phenomenon that enables Man to express his feelings,
thoughts and culture. In the twenty-first century and the age of globalization where the
world has become a small village, people tend to learn each other's languages. The most
learned language of these is English language. English is an important international
language. Currently, it is used as a basic, scientific, technological, educational and
diplomatic language in the world. This fact leads many countries to teach English as a
second foreign language. It is credited as an international language that is used in formal
events such as conferences, sports and politics. The twentieth century witnessed an
amazing jump in technology, and English became vital to deal with using such technology,
(Almazloum, 2007: p. 3). If someone does not know English, s/he cannot deal with it; as
every piece of equipment is labeled in English. Also, the one who wants to log on the
internet, s/he should know a good deal of English language to find what one is searching
for, or when one is to communicate with others using the e-mail. The demand for learning
English language increased; however, the history of teaching and learning foreign
languages often appears to have been a history of failure (Kara, 1992: pp. 9-21). However,
since English is most spread, it becomes an issue of interest that increases rapidly.
Therefore, governments in the Middle East including the Palestinian National Authority
provide programs for English language learning in almost every educational place,
(Keshta, 2000: p.4). Realizing the importance of English, the Palestinian National
Authority began the project of teaching English from the first elementary class, but in fact
one can notice the low level of our students' achievement in English Language, (Hamad,
2005: p.3).
To master any language in general and English language in particular, one, should
learn its grammar effectively and know how to use it correctly and sufficiently. However,
2

teaching grammar has long been a controversial issue in the research of foreign language
teaching. Grammar has been viewed by many writers as a set of rules summarized by
linguists after long-time study of a particular language, which generally include phoneme,
morpheme, word, phrase, clause, sentence, and discourse, (YanXiao-Yun, 2007).
Lin, (2008: p. 9) added that grammatical capacity is one important element of
communicative competence. Students may have never heard that grammar instruction
could be learned through interesting and meaningful communicative activities. Actually,
without the help of grammar instruction, they could not use English accurately.
However, in language teaching and learning, grammar is used as a synonym of
syntax which usually refers to the sentence-level rules. In this case, grammar is a system of
rules governing the conventional arrangement and relationship of words in a sentence,
(Brown, 1994, p. 348).
There are many researchers who have sought to employ different teaching
strategies to help learners to apply the rules of grammar in the English language, Surgue
and Bruce (2005) studied the impact of teaching grammar through writing context by the
students on their performance, and the results were positive. Likewise, Weaver (1996)
confirmed the effectiveness of teaching grammar in written context more than when it was
taught through traditional methods. Wright et al (2006) also provided many of the
strategies that could be used in teaching grammar through context, whether it was from the
students‘ writing or ready texts.
"Pseudo Roles" are related to role-play where it is a teaching strategy that fits
within the social family of models )Joyce and Weil, 2000). This strategy emphasizes the
social nature of learning, and sees cooperative behavior as stimulating students both
socially and intellectually. Role-play as a teaching strategy offers several advantages for
both teacher and student. First, student interest in the topic is raised, (Poorman, 2002: p.
32).In the same frames, pseudo roles are important when the student is given a pseudo
name where he becomes not himself while performing in English. This will have its
positive impact on the accuracy, fluency and the length of the students' language
performance.
The words ―pseudo roles‖ may be used interchangeably in their context. However,
when the students are given pseudo roles names, it will be referred to pseudo roles. Pseudo
roles approach can be used in a variety of settings, including the classroom. The principle
behind role-play is that the student assumes a particular personality of a different person,
such as a historical character. According to Jones (1982),"the students must accept the
3

duties and responsibilities of their roles and functions and do the best they can in the
situation in which they find themselves.‖
At present, the teachers handling English and the students learning English tend to
think grammar as a difficult subject, because of its intricacies and complexities involved.
In this context, teaching grammar is made interesting and effective through the use of
grammar games, (Bob, (1999).

1.2. Statement of the Problem
What teachers believe and know about grammar and the strategies and methods of
teaching grammar by acting pseudo roles to improve the grammar in context may affect
their practices in the class. According to the comments of the school teachers, students
usually feel shy to speak or even answer question for fear of making mistakes and losing
their images or pride. To solve this, pseudo names are used to give the student different
names and notes, such as Dr. Ben, the nurse, the captain, etc. This is expected to bring
about quantitative and qualitative differences. The researcher of this thesis intends to
develop the traditional methods in teaching grammar by acting pseudo roles to the English
class to improve the grammar in context for 9th graders to make it more pleasurable,
creative, and meaningful. This will also give the students self-confidence when they speak
English.
The main question of the study is:
"To what extent is teaching grammar through pseudo role-play effective in
improving the grammar in context for 9th graders in the North Governorate
Governmental schools?"
To achieve the purpose of the study, the researcher addresses the following subquestions:
1-To what extent does teaching through using pseudo role-play strategy improve the
grammar in context for the 9th graders in the North Governorate governmental
schools?
2. To what extent do the 9th graders accept the pseudo role-play strategy as an approach
for teaching grammar in their English classes activities?
3. To what extent do teachers adopt grammar teaching through acting pseudo roles to
improve the grammar in context for 9th graders in the North Governorate
governmental schools?

4

1.3. Research Hypotheses
1. There are no statistically significant differences among the mean scores of the
experimental and control groups on the pre application of the achievement test.
2. There are statistically significant differences among the mean scores of the
experimental group on the application of the post achievement test.
3. There are statistically significant differences among the means of the students‘
acceptability and acquaintance with the pseudo role-play strategy before and after
the implementation of the current study.
4. There are statistically significant differences among teachers‘ use of pseudo roleplay strategy and other grammar teaching approaches.

1.4. Purpose of the Study
The purpose of this research can be shown in the following points:
1. Adopting the pseudo role technique to improve the application of grammar in
context among the 9th graders in the preparatory stage.
2. Determining the grammatical rules which are intended to be enhanced for the 9th
graders level through using pseudo role to improve their grammar in context.
3. Exploring the extent of the 9th graders in accepting and demonstrating the
effectiveness of pseudo roles approach on improving their grammar in context.

1.5. Significance of the Study
This research is important for:
- Students whose performance and competence- in learning grammar in particular and
English language skills in general- will be improved by applying and practicing the
activities of the pseudo role-play strategy.
-Teachers of English language because it makes them more aware of improving
students' grammar in context by using pseudo roles at the preparatory stage.
- Supervisors of English language in that it enriches their training courses for teachers in
the preparatory stage.
- Curricula designers because it helps them in considering improving grammar in
context by pseudo roles when designing curricula for the preparatory stage.

5

1.6. The Procedures of the Study
To achieve the aims of the study, the researcher has followed the following steps:
1. Reviewing the previous related studies and other related materials of teaching
grammar and methodology.
2. Choosing the 9th graders in the North Gaza Governorate as the study sample.
3. Choosing the units of grammar, 1,2,3,4 and 8 in English for Palestine 9th textbook
as a sample for the study.
4. Preparing a material according to the approach of teaching grammar by pseudo
role.
5. Preparing a questionnaire related to the teachers' preference of grammar teaching
techniques.
6. Preparing a pre and post achievement test, and consulting the specialists and
considering their comments and opinions for checking the validity of the test.
7. Applying the test on the control and experimental groups before teaching grammar
through acting pseudo roles in context.
8. Applying the test on the two groups again as a post test to measure the effect of
teaching grammar through pseudo roles.
9. Preparing a questionnaire to measure the students' attitudes towards the new
approach.
10. Analyzing the data statistically by using appropriate statistical analysis.
11. Interpreting the results of the study and giving suggestions and recommendations in
the light of the study results.

1.7. Definition of Terms
The researcher adopts the following operational definitions:
The Effect is the degree of improvement in the students' achievement in English language
grammar as a result of using pseudo roles strategy. It is statistically measured.
Grammar is the structure system of language. It is the rules of making meaning. Students
who are native speakers of English already know English grammar. They recognize
the different ways of putting words together to make meaningful sentences. It helps
the student in the correction of mistakes and improvement of written work.
Pseudo refers to the students who are given pseudo names while presenting grammar in
English to save their images.

6

Role-play refers to the changing of one's behavior to assume a role, either unconsciously
to fill a social role, or consciously to act out an adopted role. While the Oxford
English Dictionary offers a definition of role-play as "the changing of one's behavior
to fulfill a social role".
The Ninth Graders are the students between (14-15) years of age. They have been
studying English for (8) years.

1.8. Limitations of the study
The study is limited to:
A- 9th graders in North Governorate governmental schools.
B- Teachers of English who teach 9th graders students in the North Governorate
Governmental schools.
C- The first term of the scholastic year (2014/2015).
Summary
Chapter one includes the background of the study. It states the study problem that
aimed to investigate the effectiveness of using pseudo role-play on improving grammar in
context for the ninth graders. In addition, it provides the statement of the study, research
questions, the significance of the study, objectives, procedures, definition of terms and
limitations.
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Introduction
Grammar is one of the key elements of all languages. Grammar is used whenever
one speaks, reads or writes English. Grammar is a part of the language, not something
‗extra‘ that needs to be taught. In many ways learning to speak or write a language is like
learning to drive a car. One can learn to drive only by practicing how to control and use the
instruments, not by memorizing the rules of driving. Similarly, teaching students grammar
rules without giving the students an opportunity to use these rules will not help them use
English in real life. It is known that most of the students in the preparatory stage face
difficulty learning English grammar. It is necessary that foreign language teachers know
well what kind of grammar teaching strategies, methods, use of the pseudo roles best aid
learning in the classroom in order to adjust their teaching toward a practical and successful
approach. The main focus of this chapter is to show the strategies and methods of grammar
teaching used in many schools, the student shyness intimidation, and the use of pseudo role
(role play).

2.1. What is Grammar?
Grammar is the mental system of rules and categories that allows humans to form
and interpret the words and sentences of their language. Grammar also adds meanings that
are not easily inferable from the immediate context.
There are many different definitions for grammar, the researcher will discuss some
of these definitions below:


Wikipedia (2009) defines Grammar: "It is the set of logical and structural rules that
govern the composition of sentences, phrases, and words in any given natural
language".



English Club (2009) defines grammar as the system of a language. Grammar is
sometimes described as the "rules" of a language; but in fact no language has rules. If
we use the word "rules", we suggest that somebody created the rules first and then
spoke the language, like a new game. But languages did not start like that. Languages
started by people making sounds which evolved into words, phrases and sentences. No
commonly-spoken language is fixed. All languages change over time. What we call
"grammar" is simply a reflection of a language at a particular time.



Yu (2005: p. 10) believes that, ―grammar is not only a set of grammatical forms, but
also it includes grammatical meaning and use as a whole. That is, grammar deals with
three dimensions; form, meaning and use".
9



Crystal (2004:65) says that, ―grammar is the structural foundation of our ability to
express ourselves. The more we are aware of how it works, the more we can monitor
the meaning and effectiveness of the way we and others use language. It can help foster
precision, detect ambiguity, and exploit the richness of expression available in
English".



Abu Jeld (2004: p. 2) clarifies grammar as: "The sounds and sound patterns, the basic
units of meaning such as words and the rules to combine them to form new sentences
constitute the grammar of a language. These rules are internalized and subconsciously
learned by native speakers."



Crystal (2004) expresses that, "Grammar is the structural foundation of our ability to
express ourselves. The more we are aware of how it works, the more we can monitor
the meaning and effectiveness of the way we and others use language. It can help foster
precision, detect ambiguity, and exploit the richness of expression available in
English."



Mclaughlin (2003: 34) defines grammar as" the rules by which words change form and
are combined into sentences. Grammar is the set of rules which tells us how to change
words into plurals, how to form questions and how to answer in the negative. In short,
grammar is a syntagmatic system of relations through which we communicate".



Brow (1994 cited in Qassem 2003:p. 1) defines grammar as a "system of rules,
governing the conventional arrangement and relationships of words in a sentence."
Similar to the previous definition, Close (1992:1) declares that, "grammar is a chief
system of syntax that decides the order and the patterns in which words are arranged in
sentences". For Palmer (1971:11), "the word grammar describes what people do when
they speak their language; it is not something that has to be found in books, written
down, or learnt by heart".



Celce-Murcia (1991: p. 466) stresses that, "grammar should never be taught as an end
in itself but always with reference to meaning, social factors or discourse or a
combination of these factors".



Leech et al. (1982: pp. 3-4) identified "the term grammar in reference to the
mechanism according to which language works when it is used to communicate with
other people. They illustrate that this mechanism can be described through a set of
rules which allows us to put words together in certain ways. They go on to think of
grammar as being a central part of language which relates sound (phonology) and
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meaning (semantics)". This relationship between the three components can be
presented as follows:
Semantics


Phonology

Grammar

Harmer (1987 cited in Woods 1995:1-3) describes grammar as "the way in which
words change themselves and group together to make sentences and it is seen as a
central component which relates phonology and semantics , or sound and meaning".



Chomsky (1986: p. 9) offers a different definition that, "the term grammar is used with
a systematic ambiguity. It refers, on the one hand, to the explicit theory constructed by
the linguist and proposed as a description of the speaker's competence. On the other
hand, it refers to the competence itself".



Millrood (2001: p. 56) declares that, "grammar describes the rules of how the
language produces sentences using the words and their morphology as the building
blocks".
The researcher does not agree that grammar is only a set of grammatical forms, but

also a system for real life meaning. In another wards, it is not appropriate to view grammar
as a set of absolute rules. Patterson (2001: p. 32) & Nunan (2005: p.76) have the same
viewpoint which confirms that, ―the issue should never be grammar teaching as rules.
Rather, it should be about how grammar is taught to reflect real function e.g. apologizing
and sympathy". According to the above mentioned definitions, the researcher defines
grammar as a set of rules that governs the composition of sentences, phrases and words in
English language which are taught to help the students to use English language.
It is obvious from all the previous definitions that it is difficult to give any
complete definition of grammar as people have different views of where the parameter of
grammar lies. Thus, these definitions lead to the fact that grammar consists of certain rules
that govern the system of language by which we communicate with each other. For that
reason, the study of grammar can help in communication as grammar can be seen as a
system consisting of phonology, syntax, semantics and pragmatics. Summarizing the
above, the researcher can compose the following definition of grammar: that it is a basis
for building language which controls the composition of its morphology, vocabulary and
its expressions to enable the individual to convey a clear message and understand and
convey meaning correctly, whether in writing or orally.
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2.2. The Importance of Grammar
While teachers claim that teaching grammar (especially tenses) is essential for
students to make sense of the language that they are learning, it is also important to use
grammar to clarify meaning and help students to avoid ambiguities in communication.
Thus, teaching grammar is essential at all stages of learning. It is a necessary way of
making sure that students understand the language and articulate themselves clearly and
coherently without ambiguity or uncertainty.
It is important to establish the fact that grammar teaching can mean different things
to different people. It may mean teaching a grammar syllabus and explicitly present the
rules of grammar using grammar terminology. On the contrary, it may mean teaching a
communicative syllabus and present structures in a meaningful context, focusing on three
dimensions: form, meaning and use. For this reason, Vavra (2003: p. 88) clarifies which
type of grammar learners need to learn. She says that, ―they should not be concerned with
the grammar as figures in traditional and structural materials, but they should be concerned
with the grammar which is communicatively relevant. Accordingly, they should not be fed
the convenience food of grammar rules; instead, they should be led or left to discover the
grammar functions, uses and rules themselves". As indicated previously, grammar should
not be the goal of teaching, nor is that a focus on form alone sufficient.
Teachers also believe that teaching grammar helps students to produce more
accurate language. It is a way of ensuring that students are aware of the rules of language.
Teachers suggest that regular attention to grammar brings students closer and closer to
attaining an ultimate level of competence that will allow students to produce error-free
language, (Mohamed, 2006: p. 185).
If teachers do not teach grammar, it will be hard for students to know what is right
and what is wrong. Teaching grammar is necessary if we want students to write accurately
and clearly; it will enable them to identify their own errors as well.
Teaching grammar was seen to be necessary if students are to succeed in
examinations that usually play a large part in a school life. In English we penalize students
heavily for not writing sentences that are grammatically correct. Grammar also plays a
large part in the marking scheme; for teachers make clear in their teaching that if
grammaticality is absent in the students' performance, especially on examination papers,
students will fail. On the other hand, there are other teachers who feel that it is not
necessary to teach grammar. They have their justifications in that:
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1. Teaching grammar hinders fluency and that it is an utter waste of time and does
nothing except hindering fluency of spoken language.
2. Distinguishing between grammatical and ungrammatical language is unnecessary;
for they consider teaching the difference between grammatical and ungrammatical
language is a waste of time. They presume that there are too many exceptions to
these so called rules to make their study worthwhile.
3. Grammar can be acquired through adequate exposure; students can easily pick up
grammar if they read many story books.
4. Grammar is unnecessary for students at this level; students are not advanced enough
at this level to deal with grammar (Mohamed, 2001: p. 125).
Grammar for any language is very important because language cannot be
transmitted correctly and accurately. Therefore, language without grammar is, to some
extent, meaningless and aimless. Podgorski (2008: p.4) asserts that, ―grammar is
considered to be an important part of a language and a means which helps learners convey
their intended meaning appropriately". Azar (2007: p.3) sees that, ―grammar is to help
students discover the nature of language that consists of predictable patterns that make we
say, read, hear and write intelligible". Ur (1992, 1991) and Gao (2001: p.12) state that,
―grammar helps learners to express their thought correctly either in speaking or in writing".
Also, Leech, et al. (1982: p. 8) see that, ―mastering grammar helps learners improving their
style of writing". Furthermore, Alexander (1990:p.7) mentions that, ―grammar is the
support system of communication and learning; it helps learners communicate better using
a language and grammar that explains why and how to communicate language. People
cannot learn language without learning its grammar". Woods (1995: p. 16) affirms that,
―learning grammar is the learning of rules. Learners should have an intellectual knowledge
of grammar, this knowledge will provide basis on which learner can build their knowledge.
These bases will act as the generative base for the learners. The teacher should encourage
fluency by offering climate of trust and support in the classroom through allowing pairchecking of answers before open-class checking as well as giving the class the chance to
discuss a topic in groups".
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2.3. How Different Methods Tackle Grammar Teaching.
Here are some of the strategies of teaching a second language such as English in
general and teaching grammar in particular.

2.3.1. Role-play
Role Play is an effective technique to animate the teaching and learning
atmosphere, arouse the interests of learners, and make the language acquisition impressive.
Role play has a creative aspect of the exercise that makes it seem more like play
than like work. It also pressures students to solve a problem or to resolve a conflict for
their character that can motivate a student far more than the sort of pressure that they
usually face while preparing for an exam, and it is far more typical of the pressure that will
be on them in real life. Furthermore, Role-play exercises are particularly useful in courses
for non-majors to emphasize the intersection between science and daily life.
The primary purpose of role-play exercises is to get students to look at the material
they are learning in a new light. The teacher is persuading them to alter their mental maps
of the world instead of just filling them in, (Blatner, 2002). Thus, role-play exercises show
the task a complex one that can only be solved by a simple answer that the student has
previously memorized, (Cage, 1997). Additionally, the students learn these skills
separately are often used together in order to accomplish many real world tasks, (Bair,
2000).
Exercises emphasizing the importance of people and their viewpoints are important
preparation for students who will go on in many professions, including business, academia,
and politics. Students also need to understand the needs and perspectives of the people
around them to get through life.
On the other hand, the teacher needs to decide the context for the exercise and the
role(s) that the students will play. Lessons need to be carefully explained and supervised in
order to involve the students and to enable them to learn as much as possible from the
experience.

2.3.2. The Grammar Translation Method
The Grammar translation Method is not new. It has had different names, but it has
been used by language teachers for many years. Freeman (1986:p. 4) stated that at one time
it was called the Classical Method since it was first used in the teaching of the classical
languages, Latin and Greek. Earlier in the last century, this method was used for the
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purpose of helping students read and appreciate foreign language literature. It was also
hoped that through the study of the grammar of the target language, students would
become more familiar with the grammar of their native language and that this familiarity
would help them speak and write their language better. Finally it was thought that foreign
language learning would help students grow intellectually; it was recognized that students
would probably never use the target language, but the mental exercise of learning would be
beneficial anyway.
According to the teachers who use this method, a fundamental purpose of learning
a foreign language is to be able to read literature written in the target language. To do this,
students need to learn about the grammar rules and vocabulary of the target language. In
addition, it is believed that studying a foreign language provides students with good mental
exercise which helps to develop their minds.
In this method the role of the teacher is very traditional in that the teacher is the
authority in the classroom. The students are taught to translate from one language to
another. Often what they translate are readings in the target language about some aspect of
the culture of the foreign language community. Students study grammar deductively; that
is, they are given the grammar rules and examples, are told to memorize them, and then are
asked to apply the rules to other examples. They also learn grammatical paradigms such as
verb conjunction. They memorize native language equivalents for foreign language
vocabulary words. Larsen-Freeman says:
"Grammar rules are presented with examples. Exceptions to
each rule are also noted. Once students understand a rule they
are asked to apply it to some different examples", (LarsenFreeman, P.14).
Most of the interaction in the classroom is from the teacher to the students. There is
a little student talk-time and little student-student interaction, whereas, there is more
concentration on literary language rather than spoken language. Culture in this context is
viewed as consisting of literature and fine arts and the meaning of the target language is
made clear by translating it into the students' native language. The language that is used in
class is mostly the students' native language. As for students' encouragement, having the
students get the correct answer is considered very important, and if students make errors or
don't know an answer, the teacher supplies them with the correct answer.
Role-play technique is much better to use in teaching grammar than using the
Grammar Translation Method because role-play activities help students to practice English
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grammar in context and in real-life situations and enable them to fully and properly
understand grammatical rules to apply them in written and spoken English.

2.3.3. The Audio-Lingual Method
The Audio-lingual Method represents a major step in language teaching
methodology that was still aimed squarely at communicative competence. A teacher, who
can use the method well, will generally be able to create what appear to be very productive
students. The extensive and elaborate drills designed to facilitate over learning and good
language habit forming were an innovative addition to the techniques used to practice
language, and many of them are featured as essential parts of "communicative" methods
that followed the Audio-Lingual Method.
The method was originally called "The Army Method", and from it one ought not
to be surprised that the method is all about highly controlled practice involving extensive
repetition aimed at habit forming, (Richards & Rodgers, 2001: 57). The experts,
representing descriptive linguistics at that time, can be seen as disseminating the patterns
required to perform the various marching drills piece by piece, and the behavioral
psychologists dictated the various ways for the drills to be repeated in order to create an
effective habit-forming process. Brown says:
―The next ‗revolution‘ in terms of language teaching methodology
coincided with World War II, when America became aware that it
needed people to learn foreign languages very quickly as part of its
overall military operations. The Army Method was suddenly
developed to build communicative competence in translation
through very intensive language courses focusing on aural/oral
skills)", (Brown, 1994 cited in www.englishraven.com/methodaudioling.html).
The picture, that was presented, ought to indicate also to the modern, enlightened
and eclectic language teacher the obvious ways in which the Audio-lingual Method falls
far short of the overall goal of creating sustainable long-term communicative competence
in language learners. The linguistic principles upon which the theory was based
emphasized surface forms of language and not the deep structure. Cognitive principles
aimed at explaining how learners learn and develop independent concepts were to change
considerably in the period following the Audio-lingual Method. However, there are
reasons why the method is still popular, and perhaps even appropriate in certain
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educational contexts. In countries where one of the prime objectives of learning English is
to take and achieve successful results in a variety of tests, and where many learners are not
intrinsically motivated to learn English but do so because they feel they have to, the
method is not without merits. The term practice makes perfect was coined at a time when
the concept of practice was synonymous with repetition, and if English is seen as just
"another subject to be learned", then the philosophy of repeating the required patterns until
you get them right with no need to think about them does have a lot of supporters.
In the researcher's personal opinion, however, one of the key responsibilities of the
modern day teachers of any discipline is to actively create and build intrinsic motivation in
their students, to empower them with the ability and confidence to learning, to develop a
sense of responsibility for their own development, and to regard peers as possible sources
of learning as well. They should also be encouraged to experiment with and formulate their
own ongoing set of language rules, and to deduct through active independent application
where and how the rules need to be adapted. The idea that errors are a natural and even
necessary part of the learning process needs to be encouraged and supported. The AudioLingual Method does nothing to address those issues, and as a whole is little more than a
very effective way of running highly teacher-oriented classrooms designed to produce
language users whose proficiency comes from some kind of "auto pilot" mentality,
(Richards & Rodgers, 2001: p. 63).
There are ways in which the practice involved in the Audio-Lingual Method can be
applied to approaches that have a bigger picture in mind. Audio-lingual-based drills can be
adapted and used in combination with effective error correction techniques to create an
approach that is sensitive to affective factors, and can be followed up with techniques
designed to create more independent experimentation and application.

2.3.4. The Direct Method
The Direct Method was developed as a response to the Grammar-Translation
Method. It sought to immerse the learner in the same way as when a first language is
learnt. Freeman (1986: p. 18) states that, "the meaning is to be directly connected without
going through translation". All teaching is done in the target language, grammar is taught
inductively, there is a focus on speaking and listening, and only useful ‗everyday' language
is taught, (Brown, 1994:p.57). The weakness in the Direct Method is its assumption that a
second language can be learnt in exactly the same way as in the mother-tongue language,
when in fact the conditions under which a second language is learnt are very different.
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The Direct Method teaches the second language in the same way as students learn
their mother- tongue language. In fact, it can be said that it is a natural method where the
language is taught through demonstration and context. Students are encouraged to think in
English; therefore, they are more likely to acquire fluency in speech since they concentrate
on expressing themselves through English rather than understanding English. Students
speak or write the foreign language without the need of translating their thoughts or ideas
from the mother-tongue into the second language. One more advantage is that the Direct
Method advocates the belief that one way to learn a language is to use it. Aspects of the
Direct Method are still evident in many English language teaching classrooms, such as the
emphasis on listening and speaking, the use of the target language for all class instructions,
and the use of visual aids to illustrate meaning. One of the most famous advocates of the
Direct Method was the German Charles Berlitz, whose schools and Berlitz Method are
now world-renowned. Still, the Direct Method was not without its problems. As Brown
(1994) points out, "It did not take well in public education where the constraints of budget,
classroom size, time, and teacher background made such a method difficult to use", (p: 56).
The basic premise of the Direct Method is that students will learn to communicate
in the target language, partly by learning how to think in that language and by not
involving the mother-tongue in the language learning process whatsoever. Objectives
include teaching the students how to use the language spontaneously and orally, linking
meaning with the target language through the use of realia, pictures or pantomime,
(Larsen-Freeman, 1986: 24). There is to be a direct connection between concepts and the
language to be learned.
The researcher admits that she herself has used the "Direct Method for 11th
and12th graders in science section classrooms, basically because she didn't know better
technique than it and felt that she was achieving some measure of tangible success as a
teacher of English for excellent students. Having reached a somewhat more enlightened
outlook through both experience and research, she has got to realize that there is a
fundamental flaw to the Direct Approach that has nothing to do with ensuring that the
students achieve a sufficient level of proficiency in English structure and reading. Like
many other foreign or second language teaching methods that preceded the communicative
language teaching approach, the Direct Method contains nothing in its essential theory and
principles that deals with the learners themselves - cognitive and affective principles
orientated around stepping into the boots of the students and looking out at the strange and
confusing landscape of the foreign language they are asking (or being asked) to learn.
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The Direct Method was an important turning point in the history of foreign
language teaching, and represented a step away from the Grammar Translation Method
that was progressive and heading in the right direction. The researcher would encourage
teachers to view the method in exactly the same way - not a bad way to teach, but a long
way of the big picture modern language teaching methodology is attempting to achieve.

2.3.5. Total Physical Response
It was originally developed by James Asher, an American professor of psychology,
that in the 1960s, "Total Physical Response is based on the theory that the memory is
enhanced through association with physical movement". Asher‘s premise is based on
Chomsky‗s theory of LAD, which insists that humans are born with a special biological
brain mechanism, called a Language Acquisition Device (LAD). This theory supposes that
the ability to learn language is inborn, that nature is more important than nurture, (Theories
about how young children acquire and develop language, 2004: p. 2).
It is also closely associated with theories of mother-tongue language acquisition in
very young children, where they respond physically to parental commands, such as "Pick it
up" and "Put it down". Total Physical Response, as an approach to teaching a second
language, is based, first and foremost, on listening which is linked to physical actions that
are designed to reinforce comprehension of particular basic items. A typical Total Physical
Response activity might contain instructions such as ―Walk to the door", "Open the door‖,
"Sit down" and "Give Maha your book". The students are required to carry out the
instructions by physically performing the activities.

Giving a supportive classroom

environment, there is little doubt that such activities can be both motivating and fun, and it
is also likely that with even a fairly limited amount of repetition and basic instructions,
such as these, could be assimilated by the learners, even if they were unable to reproduce
them accurately themselves.
The above examples, however, also illustrate some of the potential weaknesses
inherited in the approach. Firstly, from a purely practical point of view, it is highly unlikely
that even the most skilled and inventive teacher could sustain a lesson stage involving
commands and physical responses for more than a few minutes before the activity became
repetitious for the learners, although the use of situational role-play could provide a range
of contexts for practicing a wider range of lexis. Secondly, it is fairly difficult to give
instructions without using imperatives, so the language input is basically restricted to this
single form. Thirdly, it is quite difficult to see how this approach could extend beyond
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beginner level. Fourthly, the relevance of some of the language used in Total Physical
Response activities to real-world learner's needs is questionable. Finally, moving from the
listening and responding stage to oral production might be workable in a small group of
learners, but it would appear to be problematic when applied to a class of30 students, for
example, (Silver & et al, 2003: p.7).
In defense of the approach, however, it should be emphasized that it was never
intended by its early proponents that it should extend beyond beginner level. (In theory it
might be possible to develop it by making the instructions lexically more complex for
example, "Pick up the paper and throw it in the pin", but this does seem to be stretching the
point somewhat). In addition, a course designed around Total Physical Response principles
would not be expected to follow a Total Physical Response syllabus exclusively, and Asher
himself suggested that Total Physical Response should be used in association with other
methods and techniques. In terms of the theoretical basis of the approach, the idea of
listening preceding production and learners only being required to speak when they are
ready to do so closely resembles elements of Stephen Krashen‘s Natural Approach. Asher
(2003) summarizes his research: "Acquiring any language from one‗s native language to
other languages does not begin with production. It begins with a long period of silence,
which for an infant, lasts for months. During this period, the child transfers the language
they heard from noise to meaning signal, which they can make sense and give response.
Short Total Physical Response activities, used judiciously and integrated with other
activities can be both highly motivating and linguistically purposeful. Careful choice of
useful and communicative language at beginner level can make Total Physical Response
activities entirely valid. Many learners respond well to kinesthetic activities and they can
genuinely serve as a memory aid. A lot of classroom warmers and games are based,
consciously or unconsciously, on Total Physical Response principles. As with other
"fringe" methods, however, wholesale adoption of this approach, to the total exclusion of
any other, would probably not be sustainable for very long", (Asher, 2003)

2.3.6. The Natural Approach
Stephen Krashen and Tracy Terrell developed the Natural Approach in the early
eighties (Krashen and Terrell, 1983), based on Krashen's theories about second language
acquisition and learning. The approach shared a lot in common with Asher's Total Physical
Response method in terms of advocating the need for a silent phase, waiting for spoken
production to "emerge" of its own accord, and emphasizing the need to make learners as
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relaxed as possible during the learning process. Some important underlying principles are
that there should be a lot of language "acquisition" as opposed to language "processing",
and there needs to be a considerable amount of comprehensible input from the teacher.
Meaning is considered as the essence of language and vocabulary (not grammar) is the
heart of language.
As part of the Natural Approach, students listen to the teacher using the target
language communicatively from the very beginning. It has certain similarities with the
much earlier Direct Method, with the important exception that students are allowed to use
their native language alongside the target language as part of the language learning
process. In early stages, students are not corrected during oral production, as the teacher is
focusing on meaning rather than form (unless the error is so drastic that it actually hinders
meaning).
Communicative activities prevail throughout a language course employing the
Natural Approach, focusing on a wide range of activities including games, role-plays,
dialogues, group work and discussions. There are three generic stages identified in the
approach: (1) Preproduction - developing listening skills; (2) Early Production – students
struggle with the language and make many errors which are corrected based on content and
not structure; (3) Extending Production - promoting fluency through a variety of more
challenging activities.
Krashen's theories and the Natural approach have received plenty of criticism,
particularly orientated around the recommendation of a silent period that is terminated
when students feel ready to emerge into oral production, and the idea of comprehensible
input. Critics point out that students will "emerge" at different times (or perhaps not at all!)
and it is hard to determine which forms of language input will be comprehensible to the
students. These factors can create a classroom that is essentially very difficult to manage
unless the teacher is highly skilled. Still, this was the first attempt at creating an expansive
and overall "approach" rather than a specific "method", and the Natural Approach led
naturally into the generally accepted norm for effective language teaching -Communicative
Language Teaching.

2.3.7. Communicative Language Teaching Approach
By the mid-eighties or so, the industry was maturing in methodology of foreign
language growth and moving towards the concept of a broad "approach" to language
teaching that encompassed various methods, motivations for learning English, types of
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teachers and the needs of individual classrooms and students themselves. It would be fair
to say that if there is any one umbrella approach to language teaching that has become the
accepted "norm" in this field, it would have to be the Communicative Language Teaching
Approach.
The Communicative Approach does a lot to expand on the goal of creating
communicative competence compared with earlier methods that professed the same
objective. Teaching students how to use the language is considered to be at least as
important as learning the language itself. Brown (1994) aptly describes the "march"
towards Communicative Language Teaching, he says:
"Beyond grammatical discourse elements in communication, we
are probing the nature of social, cultural, and pragmatic features
of language. We are exploring pedagogical means for 'real-life'
communication in the classroom. We are trying to get our
learners to develop linguistic fluency, not just the accuracy that
has so consumed our historical journey. We are equipping our
students with tools for generating unrehearsed language
performance 'out there' when they leave the womb of our
classrooms. We are concerned with how to facilitate lifelong
language learning among our students, not just with the
immediate classroom task. We are looking at learners as
partners in a cooperative venture. And our classroom practices
seek to draw on whatever intrinsically sparks learners to reach
their fullest potential", (p.77).
In this context (Richards, 2006) states that, "the goal of Communicative language
teaching is the teaching of communicative competence. Perhaps this term can be clarified
by comparing it with the concept of grammatical competence. Grammatical competence
refers to the knowledge we have of a language that accounts for our ability to produce
sentences in a language. It refers to knowledge of the building blocks of sentences (e.g.,
parts of speech, tenses, phrases, clauses, sentence patterns) and how sentences are formed,
whereas communicative competence refers to the knowledge of how to use language for
different\ purposes and functions and how to maintain communication despite limitations
in one‘s language".
Communicative Language Teaching is a generic approach, and can seem
nonspecific at times in terms of how to actually go about using practices in the classroom
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in any sort of systematic way. Furthermore, since communication is a process, it is
insufficient for students to simply have knowledge of the second language forms,
meanings, and functions. Students must be able to apply this knowledge in discussing
meaning. It is through the interaction between speaker and listener that meaning becomes
clear. The listener gives the speaker feedback as to whether or not s/he understands what
the speaker has said. In this way, the speaker can revise what s/he said and try to
communicate his exact meaning, (Larsen-Freeman, 1986:p.123).
Communicative Language Teaching can be understood as a set of principles about
the goals of language teaching, how learners learn a language, the kinds of classroom
activities that best facilitate learning, and the roles of teachers and learners in the
classroom. The type of classroom activities proposed in Communicative Language
Teaching also implied new roles in the classroom for teachers and learners. Learners now
had to participate in classroom activities that were based on a cooperative rather than
individualistic approach to learning. Students had to become comfortable with listening to
their peers in group work or pair work tasks, rather than relying on the teacher for a model.
They were expected to take on a greater degree of responsibility for their own learning.
(Larsen-Freeman, 1986) states that," teachers now had to assume the role of facilitators ,
monitors and managers of classroom activities rather than being a model for correct speech
and writing and one with the primary responsibility of making students produce plenty of
error-free sentences. The teacher had to develop a different view of learners‘ errors and of
her/his own role in facilitating language learning.
In a typical lesson, according to the situational approach, a three-phase sequence,
known as the P-P-P cycle, was often employed: Presentation, Practice and Production.
Presentation: The new grammar structure is presented, often by means of a conversation
or short text. The teacher explains the new structure and checks students‘ comprehension
of it.
Practice: Students practice using the new structure in a controlled context, through drills or
substitution exercises.
Production: Students practice using the new structure in different contexts, often using
their own content or information, in order to develop fluency with the new pattern.
Under the influence of Communicative Language Teaching theory, grammar based
methodologies such as the P-P-P have given way to functional and skill-based teaching,
and accuracy activities such as drill and grammar practice have been replaced by fluency
activities based on interactive small-group work. These led to the emergence of ―fluency23

first‖ pedagogy, (Brumfit, 1984), in which students‘ grammar needs are determined on the
basis of performance on fluency tasks rather than predetermined by a grammatical
syllabus.

2.3.8. The Contextual Approach
Contextual Teaching and Learning has been widely accepted as an effective
approach to adopt in class since teaching and learning material will be much more
understandable while the material is put in context. Therefore, implementing Contextual
Teaching and Learning Approach in the classroom is regarded as the solution for the
current instructional problems. Although Content and Language Integrated Learning is a
popular teaching method, research has nearly exclusively focused on aspects of language
learning.

Besides, teachers still lack any cognitively well-grounded theory about the

special features of contexts in which the focus is on content learning, but in which a
foreign language is used as the medium of communicating information. The basis for
contextual approach is how using a foreign language as a working language influences the
processing of content.
Thornbury (1999:p.90) mentions some of the main principles of the contextual
approach such as, "language is context-sensitive; which is to say that an utterance becomes
fully intelligible only when it is placed in its context. In addition to this, there are at least
three levels or layers of context in the contextual approach: the co-text (that is, the
surrounding text); the context of situation (that is, the situation in which the text is used);
and the context of culture (that is, the culturally significant features of the situation)".
Each of these types of context can contribute to the meaning of the text.
Furthermore, grammar is best taught and practiced in context, using whole texts as
contexts for grammar teaching.

2.3.9. Focus on Form Instruction
Focus on form instruction is a type of instruction that, on the one hand, holds up the
importance of communicative language teaching principles such as authentic
communication and student-centeredness, and, on the other hand, maintains the value of
the occasional and overt study of second language grammatical forms, which is more
reminiscent of non-communicative teaching. Furthermore, it is argued that the
responsibility of helping learners attend to and understand second language grammatical
forms falls not only on teachers, but also on their peers. In other words, it is claimed that
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formal second language instruction should give most of its attention to exposing students
to oral and written discourse that mirrors real-life, such as doing job interviews, writing
letters to friends, and engaging in classroom debates; nonetheless, when it is observed that
learners are experiencing difficulties in the comprehension and/or production of certain
second language grammatical forms, teachers and their peers are obligated to assist them
notice their erroneous use and/or comprehension of these forms and supply them with the
proper explanations and models of them. Moreover, teachers can help their students and
learners can help their peers notice the forms that they currently lack, yet should know in
order to further their overall second language grammatical development, (Long and
Robinson, 1998).
Thus, Long and Robinson assert that, "teachers and curricula designers are not to
focus instruction on the teaching/learning of specific second language grammatical items.
Instead, they should aim to help students learn how to use language in a way that emulates
realistic communicative scenarios. More to the point, teacher-student/student-student
classroom interaction, via both oral and written modes, should consume the majority of
class time. Likewise, evaluation should center on students‘ abilities to actively engage in
authentic communication, using the forms they have learned during interaction". (Long and
Robinson, 1998)

2.3.10. Consciousness-Raising Approach (C-R)
The C-R Approach to Teaching Grammar aims at raising the awareness of students
to a particular grammatical item so that they take note of the target structure. Usually in
this approach, the target grammatical structure is highlighted in some way, so that the
students‘ attention is drawn to it. However, this is only the first step. Following this,
students will also be made to compare the input given with their own speech or writing, so
that they notice their errors. This is known as ‗noticing the gap‘. In addition to this,
students are made to speak or write without preplanning so that they realize that at times
though they may be aware of the rule they are unable to produce the structure
spontaneously in authentic communicative situations. This is known as ‗noticing the hole‘,
(Doughty, and Williams, 1998).
As Ellis (2002) asserted the importance of consciousness-raising by saying ―The
aim of this kind of grammar teaching (C-R) is not to enable the learner to perform a
structure correctly but simply to help him/her to ‗know about it", (p.169).
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Rutherford, (1987) concentrates on the following items concerning the
consciousness raising:


It focuses on aspects of grammar without necessarily using a rule on technical jargon.



Instead of trying to input rules and principles directly as in traditional grammar lesson,
it seeks to help learners discover for themselves a grammatical rule by focusing on
aspects of the target structures.



It differs from pure communicative approaches by telling learners which structures are
ungrammatical proving the grammatical counter park.



It asks the learner not only to notice, but also to perform an operation of some kind.

2.3.11. Processing Grammar Instruction
Van Patten (1993, 1996, 2002) suggests that, "one way to teach grammar
communicatively is through processing input or what he called processing instruction. In
this approach an initial exposure to explicit instruction is combined with a series of input
processing activities, consisting mainly of tasks that encourage the comprehension of the
target structure rather than its production". These activities have been suggested to help
learners to create form-meaning connections in input and hence process grammar for
meaning, (Lee & Van Patten, 1995). Due to the explicit focus on form component of this
approach, some researchers have equated it with Long‘s focus on forms, (e.g., Sheen, 2002).
Van Patten (2002: p.764), however, argues that, "since the aim of this approach is
―to assist the learner in making form–meaning connections during IP [input processing]; it
is more appropriate to view it as a type of focus on form‖.

2.3.12. Corrective Feedback Approach
This approach can take two forms - Explicit Negative Feedback or Implicit
Negative Feedback. In Explicit Negative Feedback, the teacher will tell the students,
directly, that they have used the grammar item in the wrong way, or they have incorrectly
used the grammar item. Implicit Negative Feedback, on the other hand, involves the
teacher correcting the students‘ errors by rephrasing without offering any explanation. But
in the two cases, the teacher should reinforce positives before pointing out negatives and
give alternatives after analyzing to students to show them how they went wrong or what
mistakes they committed. S/he also should make rephrasing to the whole task and if there
are numerous errors, instead of correcting them all, s/he should focus on one area, (i.e. if
you have recently discussed the verb ―to do‖, focus on that.), (Shegar, 2000).
26

2.3.13. Concept Maps
Concept maps were first suggested by Joseph Novak, who has studied the
education field as an aid for learners to increase understanding, (Richardson et. al, 2005).
The strategy was born out of the constructivist theory of learning which holds that the
learner constructs or builds his own knowledge as opposed to the previous one, (Basso and
Margarita, 2004). Concept map is visualized through a graphical representation. Concepts
are usually depicted by circles or boxes forming the nods of the new work by labelled
links, (Buzzetto-More, 2007: p. 61).
Juall & Moyet (2005) maintain that, "concept maps are an educational technique
that uses diagrams to demonstrate the relation of one concept or situation by linking a
central concept to another one to help the learners understand the central concept better.
So, concept maps are arranged hierarchically with the super ordinate concepts at the top of
the map and subordinate at the bottom which are less inclusive than the higher ones",
(Ahlberg and Vukko, 2004: p. 25).
Novak and Can (2006) see that, "concept maps are graphical tools for organizing
and representing knowledge. They include concepts usually closed in circles or boxes of
some type and relationships between concepts indicated by connecting or linking two
concepts or words on line, referred to as linking words or linking phrase. The link between
the concepts can be one-way or non-directional. The concepts and the links maybe
categorized and the concept may show temporal or casual relationships between concepts".
Novak (2001) believes that, "concept map is a tool for organizing and presenting
knowledge. This knowledge is mostly semantic, (Asan, 2007: p.11), and it needs to be
organized and presented hierarchically from the most general concept to the most specific
one". According to Asan (2007), the main principles of concept maps are:
1) Key ideas are presented in a hierarchy, which moves from the most general ideas to the
most specific.
2) Key ideas are additionally arranged in domains or clusters, which visually define their
association and related boundaries.
3) The nature of the interrelationships between the key ideas are identified through the use
of relationship lines. These lines are annotated to clearly indicate the nature of these
relationships within discrete sections of the map and between the different domains.
4) The lowest point of hierarchical representation of ideas is illustrated by the use of
relevant examples. Concept maps were used in different ways. They could reach all the
fields of education. Affana and AL-Khozendar (2007) suggested some certain steps that
27

the teachers can follow inside the classroom to have an effective teaching and learning
program. These steps:


Teachers tell their learners about the item or the subject that they are going to teach
with identification for the main concepts in the lesson.



Teachers identify the sub-concepts which are in relation to the main one. Teachers can
write them on the board to give the students the chance to know them.



Teachers find key words or link-words between the sub-concepts in order to make a
meaningful relation between these concepts.



Teachers organize the concepts in a pyramid form and put the link-words on the
arrows.



Teachers explain the sub-concepts by giving examples, so that the teachers can transfer
their students from the main concepts at the top of the map to subordinate at the
bottom.



Teachers ask students to make concept maps in the subject matter either individually or
groups.

2.3.14. Gallery Walk
Gallery Walk gets students out of their chairs and actively involves them in
synthesizing important concepts, in consensus building, in writing, and in public speaking.
In Gallery Walk, teams rotate around the classroom, composing answers to questions as
well as reflecting upon the answers given by other groups. Questions are posted on charts
or just pieces of paper located in different parts of the classroom. Each chart or "station"
has its own question that relates to an important class concept. The technique closes with
an oral presentation or "report out" in which each group synthesizes comments to a
particular question.
Gallery Walk is flexible and has many benefits. Gallery Walk can be organized for
a simple-fifteen-minute-ice breaker or for a week-long project involving graded oral and
written reports. The technique encourages students to speak and write the language of earth
science rather than just hearing it from the instructor. In addition to addressing a variety of
cognitive skills involving analysis, evaluation, and synthesis, Gallery Walk has the
additional advantage of promoting cooperation, listening skills, and team building.
In Gallery Walk, student teams rotate to provide bulleted answers to questions
posted on charts arranged around the classroom. After three to five minutes at a chart or
"station", the team rotates to the next question. Gallery Walk works best with opened
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questions, that is, when a problem, concept, issue, or debate can be analyzed from several
different perspectives. It provides a variety of instructional resources, such as preparing
students for this technique, a step by step guide for using Gallery Walk, evaluation rubrics,
and challenges in implementing the technique.
Teachers can use the Gallery Walk to promote class discussion, higher order of
thinking, cooperative learning, and team building. The Gallery Walk:


Dedicates time for students to practice discussing, debating, organizing, and writing the
language of earth science rather than just hearing ideas presented by the instructor.



Promotes the use of higher order thinking skills like analysis, evaluation, and synthesis
when the teacher chooses the proper level of abstraction when designing questions
emphasizing the collaborative, constructed nature of knowledge because students work
in teams to synthesize information written from a variety of perspectives, (Taylor,
2001); (http://www.cct.umb.edu/gallerywalk.html ).



Encourages alternative approaches to problems, because students are exposed to a
variety of perspectives posted at different discussion "stations", (Taylor,2001);



Reassures students that their voices, ideas, and experiences are valued because students
are more likely to share ideas among a non-threatening group of peers, (Taylor, 2001).



Provides an opportunity to gauge prior knowledge, skills, and misconceptions. The
existing conceptual framework of students can be challenged and, if faulty, corrected
during the "report out" phase of the Gallery Walk.



Promotes team building, fosters debate, and encourages consensus as students work
together to accurately represent group member's ideas at different Gallery Walk
"stations".



Acts as an ice breaker because students need to interact with classmates and the
instructor when debating responses at each Gallery Walk "station".



Encourages movement around classroom as groups move from "station" to "station",
interrupting the lethargy that sometimes results from being seated for long periods,
(http://www.cct.umb.edu/gallerywalk.html ).

2.3.15. The Jigsaw Method
In this method, students are assigned to cooperative groups. All groups are assigned
the same topic. Each group member is given a particular part out of a text or atopic or any
other piece of an academic unit. After each member reads his assigned part, these members
join with other members who have the same assignment to form expert groups. Within
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these expert groups, students discuss various strategies that will help them in teaching the
material to other members within the original home groups,
(Aronson & Patneo, (1997). Students are highly motivated to listen to the explanations
given by the group members because the only way they have access to the information is
through them. There are four types of Jigsaw Strategies available for teachers to use in
their classes:
1) Jigsaw (1) developed by Aronson and others in (1978, p.2), Jigsaw (2) developed by
Slavin in (1977, p.3), Jigsaw (3) developed by Stahl in (1994,p.4) ,Jigsaw (4) developed by
Holliday in (2002).Jigsaw (1) and Jigsaw (2) differ only in the fact that team competition is
allowed in Jigsaw (2). The basic parts of the strategies are the same. Both have students
divided into home groups and then into expert teams. The teacher gives questions for
students to answer. The students then leave their groups and go to their teams to answer the
expert sheets or questions. They then return to their groups with their expert sheets
answered and teach other their respective expert sheets. Then they are tested on the
material. In Jigsaw (2), the grades are averaged and the team with the best average is
rewarded, (Slavin, 1994).
Competition is a basic element in Jigsaw (2) and Jigsaw (3) adding a whole group
review process before the test but then follows Jigsaw (2) for the competition element. The
major difference between Jigsaw (3) and Jigsaw (4) is found in an introduction to the class
and two quizzes that check the accuracy of information gathered by the students. A third
slight difference is the re-teaching of material which the students have not mastered,
(Holliday, 2002).
Comparative Grammar refers to the analysis and comparison of the grammatical
structures of related languages. Contemporary work in comparative grammar is concerned
with "a faculty of language that provides an explanatory basis for how a human being can
acquire a first language. In this way, the theory of grammar is theory of human language
and hence establishes the relationship among all languages, (Freidin, 1991: p.1).
This type of grammar is not taught in our schools as the new Palestinian curricula
are concerned with how to use grammar in an accurate way. Therefore, to compare, for
example, Arabic grammar with English grammar, is considered a waste of time and effort
of teachers.
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2.3.16. Teaching Grammar Based on Presentation, Practice& Production (PPP)
The language and grammar can be learnt by three steps, the first one which is called
presentation, completely depends on the teacher by using different effective techniques.
The second one, practice, depends on the learners with a help from a teacher by using
various suitable tasks. The last one is called production, which completely depends on the
learners who are asked to convey what they understand by using their own structures and
words, (Russell, 2008: p.65).

2.3.17. Inductive and Deductive Methods
The importance of deductive and inductive methods is to give students a good
chance to practice thinking skills. In deductive method, learners are taught rules and they
apply these rules when they use the language while the rules of grammar are not used
directly according to the inductive learning, (Larsen-Freeman, 2001: p.54).
2.3.18. Teaching Grammar Based on Exploration, Explanation& Expression (EEE)
Sysoyev (1999: p.3) confirms that there are three stages in teaching grammar which
are; exploration, explanation and expression.


Exploration: in this stage, students are given sentences with a certain grammar rule
and they are asked to find out the structure with the help of the teacher, to deduce
the rule. In fact, it is inductive learning.



Explanation: is the second stage of learning grammar. After finding out and
exploring the rule, students can summarize what was previously discovered,
focusing on the form. The teacher can ask his students to look at the grammar
reference at the end of the textbook to consider the rule.



Expression: it is the third and the last stage of the process. After discovering the
structure through the exploration stage, and looking at the rules through the
explanation stage, students have to practice the new rule by communicative and
interactive exercises.

The researcher believes that there is a similarity between EEE and PPP steps and stages for
teaching English grammar.

2.4. Various Techniques in Teaching Grammar
The teachers use many techniques on teaching grammar which facilitate their
teaching and make lesson more interesting. Some of these techniques are:
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2.4.1. Using Songs in Teaching Grammar
Using songs in teaching break the routine of classroom activities. They relax and
entertain the students when they learn a new structure. Songs facilitate grammar and make
it easy. They depend on contextualizing, (Saricoban & Metin, 2000: p.3). Also, repetition
by singing songs helps students to practice the grammatical lessons through an enjoyable
atmosphere, (Cakir, 1999: p.2).

2.4.2. Teaching Grammar through Drama
This technique is one of the effective techniques in teaching drama in class.
Langran & Purcell (1994: p.65) confirm that, "drama can stimulate and increase learners'
knowledge about lexical and grammatical structure by using literary texts". Royka (2002:
p.3) lists some advantages of using drama in teaching languages as the following:
_ Making the learning of the new language an enjoyable experience.
_ Setting realistic targets for the students. Linking the language-learning experience with
the student's own experience of life.
_ Drama can create in a student a need to learn the language.
_ Putting more responsibility on the learners as opposed to the teacher.

2.4. 3. Musical Activities
Cakir (1999: p.1) points that, "songs, rhymes, chants and musical games are
fantastic materials for the language teacher to use with young learners". In the opinion of
Orlova(2003:p.5),"students prefer certain kinds of music which should be simple, cheerful
and up to-date and teachers ought to select interesting text on the topic music".

2.4. 4. Using Games and Problem-Solving Activities
Saricoban & Metin and Lee ensure that, "games and problem solving completely
depend on the communicative activities and they are task-based and have a purpose
beyond the production of correct speech. They are used after the presentation because
communicative tasks are practiced after mastering grammar or lexical points. In playing
games, the learner's attention is on the message, not on the language. That is, students
acquire language unconsciously while their whole attention is engaged by the activity
itself". (Saricoban & Metin, 2000: 5) and (Lee (1995: 45)
The researcher believes that the previous methods target at the rules of teaching
grammar in functional and enjoyable frame. They help students to practice and discover
the rules of grammar teaching. In Gaza preparatory schools, deductive methods are the
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most commonly used in teaching grammar. In fact, some experienced teachers attempt to
use role play to explain the rules and that shows a positive result on providing a relaxed
and motivating atmosphere and motivating to the students. Therefore, the researcher
intends to investigate this field and check its effectiveness on developing aspects of
grammar teaching for the ninth graders.

2.4. 5. Teaching Grammar by Using Educational Games
Chutes and Ladders, checkers, Old Maid, Nintendo, UNO, Game Boy, Wii,
solitaire, chess -- most students today have grown up playing games in their leisure time.
What many teachers might not realize, however, is that educational games can be powerful
instructional tools in the classrooms as well. When used effectively, games enrich the
classroom environment by building a sense of community, providing opportunities to
simulate solving problems in a safe environment, developing students‘ social skills,
reviewing academic content, motivating interpersonal learners, and actively engaging
students in the learning process, (www.sagepub.com).

2.4.6. Types of Educational Games
Educational games fall into three basic categories: (1) board and card games, (2)
role-play games, and (3) competitive games. Teachers select the format that fits the subject
and the educational purpose of the game. Board and card games help students review basic
facts independently or in small groups. Students follow a ―snail trail‖ on a board game
while working their way through fact cards and various hazards. They develop
categorization and/or mathematical skills while playing Authors, Go Fish, memory, or
solitaire-style games using content area facts or information. Board and card games work
particularly well for center activities. During role-play games, students assume roles while
enacting teacher-created simulations. These role-play games teach the processes of
negotiation, bargaining, collaboration and compromise; in general, human interaction.
Competitive games are cooperative competitions among student groups. Teachers can
convert almost any sporting event (e.g. football, basketball, baseball) or game show (e.g.
Jeopardy, Who Wants to Be a Millionaire, Hollywood Squares) into a competitive event.
To increase student learning, have students prepare multiple choice and true-false
questions about a selected topics, (www.primarygames.com).
Games can be effective at developing or refining students‘ thinking skills. For
example, a good science thinking skills game for all ages is ―Five Alive.‖ The object of
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the game is for players to guess the name of the plant or animal using clues. The leader
thinks of a plant or animal and holds up five fingers, saying ―Five Alive.‖ Players ask
questions that can be answered by yes or no. The player who guesses correctly becomes
the new leader. This game could be adapted to almost any subject area. To sharpen math
skills, the leader thinks of a number and says the range (e.g. between (150-300). Each time
a player guesses a number, the leader says higher or lower. Students narrow the range of
numbers through careful guessing until they guess the number. The correct ―guesser‖
becomes the new leader, (www.educationalearninggames.com)
Role-play games also include offline role-play video games in which players
control avatars, characters, or teams who undertake quests.

Role-play games are

fundamentally different from most other types of games in that they stress social
interaction and collaborative storytelling. Students participate in various venues ranging
from spoken pen-and paper forms, to physically acting out the event, to virtual in digital
media.

2.4.7. Benefits of Educational Games
Games have many educational benefits: they address multiple learning styles and
develop students‘ critical-thinking and social skills while helping students review, process,
and demonstrate what they have learned. Educational games make the job of teaching
much easier. Indeed, a good classroom curriculum should have a mix of teacher
presentations, discussions, and fun activities. In our entertainment-based society, games
are increasingly important. Some examples of how students can benefit from educational
games.
Using Games in Language Teaching
The purpose of this paper is threefold: to discuss reasons for using games in language, to
give suggestions on when and how to use games, and to explain categories for classifying
games.


Reasons for Using Games in Language Teaching

Games have long been advocated for assisting language learning. Here are some of the
reasons why:
Games add interest to what students might not find very interesting. Sustaining interest
can mean sustaining effort (Thiagarajan, 1999; Wright, Betteridge, & Buckby, 2005).
After all, learning a language involves long-term effort.
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Games provide a context for meaningful communication. Even if the game involves
discrete language items, such as a spelling game, meaningful communication takes
place as students seek to understand how to play the game and as they communicate
about the game: before, during, and after the game (Wright, Betteridge, & Buckby,
2005).
A- This meaningful communication provides the basis for comprehensible input
(Krashen, 1985), i.e., what students understand as they listen and read, interaction
to enhance comprehensibility, e.g., asking for repetition or giving examples, (Long,
1991), and comprehensible output, speaking and writing so that others can
understand (Swain, 1993).
B- The emotions aroused when playing games add variety to the sometimes dry,
serious process of language instruction, ((Bransford, Brown, & Cocking, 2000)
Ersoz, 2000; Lee, 1995).
C- The variety and intensity that games offer may lower anxiety (Richard-Amato,
1988) and encourage shyer learners to take part, (Uberman, 1998), especially when
games are played in small groups.
D- Games can involve all the basic language skills, i.e., listening, speaking, reading,
and writing, and a number of skills are often involved in the same game, (Lee,
1995).
E- Games are student-centered in that students are active in playing the games, and
games can often be organized such that students have the leading roles, with
teachers as facilitators.
F- Many games can be played in small groups, thereby providing a venue for students
to develop their skills in working with others, such as the skill of disagreeing
politely and the skill of asking for help, (Jacobs & Kline Liu, 1996). Other
advantages of games played in groups include:
a. The team aspect of many games can encourage cooperation and build team
spirit, (Ersoz, 2000).
b. Although many games involve competition, this is not necessarily the case,
(Orlick, 2006).
c. In most games, everyone has a turn, encouraging everyone to take a turn,
rather than letting others do all the talking and other actions, and
discouraging one or two people from shutting out others.
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G- As many games can be played outside of class, they provide a means for students to
use the language outside of class time, (Ellis, 2005).
H- Games can connect to a variety of intelligences (Gardner, 1999), e.g.,
a. Games played with others involve interpersonal intelligence
b. Games involving drawing connect with visual/spatial intelligence
c. Games often have a hands-on element, such as cards, spinners, or pieces,
which connect with bodily/kinesthetic intelligence
To achieve the above-mentioned benefits some thought needs to be given to when
and how to use games. That is the focus of the next section of this paper.

2.4.8. When and How to Use Games?
Games can play a range of roles in the language curriculum. Traditionally, games
have been used in the language class as warm-ups at the beginning of class, fill-ins when
there is extra time near the end of class, or as an occasional bit of spice stirred into the
curriculum to add variety. All these are fine, but games can also constitute a more
substantial part of language courses (Lee, 1979; Rixon, 1981, Uberman, 1998). In the
Presentation-Practice-Production framework (Mauer, 1997), (in which language items are
first presented for students to listen to and/or read, then practiced in a manner in which the
language used is controlled, e.g., students read out a dialogue from the textbook in which
the two characters compare study habits, and then produced by students in a less controlled
manner, e.g., two students discuss their own study habits), the games can be either for
practicing specific language items or skills or for more communicative language
production. Similarly, games can also be used as a way to revise and recycle previously
taught language (Uberman, 1998).
Students often are very enthusiastic about games, but precisely for that reason,
some older students may worry that games are too childish for them. Teachers need to
explain the purpose of the game in order to reassure such students that there is such a
phenomenon as ―serious fun.‖ Also, older students can be involved in modifying and even
creating games. Furthermore, students have long participated in games on radio and
television, not to mention the fact that popular board games, such as Monopoly, are played
by adults.
As with other learning activities, teachers need to pay careful attention to the
difficulty level of games. Part of the appeal of games lies in the challenge, but if the
challenge is too great, some students may become discouraged. The challenge can be of
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two kinds: understanding how to play the game and understanding the language content.
Some suggestions for promoting both types are:
a. Demonstrations of how the game is played. The teacher can demonstrate with a group of
students or a group can demonstrate for the class.
b. A kind of script of what people said as they played or a list of useful phrases. Similarly,
key vocabulary and concepts may need to be explained.
c. Clear directions. Demonstrations can accompany directions, and directions can be given
when needed, rather than explaining all the steps and rules in one go. Also, some
student-initiated modifications can be accepted.
d. Games already known to students.
e. Games used to revise and recycle previously studied content, rather than involving new
content.
a. Groups are heterogeneous in terms of current language proficiency, so that the more
proficient members can help others.
b. Resources, online or print, such as dictionaries and textbooks.

2.4.9. Types of Language Games
Classifying games into categories can be difficult, because categories often overlap.
Hadfield (1999) explains two ways of classifying language games. First, she divides
language games into two types: linguistic games and communicative games. Linguistic
games focus on accuracy, such as supplying the correct antonym. On the other hand,
communicative games focus on successful exchange of information and ideas, such as two
people identifying the differences between their two pictures which are similar to one
another but not exactly alike. Correct language usage, though still important, is secondary
to achieving the communicative goal.
The second taxonomy that Hadfield uses to classify language games has many
more categories. As with the classification of games as linguistic games or communicative
games, some games will contain elements of more than one type.


Sorting, ordering, or arranging games. For example, students have a set
of cards with different products on them, and they sort the cards into
products found at a grocery store and products found at a department store.



Information gap games. In such games, one or more people have
information that other people need to complete a task. For instance, one
person might have a drawing and their partner needs to create a similar
37

drawing by listening to the information given by the person with the
drawing. Information gap games can involve a one-way information gap,
such as the drawing game just described, or a two-way information gap, in
which each person has unique information, such as in a Spot-the-Difference
task, where each person has a slightly different picture, and the task is to
identify the differences.


Guessing games. These are a variation on information gap games. One of
the best known examples of a guessing game is 20 Questions, in which one
person thinks of a famous person, place, or thing. The other participants can
ask 20 Yes/No questions to find clues in order to guess who or what the
person is thinking of.



Search games. These games are yet another variant on two-way
information gap games, with everyone giving and seeking information. Find
someone who is a well-known example. Students are given a grid. The task
is to fill in all the cells in the grid with the name of a classmate who fits that
cell, e.g., someone who is a vegetarian. Students circulate, asking and
answering questions to complete their own grid and help classmates
complete theirs.



Matching games. As the name implies, participants need to find a match
for a word, picture, or card. For example, students place 30 word cards,
composed of 15 pairs, face down in random order. Each person turns over
two cards at a time, with the goal of turning over a matching pair, by using
their memory.



Labeling games. These are a form of matching, in that participants match
labels and pictures.



Exchanging games. In these games, students barter cards, other objects, or
ideas. Similar are exchanging and collecting games. Many card games fall
into this category, such as the children‘s card game Go Fish:
http://www.pagat.com/quartet/gofish.html.



Board games. Scrabble is one of the most popular board games that
specifically highlights language.



Role-play games. The terms role play, drama, and simulation are
sometimes used interchangeably but can be differentiated, (Kodotchigova,
2002). Role play can involve students playing roles that they do not play in
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real life, such as dentist, while simulations can involve students performing
roles that they already play in real life or might be likely to play, such as
customer at a restaurant. Dramas are normally scripted performances,
whereas in role plays and simulation, students come up with their own
words, although preparation is often useful.
Another distinction among games is that between competitive games and
cooperative ones (Jacobs, in preparation). Research suggests that learning, as well as
affective variables, are enhanced by a cooperative environment (Johnson, Johnson, &
Stanne; Slavin, 1995). Millis (2005) outlines a number of advantages of cooperative
games, such as appropriate anxiety levels and more constructive feedback.

2.5. Students' Shyness and Intimidation
Shyness is an emotional thing that many students suffer from at some time when
they are required to speak in English class. This indicates that shyness could be a source
of problem in students‘ learning activities in the classroom especially in the class of
speaking. Therefore, paying attention to this aspect is also quite important in order to help
the students do their best in their speaking performance in the classroom, (Gebhard, 2000).
In line with this, Baldwin (2011) further explains that speaking in front of people is one of
the most common phobias that students encounter and feeling of shyness makes their mind
go blank or that they will forget what to say.
This theory is also supported by the result of this research in which most students
fail to perform the speaking performance at their best. As they say, their inability to show
their ability in speaking is also influenced much by their feeling of shyness. In other
words, it can be said that shyness plays an important role in speaking performance
done by the students.

2.5.1. Definition of Shyness
Shyness (also called diffidence) is the feeling of apprehension, lack of comfort, or
awkwardness especially when a person is in proximity to other people. This commonly
occurs in new situations or with unfamiliar people. Shyness can be a characteristic of
people who have low self-esteem. Stronger forms of shyness are usually referred to as
social anxiety or social phobia, ( www.en.wikipedia.org/wiki/Shyness).
The primary defining characteristic of shyness is a largely ego-driven fear of what
other people will think of a person's behavior. This results in a person becoming scared of
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doing or saying what he or she wants to out of fear of negative reactions, being laughed at
or humiliated, criticism, and/or rejection. A shy person may simply opt to avoid social
situations instead, (www.en.wikipedia.org/wiki/Shyness).
One important aspect of shyness is social skills development. Schools and parents
may implicitly assume children are fully capable of effective social interaction. Social
skills training is not given any priority (unlike reading and writing) and as a result, shy
students are not given an opportunity to develop their ability to participate in class and
interact with peers. Teachers can model social skills and ask questions in a less direct and
intimidating manner in order to gently encourage shy students to speak up in class, and
make friends with other students, ( Coplan & Arbeau,2008).
The initial cause of shyness varies. Scientists believe that they have located genetic
data supporting the hypothesis that shyness is, at least, partially genetic. However, there is
also evidence that suggests the environment in which a person is raised can also be
responsible for his or her shyness. This includes child abuse, particularly emotional abuse
such as ridicule. Shyness can originate after a person has experienced a physical anxiety
reaction; at other times, shyness seems to develop first and then later causes physical
symptoms of anxiety. Shyness differs from social anxiety, which is a broader, often
depression-related psychological condition including the experience of fear, apprehension
or worrying about being evaluated by others in social situations to the extent of inducing
panic.
The researcher defines shyness as a personality trait that produces behaviors
ranging from feeling uncomfortable at certain times and places to an extreme fear of being
watched or hurt by others, and the researcher thinks that social phobia could be diseased
for the students.
Intimidation (also called cowing) is intentional behavior that "would cause a person
of ordinary sensibilities" fear of injury or harm. It is not necessary to prove that the
behavior was so violent as to cause terror or that the victim was actually frightened,
(www.enwikipedia.org/wiki/Intimidation).
Threatening behaviors may be conceptualized as a maladaptive outgrowth of
normal competitive urge for inter-relational dominance generally seen in animals.
Alternatively, intimidation may result from the type of society in which individuals are
socialized, as human beings are generally reluctant to engage in confrontation or threaten
violence, (www.lectlaw.com).
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Like all behavioral traits it exists in greater or lesser manifestation in each
individual person over time, but may be a more significant "compensatory behavior" for
some as opposed to others. Behavioral theorists often see threatening behaviors as a
consequence of being threatened by others, including parents, authority figures, playmates
and siblings. ―Use of force is justified when a person reasonably believes that it is
necessary for the defense of oneself or another against the immediate use of unlawful
force", (www.enwikipedia.org/wiki/Intimidatiom).

2.5.2. Causes of Shyness
With regard to the cause of shyness, Bowen (2005) and Robby (2010) argue that
some shy learners are caused by their nature that they are very quiet. In this case, the
students are not very confident and tend to be shy because most of them find it very
intimidating when English in front of their friends and teacher. In addition, Saurik (2011)
identifies that, "most of English students feel shy when they speak the language because
they think they will make mistakes when they talk. They are also afraid of being laughed at
by the peers. This fact is also found in the data of this study that students‘ shyness is their
perception on their own ability. In this sense, they are afraid of being laughed at by their
friends due to their low ability in speaking English".
The initial cause of shyness varies. Scientists believe that they have located genetic
data supporting the hypothesis that shyness is, at least, partially genetic. However, there is
also evidence that suggests the environment in which a person is raised can also be
responsible for his or her shyness. This includes child abuse, particularly emotional abuse
such as ridiculous. Shyness can originate after a person has experienced a physical anxiety
reaction; at other times, shyness seems to develop first and then later causes physical
symptoms of anxiety. Shyness differs from social anxiety, which is a broader, often
depression-related psychological condition including the experience of fear, apprehension
or worrying about being evaluated by others in social situations to the extent of inducing
panic.

2.5.3. Possible Solutions to Overcome Shyness
In terms of possible solution to overcome shyness, Pesce (2011) says that it
is urgent that teacher creates a friendly and open classroom environment. By doing this,
shy students are hoped to feel fine of making mistakes in their learning. This way, students
will worry of their imperfect pronunciation and grammar. As a result, they dare to speak in
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their speaking in the class. Solving the shyness problem, Chinmoy (2007) suggests that in
order to help students to be more confident in their speaking that convince students to look
upon shyness as a thing to overcome and do not fear failure or success. The above
solutions to reduce shyness are worth doing. As said by students involved in this study,
their feeling of shyness needs to be solved. In this case, they need guidance from their
teachers.
A study conducted by Majid Shaheen (2009) on the role of collaborative learning
in enriching class participation showed that one of the major barriers to class participation
is shyness. This study outlines certain factors that may stimulate shy students to their class
participation. One of these factors is by applying collaborative peer learning.
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Coping with Shyness and Social Anxiety
Source: www.i43.tower.com

Social Anxiety Art Overcoming Shyness

Overcome Shyness-Image Page
Source: www.img.wikinut.com
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2.6. Pseudo Role-Play
Pseudo-Role Play is an effective technique to animate the teaching and learning
atmosphere, arouse the interests of learners, and make the language acquisition impressive.
So the researcher will mainly focus on how to apply it successfully and make use of its
advantage in teaching English class. The outcome shows there are four crucial factors for
its success: the topic chosen should be real and relevant; the teacher needs 'feed-in' the
appropriate language; the errors should be corrected properly; the teacher's role is a
facilitator, a spectator or a participant. Incorporating pseudo-role into the classroom adds
variety, a change of pace and opportunities for a lot of language production and also a lot
of fun!. Empirical evidence derived from Wilkins' research and theories proved that
pseudo-role is an effective technique to animate the teaching and learning atmosphere,
arouse the interests of learners, and make the language acquisition impressive.
There are many different definitions for Pseudo-role play. The researcher will
discuss some of these definitions below:


Fraser, Rintell, and Walters (1980) proffer pseudo-role play as "a useful means
to study learners' pragmatic competence. Therefore, many contextual features
are important in determining how a speaker will behave in a role-play; the
speech act can be kept constant while the contextual features are varied. Many
dimensions of a learner's pragmatic competence may be explored in this way".
In Fraser, Rintell and Walter's procedure; they use role-play with puppets when
the subjects have been children.



Joyce and Weil, (2000) defines pseudo-role play as " a teaching strategy that
fits within the social family of models .This strategy emphasizes the social
nature of learning, and sees cooperative behavior as stimulating students both
socially and intellectually".

This study will stress the importance of assigning each one of the students a pseudo
name to enable him to forget himself and overcome the fear that he/she may lose his/her
image. Therefore, I sometimes refers to role-play as the pseudo-role play.

2.6.1. Using Pseudonyms in Role-Play


A pseudonym is a name that a person or a group assume for a particular purpose,
which differs from his or her original or true name. Pseudonyms include stage
names, screen names, ring names, pen names, nicknames, aliases, superhero identities
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and code names, gamer identifications, and

names of emperors, popes and

other monarchs, ( Michael Peschke, 2006).


A pseudonym is a name adopted by a person for a particular purpose, which differs
from

his

or

her

true

name.

A

pseudonym

may

be

used

by

social activists or politicians for political purposes or by others for religious purposes.
Pseudonyms are occasionally used in fiction such as by superheroes or other fictional
characters, ( Adarian Room, 2010).


Pseudonyms are most usually adopted to hide an individual's real identity, as with
writers' pen names and computer hackers' handles. Actors, musicians, and other
performers sometimes use stage names, for example, to mask their ethnic backgrounds,
(Adarian Room, 2010).
In some cases, pseudonyms are adopted because they are part of a cultural or

organizational tradition: for example devotional names used by members of some religious
institutes, and "cadre names" used by Communist party leaders such as Trotsky and Lenin.


A pseudonym may also be used for personal reasons: for example, an individual may
prefer to be called or known by a name that differs from their given or legal name, but
is not ready to take the numerous steps to get their name legally changed; or an
individual may simply feel that the context and content of an exchange offer no
reason, legal or otherwise, to provide their given or legal name, ( Adarian Room,
2010).

Sometimes it is desired that a person can establish a long-term relationship (such as a
reputation) with some other entity, without necessarily disclosing personally identifying
information to that entity. In this case, it may be useful for the person to establish a unique
identifier, called a pseudonym, with the other entity. Examples of pseudonyms are pen
names, nicknames, credit card numbers, student numbers, bank account numbers, etc. A
pseudonym enables the other entity to link different messages from the same person and,
thereby, to establish a long-term relationship. Pseudonyms are widely used in social
networks and other virtual communication, although recently some important service
providers like Google try to discourage pseudonymity, (Michael, A. Froomkin,1999).
Someone using a pseudonym would be strictly considered to be using "pseudonymity"
not "anonymity", but sometimes the latter is used to refer to both (in general, a situation
where the legal identity of the person is disguised) .
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Good purposes of pseudonymity:


People may get more objective evaluation of their messages, by not showing their real
name.



Pseudonymity can be used to experiment with role play, for example a man posing as a
woman in order to understand the feelings of people of different gender.



Pseudonymity can be a tool for timid people to dare establish contacts which can be of
value for them and others, e.g. through contact advertisements, (Dan Tynan (2013).
The researcher defined a pseudonym as a fictitious name adopted by an author to

conceal his or her identity; pen name. It is a false name used when the person performs a
particular social role or uses a name instead of his/her real name, especially on a written
work.
The researcher gave the study sample students pseudonyms as a motive not to feel
embarrassed, shy or fear of acting the roles applied to them by using their real names.
Pseudonyms made students feel comfortable and free while performing their role-play
activities, and this encouraged them to act their roles more freely and confidently. It also
motivated the other students to interact in the class participation which, in turn, made the
class more interesting and the results were very successful and satisfactory.

2.6.2. History of Role-Play
The idea of play as a medium for instruction can be traced back to the Greeks.
Probably the first role-play session was run when a master taught a pupil, said to him: "Act
as if I am a customer and you are serving m". The pupil played his role. The master played
his role as a would-be-customer. When they discussed their roles afterwards, role-play was
used as method of instruction, (Corsini, Shaw & Blake, 1961). The Viennese psychiatrist
Moreno was the first to examine role-play in a scientific way (Corsini, Shaw & Blake,
1961). Moreno (1946) created the socio-metric measure, a technique that studies
interpersonal attraction and group membership in institutional settings (e.g., reform
schools). He used role-play for psychiatric objectives. These plays are known under the
names of psychodrama and socio-drama. In psychodrama, the enactment and its emotional
and behavioral confrontations are the central activity; discussion and analysis are minimal
(Joyce & Weil, 1980). Another origin can be found in Germany in the (1920s), Corsini,
Shaw & Blake, (1961), Wohlking & Gill, (1980). The educational use of role-play became
more and more widespread. During the (1970s) and (1980s) the use of role-play increased
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even further and role-play is now common in university curricula, business, and industrial
training programs.

2.6.3. Role-Play as a Teaching Strategy
Role-play is a teaching strategy that fits within the social family of models, (Joyce
and Weil, 2000). These strategies emphasize the social nature of learning, and see
cooperative behavior as stimulating students both socially and intellectually. Role-play as a
teaching strategy offers several advantages for both teacher and student. First, student's
interest in the topic is raised. It has shown that ―integrating experiential learning activities
in the classroom increases interest in the subject matter and understanding of course
content‖. Fogg (2001) reports that, "a college professor who felt that his history classes
were boring and not involving the student after trying out a role-play type game one
semester, he observed that students were much more interested in the material. Secondly,
there is increased involvement on the part of the students in a role-play lesson. Students are
not passive recipients of the instructor‘s knowledge. Rather, they take an active part".
Poorman (2002) observes that, ―true learning cannot take place when students are passive
observers of the teaching process‖. One student at Barnard College who was enrolled in a
role-play history class said, ―This class tricks you into doing so much work‖, (Fogg, 2001).
The result of the involvement increased learning, (Fogg, 2001).
A third advantage to using role-play as a teaching strategy is that it teaches empathy
and understanding of different perspectives, (Poorman, 2002). A typical role-play activity
would have students taking on a role of a character, learning and acting as that individual
would do in the typical setting. Poorman (2002) found ―a significant increase among
students in feeling another‘s distress as their own‖, (p. 34). The use of pseudo names in
role-play has also been seen to be effective in reducing racial prejudice, (McGregor, 1993).
Therefore, students, who act role-play in the part of enslaved African Americans in
a class on pre-Civil War history, for example, develop greater empathy and come away
with a better idea of the experience than they would in a typical lecture setting, (Steindorf,
2001).
In role-play, the student is representing and experiencing a character known in
everyday life, (Scarcella and Oxford, 1992). The use of role-play emphasizes personal
concerns, problems, behavior, and active participation, (Silver & Silver, 1989). It improves
interpersonal skills, (Teahan, 1975), improves communication skills, (Huyack, 1975), and
enhances communication, (Ettkin & Snyder, 1972).
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2.6.4. Role-Play Approach
The role-play approach can be used in a variety of settings, including the
classroom. The principle behind role-play is that the student assumes a particular
personality of a different person, such as a historical character. According to Jones,
(1985),"students must accept the duties and responsibilities of their roles and functions ,
and do the best they can in the situation in which they find themselves ”.
A.

Role-play has been used effectively by many teachers to help solve classroom

interpersonal problems and to teach human-relations skills in the classroom. Role play also
has been used to facilitate subject-matter learning through the dramatization of literary and
historical works and historical or current events. In all these uses, role playing provides the
student with a dramatic confrontation and clarification of (1) his relations with others, (2)
his information about and expectations of society, (3) his evaluation of himself and his life
style, and (4) the ways in which academic material may be relevant to his daily tasks.
Basically, giving the students different names and roles in role-play calls for a
student's stepping outside the accustomed role that he plays in life, relinquishing his usual
patterns of behavior in exchange for the role and patterns of another person. This other role
may be that of a real person or may be entirely fictitious. Role play has a tremendous
potential for the average elementary and secondary school classroom. Students can
examine and discuss relatively private issues and problems without anxiety. These
problems are not focused on the self; they are attributed to a given role or stereotype. Thus,
children can avoid the normal anxiety accompanying the presentation of personal matters
that may violate rules and regulations. This experience may result in greater individual
insights into behavior and a better understanding of the place of rules and behavioral
standards. Such learning can best be accomplished in a non-judgmental situation where
"correct" solutions are not the goal.
Role-play may also be used to demonstrate less personal but pervasive problems
between and among people and groups. Social problems, to the extent that they reflect
conflict between man and man, can be dramatized fruitfully in the classroom. For instance,
classroom portrayals of problems of prejudice may lead to greater understanding of the
dynamics of this phenomenon and some clarification of ways of dealing with its
occurrence. Such understanding need not be purely abstract, on the theoretical or moralistic
level; it can include the alternative behaviors that are available when one is a witness to an
act or feeling of racial, religious, or economic bias. Further, small-scale examples of
political events, instances of political decision making, or dilemmas facing criminals and
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courts of law can be examined in the classroom. These portrayals may help make the
student aware of selected social problems and the human meaning for those involved. They
may help him to examine thoughtfully different ways of resolving social and personal
conflict and to identify the advantages and disadvantages of each path. The exercises may
not reduce conflict, but they may give the student skills to deal with his world more
effectively. He may come to see the ways in which some of these universal social issues
are reflected in his own relations with other individuals and groups and how they bear
upon the decisions he must make in his own life.
B. Principal Responsibilities of the Instructor
Role-play in the classroom works best when there is an attempt to follow a definite
sequence of steps. The sequence outlined below allows for a logical ordering and
development of the role-play session. It has been tested successfully by teachers.
1. Preparation and instruction: The first stage, covers problem selection, warm-up, and
general and specific instructions to participants and audience. It involves the selection
by the teacher, with or without class help, of an issue or problem to be worked on.
After selecting the problem, the teacher needs to warm up, or relax the students and
give them practice and security in public performance and expression. The explanation
of the general problem situation should make clear the educational purposes of the
drama and the relevance of the issue or problem for the entire class. The teacher is now
ready to brief the actors, to explain in detail the exact role each of them will play. The
final step in this stage is to delineate the roles of the audience, the students, who are not
acting out the dramatic roles, can observe the general interaction of actors, or they can
be charged to watch for specific actors or for specific events.
In this research, every student will be given a pseudo name to participate in the roleplay.
2. Dramatic action and discussion: The second major stage covers both the role playing
itself and the subsequent discussion and interpretation of the action. Sufficient time
should be allowed during the improvisation for students to become thoroughly
immersed in the problem situation, so that they can take full advantage of the
situation's promise for discovering and practicing alternative ways of acting. At the
conclusion of the drama it is important to bring the class back to everyday reality and
to dissociate the actors clearly from the role they played. This is important so that
critics and other students can concentrate on the role behavior and not on the actions or
person of the actors. The post-role-play discussion may take several forms and involve
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several different students or groups of students. The role players or the audience, or
both, may contribute to an analysis of the dramatic session. A final important focus of
this learning experience should be the student's ability to apply the examples and
lessons of this new role behavior to his own interpersonal experiences.
3. Evaluation: The final stage must follow the enactment and discussion of the role-play
situation. In this stage the teacher and pupils review the successes and failures of their
role-play experience. The purposes, procedures, and effects of such a learning
experience should be analyzed so that teacher and class can make decisions about the
need for additional role playing or reenactment of the scene. The teacher will certainly
want to make a further personal evaluation of the experience in the light of his original
diagnosis and goals; he will want to consider what verbal and behavioral evidence
there is to show that the students have learned from the experience, (M. Chester and R.
Fox, 1966).
It is worth mentioning that every student will maintain his/her pseudo name, so that
he/she will be able to participate in the discussion without fear of losing image or feeling
shy.

2.6.5. Educational Advantages of Using Role-Play
The educational advantages from using role-play in teaching include the following:


Role-play encourages individuals, while in role, to reflect upon their knowledge of a
subject. As such, role-play is an excellent teaching method for reviewing material at
the end of a course of study .Individuals are required to use appropriate concepts and
arguments as defined by their role. As roles change, so might relevant concepts and
arguments. Students may come, as a consequence, to appreciate more fully the
relevance of diverse opinion, and where and how it is formed . Participation helps
embed concepts. The importance of creating an active learning environment is well
recognized if the objective is one of deep, rather than surface learning.



It can make a valuable contribution in this process. It gives life and immediacy to
academic material that can be largely descriptive and/or theoretical. It can encourage
students to empathize with the position and feelings of others something that, in the
normal process of teaching, is likely to be missed.



It goes by many names: acting, improvisation, dramatic play, pretend play, sociodrama, etc. With a small child the act of role-play itself helps them learn social values
and how to perform tasks normally performed for them.
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Role-play helps students reach outside their world and embrace the feelings, emotions
and plights of others. It is widely used in the schools to help students explore the
world around them. When role-play is used in a classroom setting, students extend
their knowledge of a subject by researching a character within a given course of
study . Students' interest is raised in subject matter, thus generating interest within the
subject, (Poorman, 2002). Students become active participants in their education
rather than passive observers.



It allows students to feel empathy for others when portraying a character involved in
turbulent times in history, (Steindorf, 2001).



Role-play is a mainstay of education that needs to be incorporated into our lesson
plans on a regular basis, (http://learningthroughroleplay.wordpress.com/about/).
The benefits of role-play teaching have resulted in the use of the pedagogical

approach in many areas of main stream teaching. Scholars have extensively utilized and
documented the benefits of role-play teaching in various scenarios: Newman et al.,(2003)
integrated role-play simulations through the implementation of fantasy sport programs;
Cutler and Hay,(2000) used role-play to examine the cultural, environmental, economic,
and social implications of a fictitious tourist development in the Cook Islands;
Shaw,(2004) used role-play to aid students in understanding the complexities of
international relations in peacekeeping operations; Moss,(2000) utilized role-play to teach
social work students to construct a visual depiction of interpersonal relationships and react
to tragic and complex circumstances surrounding the characters of the storyline that faced
discrimination; Giralt-Mas et al.,(2005) developed a role-play scenario that required groups
of students working as external consultants to solve a specific telecommunications issue
for a company; Oberle, (2004) used role-play teaching in college geography classes; and
Morris, (2003) mentioned the use of role-play teaching to teach history.
According to Jarvis et al. (2000), "role-play teaching gives life and consistency to
academic material that can be largely descriptive and/or theoretical. Since it is very
important for the teachers to apply the theoretical knowledge in the practical field every
day, it is extremely beneficial for the students to have a practice of that skill in a classroom
setting through the use of role-play teaching".
Reasons for using role plays (including drama, socio drama, plays, and simulations)
in the language classroom show that:


They are fun.
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They help to prepare students for real-life communication by simulating reality in
situations, and in the various roles individuals must play in their own lives. In this
sense, they bridge the gap between the classroom and the world outside.



They can be used for assessment and feedback purposes at the end of a textbook unit.
They can be used to help you determine the degree of mastery attained.



They can consolidate learning and allow students the opportunity to discover their own
level of mastery over specific language content.



By simulating reality, they allow beginning students and EFL students to feel that they
are really using the language for a communicative purpose. This, in turn, contributes to
students‘ confidence in their ability to use English.



They heighten students‘ self-esteem and improve their ability to work cooperatively
(Richard-Amato 1996).



They allow students to experiment with language they have learned. Where students
make up their own dialogue, they provide a special opportunity to go beyond what has
been taught in class and to draw on the full range of their language competencies.



They allow students to express who they are, their sense of humor, and their own
personal communication style.



They offer good listening practice.



They provide an opportunity for practicing the rules of social behavior and the various
sociolinguistic elements of communication (as determined by roles, ages, topic, or
situation).



They engage the learner physically. This involves the learner more fully and can be an
aid in language retention.



They can be liberating for many students who may enjoy expressing themselves
through a role or a mask but may be inhibited about expressing themselves otherwise
during the class. Students will sometimes take more risks and play with the language
more when they are assuming a different identity. Role-play can, thus, free students
from the constraints of culture and expected behavior.



They provide a context for understanding attitudes, expectations, and behaviors related
to the target culture.



They may be used as a stimulus to discussion and problem solving.



They can be extensions of more controlled practice using dialogues. After practicing a
dialogue, for example, you might develop role plays based on a parallel situation. A
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dialogue about buying a shirt could lead into a role play about buying a pair of shoes.
Another way to use dialogue as the source of your role play is to use it to create cue
cards (discussed earlier in this chapter) for the role play, (Doff 1990, p. 232).

2.6.6 disadvantages for Using Role-Play in Class
Role playing situation might not flesh out quite like you hope because some students are
embarrassed and thus tentative about acting out apart in a dramatic fashion. This will cause
a role playing situation to be awkward and unproductive because one or more students will
not be able to participate. When a student feel self-conscious, he will be more likely to be
worried about what others will think of him, rather than how the situation can be solved.
In large classes, role playing can‘t be done effectively because not all of the student have
the option to participate many role playing scenarios use only two or three individuals in a
situation, so the rest of the students just have to watch. This will cause them to become
disinterested and stop paying attention. If you try to make the situation incorporate more
students, the role playing might become a chaotic mess.
If someone is shy or scared of being embarrassed, one will frequently try to avoid speaking
out loud.

2.6.7. Reasons for Using Role-Play in Class
There are many good reasons for using role-plays in class, (Feng Liu & Yun Ding, 2009):
1. Role-plays help students cope with real-life situations, commonly used expressions,
forcing them to think ―on their feet‖.
2. Role-plays help students work together as a team or group, and communicate in order
to

understand each other, because role-plays are not simple acts of reading or

reproduction the information from a piece of paper.
3. Role-plays can be adapted to the needs of the students, they may use specific
vocabulary for specific situations, as learning English is sometimes done for a specific
purpose.
4. Role-plays give learners more responsibility in their learning, encouraging interaction.
5. Role-plays offer students the chance to evaluate their learning progress and their level
of English.
Role-play can improve learners speaking skills in any situation, and helps learners
to interact. As for the shy learners, role play helps by providing a mask, where learners
with difficulty in conversation are liberated. In addition, it is fun and most learners will
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agree that enjoyment leads to better learning, (Feng Liu & Yun Ding, 2009). Still none of
these research reveals how stressed the importance of giving the students pseudo names to
overcome shyness and fear of losing image.

2.6.8. Teaching Grammar through Using Role-play
A- The teacher should prepare the students by asking questions before performing a roleplay.
B- The questions should incorporate the major parts of the role-play and the
vocabulary/idioms involved. After the question answer session, the students should be
comfortable with what they need to do.
C- The students should be allowed a few minutes to study the role cards and work out
some key sentences. The teacher can help the students where ever needed.
D- Each role-play should be performed at least twice with the students changing roles.
E- In group situations, the stronger students can act out the role-play to the whole class.
F- The teacher can take one of the roles if needed.
G-

The teacher should avoid making corrections until the role-play is finished.

2.6.9. Role-Play Cards
Role-play cards can be a very useful tool in teaching grammar. Role-play cards
invite students to assume the role of a specific person or character and to react to a
stimulus or prompt as that person.

2.6.10. Values of Role-play
Role-play allows the students to make mistakes in a non-threatening environment.
They can test several solutions to very realistic problems, and the application is immediate.
It also fulfills some of the very basic principles of the teaching-learning process such as
learner involvement and intrinsic motivation. A positive climate often results in which one
can see himself as others see him.
The involvement of the role playing participants can create both an emotional and
intellectual attachment to the subject matter at hand. Role playing can often create a sense
of community within the class.

54

2.6.11. The Role of a Teacher
Some of the possible teacher roles are:
Facilitator –The students may need a new language to be fed in by the teacher. If rehearsal
time is appropriate the feeding in of new language should take place at this stage. As
students practice the role-play, they might find that they are stuck for words and phrases.
In the practice stage, the teacher has a chance to feed in the appropriate language. This may
need the teacher to act as a sort of 'walking dictionary', monitoring the class and offering
assistance when necessary.
Spectator - The teacher watches the role-play and offers the comments and advice at the
end.
Participant - It is sometimes appropriate for the teacher to get involved and take part in
the role-play.
Error Corrector- There are many ways to correct mistakes when using role-play. It is
rarely appropriate for the teacher to jump in and correct every mistake. This could be
incredibly de-motivating! Some students do like to be corrected straight after a role-play
activity, while the language is still fresh in their minds. Sentences with errors can be
written on the board for the group to correct together.
Promoter of Self-correction - If you have the equipment to record the role-plays either on
audio-cassette or on video, the students can be given the opportunity to listen to the
dialogue again and reflect on the language used. They may find it easy to spot their own
mistakes.
Observer of Peer-Correction - Fellow students may be able to correct some mistakes
made by their peers. Students could be asked to listen out for both great bits of language
they'd like to use themselves, and some mistakes they hear. Be careful to keep peercorrection a positive and profitable experience for all involved. Making a note of common
mistakes yourself and dealing with them in future classes ensures that the students don't
lose motivation by being corrected on the spot or straight after the role-play. It is of great
importance that the teacher negotiates with students and asks them how they would like to
be corrected.

2.6.12. Role-Play as Language Teaching Material


Description of Role-Play
Role-play is a way of bringing situations from real life into the classroom, (Doff

1990, p.232). It may also include plays, dramas, socio dramas, and simulation. Here we use
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the general term role-play for all of these types of activities, but we will also discuss the
specific definitions, benefits, and uses of plays, dramas and socio dramas, and simulation
in this section.
In role-play, according to (Doff, 1990, p.232), students need to imagine a role, a
context, or both and improvise a conversation. The context is usually determined, but
students develop the dialogue as they proceed.


Developing Role-Play
In order to develop a role play, you must first have clear objectives on which to

base your role play. The main bases for role plays are functions and grammar.

2.6.13. Functions as a Basis for Role-play
The most common situations for role plays are those in which the students may
need to function in the target language (Richard-Amato, p.182). As with dialogues, the
situations used for role play should be within the realm of experience, possible experience,
or knowledge of the students. The more familiar a situation is, the easier it will be for
students to participate in. Appropriate situations include topics that students see or in
which they participate in their own lives. Examples include shopping, interacting at school,
talking on the telephone, asking for directions, making appointments, and attending
business meetings. Other possible situations for role play include fantasy situations from
stories, television, or simulations and situations in which students prepare for a future
event, for example, interviewing for a job in employment readiness programs, (RichardAmato, p.182).

2.6.14. Grammar as a Basis for Role-play
Another basis for role play is for practicing structures. Because role play is less
controlled than drills and dialogues, it is important to choose situations and contexts in
which the target structure occurs naturally. For example, courtroom role play works well
for less-controlled practice of past and past-progressive tense, and for question formation.
Roles usually include the judge, the lawyers for the defense and the prosecution, clients,
and witnesses. Each student is assigned a role and each is played out during the trial.
Remember that because role play is less controlled practice activities, students may not use
the target structures as much as you would like. There are usually several ways to
successfully communicate meaning, so consider role play as an opportunity for students to
practice a range of speaking and listening skills, rather than a single structure.
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2.6.15. Situations and Stimuli for Role-play
Here are other sources for practicing grammar or functions.
• Courtroom situations can be based on newspaper articles of crimes and court cases, or
situations you make up yourself, depending on your course, such as, prosecution of a
shoplifter, burglar, computer crime, or racial discrimination.
• Meetings in various situations in which students take roles of various people. Meetings
are useful, versatile, and easy to simulate. One can easily adapt them to problem-solving
situations. They also work well for many other teaching functions, such as interrupting and
bringing others into a conversation. For example, one can assign the role of mayor and
council members, giving students a controversial topic for the meeting agenda. Or, one
may select topics set out in a textbook you are using. Another example of a controversial
topic for discussion is smoking bylaws. To prompt discussion, tell students that because
they are paid well as council members and mayor, they are each expected, without
exception, to express their views on the topic. For business English students, meetings are
a good context in which to practice negotiation and other cross-cultural communication
skills.
• Interviews, TV talk shows, panel discussions, debates, and conversations in which
students take roles of famous or infamous people past or present or even well-known
characters from literature. Again, topics for discussion can be controversial or humorous.
Consider Bill Gates and Alexander Graham Bell discussing communications technology,
or, as Richard-Amato suggests, Henry VIII being interviewed about divorce. These ideas
can be used effectively to help mainstream ESL students with topics being covered in their
academic subjects such as history, literature, and science.
• Pictures in which students play the roles of the people illustrated. Magazines and the
newspaper are ideal current sources. For children you might prefer picture storybooks.
•TV shows such as sitcoms or soap operas in which students take the roles of familiar
characters. Students mirror the styles of these characters, allowing them to ―try on‖ an
English-speaking behavior.
•Everyday situations such as greetings, small talk, shopping, dining, and family all lend
themselves to role plays. Remember, however, that one of the strengths of role play is
letting students play people other than themselves, freeing shy or intimidated students from
their inhibitions. Thus, giving them pseudo names will help a great deal in this direction.
•Written texts, including stories and fairy tales for children and various genres of literature
for adolescents and adults. For example, students can act out a favorite story or play.
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Newspaper articles are another source of stories. A colleague used a story about a girl who
fell into the river and was rescued by a passerby. The teacher found that this lent itself well
to dramatic interpretation in the roles of the girl, the hero, paramedics, and observers. In
each of these situations, you can develop the role play or you can do so with your students.
With some experience, students can write their own scripts for role plays.

2.6.16. Types of Roles
Role-play can range from highly structured, short exchanges, as in a restaurant, to
those that are longer and more open ended. If one wants a highly structured role-play, one
can write it up in situation cards similar to the cue cards described earlier. Here is an
example of a situation card.

Instructions: You are making an appointment with your professor. You have to do
this through the college secretary.
1. Greet the secretary.
2. Explain that you want to meet with your professor.
3. State why you want to meet (to discuss course content, to explain an absence, to
ask about your exam grade).
4. List your available times.
5. Ask the secretary when the professor is available.
6. Ask if the secretary needs any other information.
7. Thank the secretary for her time.

One can go even further and fill in the actual lines, or portions of the lines, that students
are to say if one thinks they need that degree of support at beginning levels. As they learn
their parts, one must urge students to hand in the cue cards. For adults, one may choose
roles to play from everyday life—family members, store clerks, police officers, teachers,
and social workers in various situations. However, students, particularly younger ones,
may also enjoy taking on fantasy roles. One kindergarten teacher had to watch the story of
―Little Red Riding Hood‖ role-played many times to satisfy all of her little wolves.
Characters from television, from the students‘ textbook, and from other books students are
reading, are also suitable for role-play activities. Situations with fewer roles than there are
students are preferable over those with too many roles. Two students can usually perform
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the same role, for example, two police officers, two customers—and support each other in
carrying out the role play. One can also divide the class into small groups for role plays
that involve only three or four people, having each group perform the same role play.
Generally, fewer roles mean more talking time for each student.

2.6.17. Preparing Students for Role-Plays
Here are the steps in preparing students for their participation in role plays. The aims and
objectives for instructional role play should be based on student needs, objectives, and
course curriculum. Students need to understand why they are participating in the role play
and how it will contribute to their learning. For example, perhaps one may need to teach a
unit on housing, or wants his students to learn how to complain to the landlord about
various problems with a rental unit. This is relevant to students as they can immediately
see the value of role play in such situations. Students' understanding will lead them to be
more motivated and willing to see the role play to its natural end. It will also provide
something to discuss after the role play ends.
Furthermore, teachers must familiarize students with the environment in which the role
play occurs. In the preceding example, one might have pictures of a meeting between a
landlord and tenant, or you might have a phone conversation on audio or video recording,
perhaps what the teacher creates provides an idea of the social environment.

2.6.18. Language Presentation for a Role Play
The teacher will need to prepare students for the language they will use in the roleplay. Depending on proficiency levels, this may also include nonverbal and sociolinguistic
aspects such as register. In our landlord-tenant example, the vocabulary are presented,
including individual words and phrases related to making complaints, such as My
toilet/sink is plugged. My window/door/lock is broken. I have mice. Some of the phrases
for solutions from the landlord included, Get a plumber. Try a plunger. I’ll send a
plumber/carpenter/exterminator. One may include wall charts, drawings of household
problems, worksheets, jazz chants, charades, and other techniques to have students learn
the language and practice fluency. One may also model non verbal aspects of the
communication; explain reasons for certain aspects of body language such as social
distance. Having students fill out a worksheet as individuals or in pairs is one effective
way to prepare them for the role play. Here is an example using the tenant-landlord
example. Small groups complete the worksheet. The teacher needs to correct the questions
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before asking the students to act out the role play together. Later, students will do a role
play in pairs using their own script. This worksheet is for high-beginner or lowintermediate students participating in role play for the first time, so the teacher is to
provide a great deal of guidance and preparation, (M. Ormiston, 2005).

2.6.19. Role Information in Role Play
It is important that teachers provide students with information about the various
character roles they will play. It is usually advisable for you to assign each student a role if
the role play involves several students. This is not necessary in dyad role plays. Interview
role-plays allow the students to develop their characters as much or as little as they like.
For role-plays such as interviews, the teacher may prefer students to play themselves. It is
worth adding emotions or attitudes to the role play. For example, the teacher may write on
a role card: you are a grumpy, young woman, tired from a long day’s shopping. Such
instructions may add difficulty but can lead students to develop the role-play and the
character more fully as well as experiment with social and cultural factors in the
character‘s interactions. Allowing student input into character development increases their
investment in the role play. The teacher can help by asking them questions about their
character before beginning the role-play. This warm-up activity can add much color to the
role-play. If the teacher uses a commercial or existing story or text as the basis of a roleplay, the characters will probably already be developed for him. Another way to have
students provided their own information about roles is to ask them to draw illustrations or
choose a picture to develop their roles. We know one teacher who took this form of role
development to the limit. She related all language practice in the class to the role-play,
using characters developed by the students.

On the first day of class, the students‘

homework assignment was to draw or make a college of a character they would be for the
rest of a four-week course. They then presented their characters in class along with a
complete physical and character description. After learning some vocabulary related to
movements, students described a sequence of physical movements made by their
characters and acted them out. During subsequent classes, students were asked to perform
various language functions in character, such as reporting an accident or giving opinions
on an issue. Students sometimes objected to taking on their character‘s persona,
considering it juvenile.
However, they usually got carried away after stepping into character.

This

approach can turn the most banal oral practice activities into animated and amusing
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exchanges. Keep role cards succinct and as simple as possible, but be prepared to help
with new vocabulary. Make sure you plan reading, dictionary, and thinking time into roleplay preparation. To facilitate student comprehension of role-play cards, you can have
students work together to discuss the information on cards and help each other to get into
the role. Or match each student with someone from a more advanced class which can help
with the role cards. In an involved role play such as the murder mystery in Advanced
Communication Games by Jill Hadfield (1997), the teachers are advised to give students
their character descriptions at least a day beforehand so they study and prepare the
information at home.

2.6.20. Modeling the Role Play
It is advisable that the teacher models the role play in some way, especially if
students have never before participated in this form of language practice. The teacher can
do this by using a sequence of pictures and audio recordings, or model a scripted role-play
with another student. As students become more familiar with a role play, especially at
advanced levels, less preparation is needed.

2.6.21. Doing the Role Play
The most exciting stage is having the students actually perform the role play. Set a
time limit on the role play. If it involves a solution to a problem, be sure that the students
write down or be prepared to report on the problem and solution they have chosen. The
tenant-landlord example is best done in pairs of students with the teacher circulating to
observe and provide assistance. Pairs should switch their roles halfway through the time
allowed. If the role play includes more than student pairs, the teacher should take on one of
the roles. If pairs or small groups are participating in the role-play, the teacher must
include a related or extension activity for those who finish early. Processing the Role-Play,
the teacher and students should discuss the results of the role-play. Students will be
interested in hearing what went on in their peers‘ role-plays, and the teacher may want to
extend the role-play to include discussion about sociolinguistic and cultural aspects.
Depending upon whatever the role-play is, it may start with pairs or groups of students
presenting their role play to the rest of the class. Or it may start with students sharing
problems and solutions. For example, in the tenant-landlord role-play, a pair might say, My
problem was mice. My landlord suggested an exterminator. Then, the teacher might
discuss other solutions with the students, for example, . . . getting a cat. or . . . plugging the
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holes in the walls. For advanced students, the teacher might also discuss register, nonverbal
behavior, and protocols for making complaints to those who seem to have power. It is also
useful to get feedback from the students on how they liked the role-play as a learning
strategy and how it could be used or improved in future.

2.6.22. Follow-Up
A role play activity needs not end in the class. The teacher can have student‘s
write-up their role-play as a narrative or a script. The teacher can assign this as homework;
to check understanding, give students a worksheet to fill in, based on the role-play. Collect
the homework to analyze any further work that needs to be done to achieve the objectives
set for the role-play activity.

2.6.23. Drama and Socio Drama
Role-play can be developed as a problem-solving tool or as a socio-drama to aid
understanding of emotional expression, social interactions, and values of the target culture.
After discussing the situation, context and character roles, Richard-Amato suggests
teaching the emotions and nonverbal communications involved in the play and how to
express them. She suggests a number of ways to teach these to students such as modeling
or drawing pictures of faces showing certain expressions. By forming small groups as in
charades, students can teach each other facial expressions and nonverbal language that
accompany various emotions. Have students watch the clip without the sound and guess
what emotions the characters are expressing. Then replay the clip with the sound on.
Richard-Amato suggests using puppets with children to motivate student production of a
drama or socio-drama. Students can also bring items from home and produce a drama that
includes the use of all the items. Another interesting idea is Readers‘ Theatre in which
students take roles in a play and read them as if they were rehearsing for a performance. At
this stage, the teacher may decide to use an actual short dramatic piece or a segment of a
longer literary piece that students are studying in their literature class. The teacher should
involve as many students as possible as characters and narrator. S/he may also involve
students as directors, critics, stage managers, set designers, make-up artists, and lighting
and sound experts. The key is to have students interact in a character role so that they can
try on different social behaviors. It is extremely important that the teacher (in this case,
production manager), creates enthusiasm. This will motivate the students and encourage
them to take the risks necessary to carry out their roles and have fun doing so. Eventually
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students write their own scripts. It is important that the teacher directs the students towards
using the grammatical structures that are intended to be taught. This can be done by the
teacher when she/he prepares the role cards.

2.6.24. Simulations
A distinction is sometimes made between simulation and role-play. A simulation is
a highly developed role-play, almost a mini-play, that it is not scripted. The teacher sets up
a simulated environment, such as the traffic accident set-up. The key is to structure the
roles and action around a problem or series of problems. A simulation is more involved
than a single transactional episode, such as a customer returning a defective vacuum
cleaner or making an appointment. In simulations, students may have to perform a variety
of speeches and activities. For example, Irene Frankel and Cliff Meyers (1992) present a
simulation of going to the doctor. This involves setting up a waiting room, a receptionist‘s
desk, and an examination room. Students check in with the receptionist, spend time in the
waiting area, and are called one by one to see the doctor who proceeds with an
examination and diagnosis. The teacher can even extend his/her simulations to include a
―trip‖ to the pharmacy to fill a prescription. The role-play, by contrast, might be just the
conversation between the doctor and the patient. However, this does not apply in the
Palestinian school setting, nor can it be done in the regular class. The teacher must,
therefore, be creative to use the limited space to create the environment for the proposed
role-play.
There are a number of sources of simulation games and activities. Teresa Genzel
and Martha Cummings (1986, pp.114–15) describe a shopping simulation and Helena
Curtain and Carol Ann Dahlberg (2004) describe fantasy simulations for children in EFL
situations. Such simulations can create a vivid connection between the classroom
experience and the target culture. Here is one example: Students are issued passports and
airline tickets and prepare for a ―trip‖ to Germany, Canada, Colombia, or any other
destination appropriate.
The teacher prepares an ―aircraft‖ with a masking tape outline on the floor with
chairs placed side by side, in twos or in fours, and labeled with letters and numbers, as in a
real aircraft, there are typically found in an airplane. Students are directed to show their
tickets and their passports to the flight attendant, to find their seats, to buckle their
imaginary seatbelts to look out their imaginary windows. The students finally arrive at
their destination and exclaim over large pictures of the city in which they have landed, as
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they are directed to look at and point to special landmarks they should note, (Curtain and
Dahlberg, p. 237).
This cannot easily be conducted in a Palestinian regular class session, therefore, the
teacher is encouraged to do it at the school library or any place where there is enough
space.

2.6.25. Students' Abilities and Scripted and Unscripted Role-Play
The teacher must not underestimate the students‘ abilities and motivation to write
or produce (or both) an entire play. One five-week ESL summer immersion required each
class to write and perform their own five-to-ten minute skit. Teachers involved themselves
as little as possible in scripting and directing; their role is to allow students class time in
which to prepare their skit by scheduling a brainstorming session, answering questions
about dialogue, and providing encouragement. Every year the results are wonderful. Plays
by beginners are equally entertaining and as well done as those by advanced classes. The
teacher can divide students into groups to write and perform soap operas, which are serial
TV or radio drama that solve the problems of household life. To help them begin, provide
written characters, conflicts, and locations on separate slips of paper that students pull out
of a hat and use as elements in their soap opera. Experienced students can make up their
scenarios; often, all they need is the suggestion that they begin their soap operas by
choosing characters, a problem, and a place. In Advanced Communication Games,
Hadfield (1997) provides lists of characters, conflicts and locations to facilitate this kind of
role-play.

2.7. Interactive Role-Play Exercise
Collaborative problem-solving exercises. These exercises have many features in
common and tend to grade into one another. Productive debate requires the participants to
build a consensus by a certain deadline (perhaps the ultimate challenge in problemsolving), and arguments can build within originally collaborative projects, often as a
natural and often healthy part of the process. More unusual exercises include scripted
interactive demonstrations and introductory projects in which groups of students work out
a character's perspective on a topic and then present it in character, (i.e. Havholm, 1998).
For example, the students could be citizens of a town on a river that is receiving so much
pollution from the town that neighbors downstream have requested that the town rein
themselves in before they are forced to involve a higher authority. Some could role-play
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farmers whose crops need fertilizer. Others could represent the union of workers from a
factory that disposes of waste in the river or people from downstream who no longer have
safe drinking water or from the government. The instructor could provide the students with
backgrounds for their characters, maps, details on what kinds and quantities of pollutants
the river is carrying (and where they came from), and a budget for remediation projects.
The students could do research on the consequences of the sorts of pollution at issue and
on remediation and restrictions. They can then try to work out which methods are feasible,
and simulate the kinds of compromises that communities and industries in the real world
must make to keep the environment livable, (Carleton, 2013).

Role – Play as the medium of interactive experiential learning
Source: Gabrielle McSharry and Sam Jones (2000), School Science Review
For most exercises (not the scripted ones), there is no "correct" outcome; these
scenarios are open-ended. The obvious education goals are dealt with when students
research their roles and the problem under discussion. The subtle goals are for students to
learn not just their characters' but other characters' perspectives in order to work with them
and/or to persuade them to some end. After the exercise, instructors can show, with
examples that modern environmental policy and resource economics were and are shaped
by the processes that the students have spontaneously simulated,
(www.serc.carleton.edu/introgeo/roleplaying/interact.html).

2.7.1. Familiar Forms of Interactive Role-Play
Many students are already experienced role-players because of their extracurricular
activities. There are two thriving hobbies based on interactive role play.
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 Model UN: is one of the most ever-present (and highly organized) instances of
educational role-play. The students prepare to serve as delegates from a variety of
countries, then get together to simulate a UN meeting. Many students have experience with
Model UN from middle and high school. This may actually be an appropriate format for
some lessons, as the UN often deals with environmental and resource issues. The strict
rules for debate and the size of the actual General Assembly make this an attractive
interactive role-play debate for a large class. The United Nations' resource site has a wealth
of links for Model United Nations Headquarters.
A lot of countries depend on fishing in international waters to feed their people.
However, over-fishing has depleted many fish populations and destroyed others. How can
these countries continue to survive without wiping out their major protein source? In a
large class, have students, individually or in small pairs, represent UN delegations from
countries like Japan, Ghana, Argentina, the U.S., China, Russia, etc. One place to for
students to start investigating the issue is the Kyoto Conference Outcome & Papers
Presented.
 Role-Play Games: such as Dungeons and Dragons, are forms of entertainment. The
relationship between role-play games and interactive educational role-play exercises is
similar to that between fantasy adventure novels and geosciences textbooks. The design
and execution of a gaming adventure and of an educational role-play exercise have many
elements in common. However, random events and outcomes (determined by die rolls or
cards) are often important to role-play games, whereas educational role-play exercises are
focused more on how and why than on what is happening. As with books, the variation
within each genre is sometimes greater than the differences between them. A number of
hobbyists have written material on the Educational Uses of Role-play Games.
An early Dungeons and Dragons sourcebook, The Dungeoneer's Survival Guide (Niles,
1986 ) included a section on different types of caves, the role of water in shaping and
maintaining them, and the hazards of wandering around in them. Gaming hobbyists may
well be motivated to research caves, carbonate geology, and real cave fauna and fungi.

2.8. Role-play Cards
Role-plays are a great way to help students transition into using English in real-life
situations. Students act out a real-life situation such as ordering at a restaurant, checking
into a hotel, making/canceling an appointment, etc and take on different personalities.
Role-plays are interesting, memorable and engaging, and they help students retain the
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language they have learned. Most importantly, they encourage students to interact with
each other meaningfully.
Steps:
1.Cut up the role-play scenarios slips about making/canceling/rescheduling an appointment
or anyother role-play situation.
2. Before engaging students in the role-play think about and review with the students the
language they will need to do the role-play successfully.
3. In order to build the atmosphere, bring in props appropriate for the role-play situation.
4. Explain the activity. Assign roles or have students choose who they want to be. Ask a
few questions to check everyone understands what they are supposed to do e.g., who
are you? Who are you calling?
5. Go over the information in the role-play scenario slips or cards with the students such
as type of appointment, place, time, date, roles, etc.
6. T models a role-play scenario with a confident student.
7. Before students rehearse their role plays, encourage them not to read out their notes
but try to have a natural conversation. Give pairs time to get into their characters and
think about the situation. Encourage students to use facial expressions, stress and
intonation to express emotions.
8. Finally, invite volunteers to act out their role play to the class.
9. Give feedback about the good things students did and also the grammatical mistakes.
The researcher defines role-play cards as follows: Role play cards invite students to
assume the role of a specific person or character and to react to a stimulus or prompt as that
person. They provide English language learners opportunities to use language and content
in a variety of situations. They can be used in subject areas to link learning to real life
contexts.
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Summary
In this chapter, the researcher provided the theoretical framework of the study. She
introduced different definitions of grammar, its importance, strategies and methods of learning
and teaching grammar. The researcher also mentioned the adopted technique of pseudo roleplay for teaching grammar in context. She referred that incorporating role-play into the
classroom adds variety, a change of pace and opportunities for a lot of language production
and also a lot of fun! Real situations can be created and students can benefit from the practice.
Role-play can boost self-esteem, increase classroom morale, encourage participation and
create confidence. Students, who engage in creative learning, learn faster, retain more of what
they learn, and are more prone to apply their learning outside the classroom. The techniques of
role-play afford another approach to involve students in their own learning process toward the
clarification of self-concepts, evaluation of behavior, and aligning of that behavior with
reality. She would provide definitions, types, strategies and methods of using and applying this
technique in school classes in addition to the methods of teaching English language. In chapter
3, the researcher will discuss the previous studies that are related to the current study.
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Chapter Three
Previous Studies
Introduction
This chapter deals with previous studies. The researcher divided the previous studies
into two parts; studies related to teaching grammar in context through using role-play; and
studies related to teaching grammar through other techniques. The studies were briefly
discussed then commented on by the researcher.

3.1 First Domain: Studies Related to Teaching Grammar in Context through
Using Role-Play Strategy
Tham My Duong (2014)
This study aimed at investigating the effects of a role play as a communicative
technique on improving learners' speaking skills. This quantitative study employed the closedended questionnaire and the tests. The sample of the participants included thirty-three firstyear English majors and ten Vietnamese teachers of English at Nong Lam University in Ho
Chi Minh city,Vietnam. Descriptive statistics and paired samples T-test were used to analyze
the data obtained from the questionnaire and the tests respectively.
The study discovered that (1) in addition to poor pronunciation and vocabulary,
some psychological factors such as shyness, anxiety, and fear of making mistakes
prevented learners from using the target language and (2) role-play provided students with
many opportunities to practise spoken English effectively in real life situations and
promoted students‘ interaction. As a

result, students could speak English confidently,

naturally, and fluently with English native speakers or those who used English as a means of
communication in any circumstances.
The current study used the same teaching strategy for teaching grammar in context to
develop the students' speaking skills. In the current study, the teaching technique –pseudo
role-play strategy- was conducted after making proper changes to adapt students' age and
targeted skills. The two researchers in both studies used similar design research tools-pre-test
and posttest and questionnaire and statistical analysis.
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Both studies treated the same problem of shyness, anxiety and fear of making
mistakes which prevented students from learning the targeted language.
Based on the results in both studies, role-play can provide students with many
opportunities to practise speaking English effectively, confidently, naturally and fluently in
real life situations. In addition, this method of role-play can promote students‘ interaction and
increase class participation and cooperation.

Onur Koksal (2014)
This study aimed at determining the views of elementary level Turkish EFL
learners with regard to learning Grammar with games. The researcher discussed three
dimensions in his study: students‘ assessment of learninggrammar with games, their views
about the challenges in the application process and their suggestions withregard to

the

application.
This case study was conducted on (49) students at the Faculty of Education,
Cumhuriyet University. The data was collected through carrying out semi-structured
interviews to get profound insight about thestudents‘ opinions. Descriptive analysis method
was used for analyzing the collected data.
Based on the results of this study, it was concluded that learning grammar with
games was effective in learning English in that itincreased students‘ motivation,
changed their

attitudes to English classes positively, increased their

self-confidence

and thus led to better and more retainable learning in grammar as perceived by the
studentsthemselves and the researchers.
The current study used similar instruments; attitude scale (questionnaire), descriptive
analysis method but different sample.

The results in both studies showed that learning

grammar with games using pseudo names and role-play games was effective for it increased
students' motivation, making their attitudes to English classes positive, and enhanced their
self-confidence and thus led to better learning in grammar.

Lawarn Sirisrimangkorn (2013)
The study aimed at investigating the pedagogical use of integrated drama-based role
play and student. The researcher- in this study- used the quasi-experimental design and
conducted it over an academic semester in a basic English class in a Northeastern University
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in Thailand with two separate groups. The participants were (80) non-native undergraduate
students-divided into two groups; experimental and control- whose major was not English.
The experimental group was introduced to drama-based role play and STAD, with blendedlearning instruction, while the control group continued using the course book role plays with
regular group work activities and classroom instruction. Both quantitative (T-test) and
qualitative (content analysis) methods were used to analyze the results of the study.
The results of the quantitative and qualitative analysis showed the effectiveness of
drama-based role play combined with STAD on students‘ speaking skills, motivation, and
self-esteem in the experimental group.
The study concludes with recommendations for the integration of the blended dramabased and cooperative learning to improve students‘ English speaking skills and affective
involvement.
In the current study, the researcher based her strategy on the same technique, which is
context learning. In addition to that, both studies used the same research design with different
number and kind of sample and similar statistical analysis.
The results of the quantitative and qualitative analysis in both studies showed the
effectiveness of drama-based role play combined with STAD and pseudo role-play strategy
on students‘ speaking skills, motivation, interaction and cooperation in the experimental
group.

John Lawrence (2013)
The main aim of this study was to determine and analyze the attitudes of studentteachers towards using the grammar games for teaching English.
Realizing the fact that using the conventional method of teaching, the teaching learning
process, especially forEnglish language, is not interesting for the students and the
English language teacher, the researcher made an attempt to measure the attitudes of studentteachers towards using grammar games for teaching

English. The researcher used a self-

made tool to collect data from the student- teachers in Tirunelveli district and analysed it with
the help of Mean, SD and T-test.
The results of the study indicated that the majority of the student- teachers had favourable
attitudes towards using grammar games for teaching English at the secondary level. The
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findings of this study also revealed that the UGqualified

student -teachers

are

more

favourable regarding using the grammar games than the PG student- teachers.
The current study targeted the same method in teaching grammar- the use of role-play
games- with different sample in number and kinds of students. The teaching strategy targeted
the same skill- developing grammar in context.
The researchers in both studies used attitude scale to measure and evaluate students'
opinions towards using role-play games in teaching grammar. The results in both studies
indicated that the majority of the students had favorable and positive attitudes towards using
grammar games for teaching English.

Mania Mubaslat (2012)
The aim of this study was to examinethe effective role of educational games on
learning aforeign language, and to compare games with more traditional practices as effective
learning tools on the basic educational stage students at governmental schools in Jordan.An
experimental research was conducted using three groups outof six randomly. To determine the
relationship between learning a foreign language and educational games among the
participants, a one way Analysis of Variance (ANOVA) was used focusing on achievement
levels. For recognizing the relation between educational games and learning a foreign
language a Pearson's Correlational analysis was used.
The results of this study revealed that games had a goodeffect on improving the
achievement for the primary stage and on creating aninteractive environment. It is
recommended to use games since they are very effective for the primary stages in learning a
second language and are helpful for the teacher as a procedure for language acquisition.
In the current study, the same –but not exact- technique is used, which is the use of
experimental method to evaluate the students' performance, reaction and competences after
applying the educational games strategy in learning English. The researcher – in the current
study- modified and adopted the same technique in order to suit different English language
skills. In both studies, the results of the posttest for the experimentalgroup are so better than
the control one which showed that games and pseudo role-play strategy have remarkable
effects on improving the achievement for the primary stage-elementary and preparatory- and
on creating an interactive, cooperative and educational environment.
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The two studies recommended to use educational games since they are very effective
especially for the primary stages in teaching ESL, and using games, with any technique,
method or strategy, can assist teachers to use games as a procedure for language acquisition.

Lin Shen & Jitpanat Suwanthep (2011)
The purpose of this study was to investigate the implementation of constructive role
plays through using E-learning and its effect on Chinese EFL learners' speaking skills in
college English classes. To achieve the objectives of this study and collect the related data, the
researchers conducted and employed speaking pre-tests and posttests, students' role play
recording analysis, students' questionnaires, and students' interviews.
Results showed that the E-learning constructive role plays had positive effects on
improving students' speaking skills in terms of language quality and production.
Consequently, the students expressed positive opinions towards the implementation of Elearning constructive role plays.
The findings from this study are directly beneficial to other researchers aiming at
developing students' and teachers' English speaking instruction.
In the current study, the researcher highlighted the impact of pseudo role-play topics
and activities- games, drama, simulation and hot seating in developing grammar in context for
the ninth graders. She also considered the importance of her strategy for enhancing their
confidence and competence in understanding tenses and practicing English speaking skills
collaboratively and communicatively. Those elements were adapted then adopted by the
researcher in the current study to suit students' age and characteristics. Both studies used
similar research tools-pre-test , posttest and students' questionnaires to measure students'
abilities to use the two strategies, constructive role plays by using E-learning and pseudo roleplay in different ways.
The results in both studies showed positive effects on improving students' speaking
skills in terms of language quality and production, and students expressed positive opinions
and attitudes towards the implementation of E-learning constructive role plays and pseudo
role-play strategy.
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Husam Ishtawi (2011)
The researcher conducted this study to provethe effects of game strategy on the
learning of English grammar for the twelfth grade students at Gaza Governmental schools.To
achieve the aim of the study, the researcher adopted the experimental approach. The sample
of the study consisted of (80) male students from Palestine Secondary School in West
Gaza. The participants were divided into two equivalent groups: a control group, (40)
students, and an experimental one, (40) students.The educational games strategy was used in
teaching the experimental group, whilethe traditional method was used with the control one
in the first term of the second term of the school year (2009-2010).
An achievement test of five scopes with (50) items was designed and validated to
beused as a pre and posttest, as well as five quizzes, for the purpose of formative evaluation.
The achievement test was used as aposttest to measure any possible differences between the
two groups.The collected data was analyzed and treated statistically through the use of
SPSS.
The findings indicated that there were statistical significant differences between
both groups, favouring the experimental one, and this was due to the effective method of
educational gamesstrategy. Furthermore, by implementing the effect size equation, the
study

revealed

that educational game strategy had a large effect size in favor of the

experimental group.
In the light of those findings, the study recommended the necessity of implementing
educational game strategy

in teaching English

language to make better

outcomes

instudents' achievement of English language. Also, the researcher suggested that further
researches should be conducted on the effects of games on different English skills,
andother school subjects as well.
The current study implemented the same techniques to teach grammar in context. Both
studies used similar research design and tools-experimental method, pre-test and posttest- but
different statistical means (analysis). Based on the findings of the two studies, the researchers
recommended the necessity of implementing educational games and role-play strategy using
pseudo names in teaching English language in general and English grammar in particular to
make better outcomes in students' achievement in other English language skills.
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Mohammed Hilmi Hamzah & Juliana Emilia Dourado (2009)
The aim of this study was to examine the effects of games in teaching grammar,
particularly in the use ofthe simple present tense and simple past tense and to gain
insights on students and teachers responses towards the use of games in teaching and
learning grammar items.
To achieve the aims of the study, the researchers took (56) student of SMK Damai
Jaya, Skudai as samples for the study. The experimental group used the games to learn
grammar whereas notreatment was given to the control group. Data gathered from the pretest and posttest was analyzed descriptively. Classroom observations were used to observe
students‘ reaction to the games in terms of communication, motivation and enthusiasm. In
addition, interviews were conducted to find out ESL teachers‘ perspectives on using
games to teach grammar.
Qualitative and quantitative data gathered indicated that grammar games had a
positive effect on the learning of the simple present tense and simple past tense. Also, the
collected descriptive data implied that teachers were positive towards the potential of using
games to teach grammar.
Based on the findings of this study, it is suggested that the use of games in teaching
and learning grammar is actively promoted as a successful way of acquiring grammatical
competence.
The researcher, in the current study, used the same sample- regarding the groups-,
research design and statistical analysis. The students' reaction and motivation in both studies
are relatively close.
In both studies, the teachers' attitudes towards using games and role-play games in
teaching grammar especially tenses were positive which indicates that using the two
techniques is considered an effective and successful method of acquiring grammatical
competence.

Yi Elaine Lin (2009)
This study aimed to explore the role-play implementation in secondary school EFL
classrooms in China with a main research question: How can Chinese EFL teachers make
effective use of role-play in their classroom teaching?
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To examine this question, the researcher reviewed relevant literature and proposed a
theoretical framework for the use of role-play that incorporates three lenses: particular
research background in Chinese EFL education context (including a proposed CRCTL
approach to meet learner's cultural needs), theoretical ground for positioning role-play in EFL
education, and introduction of particular role-play literature (concept, strength and weakness,
tutor roles and tasks, previous research studies). A multiple case study on seven Chinese EFL
teachers using role-play in their classes was the overall methodology and data was obtained
from individual/focus group interviews, direct classroom observations, and questionnaires.
The findings not only reflected the benefits of role-play as a language teaching
strategy, but also responded to a complex question of the needs of teachers and students doing
role-play in EFL classrooms in China and to the question of a series of issues that need to be
considered in order to meet their needs.
Based on the results of this study, recommendations to classroom teachers, teacher
educators and educational administrators have been made followed by a sample role-play
project 'Christmas' which integrates various levels of role-play in different EFL classes.
Supported by detailed information from classrooms, this study intends to facilitate more indepth discussions from researchers and practitioners regarding role-play implementation in
EFL classrooms.
The researcher, in the current study, has benefited from the technique of the reviewed
study in teaching grammar by using role-play. The researcher also utilized similar aims,
sample, design research, framework and recommendations of the previous study. She adapted,
modified and adopted them to suit the students' levels in her study.
The researchers in both studies used questionnaires regarding teachers' attitudes
towards using role-play strategy and the results in both studies were positive and reflected the
benefits of the role-play strategy as a language teaching strategy.
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3.2. Second Domain: Previous Studies Related to Teaching Grammar
through other Techniques
Susanna Sarkissian (2014)
The main aim of this study was to examine how role-play and simulation techniques
could be used in teaching grammar to learners of English as a Second Language (ESL). The
study focused on exploring the effects of these interactive techniques on students‘ learning
experiences and used them as tools to build their confidence and increase motivation in the
process of learning grammar.
The study was conducted using a classical content analysis approach. The participants
were videotaped during the interviews. Classroom observations and after-class discussions
were conducted and documents were reviewed to collect data. This research study was
necessary to contribute to knowledge that might help ESL learners and practitioners in their
practices.
The main concept that emerged from the interview data based on participants‘
descriptions and insights was that role-plays and simulations have essential meanings for the
second language learners in the process of studying grammar. These interactive techniques
increased learners‘ motivation, confidence, and use of language structures in meaningful
contexts. The themes were important to understand the participants‘ perceptions of being
comfortable in the target language environment and not fearing grammar, which contributes to
students' achievement.
The study contains recommendations and practical suggestions to the ESL community
in reflecting on an alternative approach to grammar instruction and making the process of
teaching and learning grammar a more meaningful and enjoyable experience.
The researcher of the current study has benefited from the techniques of the reviewed studyrole-play and simulation in teaching grammar. The current study used different research
design and different statistical analysis. Both studies have the same concept that role-plays and
simulations have the second language learners in the process of studying grammar. These
interactive techniques increased learners‘ motivation, confidence, and use of language
structures in meaningful contexts.
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Sana Afana (2012)
The main objectives of this study was to investigate the impact of using Educational
Drama Intervention (ED) on the Palestinian ninth graders in UNRWA schools and to
determine the extent to which ( ED) creates opportunities for students to promote their
speaking skills. The intervention was designed to maximize speaking skills by utilizing three
strategies of educational drama: role play, simulation and hot seating.
For achieving the aims of the study, the researcher adopted the experimental approach.
The sample of the study consisted of (60) female students distributed into two groups: the
control group consisted of (30) students; and the experimental one consisted of (30)
students. The groups were randomly chosen from a purposive sample from UNRWA Rafah
Prep (D) Girls School in the Gaza Strip. The Educational Drama strategy was used in
teaching the experimental group while the traditional method was used with the control one
in the second semester of the school year (2011-2012) for six weeks covering (21 hours).
The researcher utilized two main
employing

four

types

of

tools

and

assessment represented

another
in

five

supporting

tools

analytical

assessment

(an

observation card) and the holistic one (a checklist). The internal and external assessment
and reflection were also used by getting all the parties involved in the intervention being
interviewed; the students shared in the experiment and the drama teacher. A panel of five
expert teachers shared in assessing the collective speaking performance of the students using
the checklist.
The analysis of the seven tools utilized in this study indicated the superiority of the
experimental group which received speaking skills through educational drama compared
with the control group who received practicing speaking skills through the traditional way.
The data of the study was analyzed using T-test independent sample, which was used to
determine significant differences between the two groups. Effect size technique was used to
measure the effect size of the Educational drama intervention on the experimental
group in the total score of the observation card, the checklist and self-assessment card.
The results of this study indicated that there were statistically significant differences
between both groups in favor of the experimental one, in improving speaking skills due to the
Educational Drama Intervention.
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Based on those findings, the study recommended the necessity of implementing the
Educational

Drama techniques in

teaching English language to

bring about

better

outcomes in students' speaking skills. It was also suggested that further larger research
should be conducted

tracking the

effect of

the Educational

Drama on different

dimensions of learning English language, other school subjects and different grades.
The researcher of the current study conducted similar design, statistical analysis and
similar sample- ninth grade female students- but different number. The researcher also used
the same technique in teaching grammar- which is using educational forms of games- roleplay, simulation and hot seating. The results in both studies revealed that there were
statistically significant differences between both groups in favor of the experimental one, in
improving speaking skills due to the Educational Drama Intervention and pseudo role-play
games.

Jassim Mohammed Rayhan (2012)
This study tested the impact of using role -play on improving students' speaking ability
for the primary school. The study was restricted to sixth grade female pupils in the primary
schools in Babylon City during the second term of the school year (2011– 2012). The
population consisted of (160) Iraqi EFL students distributed over two sections A and B. Sixty
students were chosen randomly to represent the main study sample and other twenty students
represent the pilot administration.
To achieve the aim of the study, two tests were constructed: oral test and written test.
From the analysis of the data, it was found that the mean of post- scores of the experimental
group was higher than the mean scores of the control group. This indicated that students‘
achievement in the experimental group was better than that of the control group. Accordingly,
the results showed that role–play technique was more useful for students in learning speaking
skills than the lecture method teaching.
The current study used similar experimental methods with different sample of students
in number and kind of school. Both studies adopted similar strategy in developing students'
speaking skills through using role-play for teaching grammar in context. They both aimed at
improving students' competence and skills in practicing English language in oral
communicative way. The results of post-scores of the test in both studies revealed that role –
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play technique was more useful for them in learning speaking skills than the ordinary method
teaching.

Ahmed Mahmoud & Ziyad Tanni (2012)
The researchers of this study investigated the role of games in promoting students‘
attitudes towards learning English from the teachers‘ perspective. The researchers used a 30item questionnaire which was given to (20) male and female UNRWA teachers who teach
English for the Palestinian young children aged (6-10) years old (grades 1-4) in the
schools of Jenin Refugee Camp, Ya‘bad, Araba, and Rommana where the whole authority
belongs to (UNRWA) during the second semester of the academic year (2010-2011).
The researchers used means, T- test and one way ANOVA to analyze the collected
data. They found out that most of the teachers of English in the above-mentioned schools
agree that games have inﬂuence on the students‘ attitudes towards learning English and that
the use of role-play games in the class is not just for fun, but it also serves many
educational purposes such as creative thinking, critical thinking, problem solving, role playing
and collaborative work among others.
In the light of these ﬁndings, the researchers suggested using games as energizers and
short warm-up activities not only to sustain attractiveness to learning, but also to bring real life
to learning.
The current study used different sample, research design, tools and statistical analysis.
Both studies investigated the teachers' attitudes towards using role-play games in teaching
English language but in two different perspectives (viewpoints).
In both studies, the teachers of English agreed that role-play games have positive
inﬂuence on the students‘ attitudes towards learning English and that the use of role-play
games in the class

was entertaining and educational. Both studies also highlighted the

importance of using role-play games in activating and increasing creative thinking, critical
thinking, problem solving, role playing and collaborative work among others. Based on the
findings of the two studies, the researchers suggested using games as energizers and short
warm-up activities not only to sustain attractiveness to learning, but also to bring real life to
learning.
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Mohammed El-Kahlout (2012)
The aim of this study was 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.
To achieve the aim of the study, the researcher used the quasi- experimental approach
(one group design) with pre-test and posttest. The sample of the study consisted of (32)
female student-teachers, who were conveniently selected fromthe fourth level of English
Department at Al-Azhar University and enrolled in practicum course (2011/2012).
The sample applied pre-test and pre- attitude scale then, they attended the eight
sessions of a suggested program, after that they applied the posttest and post- attitude scale.
Moreover, the student-teachers applied an opinionnaire after implementing the program to
measure their attitudes towards the suggested program. The results of the study were
statistically analyzed by

Spearman

correlation,

Alpha

Cronbach technique, Split-Half

technique, T- Test independent samples, T-Test paired sample and Effect size.
The results of this study revealed that there were statistically significant differences
between pre and post applications of the designing test in favor of the post applications.
Additionally,

there were statistically

significant differences

between pre and post

applications of the attitude scale in favor of the post applications and there were positive
attitudes towards 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
into account.
Due to the results of the previous study, the researcher- in the current study- designed
attitude scale (questionnaire) to survey the attitudes of the students towards her new strategypseudo role-play- and their reaction to the positive effects of this strategy on developing their
grammar in context and English learning skills.
Both studies used similar research design-experimental method-, similar tools- pre-test,
posttest and attitude scale- and some similar statistical analysis-Spearman correlation, Alpha
Cronbach and Split-Half techniques.
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The results of application of students' attitudes scale in both studies showed that there
were positive attitudes towards using the suggested program and pseudo role-play strategy for
teaching grammar to develop students' skills in designing games and in acting pseudo roleplay games and activities.

Hamad (2011)
This study aimed at exploring the English language teachers‘ awareness and practice of
grammar teaching strategies in the secondary stage in Gaza schools. It also aimed at
investigating the extent of teachers' adoption of grammar teaching strategies in the secondary
stage; and the factors responsible for shaping teachers' awareness. To achieve the aims of the
study, the researcher used the descriptive approach. The sample of the study was (75) teachers
from North-Gaza Governorate, (30) male teachers and (45) female teachers. The researcher
designed the study tools (the awareness scale, the classroom observation checklist and the
lesson plan analysis card) which were approved of their validity and reliability by using the
proper means. The results were statistically analyzed by (SPSS), (One Way ANOVA), (Ttest).
The results of the study showed that teachers were aware of most strategies of
grammar teaching to some extent. Also, they indicated that teachers applied a variety of
strategies for teaching grammar in their classes and that teachers' awareness did not
correspond to their practices. In addition to that, teachers' experiences affected their awareness
of grammar teaching strategies, regardless of their gender, or their students' gender, or their
qualifications.
The current study considered studying the effect of one of the previously mentioned
grammar learning techniques. In the previous study, the researcher's findings showed that
teachers are aware of most strategies of grammar teaching and that their experiences affected
their awareness of grammar teaching strategies where‘s the researcher- in the current studywas interested in investigating the effect of context used in developing and improving
students' and teachers' knowledge and competences in learning and teaching grammar by
using new different strategies and techniques, such as pseudo role-play strategy and
educational games and drama, with a special focus on assigning each student a pseudo name.
The current study used different research design, tools and statistical analysis.
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However, both studies investigated the teachers' attitudes towards teaching grammar through
using different strategies such as role-play strategy for developing students' grammar in
context.

Asma El-Tanani (2011)
The aim of this study was to investigate the existing grammar teaching techniques for
sixth graders in Gaza Strip in order to suggest a practical framework of effective and
appropriate techniques for teaching grammar communicatively for Palestinian sixth graders.
It also investigated whether the suggested framework develops the sixth graders'
performance to use the language in context and inspires their attitudes to be positive towards
communicative grammar teaching.
To fulfill the aims of the study, the researcher followed the experimental approach
besides the descriptive analytical one. She used three tools to collect the needed data: an
observation card, a test and an attitude scale.
The results indicated that Sixth grade English language teachers use neither effective
and appropriate techniques nor procedures to teach grammar communicatively. Regarding the
results of the test, the experimental group students outperformed the control group students to
use language in context. In other words, the suggested framework of teaching grammar
communicatively is proved to be effective and beneficial. Sixth graders agreed on gaining
linguistic and affective benefits of the communicative grammar teaching method. So, the
suggested framework of teaching grammar communicatively enhances sixth graders' positive
attitudes.
In the current study, the researcher examined the results of using the practical
framework of teaching grammar communicatively and adopted it in teaching grammar in
context through using pseudo role-play. The previous study showed that teaching grammar
communicatively enhances the students' positive attitudes towards this new technique, so the
researcher, in the current study, adopted the role-play strategy –giving each student a pseudo
name- to improve and develop the students' learning grammar communicatively and naturally.
Both studies used similar research design-experimental method- and attitude scale. The
two studies aimed at teaching grammar communicatively but through different techniques and
strategies.
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Rania Sameer Jondeya (2011)
The researcher conducted this study to investigate the effectiveness of using
information gap on developing speaking skills for the eighth graders in Gaza Governorate
schools. For achieving this aim, the researcher adopted the experimental approach. The
sample of the study consisted of (70) female students equally divided into (35) students for the
experimental group and (35) students for the control one. It was randomly chosen from AlMajdal Higher Basic School in Gaza East. The researcher designed activities related to
speaking topics discussed in English for Palestine 8 textbook. These activities were based on
information gap concept which was used in teaching the experimental group, while the
ordinary method was used in teaching the control one in the first term of the scholistic year
(2010-2011). An oral speaking test was designed and validated to be used as a pre and posttest
for the two groups of students. The data was analyzed statistically by using T-test paired
sample to measure the differences between the performance of the experimental group in the
pre and the posttest. T-test independent sample was used to measure the differences in the
speaking skills at each level of the five levels (comprehension, pronunciation, fluency,
grammar, and vocabulary) for the experimental and control groups in the posttest. The
effectiveness of using information gap activities on developing speaking skills was measured
by using the effect size technique (Eta Square).
The results showed that there were statistically significant differences in the mean
scores between the pre & post speaking test of the experimental group in each level of
speaking skills in favor of the posttest. The results also indicated that there were statistically
significant differences in the mean scores of each level of speaking skills in the posttest for the
experimental group compared with the control group.
In the light of those findings, the researcher suggested some recommendations that are
hoped to help syllabus designers, supervisors and English language teachers in developing
teaching speaking skills.
The researcher, in the current study, investigated a different strategy for developing the
levels of students' speaking skills through using various kinds of activities of role-play. The
current study used the same research design- experimental approach- and some similar
statistical analysis. Both studies used different technique and strategy, but aimed at developing
students' speaking skills.
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Abu Sharbain (2009)
The researcher conducted this study to investigate the difficulties that encounter
UNRWA ninth grade teachers of English in performing their roles in the light of the
communicative approach in teaching speaking skills in Gaza Strip. It also investigated the
extent to which teachers perform these roles.
The researcher used two tools, interview and observation card. Through the (first tool), the
researcher elicited the difficulties from three UNRWA experts. These difficulties were
classified under six scopes to form the observation card (second tool) which was used to
observe (24) male and female UNRWA ninth grade teachers from all areas of the Gaza Strip.
The results of this study indicated that there was a general weakness in the level of all
targeted teachers' roles. Teachers' performance of their roles is considered weak due to their
insufficient acquaintance knowledge of the nature of these roles in light of the communicative
approach. The results also showed that there were no differences due to the age of the
teachers.
In the current study, the researcher used a technique that does not aim to teach
grammar in a traditional method- grammar translation method or communicative approach.
The researcher used role-play strategy and gave students pseudo names for teaching grammar
in context. However, she followed the same concept of teaching grammar in an indirect way.
Both studies used different research design, tools and statistical analysis.

Majid Shaheen (2009)
This study aimed at exploring students' perceptions of class participation and its
benefits, barriers to their participation, and the motivational factors that may improve their
class participation.Data was collected through a pre-tested questionnaire survey participated
by (172) graduate students from three graduate programs offered by Wee Kim Wee School
of Communication & Information, Nanyang Technological University, Singapore. Interviews
with (8) participants were also conducted to understand some trends emerging as aresult of
data analysis.
Based on the results of this study, it was found that the majority of the students agreed
that class participation was helpful in their overall learning process as it provided them with
an opportunity to listen and appreciate diverse viewpoints, develop social and communication
skills, and learn how to organize andpresent their ideas. They also indicated that they were
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more likely to participate in classes taught by friendly and approachable instructors. The major
barriers to class participation, identified by the respondents, were: low English language
proficiency, cultural barriers, shyness, and lack of confidence.
Considering the findings, this study will help academics to understand students'
perceptions of class participation. It also outlines certain factors that may either stimulate or
create barriers totheir class contribution. This study suggests certain measures for improving
effectiveness and usefulness of students' class participation.
In the current study, the researcher used similar design- tests and questionnairediscussed some similar issues related to barriers that prevent students from class participation,
such as shyness and lack of confidence. The current study used different sample of students
and different statistical analysis. Both studies agreed that students' class participation was
helpful in their overall learning process as it provided them with an opportunity to listen to
and appreciate diverse viewpoints, develop social and communication skills, and learn how
to organize and present their ideas.

Meizaliana (2009)
This study was conducted to examine the effectiveness of teaching structure through
games on the students of Madrasah Aliyah Negeri 1 Kepahiang, Bengkulu. The type of this
research was quantitative and experimental. The method of the research concerned primarily
with discovering the effectiveness and the significant difference of the use of games in
teaching structure.
The design of this research was an experiment design with pre-test and post-test
procedure. The validity and reliability of the test was measured and analyzed by using SPSS
computer program. After that, the new objective test was designed and the data was taken
from it. The total population was (225) students of Madrasah Aliyah Negeri 1 Kepahiang,
Bengkulu. The total sample was (77) students and it was divided into two groups; the
experimental group and thecontrol group. Then, the data was analyzed using the T-test method
to find out whether there was significant difference between the experimental group taught by
using games as a treatment, and the control group taught conventionally.
The research results indicated that there was significant improvement difference in the
two groups. It meant that teaching structure through games was better tha teaching structure
conventionally. Besides, it was also concluded that the hypothesis that stated that ―there was
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a significant difference between teaching structure through game and teaching structure
without game‖ was accepted.
In the current study, the researcher investigated the strategy of the previous studyteaching structure through using games and utilized and adapted it in her study. The researcher
also used the same research design- experimental approach- and two tests for two groups of
students. The current study also used different statistical analysis. Based on the results of the
two studies, it was found that teaching grammar and structure through games was better than
teaching them conventionally.

3.3. General Commentary on the Previous Studies
Going over the previous studies has helped the researcher and provided her with
different aspects regarding using pseudo names in role-play for developing learning grammar
in context for the ninth grade students. The previous studies have assured the effectiveness of
teaching EL skills using various strategies and techniques of educational games, drama, roleplay, cards, hot seating and many others which allowed the researcher to proceed with her
pseudo role-play strategy after adequate studying and investigating.
Regarding first domain studies, which were related to studies that teach grammar
through context, the researcher noticed the following:
1. The previous studies recommended the use of contexts as a teaching technique to teach EL
grammar, to be applied as Hilmi and Juliana (2009) who taught grammar through games
using context, Husam Ishtawi (2011)who examined the effect of game strategy on learning
English grammar, Onur Koksal (2012) who examined the learning grammar with games,
John Lawrence( 2013) who investigated the attitudes of student-teachers towards using the
grammar games for teaching English and Asma El-Tanani (2011) who studied the existing
grammar teaching techniques.
2. The previous studies recommended the diversity in language teaching techniques and the
avoiding of traditional teaching ones; for example, Yi Lin (2009) added cultural contents,
individual focus group interviews, direct class observations and questionnaires in teaching
grammar, Susana Sarkissian (2014) used video tape and hot seating activities to improve
students' grammar growth and acquisition of ESL through applying role-play and
simulation, and Rune Andersen ( 2008) utilized the educational strategies and techniques to
improve the students' skills levels.
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3. All of the experimental studies mentioned a positive impact of teaching ELG or English
language skills using role-play teaching methods.
Regarding the second domain studies, which were related to teaching grammar through
other techniques rather than context based teaching, the researcher noticed the following:
1. ELG can be taught using different techniques that avoid direct exposure to writing rules in a
traditional way; such as that of Jassim Rayhan (2012) who used role-play for improving
students' speaking skills, Ahmed Mahmoud & Ziyad Tanni (2012) who recommended the
use of games in promoting students' attitudes towards learning English and Mohammed ElKahlout (2012) who used a suggested program for developing student-teachers' skills to
design educational games for teaching grammar.
The researcher carefully examined the previous studies and benefited from several aspects
mentioned in those researches, including:
1. The study design, methodology and statistical analysis as used in Mohammed El-Kahlout
(2012), Meizaliana(2009), Mania Mubaslat(2012) and Lawarn (2013).
2. The teaching technique and the targeted skill as used by Rania Jondeya (2011), Majid
Shaheen (2009) who targeted the same skills and used the technique of class participation in
all EL skills and activities.
Although several studies have investigated the effect of teaching grammar in context by using
role-play; however, the current study is considered unique in that it inspected students' ability to use
new strategy to learn grammar in authentic context after presenting them in real-life situations and
useful collaborative and cooperative atmosphere, it required the learners to use role-play and a pseudo
name to express themselves rather than just memorize, write or recognize grammatical rules especially
tenses.
In addition to that, this is the first study that examines the learners' ability to use roleplay games, card, drama, hot seating and telling stories for developing grammar in context in
Gaza Strip and at government schools.

Summary
The third chapter discussed the previous studies. The studies varied according to the
techniques, tools and design used. The researcher classified the studies into two parts; studies
related to teaching grammar in context through using role-play, educational games, drama, hot
seating and stories; and studies related to teaching grammar through other techniques. The
researcher provided comments post each study and general commentary on the whole previous
studies.
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Chapter 4
Research Design and Methodology
Introduction
This chapter describes the methodology that was used in this research to fulfill the
aims of the study. This part comprises the following sections: the information about the
research design, research population, questionnaire and experimental test design, content
validity for pilot study and statistical data analysis.

4.1. Research Design
The researcher adopted the experimental test design in order to test the hypotheses of
the study.

Horn Berger and Corson (1997, p. 79) define the experimental research as:

"Experiments that are designed to test theories by the use of controlled observation. An
experimental design enables the researcher to manipulate an independent variable while
observing other dependent variables".

4.2. The Population and Sample of the Study
The population of the study is the ninth grade students in the schools of the North
governorate of Gaza Strip, Palestine. The sum of the population is (1348) female students. The
targeted sample was (46) female students selected from Al-Shaima Preparatory School for
Girls during the second semester of the schoolastic year (2014-2015). It consisted of (23)
students used as an experimental group, and (23) students as a control group. Both groups
were selected from the same school. Table (4.1) shows the distribution of the sample:

Table (4.1): The Distribution of the Sample
The Group
Experimental

Control

Total

23

23

46

4.3. Research Tools
The researcher used the following tools:
1. Grammar achievement test for the ninth grade.
91

2. Questionnaire for students.
3. Questionnaire for teachers of English.

4.3.1. Grammar Achievement Test
The researcher prepared a grammar achievement test to measure students' ability to use
the grammar in authentic context. The test was used before the beginning and after the end of
the experiment.
A. The Aim of the Grammar Test
The test was used as a research instrument to evaluate the ninth graders‘ ability
to use tense in authentic English language performance before the begging of the
study, and then investigate the effect of using pseudo role-play strategy on improving
their ability to use tenses in authentic situations within the framework of Grammar in
Context for the 9th Graders.
B. The Sources of Designing the Grammar Achievement Test
The researcher designed the test according to the Ministry of Education's aims of
teaching grammar in addition to her own experience. The researcher also referred to
the opinions of supervisors and experienced teachers of English language. The
researcher designed the test that comprised different types of questions which were
based on teaching grammar in writing contexts activities (Appendix 1).
C. Steps of Designing the Test
The test included in its initial version (5) main questions. The researcher
considered the following points in formulating the items of the test to be:
1. Representing the educational objectives which are to be measured.
2. Clear and far from ambiguity.
3. Linguistically sound and appropriate to the level of the students.
4. Formulated in procedural way.
5. suitable to measure one behavior including only one idea.
D. Description of the Grammar Achievement Test
The test contains five questions of thirty-four items; the first eighteen items
were assigned a mark each, the items from (19-23) were assigned two marks each,
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items (24-28) were assigned one mark each, and the rest were assigned two marks
each.
Question (1) is "multiple choice" exercise: ‗Choose the correct answer between brackets‘,
where students are supposed to choose the correct answer from different choices in
brackets. The question consists of ten items. All the items are authentic. The question is
of ten marks; a mark for each item based on tenses.
Question (2) is " Put the verbs in brackets in the correct tense" exercise where the students are
going to write the the verbs in the correct tense. The question is of eight items assigned
eight marks; one mark for each.
Question (3) is " Label the examples with tense", where the students are asked to match the
first part of the name of the tense in group A with the second part of it (examples) in group
B. The question consists of five sentences. The question is of ten marks; two marks for
each.
Question (4) is " Match group (A) with (B)" exercise, where the students are going to match
the sentences in (A) with their complement in (B). The question consists of five items and
assigned ten marks; two for each.
Question (5) is " Match the questions with answers" exercise, where students are supposed
to match the questions in (A) with their related answers in (B). The question consists of six
items, and assigned twelve marks; two for each.

Table (4.2)
The Distribution of Grammar Achievement Test
No.

Question

Items

Type

Marks

1

Choose the correct answer between brackets

10

Multiple Choice

10

2

Put the verbs in brackets in the correct tense

8

Using the Correct Tense

8

3

Label the examples with these tenses

4

Match Tenses (A) with

10

Examples (B)
4

Match group (A) with group (B)

5

Match Group (A) with (B)

10

5

Match questions and answers

6

Match questions (A) with

12

Answers (B)
Total

33

93
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F. Validity of Grammar Achievement Test
The validity test measures what it was actually set for. The researcher used the validity
of referees and measurement test as follows:


Validity by Referees
After setting the test in its primary version, it was examined by a group of referees who are

experts in teaching methods and education, and also by English language expert supervisors
and teachers of the ninth grade level. The number of these experts was (8), see appendix (5).
The final experimental test is presented in appendix (1).
The experimental test is examined by a pilot study of (30) students from the same population
of the study. The purposes of the pilot study are to test the validity and reliability of the test.
G. Statistical Validity of the Test
To insure the validity of the experimental test, the researcher used the Criterionrelated validity test which measures the correlation coefficient between each question and the
whole test.

Table (4.3)
Correlation coefficient of each question and whole test
Spearman
Items of Questions

Correlation
Coefficient

1- . It's now 10.30 in the morning and Nidal and Hadil ( take off- are taking off-

P-Value
(Sig.)

.710

0.000*

.479

0.001*

3- These tours (start- will start-are starting) from Jerusalem every week.

.348

0.010**

4- Sami wants some water, so he (asks- is asking-has asked) his sister.

.802

0.000*

.665

0.000*

6- The Qadiri family (live- lived- have been living) in London for fifteen months.

.296

0.040**

7- The Qadiri family (arrive- arrived- will arrive) in London fifteen months ago.

.324

0.016**

8- How long (have you- have you been- were) at school?

.698

0.000*

will take off).
2- Hassan Salem is the captain of Hadeel's and Nidal's flight to Palestine. He ( is
living- was living-lives ) in Palestine.

5- The teacher is absent today, she (needing- does not need- needs to) have some
rest.
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9- She (learns- is learning- has been learning) to cook recently.

.561

0.000*

10- Mum (is teaching- will teach- teach) you some simple dishes if you like.

.512

0.000*

11- I (love) flowers; they are my favorites

.826

0.000*

12- . They (visit) Palestine for four weeks.

.608

0.000*

13- What (you do) this evening?

.372

0.006*

14- The Yafawi family usually (have) their summer holidays in America.

.742

0.000*

15- Grandma (fly) for four hours. Now her plane is landing.

.692

0.000*

16- Mrs. Qadiri (look for) a new carpet for days, but she still has not found it.

.635

0.000*

17- Jane (visit) her parents next weekend.

.619

0.000*

.532

0.000*

.505

0.000*

19-present continuous Anna has been working in this hospital for five years. ( )

.617

0.000*

21- future simple

.711

0.000*

22- present perfect continuous Jane listens to music by the pool in the evening( )

.763

0.000*

23- Grandma is arriving in a week

.800

0.000*

.583

0.000*

.479

0.001*

.825

0.000*

.802

0.000*

.613

0.000*

18- simple presentShe is going to study French at college. ( )
19-Question form of present perfect. Hadeel is enjoying her lunch. She loves
chicken!( )

Has Mr. Qadiri got some money from the bank yet? ( )

if she needs to buy some food.

24- The Qadiri family have been working hard

but they still have not prepared

the guest room yet. For the past week
25- Muneera has already passed the driving test.

It will be very useful.

26- If you learn to cook, but they still have not finished yet.
27 She plans a shopping trip amazing! She has only been learning
three weeks.
28--Has he arrived yet?

Yes, please.

to drive for

29-. Did you smoke at the party?

Yes, they are.

.294

0.048**

30- Have you ever been to Mexico?

Yes, I will.

.378

0.006*

31- Will you study another language in the future?

No, we haven't.

.700

0.000*

32-Do you need more medicine?

No, I didn't.

.299

0.045**

No, not yet.

.378

0.006*

33-Are they visiting Palestine this week?
*Correlation is significant at the 0.01 level
**Correlation is significant at the 0.05 level
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Table (4.2) clarifies the correlation coefficient for each question of the test and the whole test.
The p-values (Sig.) are less than (0.05), so the correlation coefficients are significant at (α =
0.05). Thereby, it can be said that the questions of the test are consistent and valid to measure
what they are set for.
H. Reliability of the Grammar Achievement Test
The reliability of an instrument is the degree of consistency which measures the
attribute; it is supposed to be measuring what it was designed for. The less variation an
instrument produces in repeated measurements of an attribute, the higher the reliability. The
reliability can be equated with the stability, consistency, or dependability of a measuring tool.
The test is repeated to the same sample of people on two occasions and then the scores
obtained were compared by computing a reliability coefficient.
I. Cronbach’s Coefficient Alpha
The normal range of Cronbach‘s coefficient alpha value ranges between (0.0) and +
(1.0), and the higher values reflect a higher degree of internal consistency (George and
Mallery, 2003). The value of Cronbach's Alpha equals (0.887). This value is considered high
which indicates an excellent reliability of the entire test.

Table (4.4)
Cronbach’s Alpha for Grammar Achievement Test
Cronbach’s Alpha
0.887

Grammar Achievement Test

J. Split Half Method:
The correlation coefficient between the odd and even questions equals (0.883). The
Spearman-Brown Coefficient equals (0.938). This correlation coefficient is statistically
significant at (α = 0.05), so it can be said that the test is consistent and valid to measure what it
was set for.
Thereby, it can be said that the researcher proved that the grammar achievement test was valid
and reliable.
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Table (4.5)
Correlation Coefficient and Spearman-Brown Correlation Coefficient for
Grammar Achievement Test
Correlation

Spearman-Brown

Coefficient

Correlation Coefficient

0.883

0.938

Grammar Achievement Test

4.3.2. Teacher's Guide
The researcher has prepared a teacher's guide which includes a lesson plan for the
chosen lessons of grammar in student's book English for Palestine 9 (Appendix4).
A) The General Aim of the Teacher's Guide and Grammar Lesson Plan
In order to put a guide for carrying out the experiment and teaching the sample of the
study, the researcher designed a teacher's guide which is based on teaching grammar in
context through using pseudo role-play strategy (Appendix 4).
B) The Sources of Designing the Teacher's Guide
The researcher depended on the aims of teaching grammatical rules in the teacher's
book of the Ministry of Education. In addition to that, the researcher benefited from her
long experience as a teacher of English for 8 years to design the teacher's guide and the lesson
plan of this study.
C) Description of the Teacher's Guide
For the teacher's book, the researcher prepared a teacher's guide including an
explanation of teaching grammar in context through using pseudo role-play strategy and how
to deal with grammatical rules functionally in the textbook of the 9th grade. Furthermore, it
included the objectives of the lessons, definitions and the teacher's intervention in teaching
grammar in context by using pseudo role-play strategy (Appendix4).
The researcher suggested a lesson plan that would make up a model for teaching
grammar lessons according to the purpose of the study. Each lesson includes: behavioral
objectives, organization, materials (resources and teaching aids), warming up, presentation,
procedures of using pseudo role-play strategy, evaluation and homework.
description of the components of the lesson plan:
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Below is a

1. The Behavioral Objectives
The behavioral objectives of each lesson (session) were respectively derived from
the grammar lessons. The researcher considered the grammar rules ( tenses and conditional
type1) intended to be developed in this study.
2. Organization
The researcher used pairs and groups of students to act the activities and roles of the
pseudo role-play strategy. She acted as an observer, teacher, mediator, supervisor and
evaluator of the students' activities, behaviors and performance.
3. Materials (Resources and Teaching Aids)
The textbook, the evaluation sheets, photos, board, word cards, pictures, recording,
special costumes for acting specific roles of historical personalities and other materials were
used

as resources and teaching aids. They were selected appropriately for each lesson

(session).
4. Techniques
a. warming-up
In this stage, the teacher poses initial questions to prepare the students for the lesson.
The teacher helps students to recall information from their own experience to link the
previously learnt material with the new subject matter. This step is very essential to arouse
students' attention and help in bridging the gap in learning by activating students' prior
knowledge and in taking in the new material.
b. Presentation
The teacher asks questions about the related topic and writes on the board a brief
summary of what she is going to do or explain to the students in order to introduce the new
material (lesson).
c. Procedures
1. The teacher explains the pseudo role-play strategy and its importance in practicing, for
example, simple present and present continuous.
2. The teacher asks questions as examples about the two tenses: routine activities & present
activities:
A- What do you do every morning?
B- Do you watch TV every evening?
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C- Where are you now? What are you doing?
D-What are the other students in the school doing right now?
3. The teacher shows the students cards and pictures and provides them with information
about how to act the roles of persons, places and situations in the cards and pictures.
4. The teacher gives certain pseudo -roles to students as an activity to act in pairs: for example,

The situation Activity:
Student (A) (Doctor John). Student (B) (Mr. Brown) (patient).
The teacher tells the two students to act the two roles by asking each other some questions
related to the situation, such as:
Doctor: How are you Mr. Brown? You seem unwell.
Mr. Brown: You're right. I am not feeling well today. My head hurts.
d. Evaluation
Students work in groups and practice workout worksheets that are distributed among
them. The teacher and the students receive feedback about the whole work. The teacher asks
students questions related to what they have learned in the lesson and asks them to do some
exercises regarding the activities or things she taught them; all these as a summative or final
evaluation of the students' comprehension, performance and recognition of what they have
learned in every lesson (session).
D). The Validity of the Teacher's Guide
The researcher checked the validity of the teacher's guide by consulting a group of
qualified teachers, supervisors and professors
According to their recommendations and

who have long

points of view, the

experience in

teaching.

researcher carried out the

necessary modification (Appendix 4 ).

4.3.3 The Implementation of the Lesson Plan
The lessons chosen for the experiment were taught to the experimental group by the
researcher as follows:
1. The techniques of teaching the experimental group were based on teaching grammar in
context through using pseudo role-play strategy, which was hypothesized to enhance using
grammar orally, communicatively and cooperatively, while the control group was taught by
ordinary method (Appendix 4 ).
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2. The researcher carried out the experiment by herself. She presented lessons according to
the lesson plans, applied the worksheets, used lively and suitable materials in order to
achieve the aims of the lessons.
3. The pre-test of grammar achievement was prepared by the researcher with the key answers
and distribution of the marks. It was applied to the experimental and to the control groups.
The results were recorded and statistically analyzed.
6. The process of teaching the two groups followed the time planned of the experiment.
7. After the experiment, the post test was applied upon the two groups. The results were
recorded and statistically analyzed. The statistical analysis is shown in chapter five.

4.4. Questionnaire for Students
To measure the opinions and attitudes of the students toward the pseudo role-play
strategy used in this study, the researcher designed a questionnaire as a tool to measure the
students' opinions and attitudes towards what has been done.
A. The Aim of the Questionnaire
The questionnaire is used to identify the students' opinions and attitudes towards
the strategies of pseudo role-play for teaching English grammar in context.
B. The Sources of the Questionnaire
The questionnaire was designed by the researcher depending on extensive reading of
the related literature, and the opinions of ELT experts, supervisors, and school teachers.
C. Description of the Questionnaire
As previously mentioned, the questionnaire was designed to identify the opinions and
attitudes of students towards Pseudo role-play strategy. It consisted of (30) items, reflecting
the students' attitudes towards the strategy and its quality after attending the ten sessions of the
strategy. (See Appendix 2 )
The researcher took into consideration that the questionnaire items were specific and
include one idea in order to express specific attitude; they were related to questionnaire
domains and attitude subject, and were simple, easy and suitable for the students' level.
D. Instructions for the Questionnaire (for students)
The instructions were given to the students by the researcher. To avoid ambiguity, the
items of the questionnaire were translated into Arabic in order to get students understand the
items easily and accurately.
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E. Data Measurement
In order to be able to select the appropriate method of analysis, the level of
measurement must be understood. For each type of measurement, there is an appropriate
method that can be applied. In this research, ordinal scales were used. Ordinal scale is a
ranking or a rating data that normally uses integers in ascending or descending order. The
numbers assigned to the important (1, 2, 3, 4, 5) do not indicate that the interval between
scales are equal, nor do they indicate absolute quantities. They are merely numerical labels.
Based on:

Likert scale
Strongly
agree
Scale
F.

Agree

5

Neutral Disagree

4

3

2

Strongly
disagree
1

Validity of the Questionnaire
Validity refers to the degree to which an instrument measures what it is supposed to be

measuring. Validity has a number of different aspects and assessment approaches. Statistical
validity is used to evaluate instrument validity, which includes criterion-related validity and
construct validity.
G.

Statistical Validity of the Questionnaire
To insure the validity of the questionnaire, two statistical tests should be applied. The

first test is Criterion-related validity test (Spearman test), which measures the correlation
coefficient between each statement (item) in one domain and the whole domain. The second
test is structure validity test (Spearman test) that is used to test the validity of the questionnaire
structure by testing the validity of each domain and the validity of the whole questionnaire. It
measures the correlation coefficient between one domain and all the domains of the
questionnaire that have the same level of similar scale.


Criterion Related Validity
Internal consistency of the questionnaire is measured by a scouting sample, which

consisted of (30) questionnaire items through measuring the correlation coefficients between
each statement (item) in one domain and the whole domain.
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Validity
Table (4.6) clarifies the correlation coefficient for each statement (item) of a domain

and the total of that domain. The p-values (Sig.) are less than (0.05), so the correlation
coefficients of this domain are significant at (α = 0.05), so it can be said that the statements
(items) of each domain are consistent and valid to be measured what they were set for.

Table (4.6)
Correlation coefficient of each statement of "Participating in using pseudo roleplay technique” and the total of this domain
Spearman
Statement

Correlation
Coefficient

I have enjoyed using the pseudo role-play activities.
I felt happy when I was asked to attend the class of
pseudo role-play activities.
Using pseudo role-play is important for every
student.
Using pseudo role-play developed my skills of
speaking.
Nothing will stop my participation in acting pseudo
role-play strategy.
Using pseudo role-play is necessary to those students
who Want to develop their grammatical skills.
Using pseudo role-play encourages me to participate
in grammar and speaking skills.
It is possible to act pseudo role-play situations alone.
Applying the pseudo role-play strategy helps in
achieving interaction and communication skills.
Training to apply pseudo role-play activities meets
my interests desire
*Correlation is significant at the 0.01 level
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P-Value
(Sig.)

.828

0.000*

.828

0.000*

.783

0.000*

.858

0.000*

.584

0.000*

.487

0.007*

.459

0.001*

.507

0.000*

.573

0.000*

.694

0.000*

Table (4.6) shows that the P-value (Sig.) of all items in the first domain are less than
(0.05), so the correlation coefficients of this domain are significant at (α = 0.05). Therefore,
the correlation is significant at the (0.01) level. This result indicates that the items of this
domain are consistent and valid to be measured in this study.

Table (4.7)
Correlation coefficient of each domain of "The needs of using pseudo role-play
technique" and the total of this domain
Statement

The pseudo role-play strategy is an urgent need to
the students.
The student-learning process needs programs for
applying pseudo role-play strategy.
Using pseudo role-play process is satisfactory.
Using pseudo role-play strategy provides me with
practical skills in understanding grammar lessons.
The educational development makes me cope with
the speaking and grammar skills.
Using pseudo role-play provided me with real ways
of practicing English speaking skills.
Using pseudo role-play strategy develops my skills
of doing grammatical exercises in the class.
The skills of applying pseudo role-play strategy can
be developed.
Educational pseudo role-play activities help learners
to get rid of selfishness and shyness.
Using pseudo role-play helped in providing positive
values to the learners.
*Correlation is significant at the 0.01 level
** Correlation is significant at the 0.05 level
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Spearman Correlation

P-Value

Coefficient

(Sig.)

.456

0.012**

.432

0.018**

.694

0.000*

.802

0.000*

.455

0.012**

.488

0.001*

.430

0.003*

.694

0.000

.440

0.016**

.783

0.000*

Table (4.7) shows that the P-value (Sig.) of all items in the second domain are less than
(0.05), so the correlation coefficients of this domain are significant at (α = 0.05). Therefore,
the correlation is significant at the (0.01) level and (0.05) level. This result indicates that the
items of this domain are consistent and valid to be measured in this study.

Table (4.8)
Correlation coefficient of each domain of "The professional values of using
pseudo role-play" and the total of this domain
Spearman
Statement

Correlation
Coefficient

Using pseudo role-play provides me with the expected
speaking skills.
Using pseudo role-play improved my
Grammar skills.
Designing educational games makes learning objectives
clear to students.
The skills of applying pseudo role-play activities help the
students to warm up well.
Using pseudo role-play helps in overcoming

the

individual differences in the class.
Skills of applying pseudo role-play strategy help the
students to make self-assessment to their skills.
Using pseudo role-play increases classroom interaction.
Pseudo role-play strategy is an important channel to
facilitate learning process.
Pseudo role-play strategy is suitable as a remedial means.
Using pseudo role-play strategy increases the cooperation
among the students.
*Correlation is significant at the 0.01 level
** Correlation is significant at the 0.05 level
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P-Value
(Sig.)

.499

0.005*

.802

0.000*

.494

0.000*

.429

0.003*

.484

0.001*

.463

0.001*

.783

0.000*

.619

0.000*

.392

0.034**

.694

0.000*

Table (4.8) shows that the P-value (Sig.) of all items in the third domain are less than
(0.05), so the correlation coefficients of this domain are significant at (α = 0.05). Therefore,
the correlation is significant at the (0.01) level and (0.05) level. This result indicates that the
items of this domain are consistent and valid to be measured in this study.
H. Structure Validity of the Questionnaire
The structure validity is the second statistical test used to test the validity of the
questionnaire‘s structure by testing the validity of each domain and the validity of the whole
questionnaire. It measures the correlation coefficient between one domain and all the domains
of the questionnaire that have the same level of Liker Scale.

Table (4.9)
Correlation coefficient of each domain and the whole of questionnaire
Domain

Spearman Correlation

P-Value

Coefficient

(Sig.)

Participating in using pseudo role-

.768

play technique
The needs of using pseudo role-play

.481

technique
The professional values of using

.463

pseudo role-play

0.000*
0.001*

0.001*

* Correlation is significant at the 0.01 level
Table (4.9) clarifies the correlation coefficient for each domain and the whole
questionnaire. The p-values (Sig.) are less than (0.05), so the correlation coefficients of all the
domains are significant at (α = 0.05), therefore, it can be said that the domains are valid to
measure what they were set for to achieve the main aim of the study.
I. Reliability of the Questionnaire
The reliability of an instrument is the degree of consistency which measures the
attribute it is supposed to be measured. The less variation an instrument produces in repeated
measurements of an attribute, the higher its reliability. Reliability can be equated with the
stability, consistency, or dependability of a measuring tool. The test is repeated to the same
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sample of students on two occasions and then compared the scores obtained by computing a
reliability coefficient.
J. Cronbach’s Coefficient Alpha
This method is used to measure the reliability of the questionnaire between each
domain and the main of the whole domains of the questionnaire. The normal range of
Cronbach‘s coefficient alpha value between (0.0) and + (1.0), and the higher values reflects a
higher degree of internal consistency (George and Mallery, 2003). The Cronbach‘s coefficient
Alpha was calculated for each domain of the questionnaire.

Table (4.10)
Cronbach's Alpha for each domain of the questionnaire and the entire
questionnaire
Domain

Cronbach's Alpha

Participating in using pseudo role-play technique

0.830

The needs of using pseudo role-play technique

0.672

The professional values of using pseudo role-play

0.748

Total of the questionnaire

0.865

Table (4.10) shows the values of Cronbach's Alpha for each domain of the
questionnaire and the entire questionnaire. For the domains, the values of Cronbach's Alpha
were in the range from (0.672) and (0.830). This range is considered high; the result ensures
the reliability of each domain of the questionnaire. Cronbach's Alpha equals (0.865) for the
entire questionnaire. This indicates an excellent reliability of the entire questionnaire.
K. Split Half Method
This method is used to measure the correlation between the odd and even statements
(items) of a domain (George and Mallery, 2003).
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Table (4.11)
Correlation Coefficient and Spearman-Brown Correlation Coefficient for each
Domain of the questionnaire and the entire questionnaire
Domain

Correlation

Spearman-Brown

Coefficient

Correlation Coefficient

0.858

0.924

0.499

0.670

0.597

0.865

0.800

0.886

Participating in using pseudo roleplay technique
The needs of using pseudo roleplay technique
The professional values of using
pseudo role-play
Total of the questionnaire

Table (4.11) clarifies the correlation coefficient for each domain of the questionnaire.
The correlation coefficients of all domains are significant at (α = 0.05), so it can be said that
the domains are consistent and valid to measure what it was set for. Thereby, it can be said
that the researcher proved that the questionnaire was valid and reliable.

4.5. Questionnaire for Teachers
The questionnaire is used as an instrument in this study to collect data and information.
This questionnaire was used after the experiment was finished to evaluate the teachers'
attitudes towards adopting pseudo role-play strategy as a teaching method for developing
students' grammar in context.
A. The Aim of the Questionnaire
The questionnaire aimed at measuring the teachers' attitudes towards using pseudo
role-play strategy for teaching grammar.
B. Steps of Constructing the Questionnaire
1. Reviewing related literature and previous studies and utilizing them in constructing the
questionnaire and forming its domains and items.
2. Consulting English expert supervisors and university professors for identifying the
range (scope) of the questionnaire and its items.
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3. Identifying the main domains of the questionnaire; two domains with (20) items for the
first domain and (15) items for the second domain.
4. The questionnaire was designed in its primary version-consisting of two domains and
thirty-five items.
5. Reviewing and checking the questionnaire with some expert supervisors.
6. The questionnaire was presented to the referee committee selected from the English
department teaching staff and professors in Al-Azhar and Al-Aqsa Universities in
order to measure:


Suitability of the number of items for the teachers of English



Clarity of the meaning of items to the respondents.



Language used in the questionnaire.



Extent to which each item of the questionnaire represents the intended domain.

7. In the light of the referee committee's opinions, suggestions and recommendations,
some of the items of the questionnaire were modified regarding omission, addition or
adjusting to become in its final version consisting of two domains and thirty-five items.
C. Description of the Questionnaire
The questionnaire consisted of two domains: (1) ‗Tick the Method you most frequently
use‘ and (2) ‗If you have employed the pseudo role-play strategy, please respond to the
following items‘. The questionnaire items were constructed to measure the teachers' attitudes
towards using pseudo role-play strategy in teaching grammar in context. The researcher took
into consideration that the questionnaire items were specific and include one idea in order to
express one specific attitude; they were related to the questionnaire domains and subject, as
well as being simple and easy. The five-point Likert Scale was used to measure teachers'
responses.

The levels of the questionnaire responses varied between strongly disagree,

disagree, neutral, agree and strongly agree.
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Table (4.12)
The Questionnaire Domains
Domain

No. of Items

1.Tick the Method you most frequently use

20

2. If you have employed the pseudo role-play

15

strategy, please respond to the following items
Total

35

To avoid repetition, the same steps and validation tools used for the students attitude
questionnaire were followed to verify the validity of this questionnaire. After conducting the
validity testing tools, it has become clear that the questionnaire for measuring teachers attitude
is valid and efficient for measuring what it is designed for.
D. Statistical Validity of the Questionnaire
Validity refers to the degree to which an instrument measures what it is supposed to be
measuring. Validity has a number of different aspects and assessment approaches.
To ensure the validity of the questionnaire, two statistical tests should be applied. The
first test is Criterion-related validity test (Spearman test) which measures the correlation
coefficient between each paragraph in one domain and the whole domain. The second test is
structure validity test (Spearman test) that used to test the validity of the questionnaire
structure by testing the validity of each domain and the validity of the whole questionnaire. It
measures the correlation coefficient between one domain and all the domains of the
questionnaire that have the same level of similar scale.
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Table (4.13)
Correlation coefficient of each item of "Tick the method you most frequently use
" and the total of this domain
Spearman
Item

Correlation
Coefficient

P-Value
(Sig.)

Grammar Translation Method (GTM)

.708

0.000*

Audio-Lingual Method (ALM)

.720

0.000*

Direct Method (DM)

.718

0.000*

Total Physical Response Method (TPR)

.390

0.040**

Inductive and Deductive Method (IDM)

.590

0.003*

Presenting, Practice and Production methods(PPP)

.608

0.002*

Exploration, Explanation and Expression method (EEE)

.818

0.000*

Processing Grammar Instruction method(PGI)

.387

0.045**

Form-Focused Correction Method (FFC)

.477

0.017**

Games and Problem-Solving Activities methods(GPSA)

.737

0.000*

Communicative Method (CM)

.721

0.000*

Contextual Method (CM)

.622

0.002*

Communicative Language Teaching Method (CLT)

.398

0.041**

Focus-on-Form Instruction Method (FFI)

.405

0.038**

Natural Method (NM)

.605

0.002*

Gallery Walk Method (GW)

.812

0.000*

Corrective Feedback Method (CF)

.718

0.000*

Concept Maps Method (CMM)

.419

0.033**

Jigsaw Method(JM)

.810

0.000*

Consciousness- Raising Method (CR)

.622

0.002*

*Correlation is significant at the 0.01 level
** Correlation is significant at the 0.05 level
Table (4.13) shows that the p-values (Sig.) of all items of the first domain of the
questionnaire for teachers are less than (0.05), so the correlation coefficients of this domain
are significant at (α = 0.05). This result indicates that the items of the first domain are
consistent and valid to be measured for achieving the aim of the study.
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Table (4.14)
Correlation coefficient of each paragraph of "If you have employed the pseudo role-play
strategy, please respond to the following items" and the total of this domain
Spearman
Item

Correlation
Coefficient

P-Value
(Sig.)

Pseudo role-play strategy is effective in teaching
grammar

for

developing

students'

skills

of

.418

0.033**

.380

0.049**

.708

0.000*

.718

0.000*

.622

0.002*

.718

0.000*

.590

0.003*

.720

0.000*

.718

0.000*

communication.
Pseudo role-play strategy has a good role in making
students more active and cooperative.
Pseudo role-play strategy represents a major step in
language

teaching

communicative

methodology

competence

and

that

aims

creates

at
very

productive students
Pseudo role-play is preferable in teaching grammar
deductively and inductively to enable students practice
thinking skills more easily and proficiently.
Pseudo role-play strategy focuses mainly on students'
competences and performance in developing their
English language skills.
Using pseudo role-play strategy is useful for teachers
to explain grammatical rules to get positive results in
providing a relaxed and motivating atmosphere to the
students.
Using pseudo role-play various games and activities
teach students messages and language.
The use pseudo role-play strategy in teaching
grammar has a great impact in creating productive,
cooperative and reactive class participation.
Grammar is best taught and practiced in context
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through using pseudo role-play strategy.
Pseudo role-play strategy is preferable in raising
students' awareness of grammatical structures.

.818

0.000*

.605

0.002*

.583

0.003*

.842

0.000*

.419

0.033**

.407

0.037**

Using pseudo role-play games and activities are
effective in teaching students concepts individually or
in groups.
Pseudo role-play is an effective technique to animate
the teaching and learning atmosphere, arouse the
interests of learners and make the language acquisition
impressive.
Pseudo role-play is a teaching strategy that fits within
the social family of models.
Pseudo role-play strategy teaches empathy and
understanding of different perspectives.
The use of pseudo role-play strategy emphasizes
personal

concerns,

participation,

and

problems,
improves

behavior,

active

interpersonal

and

communicative skills.
*Correlation is significant at the 0.01 level
* Correlation is significant at the 0.05 level
Table (4.14) shows that the p-values (Sig.) of all items of the second domain of the
questionnaire for teachers are less than (0.05), so the correlation coefficients of this domain
are significant at (α = 0.05). Therefore, the correlation for all items are significant at the (0.01)
and (0.05) level. This result indicates that the items of the second domain are consistent and
valid to be measured for achieving the aim of the study.
E. Structure Validity of the Questionnaire
This is a statistical test that is used to test the validity of the questionnaire structure by
testing the validity of each domain and the validity of the whole questionnaire. It measures
the correlation coefficient between one domain and all the domains of the questionnaire that
have the same level of Liker Scale.
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Table (4.15) clarifies the correlation coefficient for each domain and the whole
questionnaire. The p-values (Sig.) are less than (0.05), so the correlation coefficients of all the
domains are significant at (α = 0.05), so it can be said that the domains are valid to measure
what they were set for to achieve the main aim of the study.

Table (4.15)
Correlation coefficient of each domain and the whole of questionnaire
Domain

Spearman Correlation

P-Value

Coefficient

(Sig.)

.870

0.000*

Tick the method you most frequently use

0.001*

If you have employed the pseudo role-play
strategy, please respond to the following

.793

items
* Correlation is significant at the 0.01 level
Table (4.15) shows that the p-values (Sig.) of the two domains of the questionnaire are
less than (0.05), so the correlation coefficients of all the domains are significant at (α = 0.05).
This result indicates that the domains are valid to be measured.
F. Reliability of the Questionnaire
In order to test the reliability of an instrument, the test was repeated to the same sample
of people on two occasions and then the scores obtained were compared by computing a
reliability coefficient. This was tested based on the normal range of Cronbach‘s coefficient
alpha value between (0.0) and (+ 1.0). The Cronbach‘s coefficient Alpha was calculated for
each domain of the questionnaire.

Table (4.16)
Cronbach's Alpha for each domain of the questionnaire and the entire
questionnaire
Domain

Cronbach's Alpha
0.722

Tick the method you most frequently use
If you have employed the pseudo role-play strategy, please
respond to the following items
Total of the questionnaire
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0.823
0.868

Table (4.16) shows the values of Cronbach's Alpha for each domain of the
questionnaire and the entire questionnaire. For the domains, values of Cronbach's Alpha were
in the range from (0.722) and (0.823). This range is considered high; the result ensures the
reliability of each domain of the questionnaire. Cronbach's Alpha equals (0.868) for the entire
questionnaire, which indicates an excellent reliability of the entire questionnaire.
G. Split Half Method
This method is used to measure the correlation between the odd and even items of a domain
(George and Mallery, 2003).

Table (4.17)
Correlation Coefficient and Spearman-Brown Correlation Coefficient for each
domain of the questionnaire and the entire questionnaire
Domain

Correlation

Spearman-Brown

Coefficient

Correlation Coefficient

0.751

0.858

0.783

0.878

0.796

0.886

Tick the method you most frequently use
If you have employed the pseudo roleplay strategy, please respond to the
following items
Total of the questionnaire

Table (4.17) clarifies the correlation coefficient for each domain of the questionnaire.
The correlation coefficients of all domains are significant at (α = 0.05), so it can be said that
the domains are consistent and valid to measure what they were set for. Therefore, it can be
said that the researcher proved that the questionnaire was valid and reliable.

4.6. Procedures of Data Collection
To achieve the aims of the study, the researcher followed the following steps:
1. Reviewing previous studies related to materials of teaching grammar and methodology.
2. Choosing the 9th graders in the North Gaza Governorate as the study human sample.
3. Choosing the units of grammar, (1.2.3) of the Student Book (9A) and unit (8) of the
Student Book (9B) in English for Palestine 9th textbook as a grammar sample for the
study.
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4. Preparing the material according to a new approach of teaching grammar by pseudo roleplay.
5. Preparing the questionnaire related to the teachers regarding the first question.
6. Preparing a post and pre achievement test, and consulting the specialists in EFL as
referees, and considering their comments and opinions for checking the validity of the
test.
7. Applying the test on the control and experimental groups before teaching grammar by
acting pseudo roles in context as a pre- test.
8. Applying the test on the two groups again as a posttest to measure the effect of teaching
grammar by acting pseudo role-play in context.
9. Preparing a questionnaire to measure the students' attitudes towards the new approach.
10. Analyzing the data statistically by using appropriate statistical analysis.
11. Interpreting the results of the study and proposing suggestions and recommendations in
the light of the study results.

4.7. Statistical Analysis Tools
The researcher used data analysis both qualitative and quantitative data analysis
methods. The Data analysis utilized (SPSS 22). The researcher used the following statistical
tools:
1) Cronbach's Alpha and Split Half Method for Reliability Statistics.
2) Spearman Rank Correlation for Validity.
3) Frequency and Descriptive Analysis.
4) Mann-Whitney Test, which is used to examine if there is a statistical significant
difference between two means. If P-value is smaller than the level of significance (

  0.05 ), then there exists significant difference between the two means, otherwise,
there exists insignificant difference between the two means.
5) Sign Test, which is used to determine if the mean of a statement (item) is significantly
different from a hypothesized value 3 (Middle value of Likert scale). If the P-value (Sig.) is
smaller than or equal to the level of significance, (   0.05 ), then the mean of a statement
(item) is significantly different from a hypothesized value (3). The sign of the Test value
indicates whether the mean is significantly greater or smaller than hypothesized value (3).
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On the other hand, if the P-value (Sig.) is greater than the level of significance, (   0.05 ),
then the mean a statement (item) is insignificantly different from a hypothesized value (3).

Summary
This chapter presents the procedures of designing and implementing the tests, teacher's
guide, data collecting tools and statistical analysis means. The researcher referred to all the
details regarding the research design, population, sample of the study, questionnaire and other
details. All the supporting details regarding tables, teacher's guide and students' tests were
added in the appendices section. The researcher considers this section an important one
because it has provided evidence over the reliability and validity of the tools used to reach the
aims of the Study.

With all this evidence in mind, the researcher can safely move to

accomplish the next two steps; analysis and discussion of the result.
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Chapter 5
Results, Discussion and Recommendations
Introduction
This chapter answers the questions of the study and tests the hypotheses. In addition, it
provides the findings and discussion. Accordingly, the researcher presented the
recommendations for decision makers, supervisors, teachers of English and prospective
researchers.

5.1. Test of the First Hypothesis
The first hypothesis (Research Hypothesis) is: "There are no statistically significant
differences between the mean scores of the experimental and control groups on the preapplication of the achievement test". To test this hypothesis, means and standard deviation of
the scores for the control and experimental groups in pre- application of the achievement test
were calculated data. Mann Whitney Test was used to interpret the data of the pre- written test
and the total score. The means equal (25.48) and (25.30), respectively. The value of the Z-test
equals (0.154), with p-value equals (0.878), which is greater than (0.05). This implies that
there is insufficient evidence to conclude, which means there is insignificant difference
between the control and experimental groups. In other words, there is insignificant difference
in the mean score between control and experimental groups on pre-application of the
achievement test.

Table (5.1)
Result of Mann-Whitney Test for experimental and control groups on the
pre-application of the achievement test
Std.

Test value

Deviation

"Z"

Group

N

Mean

Control

23

25.48

5.60

Experimental

23

25.30

5.57

0.154

P-value
0.878

Table (5.1) shows the result of Mann-Whitney test for the experimental and control
groups in the pre-application of the achievement test. The mean scores of the two groups are
approximately the same; (25.48) for the control group and (25.30) for the experimental group.
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The value of the Z-test equals (0.154), with p-value equals (0.878), which is greater than
(0.05). This result indicates that there is insignificant difference between the two groups in the
pre-application of grammar achievement test.

5.2. Test of the Second Hypothesis
The second hypothesis is: "There are statistically significant differences between the
main scores of the experimental and control groups on the post application of the achievement
test". To test this hypothesis, means and standard deviation of the scores for the control and
experimental groups in the post application of the achievement test were calculated. Mann
Whitney Test was used to interpret the data of the post written test and the total score.

Table (5.2)
Result of Mann-Whitney Test in experimental and control groups
- post application of the achievement test
Group

¤

Std.

Test value

Deviation

"Z"

N

Mean

Control

22

24.64

5.85

Experimental

22

40.80

2.22

-5.691

P-value
0.000*

* The mean difference is statistically significant at 0.05 level
Table (5.2) shows the result of Mann-Whitney test for the experimental and control
groups' post application of the achievement test. The mean score of the experimental group is
(40.80), while the mean score of the control group is (22.64). This result indicates that the
mean difference is statistically significant at (0.05) level.
For the control and experimental groups in post application of the achievement test, the
means equal (24.64) and (40.80), respectively. The value of the Z-test equals (-5.691), with pvalue equals (0.000), which is smaller than (0.05). This implies that there is sufficient
evidence to conclude that there is statistically significant difference between the control and
experimental groups. In other words, there is significant difference in the mean between the
control and experimental groups on post application of the achievement test.
Since the sign of the Z -test is negative; the mean of posttest for the experimental
group is significantly greater than the mean of posttest for the control group.

The positive

result of the post grammar achievement test in the current study confirmed the effectiveness of
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the pseudo role-play in developing and improving students' abilities and levels in learning
grammar in context. This study agreed with the results of Mohamed Hilmi Hamzah & Juliana
Emilia Dourado (2009) who emphasized that the use of games in teaching and learning
grammar is an actively successful way. Yi Elaine Lin (2009) proved that the role-play as a
language teaching strategy has good benefits; especially to teachers and students who use roleplay in EFL classrooms. Tham My Duong (2014) confirmed that role-play provided students
with many opportunities to practise spoken English effectively in real life situations and
promoted students‘ interaction; Lawarn Sirisrimangkorn (2013) proved the effectiveness of
drama-based role play combined with Student Teams Achievement Division (STAD) on
students‘ speaking skills, motivation, and self-esteem in the experimental group; and Onur
Koksal (2014) found out that learning grammar with games was effective in learning English
in that it increased students‘ motivation, changed their attitudes to English classes positively,
and increased their self-confidence.

5.3. Test of the Third Hypothesis
The third hypothesis is: "There are statistically significant differences between the
means of the students‘ acceptability and acquaintance with the pseudo role-play strategy
before and after the implementation of the current study". To test this hypothesis, means and
standard deviation of the scores for the items of the first domain of students' questionnaire
were calculated after the implementation of this study. T-value was used to interpret the data
of the items of the first domain scores and the total score.
A. First Domain of Students' Questionnaire
1. Participating in using pseudo role-play technique
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Table (5.3) shows the following results:
Table (5.3) Means and Test values for “Participating in using pseudo role-play
technique”
No.

1.

Items

Mean

I have enjoyed using the pseudo role-play
activities.

2.

I felt happy when I was asked to attend the
class of pseudo role-play activities.

3.

Using pseudo role-play is important for every
student.

4.

Using pseudo role-play developed my skills of
speaking.

5.

Nothing will stop my participation in acting
pseudo role-play strategy.

6.

S.D

(%)

Test
value

Pvalue
(Sig.)

Ran
k

4.60

0.74

92.00

13.60

0.000*

2

4.60

0.74

92.00

13.60

0.000*

2

4.55

0.75

91.00

13.08

0.000*

4

4.65

0.74

93.00

14.19

0.000*

1

3.40

0.59

68.00

4.28

0.000*

9

4.05

0.22

81.00

30.09

0.000*

7

4.25

0.44

85.00

18.03

0.000*

6

2.35

0.48

47.00

-8.51

0.000*

10

4.45

0.50

89.00

18.20

0.000*

5

4.05

0.22

81.00

30.09

0.000*

7

4.10

0.36

81.90

19.08

0.000*

Using pseudo role-play is necessary to those
students who Want to develop their
grammatical skills.

7.

Using pseudo role-play encourages me to
participate in grammar and speaking skills.

8.

It is possible to act pseudo role-play situations
alone.

9.

Applying the pseudo role-play strategy helps
in achieving interaction and communication
skills.

10. Training to apply pseudo role-play activities
meets my interests desire
All items of the domain
* The mean is significantly different from (3)
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The mean of item #4 ―Using pseudo role-play developed my skills of speaking‖ equals
4.65 (93.00%), Test-value = 14.19, and P-value = 0.000 which is smaller than the
level of significance (   0.05 ). The sign of the test is positive, so the mean of this
item is significantly greater than the hypothesized value (3). We conclude that the
respondents agree to this item.



The mean of item #8 ―It is possible to act pseudo role-play situations alone‖ equals
2.35 (47.00%), Test-value = -8.51, and P-value = 0.000 which is smaller than the
level of significance (   0.05 ). The sign of the test is negative, so the mean of this
item is significantly smaller than the hypothesized value (3). We conclude that the
respondents disagree to this item.



The mean of the domain ―Participating in using pseudo role-play technique‖ equals
4.10 (81.90%), Test-value = 19.08, and P-value=0.000 which is smaller than the
level of significance (   0.05 ). The sign of the test is positive, so the mean of this
domain is significantly greater than the hypothesized value (3). We conclude that the
respondents agree to domain of ―Participating in using pseudo role-play technique ".
Table (5.3) also shows that the mean of the domain ―Participating in using pseudo role-

play technique‖ equals 4.10 (81.90%), Test-value = 19.08, and P-value=0.000 which is
smaller than the level of significance (   0.05 ). The sign of the test is positive, so the mean
of this domain is significantly greater than the hypothesized value (3) and it is significantly
different.
B. Second Domain of Students' Questionnaire
2. The needs of using pseudo role-play strategy.
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Table (5.4) shows the following results:
Table (5.4) : Means and Test values for “The needs of using pseudo role-play strategy”

Items

Mean

S.D

(%)

No
1.

The pseudo role-play strategy is an urgent
need to the students.

2.

The student-learning process needs programs
for applying pseudo role-play strategy.

3.

Using pseudo role-play process is
satisfactory.

4.

Test

P-value

value

(Sig.)

Rank

4.25

0.44

85.00

18.03 0.000*

4

3.70

0.65

74.00

6.83

0.000*

9

3.48

0.75

69.50

4.00

0.000*

10

4.33

0.62

86.50

13.61 0.000*

3

4.18

0.55

83.50

13.52 0.000*

7

4.20

0.41

84.00

18.73 0.000*

5

4.90

0.30

98.00

39.55 0.000*

1

4.20

0.41

84.00

18.73 0.000*

5

4.70

0.56

94.00

19.07 0.000*

2

3.85

0.36

77.00

14.87 0.000*

8

4.18

0.22

83.55

34.20 0.000*

Using pseudo role-play strategy provides me
with practical skills in understanding
grammar lessons.

5.

The educational development makes me cope
with the speaking and grammar skills.

6.

Using pseudo role-play provided me with real
ways of practicing English speaking skills.

7.

Using pseudo role-play strategy develops my
skills of doing grammatical exercises in the
class.

8.

The skills of applying pseudo role-play
strategy can be developed.

9.

Educational pseudo role-play activities help
learners to get rid of selfishness and shyness.

10. Using pseudo role-play helped in providing
positive values to the learners.
All items of the domain
* The mean is significantly different from (3)
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The mean of item #7 ―Using pseudo role-play strategy develops my skills of doing
grammatical exercises in the class‖ equals 4.90 (98.00%), Test-value = 39.55, and Pvalue = 0.000 which is smaller than the level of significance (   0.05 ). The sign of
the test is positive, so the mean of this item is significantly greater than the
hypothesized value (3). We conclude that the respondents agree to this item.



The mean of statement #3 ―Using pseudo role-play process is satisfactory‖ equals 3.48
(69.50%), Test-value = 4.00, and P-value = 0.000 which is smaller than the level of
significance (   0.05 ). The sign of the test is positive, so the mean of this item is
significantly greater than the hypothesized value (3). We conclude that the respondents
agree to this item.



The mean of the domain ―The needs of using pseudo role-play technique‖ equals 4.18
(83.55%), Test-value = 34.20, and P-value=0.000 which is smaller than the level of
significance (   0.05 ). The sign of the test is positive, so the mean of this domain is
significantly greater than the hypothesized value 3. We conclude that the respondents
agree to domain of ―The needs of using pseudo role-play technique ".
Table (5.4) also shows that the mean of the domain ―The needs of using pseudo role-

play technique‖ equals 4.18 (83.55%), Test-value = 34.20, and P-value=0.000 which is
smaller than the level of significance (   0.05 ). The sign of the test is positive, so the mean
of this domain is significantly greater than the hypothesized value (3) and it is significantly
different.
C. Third Domain of Students' Questionnaire
3. The professional values of using pseudo role-play strategy
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Table (5.5) shows the following results:
Table (5.5) Means and Test values for “The professional values of using pseudo
role-play strategy”
No

Items

Mean

1. Using pseudo role-play provides me with
the expected speaking skills.
2. Using pseudo role-play improved my
Grammar skills.
3. Designing educational games makes
learning objectives clear to students.
4. The skills of applying pseudo role-play
activities help the students to warm up well.
5. Using pseudo role-play helps in overcoming
the individuals differences in the class.

S.D

(%)

3.25

0.54

65.00

4.23

0.43

84.62

3.95

0.39

79.00

3.55

0.75

71.00

4.80

0.41

96.00

4.65

0.48

93.00

4.90

0.30

98.00

4.30

0.46

86.00

3.55

0.75

71.00

4.75

0.44

95.00

4.19

0.15

83.87

6. Skills of applying pseudo role-play strategy
help the students to make self-assessment to
their skills.
7. Using pseudo role-play increases classroom
interaction.
8. Pseudo role-play strategy is an important
channel to facilitate learning process.
9. Pseudo role-play strategy is suitable as a
remedial means.
10. Using pseudo role-play strategy increases
the cooperation among the students.

All items of the domain
* The mean is significantly different from (3)
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Test
value
2.91
18.0
1
15.4
5
4.64
28.1
0
21.6
0
39.5
5
17.7
2
4.64
25.2
4
50.3
6

Pvalue

Rank

(Sig.)
0.006*

10

0.000*

6

0.000*

7

0.000*

8

0.000*

2

0.000*

4

0.000*

1

0.000*

5

0.000*

8

0.000*

3

0.000*



The mean of item #7 ―Using pseudo role-play increases classroom interaction‖ equals
4.90 (98.00%), Test-value = 39.55, and P-value = 0.000 which is smaller than the level
of significance(   0.05 ). The sign of the test is positive, so the mean of this item is
significantly greater than the hypothesized value (3). We conclude that the respondents
agree to this item.



The mean of item #1 ―Using pseudo role-play provides me with the expected speaking
skills‖ equals 3.25 (65.00%), Test-value = 2.91, and P-value = 0.006 which is smaller
than the level of significance (   0.05 ). The sign of the test is positive, so the mean of
this item is significantly greater than the hypothesized value (3). We conclude that the
respondents agree to this item.



The mean of the domain ―The professional values of using pseudo role-play‖ equals 4.19
(83.87%), Test-value = 50.36, and P-value=0.000 which is smaller than the level of
significance (   0.05 ). The sign of the test is positive, so the mean of this domain is
significantly greater than the hypothesized value (3). We conclude that the respondents
agree to domain of ―The professional values of using pseudo role-play ".
Table (5.5) shows that the mean of the domain ―The professional values of using

pseudo role-play‖ equals 4.19 (83.87%), Test-value = 50.36, and P-value=0.000 which is
smaller than the level of significance (   0.05 ). The sign of the test is positive, so the mean
of this domain is significantly greater than the hypothesized value (3) and it is significantly
different.

5.4. Test of the Fourth Hypothesis
"There are statistically significant differences between teachers‘ use of pseudo roleplay strategy and other grammar teaching approaches". To test this hypothesis, means and
standard deviation of the first domain of the teachers' questionnaire were calculated
(computed). T-value was used to interpret the significant differences.
1. First Domain: Tick the method you most frequently use
Table (5.6) shows the following results:


The mean of item #1,3 and 11 ―Grammar Translation Method (GTM), Direct Method

(DM) and Communicative Method (CM)‖ equals 5.00 (100.00%), Test-value equals 4.47,
and P-value equals 0.000 which is smaller than the significance level (   0.05 ). The sign of
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the test is positive, so the mean of this item is significantly greater than the hypothesized value
(3). We conclude that the respondents agree to this item.


The mean of item # 19 ―Jigsaw Method (JM)‖ equals 1.80 (36.00%), Test-value

equals -3.87, and P-value equals 0.000 which is smaller than the significance level (   0.05
). The sign of the test is negative, so the mean of this item is significantly smaller than the
hypothesized value (3). We conclude that the respondents disagree to this item.


The mean of the domain ―Tick the method you most frequently use‖ equals 3.65

(72.90%), Test-value = 3.74, and P-value equals 0.000 which is smaller than the significance
level (α = 0.05). The sign of the test is positive, so the mean of this domain is significantly
greater than the hypothesized value (3). We conclude that the respondents agree to domain of
―Tick the method you most frequently use".
Table (5.6) : Means and Test values for “Tick the method you most frequently use”
Item

Mean

S.D

(%)

Test P-value
value

(Sig.)

Rank

1.

Grammar Translation Method (GTM)

5.00

0.00 100.00 4.47

0.000*

1

2.

Audio-Lingual Method (ALM)

4.75

0.44 95.00

4.13

0.000*

4

3.

Direct Method (DM)

5.00

0.00 100.00 4.47

0.000*

1

4.

Total Physical Response Method (TPR)

3.55

0.60 71.00

3.05

0.003*

10

5.

Inductive and Deductive Method (IDM)

4.75

0.44 95.00

4.13

0.000*

4

6.

Presenting, Practice and Production

2.80

0.62 56.00

-1.41 0.289

17

2.85

0.49 57.00

-1.34 0.375

15

3.40

0.50 68.00

2.83

0.008*

11

3.00

0.56 60.00

0.00

1.000

14

3.35

0.81 67.00

1.81

0.118

12

methods(PPP)
7.

Exploration, Explanation and Expression
method (EEE)

8.

Processing Grammar Instruction
method(PGI)

9.

Form-Focused Correction Method (FFC)

10.

Games and Problem-Solving Activities
methods(GPSA)

11.

Communicative Method (CM)

5.00

0.00 100.00 4.47

0.000*

1

12.

Contextual Method (CM)

3.25

0.91 65.00

0.180

13
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1.21

Item
13.

Communicative Language Teaching Method
(CLT)

Mean

S.D

(%)

Test P-value
value

(Sig.)
0.000*

4.70

0.57 94.00

4.07

Rank
6

14.

Focus-on-Form Instruction Method (FFI)

2.85

0.67 57.00

-1.00 0.687

15

15.

Natural Method (NM)

4.40

0.50 88.00

4.05

7

16.

Gallery Walk Method (GW)

2.60

0.68 52.00

-2.27 0.031*

18

17.

Corrective Feedback Method (CF)

3.75

0.44 75.00

3.87

0.000*

9

18.

Concept Maps Method (CMM)

3.95

0.60 79.00

3.76

0.000*

8

19.

Jigsaw Method(JM)

1.80

0.62 36.00

-3.87 0.000*

20

20.

Consciousness- Raising Method (CR)

2.15

0.67 43.00

-3.49 0.000*

19

All items of the domain

3.65

0.20 72.90

3.74

0.000*

0.000*

* The mean is significantly different from (3)
Table (5.6) also shows that Test-value equals 3.74, and P-value equals 0.000 which is
smaller than the level of significance (   0.05 ). The sign of the test is positive, so the mean
of this domain is significantly greater than the hypothesized value (3), and the mean is
significantly different.
This result indicates the positive attitudes of the teachers towards the most preferable and
effective methods for teaching grammar. The means of the items; 1, 3, 5, 11, 13, and 14 are
the highest. This means that most teachers of English in the three schools where the
questionnaire was conducted frequently and preferably use the following methods for teaching
grammar: Grammar Translation Method (GTM), Direct Method (DM), Inductive and
Deductive Method (IDM), Communicative Method (CM), Communicative Language
Teaching Method (CLT), and Focus-on-Form Instruction Method (FFI).
2. Second Domain: If you have employed the pseudo role-play strategy, please respond
to the following items
Table (5.7) shows the following results:


The mean of item #1 ―Pseudo role-play strategy is effective in teaching grammar for

developing students' skills of communication‖ equals 5.00 (100.00%), Test-value equals
4.47, and P-value equals 0.000 which is smaller than the significance level (   0.05 ). The
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sign of the test is positive, so the mean of this item is significantly greater than the
hypothesized value (3). We conclude that the respondents agree to this item.


The mean of item #7 ―Using pseudo role-play various games and activities teach

students messages and language‖ equals 3.35 (67.00%), Test-value = 1.94, and P-value
equals 0.109 which is greater than the significance level (   0.05 ). Then the mean of this
item is insignificantly different from the hypothesized value (3). We conclude that the
respondents (undecided) to this item.


The mean of the domain "If you have employed the pseudo role-play strategy, please

respond to the following items" equals 4.37 (87.40%), Test-value = 4.20, and P-value equals
0.000 which is smaller than the significance level (   0.05 ). The sign of the test is positive,
so the mean of this domain is significantly greater than the hypothesized value (3). We
conclude that the respondents agree to the second domain of ―If you have employed the
pseudo role-play strategy, please respond to the following table".
Table (5.7) : Means and Test values for “If you have employed the pseudo role-play
strategy, please respond to the following items”
No
1.

2.

3.

4.

5.

6.

Item
Pseudo role-play strategy is effective in
teaching grammar for developing
students' skills of communication.
Pseudo role-play strategy has a good role
in making students more active and
cooperative.
Pseudo role-play strategy represents a
major step in language teaching
methodology that aims at communicative
competence and creates very productive
students
Pseudo role-play is preferable in teaching
grammar deductively and inductively to
enable students practice thinking skills
more easily and proficiently.
Pseudo role-play strategy focuses mainly
on students' competences and
performance in developing their English
language skills.
Using pseudo role-play strategy is useful

Mean

S.D

(%)

Test
value

P-value
(Sig.)

Rank

5.00

0.00

100.00

4.47

0.000*

1

4.95

0.22

99.00

4.38

0.000*

2

4.90

0.45

98.00

4.36

0.000*

3

4.85

0.37

97.00

4.23

0.000*

5

4.70

0.66

94.00

4.07

0.000*

8

4.80

0.52

96.00

4.19

0.000*

6
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No

7.

8.

9.

10.

11.

12.

13.

14.

15.

Item

Mean

for teachers to explain grammatical rules
to get positive results in providing a
relaxed and motivating atmosphere to the
students.
Using pseudo role-play various games
and activities teach students messages and 3.35
language.
The use pseudo role-play strategy in
teaching grammar has a great impact in
4.15
creating productive, cooperative and
reactive class participation.
Grammar is best taught and practiced in
context through using pseudo role-play
4.80
strategy.
Pseudo role-play strategy is preferable in
raising students' awareness of
3.85
grammatical structures.
Using pseudo role-play games and
activities are effective in teaching
3.95
students concepts individually or in
groups.
Pseudo role-play is an effective technique
to animate the teaching and learning
atmosphere, arouse the interests of
4.15
learners and make the language
acquisition impressive.
Pseudo role-play is a teaching strategy
that fits within the social family of
3.50
models.
Pseudo role-play strategy teaches
empathy and understanding of different
3.70
perspectives.
The use of pseudo role-play strategy
emphasizes personal concerns, problems,
behavior, active participation, and
4.90
improves interpersonal and
communicative skills.
All items of the domain
4.37
* The mean is significantly different from (3)

S.D

(%)

Test
value

P-value
(Sig.)

Rank

0.75

67.00

1.94

0.109

15

0.59

83.00

3.91

0.000*

9

0.41

96.00

4.18

0.000*

6

0.75

77.00

3.37

0.001*

12

0.76

79.00

3.48

0.000*

11

0.75

83.00

3.69

0.000*

9

0.61

70.00

2.89

0.006*

14

0.47

74.00

3.74

0.000*

13

0.31

98.00

4.30

0.000*

3

0.25

87.40

4.20

0.000*

Table (5.7) shows that Test-value equals 4.20, and P-value equals 0.000 which is
smaller than the significance level (   0.05 ). The sign of the test is positive, so the mean of
this domain is significantly greater than the hypothesized value (3) and the mean is
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significantly different. The means of the items 1, 2, 3, 4, 5, 6, 9, and 15 are the highest. This
result indicates the positive attitudes of the teachers towards using pseudo role-play strategy
for teaching grammar in context and it is more effective and preferable than other grammar
teaching methods according to them.
This result agreed to the results of Yi Elaine Lin (2009) who proved the benefits of
role-play as a language teaching strategy that meets the needs of teachers and students
employing role-play in EFL classrooms and Ahmed Mahmoud & ZiyadTanni (2012), who
found out that most of the English teachers in the schools of Jenin Refugee Camp, Ya‘bad,
Araba, and Rommana, where the whole authority belongs to the United Nations Educational Relief and Works Agency (UNRWA) - agreed that games have inﬂuence on the students‘
attitudes towards learning English and that the use of role-play games in the class is not just
for fun but it also serves many educational purposes such as creative thinking, critical
thinking, problem solving, role playing and collaborative work among others.
The result of the current study disagreed with the results of Hamad (2011), who found
out that teachers are aware of most strategies of grammar teaching to some extent and that the
teachers applied a variety of strategies for teaching grammar in their classes, but their
awareness did not correspond to their practices. In addition to that, teachers' experiences
affected their awareness of grammar teaching strategies. Meanwhile, Asma El-Tanani (2011)
emphasizes that English language teachers use neither effective and appropriate techniques
nor procedures to teach grammar communicatively.

5.5 Discussion of the study
The main aim of the study was to examine the effectiveness of using pseudo role-play
strategy on improving grammar in context for the ninth graders. The statistical treatment
shows that the differences between the means of the experimental and the control groups on
the post – test are statistically significant at the level (0.05) in favor of the experimental
group.

The main result shows that pseudo role-play strategy is highly effective on the

improving the students' levels of speaking skills among the experimental group compared
with those of the the control group. This means that EFL teachers should introduce this kind
of teaching technique to their students (Male- Female). Through this sort of strategy, students
are free and self-dependent. They practice the designated grammar lesson several times on
their own. The students have achieved progress in the three levels (listening, speaking and
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writing) because there is a five -week interval between the two tests‘ administration, which
suggests that the strategy of pseudo role-play is actively implemented and applied in the
school under the supervision of the researcher. The researcher asked students to work in pairs
and groups to make the classroom more realistic and similar to everyday life. This has made
the students are more active, self-confident, fearless, not shy, and very interested in this new
strategy of teaching and learning.
This result agrees with the results of almost all the reviewed studies in chapter III.
Similar tools such as a pre and post -test were used to measure students' achievement before
and after the experiment .
The current

study differs from

other studies in population,; for most of the

reviewed studies consisted of university students. The members of the population of the study
are all female students of the Gaza North Governorate schools. The researcher can assume
that the progress in the students' performance in the different levels of English skills can be
attributed to the teaching via the new strategy of pseudo role-play, and the well-organized
stages of the sessions where each stage leads to another.
In the light of the findings of this study, it can be stated that the main result was that
pseudo role-play strategy was highly effective on the students' level of speaking skills in the
experimental group compared with the control group‘s result. There are differences
between achievements of high and low achievers in experimental group. High achievers are
good at speaking skills .
With reference to the research hypotheses of the study, the statistical analysis of the
students' performance in quantitative values pointed out that a relatively substantial amount of
chievement has occurred along the different areas of the levels of English skills. The study
has confirmed that adopting pseudo role-play strategy has superiority over the traditional
method in teaching grammar in context in particular and English skills as a foreign language
in general.
The

contents of

according to

the pseudo role-play

were

chosen, organized and

modified

the opinions and suggestions of a group of English language specialists-

university professors, supervisors and teachers of EFL in this field.
Thus it can be safely stated that Pseudo role-play strategy has positive effects on
mutual concern and care among EFL learners in Gaza and this approach promotes higher
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achievement than that of the ordinary method; for it helps the learners of English create real
chances to use the target language interactively.

Adopting pseudo role-play strategy

stimulates self -learning and independence among students. They have become hard working
and able to solve grammatical problems. Through the researcher's understanding of the
pseudo role-play strategy, the researcher can safely say that this new approach of teaching
suits the students' abilities and their academic level.
Therefore, Pseudo role-play strategy is a successful strategy because it confirms that
considering students needs and levels in teaching grammar is more effective than using the
ordinary teaching method. It provides students with a better learning environment which is
reflected on their achievement of English language. Through this new strategy, the students
play many diverse roles as thinkers, problem solvers and observers.
These roles help them acquire and employ English language skills in different situations more
easily.
According to the statistical results, it is concluded that pseudo role-play strategy has
positive effect on the ninth graders' achievement in listening and speaking skills. Therefore,
the researcher can safely state that this considerable effect may confirm the fact that
considering the learners' needs and levels in teaching grammar in context is more effective
than using the traditional teaching methods.

5.5.1 Discussion of the Results of the Study
From the analysis of the data, it is found that the mean of post- scores of the
experimental group is higher than the mean scores of the control group. This indicates that
students‘ achievement in the experimental group is better than the control group, which shows
that pseudo role –play strategy is more useful for them in teaching speaking skills through
acting roles and activities of grammar in context than the ordinary method teaching. The
results of the present study are compatible with the results of previous studies which revealed
that role- play is a successful method in the studied material. The results also show that pseudo
role-play strategy is a successful method in teaching dialogues due to the following:
1. Role play gives the students more chances to use the spoken and written forms of English
language through role-play activities like presentation of the famous historical personalities,
acting real-life routines, discussions, and debates, which can consequently develop their
accuracy and fluency.
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2. The students are more confident in their abilities because they have the support and
encouragement of fellow group members.
3. Interaction among team members promotes their psychosocial adjustment as the individual
effort of every student is encouraged and supported in order to achieve group process.
4. The students in a role–play session feel as if they were important actors because they
perform roles that are essential to the completion of the group tasks.
5- The students have opportunities for using a variety of instructional techniques such as
whole- class brainstorming, discussion, question and answer.
6- The students depend on cooperation rather than competition, and explanation rather than
memorization. The construction of groups from heterogeneous levels of proficiency
enforces those of low levels to work hard to be equal with their mates and they get benefit
from those of high levels through exchanging information.

5.6 Conclusion
The present study in both of its theoretical and practical aspects has led to the
following conclusions:
1. According to the findings of this study, the subjects of the experimental groups who were
taught by using pseudo role play strategy have significantly improved in speaking. This has
been based on a comparative statistical treatment of the subjects‘ scores of both groups on
the pre and posttests.
2. In Role plays class, the students seemed engaged with the lesson, negotiate with each other
and help each other more than when they are in a traditional lesson.
3. Role-play‘s class provided an efficient mechanism for students to take responsibility for
their own learning and share information.
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5.7 Recommendations
Based on the results, the researcher recommends the following:

1). Recommendations for Curriculum Designers and Decision Makers
Curriculum designers and decision makers are recommended to do the following:
1. Support schools with all effective aids such as visual and audio instruments, wall pictures
of lessons and computers to facilitate teachers' implementation of the new strategies in the
classes.
2. Promote the strategy of teaching grammar in context by exchanging visits among teachers
and organizing discussion seminars.
3.

Enrich the Teacher‘s Book with teaching grammar in context by using pseudo role-play
strategy to enhance teaching grammar functionally, orally, communicatively and
cooperatively.

4. encouraging and giving permission for the teachers those desire to use and apply pseudo
role plat strategy on their teaching grammar process.

2). Recommendations for School Administrations and Supervisors
Administrations and supervisors are recommended to do the following:
1.

Provide teachers with training courses to enhance implementing the pseudo role-play
strategy for teaching grammar in their classes.

2.

Prepare and distribute instructional materials that increase teachers′ awareness of using
various strategies, and emphasize the significance and necessity of using pseudo role-play
strategy in teaching English grammar particularly verb tenses.

3. Conduct workshops that aim at familiarizing teachers of how to teach grammar by using
pseudo role play strategy.
4. Encourage teachers to exchange visits and hold periodical meeting to discuss new methods
of teaching such as pseudo role-play strategy.
5. Communicate schools with local society especially universities and educational centers to
enhance making competitions among English clubs.
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3). Recommendations for Teachers of English
Teachers of English are recommended to do the following:
1. Considering students' individual differences by using different levels of role-play activities
in order to illustrate the intended grammatical rules.
2. Exchanging experiences among teachers by attending each other‘s' classes especially in
grammar to show the benefits of using pseudo role-play strategy in teaching grammar
especially tenses and conditional types.
3. Arranging competitions among students and encourage them to log on the internet for
learning additional topics of grammar by using pseudo role-play.
4. Selecting effective methods and techniques which encourage students to use grammatical
rules by using speaking skills.
5. Moving from the ordinary teaching methods to pseudo role-play strategy of teaching
grammar in authentic situations.
6. Encouraging students to use English in real life situations.
7. Attending workshops and training courses concerning teaching grammar through using
pseudo role-play strategy.

4). Suggesting for Further Studies
The researcher suggests the following further studies:
1. Using pseudo role-play strategy in developing students′ critical thinking.
2.

Using pseudo role-play strategy to assess language production of English language
learners.

3. Using the pseudo role-play strategy in enhancing students' communication skills.
4. Using pseudo role-play strategy in developing (listening, speaking, writing and reading)
skills of English.
5. Conducting studies based on pseudo role-play strategy to enhance English grammar for the
lower and advanced grades.
Summary
This chapter presented the answers of the questions of the study, tested the hypotheses
as well as showed the results and presented the discussion of the study. Also, it included the
recommendations proposed by the researcher to curriculum designers and decision makers,
school administrations, supervisors, teachers of English, and for further studies.
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Appendix (1)
Al- Azhar University – Gaza
Deanship of Postgraduate Studies &
Scientific Research
Faculty of Education
Department of Curricula & Teaching Methods
-------------------------------------------------------------------------------------------Dear student,
First of all, thank you for participating in this research. The researcher is currently conducting
a research project entitled “The Effectiveness of Using Pseudo Role-Play on Improving
Grammar in Context for the Ninth Graders in the North Gaza Governorate Schools".
This research project is a part of the academic requirements for the master degree of
Education in the Department of Curricula & Teaching Methods at Al-Azhar University - Gaza.
The researcher would like to draw your attention that this research is a purely academic
study that would be used only for academic purposes. Your response and names will be kept
strictly confidential. Accordingly, the researcher seeks your assistance in answering the test
questions. Your contribution is highly appreciated.

Test instructions:
1. The number of pages is three. This page is not included.
2. The test consists of five questions.
3. Give the test paper back to the researcher or submit it to the person who
distributed it.
Thank you for your cooperation,
The researcher/ Khitam Hassan AbuTaleb.
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Al- Azhar University - Gaza
Deanship of Postgraduate Studies &
Scientific Research
Faculty of Education
Department of Curricula & Teaching Methods

Achievement GrammarTest
The Test Refereeing Checklist
Dear referee,
The researcher is conducting an MA thesis, entitled " The Effectiveness of Using Pseudo
Role-Play on Improving Grammar in Context for the Ninth Graders in North Gaza
Governorate Schools", in which she is going to examine the effectiveness of using pseudo
role-play on improving the ninth grade students' skills of learning grammar(tenses) in Gaza
North Governorate schools. This study requires conducting an achievement test which the
researcher has designed according to the questions of the study. Hence, for the purpose of MA
thesis, I would like you to referee the attached test through reading the following checklist and
then ticking ( √ ) the appropriate box.
You are kindly requested to look carefully at the items to:
1-Determine the degree of suitability of the items of the test.
2-Modify the language if necessary.
3-Add other items not mentioned in the test.
4-Suggest ideas or issues to enrich the test.
Thanks a lot for your co-operation
It would be grateful if you check items of the phonetic writing test within the following
criteria:
Grammar Writing to be tested:
The test should examine the ninth grade students' ability to:
1-Recognize how to use and apply the rules of some important tense: present simple, present
continuous, present perfect and present perfect continuous, past simple and future simple
properly.
2-Choose the appropriate answers according to their understanding of tenses.
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3-Apply the technique of pseudo role-play in answering the questions of the test correctly.
4-Differentiate between the studied tenses in written grammar besides the contextual grammar.

123456789101112131415-

Item
The test items reflect the objectives.
The layout is acceptable.
The rubric is acceptable.
The time assigned is suitable.
Variety of questions.
Difficulty.
Space.
The test suits ninth grade students.
The test reflects the accurate conditions of a good test.
The test takes into account individual differences.
The test is comprehensive and clear.
The questions are suitable for the 9th grade level.
The distribution of marks is suitable.
The variety of tense questions suit 9th grade students.
The language is correct.

High

Average Low

Any further comments are highly appreciated.
………………………………………………………………………………………………
………………………………………………………………………………………………
………………………………………………………………………………………………
………………………………………………………………………………………………
………………………………………………………………………………………………
………………………………………………………………………………………………
Name of Referee/ ………………………………………………………………………….
Academic degree/ …………………………………………………………………………
Place of work/ ……………………………………………………………………………
Date and signature/……………………………………………………………………….
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Grammar Achievement Test for the Ninth Grade
Pre-Written Test for the Experimental & Control Groups
Al- Shaima Preparatory School
Name: …………………………………..…

Class: ……………………

Time: 50 minutes

Date: 25/2/2015

…………………………………………………………………....................................

Choose the correct answer between brackets:

(10 marks)

1. It's now 10.30 in the morning and Nidal and Hadil (take off- are taking off- will take off) to
Cairo.
2. Hassan Salem is the captain of Hadeel's and Nidal's flight to Palestine. He (is living - was
living - lives) in Palestine.
3. These tours (start - will start - are starting) from Jerusalem every week.
4. Sami wants some water, so he (asks - is asking - has asked) his sister.
5. The teacher is absent today, she (needing - does not need - needs to) have some rest.
6. The Qadiri family (live- lived- have been living) in London for fifteen months.
7. The Qadiri family (arrive – arrived - will arrive) in London fifteen months ago.
8. How long (have you - have you been - were) at school?
9. She (learns - is learning - has been learning) to cook recently.
10. Mum (is teaching - will teach - teach) you some simple dishes if you like.

Put the verbs in brackets in the correct tense:

(8 marks)

1. Electricity (go) to be generated from the sun in the future.
2. I (love) flowers; they are my favorites.
3. They (visit) Palestine for four weeks.
4. What (you do) this evening?
5. The Yafawi family usually (have) their summer holidays in America.
6. Grandma (fly) for four hours. Now her plane is landing.
7. Mrs. Qadiri (look for) a new carpet for days, but she still has not found it.
8. Jane (visit) her parents next weekend.
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Label the examples with these tenses: ( 10 marks)
Tenses

Examples

a. Present perfect continuous

1 .She is going to study French at college. ( )

b. Question form of present perfect.

2. Hadeel is enjoying her lunch with her family. ( )

c. Present continuous

3. Anna has been working in this hospital for five years. ( )

d. Future simple

4. Has Mr. Qadiri got some money from the bank yet?
( )

Match group (A) with (B) :(10 marks)
(A)

(B)

1. Grandma is arriving in a week,

a. if she needs to buy some food

2. The Qadiri family have been working

b. but they still have not prepared the

hard for the past week,

guest room yet.

3. Muneera has already passed the driving test.

c. it will be very useful.

4. If you learn to cook,

d. but they still have not finished yet.

5. She plans a shopping trip

e. Amazing! She has only been learning to
drive for three weeks.

1………. ,2………. ,3………. ,4………. ,5……….
-----------------------------------------------------------------------------------------
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Match the questions and answers. ( 12 marks)
1. Has he arrived yet?

a

Yes, please.

2. Did you smoke at the party?

b

Yes, they are.

3. Have you ever been to Mexico?

c

Yes, I will.

4. Will you study another language in the future?

d

No, we haven't.

5. Do you need more medicine?

e

No, I did not.

6. Are they visiting Palestine this week?

f

No, not yet.

1………. ,2………. ,3………. ,4………. ,5………. ,6………

End of Test
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Appendix (2)
Al-Azhar University-Gaza
Deanship of Postgraduate Studies &Scientific Research
Faculty of Education
Master Program Curricula & Teaching Methods

Dear Student,
The researcher is conducting a study entitled, ''The Effectiveness of Using Pseudo
Role-Play Strategy for Teaching Grammar in Context to the Ninth Graders and Their
Attitudes Toward it", to obtain a Master Degree in Curriculum and Methodology.
The study aims to
learning English grammar.

develop your

skills

of using pseudo role-play strategy in

So you are kindly invited to rank the items of this attitude

scale in order to help researcher in measuring your attitudes toward using pseudo roleplay.
Your answers will be confidential and used for the study purpose only.
Note:
) = Strongly disagree
2) = Disagree
3) = Neutral
4) = Agree
5) = Strongly agree

Thanks for your efforts,

The researcher
Khitam Hassan Abu Taleb
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Questionnaire for Students' Attitudes towards Using Pseudo Role-play Strategy
NO.
A
1

2

3

4

5

1

Item

Participating in using pseudo role-play technique:
I have enjoyed using the pseudo role-play
activities.
I felt happy when I was asked to attend the
class of pseudo role-play activities.
Using pseudo role-play is important for every
student.
Using pseudo role-play developed my skills
of speaking.
Nothing will stop my participation in acting
pseudo role-play strategy.
Using pseudo role-play is necessary to those

6

students who Want to develop their
grammatical skills.

7

8

Using pseudo role-play encourages me to
participate in grammar and speaking skills.
It is possible to act pseudo role-play
situations alone.
Applying the pseudo role-play strategy helps

9

in achieving interaction and communication
skills.

10

Training to apply pseudo role-play activities
meets my interests desire
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2

3

4

5

B
1

2
3

The needs of using pseudo role-play technique:
The pseudo role-play strategy is an urgent
need to the students.
The student-learning process needs programs
for applying pseudo role-play strategy.
Using pseudo role-play process is satisfactory.
Using pseudo role-play strategy provides me

4

with practical skills in understanding grammar
lessons.

5

6

The educational development makes me cope
with the speaking and grammar skills.
Using pseudo role-play provided me with real
ways of practicing English speaking skills.
Using pseudo role-play strategy develops my

7

skills of doing grammatical exercises in the
class.

8

9

10
C
1

2

3

4

The skills of applying pseudo role-play
strategy can be developed.
Educational pseudo role-play activities help
learners to get rid of selfishness and shyness.
Using pseudo role-play helped in providing
positive values to the learners.
The professional values of using pseudo role-play:
Using pseudo role-play provides me with the
expected speaking skills.
Using pseudo role-play improved my
Grammar skills.
Designing educational games makes learning
objectives clear to students.
The skills of applying pseudo role-play
activities help the students to warm up well.
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5

Using pseudo role-play helps in overcoming
the individuals differences in the class.
Skills of applying pseudo role-play strategy

6

help the students to make self-assessment to
their skills.

7

8

9

10

Using pseudo role-play increases classroom
interaction.
Pseudo role-play strategy is an important
channel to facilitate learning process.
Pseudo role-play strategy is suitable as a
remedial means.
Using pseudo role-play strategy increases the
cooperation among the students.
Thank you and I appreciate your efforts.
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جامعــــت األزهــــــــــــر – غــــــــــسة
عمادة الدراساث العليا والبحث العلمي
كليـــــــــــت التربيــــــــــــــــــت
برنامج الماجستير للمناهج وطرق التدريس

عسيسي الطالب .............................:
تجري الباحثة دراسة بعنوان " تأثير استخدام استراتيجية األدوار المستعارة لتدريس القواعد في المواقف الواقعية لطالبات
الثالث االعدادي ومواقفهن تجاهه لمحصول عمى درجة الماجستير في المناهج وطرق التدريس" .
تيدف ىذه الدراسة لتطوير مياراتكم في استخدام استراتيجية األدوار المستعارة في تعميم قواعد المغة االنجميزية لذلك أنتم
مدعون لتقييم بنود مقياس المواقف لمساعدة الباحثة في قياس مواقفكم تجاه استخدام األدوار المستعارة.
وسوف تكون أجوبتكم سرية وتستخدم ليذه الدراسة لغرض البحث العممي .
مالحظة :
( )1غير موافق جداً
( )2غير موافق
( )3حيادي
( )4موافق
( )5موافق جدا
وشك ارً لجهودكم ،،
الباحثة
ختام حسن أبو طالب
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التقويم
أ)

غير موافق
جداً

المشاركة في استخدام استراتيجية األدوار المستعارة :

 1.لقد استمتعت باستخدام استراتيجية لعب األدوار المستعارة .
 2.شعرت بالقناعة عندما طمب مني حضور تطبيق نشاطات
األدوار المستعارة .
 3.يعتبر استخدام األدوار ىاماً لكل طالب .

 4.لقد طور استخدام األدوار المستعارة من مياراتي في المحادثة.

 5.ال شيء سوف يمنعني من مشاركتي في تمثيل األدوار
المستعارة

 6.إن استخدام األدوار االستراتيجية المستعارة ضروري ألولئك
الطالب الذين يريدون تطوير مياراتيم في القواعد .
 7.إن تمثيل األدوار المستعارة يشجعني عمى المشاركة في
التحدث والقواعد في المستقبل .
ميارات
ّ

 8.إنو من الممكن تمثيل األدوار المستعارة لوحدي .
 9.يساعد تطبيق استراتيجية األدوار المستعارة في تحقيق
ميارات التفاعل والتواصل المتبادلة.
 10.إن التدريب عمى أداء نشاطات األدوار المستعارة يمبي رغبتي
ب)

الحاجة الستخدام استراتيجية األدوار المستعارة -:

 1.أشعر بأن استخدام استراتيجية لعب األدوار المستعارة مفيدة
لتطبيق القواعد.
 2.شعرت بأني اتكمم وأفيم المغة اإلنجميزية عند تطبيق
نشاطات األدوار المستعارة.
 3.يعتبر استخدام األدوار حاجة ومطمب لكل طالب.
 4.لقد طور استخدام األدوار المستعارة من مياراتي في التكمّم .
 5.أرى حاجة لممشاركة في تمثيل األدوار المستعارة خارج
الفصل.
 6.أرى حاجة ممحة لمواد تعميبمية معدة مسبقاً في استخدام
األدوار المستعارة لتطوير مياراتي في ا لقواعد .
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غير

موافق

حيادي

موافق

موافق
جداً

التقويم

غير موافق
جداً

 7.أنا بحاجة مستمرة لتمثيل األدوار المستعارة ألنيا تشجعني
التحدث والقواعد في المستقبل.
عمى المشاركة في ميارات
ّ

 8.أحتاج لميارات اضافية لتعمم تمثيل األدوار المستعارة
لوحدي.

 9.أنا بحاجة الى زيادة ميارات التفاعل والتواصل المتبادلة من
خالل تطبيق استراتيجية األدوار المستعارة.

 10.أحتاج الى تدريب اضافي عمى تأدية األدوار المستعارة.
ج)

القيم االحترافية الستخدام استراتيجية األدوار المستعارة:

 1.استخدام وتمثيل األدوار يزودني بميارات المحادثة المتوقعة.
طور ميارتي في
 2.استخدام استراتيجية األدوار المستعارة ّ
القواعد.
 3.تمثيل األدوار المستعارة يجعل األىداف التعميمية واضحة
لمطالب
 4.ميارات تطبيق نشاطات األدوار المستعارة تساعد الطالب
لتجييز أنفسيم بشكل جيد لمدروس.
 5.يساعد أداء األدوار المستعارة في التغمّب عمى الفروقات
الفردية في الصف.

 6.ميارات تطبيق استراتيجية األدوار المستعارة تساعد الطالب
إلجراء تقييم ذاتي لمياراتيم.
 7.تمثيل األدوار المستعارة يزيد من التفاعل الصفّي بين
الطالب.
 8.تعتبر استراتيجية األدوار المستعارة قناة ىامة لتسييل عممية
التعميم.

 9.استراتيجية األدوار المستعارة مناسبة لموسيمة العالجية.
 10.تمثيل األدوار المستعارة يزيد من التعاون بين الطالب.

161

غير

موافق

حيادي

موافق

موافق
جداً

Appendix (3)
Teacher's Use of Grammar Teaching Methods Questionnaire
1= Highly Used
2= Used
3= I cannot decide
4= Not used
5= Never Used
Tick the method you most frequently use
No.

Statement

1

1

Grammar Translation Method (GTM)

2

Audio-Lingual Method (ALM)

3

Direct Method (DM)

4

Total Physical Response Method (TPR)

5

Inductive and Deductive Method (IDM)

6

Presenting, Practice and Production methods(PPP)

7

Exploration, Explanation and Expression method (EEE)

8

Processing Grammar Instruction method(PGI)

9

Form-Focused Correction Method (FFC)

10

Games and Problem-Solving Activities methods(GPSA)

11

Communicative Method (CM)

12

Contextual Method (CM)

13

Communicative Language Teaching Method (CLT)

14

Focus-on-Form Instruction Method (FFI)

15

Natural Method (NM)

16

Gallery Walk Method (GW)

17

Corrective Feedback Method (CF)

18

Concept Maps Method (CMM)

19

Jigsaw Method(JM)

20

Consciousness- Raising Method (CR)
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2

3

4

5

If you have employed the pseudo role-play strategy, please respond to the following
items:
1:highly agree 2: agree 3: undecided
No.
1

4: disagree

5: highly disagree

Statement

1

Pseudo role-play strategy is effective in teaching grammar
for developing students' skills of communication.

2

Pseudo role-play strategy has a good role in making students
more active and cooperative.

3

Pseudo role-play strategy represents a major step in language
teaching methodology that aims at communicative
competence and creates very productive students

4

Pseudo role-play is preferable in teaching grammar
deductively and inductively to enable students practice
thinking skills more easily and proficiently.

5

Pseudo role-play strategy focuses mainly on students'
competences and performance in developing their English
language skills.

6

Using pseudo role-play strategy is useful for teachers to
explain grammatical rules to get positive results in providing
a relaxed and motivating atmosphere to the students.

7

Using pseudo role-play various games and activities teach
students messages and language.

8

The use pseudo role-play strategy in teaching grammar has a
great impact in creating productive, cooperative and reactive
class participation.

9

Grammar is best taught and practiced in context through
using pseudo role-play strategy.

10

Pseudo role-play strategy is preferable in raising students'
awareness of grammatical structures.

11

Using pseudo role-play games and activities are effective in
teaching students concepts individually or in groups.
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2

3

4

5

12

Pseudo role-play is an effective technique to animate the
teaching and learning atmosphere, arouse the interests of
learners and make the language acquisition impressive.

13

Pseudo role-play is a teaching strategy that fits within the
social family of models.

14

Pseudo role-play strategy teaches empathy and
understanding of different perspectives.

15

The use of pseudo role-play strategy emphasizes personal
concerns, problems, behavior, active participation, and
improves interpersonal and communicative skills.
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Appendix (4)
Teacher's Guide
Suggested Lesson Plans of Teaching Grammar Lessons (1,2,3,4,8,9,11 &12) in the units
(1,2 &8) in English for Palestine 9 according to Teaching Grammar in
Context through Using Pseudo Role-Play Strategy
Dear teachers,
It is well-known that, English for Palestine textbook deals with the four major
language skills; listening, speaking, reading and writing. Grammar lessons are about(3-4)
lessons in each unit in the Student's book. The current study introduces activities based on
teaching grammar in context to help the teachers present
(1,2,3,4,8,9,11&12)) in

grammatical points in lessons

the units (1,2 &8). These activities will encourage students‘

functional use of grammar in context .
In other words, the students build their own knowledge as learning is contextual and occur
when the students learn in relationship to what they already know. If learning is related
to their life and belief, all their fears will become clear. At that point, learning becomes
productive and social as the students cannot isolate learning from their lives.
1- The Definition of Grammar in Context
Based on the related literature, the researcher defines grammar in context as:
Grammatical rules offered by the researcher to the students including somegrammatical points
regarding tenses established in the curriculum English for Palestine 9. Also they include
drills, activities and exercises which will be done by students after presentations and
instructions by the researcher.
2- The teacher's guide consists of the following:
The general aims of the lessons included in the study.
1. Learning objectives of each lesson.
2. Teaching resources.
3. Activities used by the teachers to help students in learning.
4. Procedures to be followed by the teachers.
5. Evaluation for measuring students' abilities to solve grammatical problems related to the
targeted tenses.
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General Aim:
The lesson plan and the activities aimed at enhancing using grammar functionally in
Context through using pseudo role-play strategy in English for Palestine 9.
Behavioral Objectives:
By the end of the lessons (1,2,3,4,8,9,11 &12)) in units (1,2 &8), students are expected to be
able to:
1-Use pseudo role-play strategy for practicing grammar in context.
2- Use and apply the rules of the simple present, present continuous, present perfect, present
perfect continuous, simple past, simple future, type zero conditional and type 1 conditional
and compare between them.
3- Practice all tenses orally: individually, in pairs & in groups.
4- Act different pseudo roles, games and activities by using the targeted tenses.
5-Differentiate between tenses in form, key words, positive and negative statements, structure
and meaning.
6- Act various new pseudo roles through practicing the targeted tenses orally.
7- Make some role-play activities in pairs and in groups to enhance the students' participation,
cooperation and class interaction.
The following steps are followed to help the teachers achieve the grammatical points
successfully:
1.Identifying the objectives of the lesson.
2.Preparing warming-up material in a suitable way.
3.Presenting the grammatical points functionally and through the employment of
authentic grammatical contexts and by using pseudo role-play strategy.
4.Preparing the teaching material needed for the lesson.
5.Encouraging students to induce the grammatical points from the contexts.
6.Preparing the activities which students are going to act, role-play and carry out.
7.Evaluating the students' performance.
8.Guiding students to implement what they have learnt in new situations.
The teacher's interventions in the induction of grammatical points through writing
contexts process could be categorized accordingly:
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1. Providing data; (in the warming-up stage), the teacher helps students activate their prior
knowledge and that helps in preparing them for the new one.
2. Revising previous grammatical points which are closely related to the new
grammatical points.
3. Getting students read the roles and asking them to act individually, in pairs or in groups in
order to be familiar with them.
4. Asking oral questions to check real understanding of the tenses.
5. Encouraging students to induce the intended grammatical rules ( tenses) from the contexts.
6. Brainstorming the class to fix up the grammatical points clearly.
7. Giving a short formative activity to evaluate their grasp of the grammatical points.
8. Encouraging students to form their own sentences or even create new ideas imitating
the examples acted and role-played.
9. Giving a short summative evaluation to assure understanding of the grammatical
points.
10. To round up the lesson using a suitable and relevant activity.
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Teacher's Guide
A plan for Application of the Pseudo Role-Play for Teaching Grammar in Context
Sessions 1&2
Date
Time

50 minutes

Level

9th Graders

Adopted Strategy

Pseudo Role- Play For
Teaching Grammar In
Context

Title

Simple Present VS Present Continuous

Behavioral

The students are expected to:

Objectives

1- Use pseudo role-play strategy for practicing grammar in context.
2- Use and apply the rules of the simple present and present continuous
and compare between them.
3- Practice the two tenses orally: individually, in pairs & in groups.
4- Act different pseudo roles by using present simple & continuous.

Organization

Teacher& Students in pairs and groups.

Material

Student book-Board-word cards-pictures-recording.

Warming Up

Greeting &dialogues between teacher and students.

Presentation

-Asking questions about the two tenses.
-Writing the different forms of the two tenses with examples.

Procedures Of Using 1. Teacher explains the pseudo role-play strategy and its importance in
Pseudo Role-Play

practicing simple present and present continuous.
2. Teacher asks questions as examples about the two tenses: routine
activities & present activities
A-What do you do every morning?
B- Do you watch TV every evening?
C- Do you hear the news of Palestine everyday?
D-Do you like to speak English in the classroom?
E- Where do you usually go on Fridays?
F-Do you prefer sitting at home or going shopping?
G- Where are you now? What are you doing?
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H-What are the other students in the school doing right now?
3. Teacher shows the students cards and pictures and provides them
with information about how to act the roles of persons, places and
situations in the cards and pictures.
4. Teacher gives certain pseudo roles to students as an activity to act in
pairs:
The situation Activity:
Student (A)/Doctor John

Student (B)/ Mr. Brown (patient).

Teacher tells the two students to act the two roles by asking each other
some questions related to the situation, such as:
Doctor: How are you Mr. Brown? You seem unwell.
Mr. Brown: You're right. Iam not feeling well today.
My head hurts.
Doctor: Ok. So, you should have some medicine to make you feel
better.
Mr. Brown: Thanks doctor. I will take this medicine and hope to be
better.
5. Students begin to act the roles by using simple present & present
continuous through making dialogues including the required tenses.
6. Teacher chooses another group of students to act new pseudo roleplay with new situations to practice the two tenses-present simple &
continuous:

The situation activity:

Student(a): Doctor
Student(b): Patient

Role-play: at the doctor's
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You aren't feeling very well. You think it is something to do with a
business meal you had at the weekend, so you decide to go to the
doctor's

The doctor will ask you questions about.


Your symptoms



Allergies

You can also question about :


Your treatment



Your die

The conversation might be something like this
Doctor: Good morning. Please sit down. What seems to be the
problem?
Patient: I'm not feeling very well.
Doctor: What symptoms do you have?
Patient: I've got stomachache
Doctor: Do you have a temperature?
Patient: No, I don't
Doctor: Do you have a headache?
Patient: Yes, I do.
Doctor: How long have you had this headache?
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Patient: For about two days
Doctor: Ok . Do you know if you're allergic to anything?
Patient: Well, I'm not sure
Doctor: OK. I'm going to give you a prescription for some pills .
Patient: How often do I have to take the pills?
Doctor: Take one pill every eight hours.
Patient: Thank you . When should I come back?
Doctor: If you don't get better, make an appointment to see me.

Evaluation

Students have the ability to answer the following questions related
to using pseudo role-play through applying the rules of present
simple & continuous:
1. How can you apply the pseudo role-play activities in certain
situations by using present simple &continuous?
2. What is the difference between simple present and present
continuous regarding form, uses, key words, negative & questions?
3. Can you act the pseudo roles of two customers in a supermarket?
4- 4. Can you practice using present simple & continuous orally through
applying pseudo role-play technique?
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Teacher's Guide
A plan for Application of the Pseudo Role-Play for teaching Grammar in Context
Sessions 3&4
Date
Time

50 minutes

Level

9th Graders

Adopted Strategy

Pseudo Role- Play For
Teaching Grammar In
Context

Title

Behavioral Objectives

Simple Present Perfect VS Present Perfect Continuous

The students are expected to:
1- Use pseudo role-play strategy for applying the rules of present
perfect simple & continuous.
2-Differentiate between present perfect simple and continuous.
3 –Act some new pseudo roles through practicing the present perfect
simple &continuous orally.
4- Make some role-play activities in pairs and in groups.

Organization
Material
Warming Up
Procedures Of Using
Pseudo Role-Play

Teacher & Students in pairs and groups.
Student Book-Board-word cards-pictures-recording.
Greeting& dialogues between Teacher& Students
1. Teacher explains to the students the rules of the simple present
perfect and present perfect continuous and how they can use & apply
these two tenses in acting pseudo roles in context (certain situations).
2. Teacher asks students some questions as examples about the two
tenses to prepare them for applying pseudo role-play activities:
A-Have you ever seen strange animal?
B- How long have you been learning English?
C-Where have you been living since (2005)?
D- Have your family travelled abroad?
E- What have you been doing since morning?
F- How long have you been living in Gaza?
3. Teacher shows the students cards and pictures and provides them
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with useful& necessary vocabulary and information about how to act
the roles of the situations in the cards and pictures.
4. Teacher choose some students to act the pseudo roles of Mr. and
Mrs. Qadiri in their new flat:
The situation:
Student(A):Mr. Qadiri

Student(B):Mrs. Qadiri

Situation: Mr. & Mrs. Qadiri are moving to their new flat. They are
asking about necessary things required for their new flat.
Teacher asks the two students to act the pseudo roles of Mr. &Mrs.
Qadiri by making a relevant dialogue related to this situation, such as:
A. Mr. Qadiri: Well, here we are in the hall of our new home.
B. Mrs. Qadiri: Yes, let's put the sofas here.
5. Students begin to act the roles by using the two tenses (present
perfect simple & continuous) through making dialogues in
grammatical contexts.
6. Teacher watches and observes the acts of the pseudo roles by the
students to help them where necessary.
7. Teacher chooses other students to act new roles with different
situations.
The situation: Present Perfect Tense-Interview
Student(A): Reporter

Student(B): Kate

You will have an interview. Your partner will ask you questions using
the present perfect tense and you will answer those questions
accordingly.
Your partner will be a reporter. She will ask you the questions in the
table.
Good afternoon! My name is Mary reporting from BBC news.
What is your name?

Where are you

Have you ever been

My name is… What is

from?

to _______?

your name?
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How long have you

Have you ever

How long have you

_____________?

eaten _______?

_____________?

Has your family ever

How long have you

Have you ever

learned _______?

_____________?

driven a

8. Teacher explains a new situation to students to urge them to act
more pseudo roles to get more practice and self-confidence:

Simulation: Present perfect simple & continuous- Long Lost
Friends Role-Play
Student(A): Kathy

Student(B): Jane

You will talk to each other. Your partner will ask you questions using
the present perfect simple& continuous tenses and you will answer
those questions accordingly. Your partner is a friend you haven‘t seen
for many years. She will ask you the questions in the table below.
Hi, Jane. How are you? I‘m fantastic. How about you?

How are you?

What have you been

Where have been

doing?

working?

Who have you seen

Have you travelled

How long have you

lately?

anywhere

been to the city

interesting?

park?

Has your family ever

Have you ever

Have you ever

learned new

ridden a horse?

played a piano?

languages?

Evaluation

Students have the ability to answer the following questions related
to use and apply the rules of present perfect simple & continuous
through acting the pseudo roles-play:
1. What is the difference between the present perfect simple &
continuous in terms of form, uses, key words, negatives and questions?
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2. Can you act the pseudo roles by using present perfect simple
&continuous orally?
3. When can you use the present perfect simple & continuous for
acting the pseudo role-play? In which situations?
4. How do you practice English more freely, easily &fluently without
shyness or hesitation?
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Teacher's Guide
A plan for Application of the Pseudo Role-Play for Teaching Grammar in Context
Sessions 5&6
Level

9th Graders

Adopted Strategy

Pseudo Role- Play For

Date
Time

50 minutes

Teaching Grammar In Context
Title

Simple Past VS Present Perfect

Behavioral

The students are expected to:

Objectives

1- Use pseudo role-play strategy for practicing grammar in context.
2- Use and apply the rules of the simple past and present perfect and
compare between them.
3- Practice the two tenses orally: individually, in pairs & in groups.
4- Act different pseudo roles by using simple past &present perfect.

Organization

Teacher& Students in pairs and groups.

Material

Student book-Board-word cards-pictures-recording.

Warming Up

Greeting &dialogues between teacher and students.

Presentation

-Asking questions about the two tenses.
-Writing the different forms of the two tenses with examples.

Procedures Of

1. Teacher explains the pseudo role-play strategy and its importance in

Using Pseudo

practicing simple past and present perfect.

Role-Play

2. Teacher asks questions as examples about the two tenses:
A-How long have you been at school?
B- How long have you had your English teacher?
C- Did people find natural ways to protect themselves in the past?
D- When did the Masai begin building their houses in circles?
E- Have most people moved to live in modern buildings?
3. Teacher shows the students cards and pictures and provides them
with information about how to act the roles of persons, places and
situations in the cards and pictures.
4. Teacher gives certain situations regarding pseudo roles to students as
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activities to act in pairs:


The situation Activity:

Student (A)/Jane

Student (B)/ Kathy

Speaking activity to practice the roles of expressing agreement [past –
habits/ childhood]
Teacher tells the two students to act the two roles by asking each other
some questions related to the situation, such as:
Student (A)

Student (B)

Were you shy as a child?

Yes, I was.

Did you play outside a lot a

..........................................

child?
…………………………….

Did you study well in
elementary school?
Could you climb trees as a

……………………………..

child?
Could you ride a bike by the

……………………………..

age of 7?
Did you ever go to a summer

..............................................

camp when you were a kid?


The situation Activity:

Present Perfect Tense: Long Lost Friends Role Play
In pairs, you will talk to each other. Your partner will ask you
questions using the present perfect tense and you will answer
those questions accordingly. Your partner is afriend you haven‘t
seen for many years. They will ask you the questions in the table
below.
Student (A): Hadeel

Student (B): Mary
I’m fantastic. How about you?

Hi,Mary . How are you?

……………..

-What have you been
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-Where have you been working?

……………..

-How are you doing?

………………

-Who have you seen lately?

……………….

-Have you travelled anywhere interesting? …………………
-How long have you been …… ?

…………………

-Has your family ever learned ……?

…………………….

-Have you ever ridden a horse/……?

……………………

-Have you ever played chess/ …….?

…………………

5. Teacher chooses other pairs and groups of students and gives them
various roles with different topics to act by using simple past and
present perfect.
Evaluation

Students have the ability to answer the following questions related
to using pseudo role-play through applying the rules of present
simple & continuous:
1. How can you apply the pseudo role-play activities in certain
situations by using past simple &present perfect?
2. What is the difference between simple past and present perfect
regarding form, uses, key words, negative & questions?
3. Can you act the pseudo roles of two customers in a supermarket?
5- 4. Can you practice using past simple & present perfect orally through
applying pseudo role-play technique?
6- 5. Talk about actions. Use the past simple and present perfect:
7- A. Say what you did last night at home. Use simple past.
8- B. Say what you have done during last night. Use present perfect.
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Teacher's Guide
A plan for Application of the Pseudo Role-Play for Teaching Grammar in Context
Sessions 7&8

Level

9th Graders

Adopted Strategy

Pseudo Role- Play For

Date
Time

50 minutes

Teaching Grammar In
Context
Title

Simple Future VS Present Continuous

Behavioral Objectives

1- Use pseudo role-play strategy for practicing grammar in
context.
2- Use and apply the rules of the simple future and present
continuous and compare between them.
3- Practice the two tenses orally: individually, in pairs & in
groups.
4- Act different pseudo roles by using future simple & present
continuous.

Organization
Material

Teacher, Students in pairs and groups.
Student Book-Board-word cards-pictures-recording.

Warming Up

Greeting-dialogues between Teacher& Students

Presentation

-Asking questions about the two tenses.
-Writing the different forms of the two tenses with examples.

Procedures Of Using Pseudo
Role-Play

1. Teacher explains the pseudo role-play strategy and its
importance in practicing simple future and present continuous.
2. Teacher asks questions as examples about the two tenses:
routine activities & present activities
A- Will you help me with my books tomorrow?
B- What are your plans going to be in the future?
C- Will you be able to speak English well very soon?
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D- Are you going to travel anywhere next summer?
3. Teacher shows the students cards and pictures and provides
them with information about how to act the roles of persons,
places and situations in the cards and pictures.
4. Teacher gives certain pseudo roles to students as an activity
to act in pairs:
The situation Activity:
Student (A)/ Susan

Student (B)/ Haifa

Teacher tells the two students to act the two roles by asking
each other some questions related to the situation, such as:
A speaking activity to practice expressing agreement
[future – plans]
Will you move to a new home next year?
Will you be looking for new job
later this year?
Are you going out this
evening?
Are you going to eat dinner at
home tonight?
Are you doing anything special
this weekend?
later today?
Will you use the computer
later today?
Will you spend more than $50
this weekend?
Are you going to travel later
this year?
Will you go skydiving in the
future?
Will you ever change your hair
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color?
5. Teacher chooses other pairs and groups of students to act
various roles regarding future plans and intentions by using
simple future and present continuous.
Evaluation

Students have the ability to answer the following questions
related to using pseudo role-play through applying the
rules of future simple & present continuous:
1. How can you apply the pseudo role-play activities in certain
situations by using future simple & present continuous?
2. What is the difference between simple future and present
continuous regarding form, uses, key words, negative &
questions?
3. Can you act the pseudo roles of job interview between the
manager and a job seeker (applicant)?
4. Can you practice using future simple &present continuous
orally through applying pseudo role-play strategy?
5. You are ten years old and will become a famous person in
the future. You will
talk about your future plans with your partner using ‗will‘ and
‗Going to‘.
Your partner will be a reporter. They will ask you the
questions in the table.
Hello, my name is John reporting from BBB world news.
What is your name?
My name is…
-What is your name?
-Where are you from?
-Who is your idol?
-Why do you like..?
-Why do you think you will
be successful?
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-When do you think you
will become successful?
-What are your plans going to be?
-Where will you be working?
-Who do you think you will be working with?
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Examples of Role-play Scenarios (appointments)
Role- Play Scenario # 1
Making a hair appointment
Place: ―Super Cuts‖ Hair Salon
Date: Friday March 21
Time: 10am
Student A: Office receptionist
Student B: caller

Role-Play Scenario # 2
Canceling a dentist appointment
Place: Dr. Shell‘s office
Date: Monday March 31
Time: 3:30pm
Student A: Office receptionist
Student B: patient

Role-Play Scenario # 3
Rescheduling an eye appointment
Place: Dr. Smith‘s office
Opening: Saturday April 5
Time: 6:15pm
Student A: Office receptionist
Student B: patient
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Role Play Scenario # 4
Making a car inspection appointment
Place: G & L Automobile
Date: Thursday May 1
Time: 9:00am
Student A: Office receptionist
Student B: caller

Role-Play Scenario # 5
Canceling a hair appointment
Place: ―Hello, Gorgeous‖ Hair salon
Date: Wednesday April 2
Time: 3:30pm
Student A: Office receptionist
Student B: caller

Role-Play Scenario # 6
Rescheduling a dentist appointment
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Role Play Scenario # 7
Arranging to meet a friend
Place: ―Bucks County Coffee Shop‖
Date: Sunday March 22
Time: 2:00
Student A: inviting
Student B: not available
Excuses:
Role Play Scenario # 8
Making a vet appointment
Receptionist: Ok. We have an opening for tomorrow Wednesday March
19 at 10:30am.
Sue: Great. I‘ll take it.
Receptionist: What‘s your name?
Sue: Sue Nelson.
Place: ―Animal Center‖
Date: Thursday April 10
Time: 1:30pm
Student A: Office receptionist
Student B: caller
Receptionist: See you then.

Canceling a vet appointment
Sue: Hi, this is Sue Nelson. I need to cancel my appointment for Friday
March 28 at 10:15am.
Receptionist: Okay. Do you want to reschedule your appointment now?
Sue: No thank you. I‘ll call back.
Place: ―Animal Center‖
Date: Saturday May 3
Time: 8:00am
Student A: Office receptionist
Student B: caller
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Receptionist: Ok. Thanks for calling. Bye.
Sue: Bye.
Making a hair appointment
Receptionist: Good Morning. Super Cuts Hair Salon, Can I help you?
Sue: Hi, I‘d like to make a hair appointment please.
Receptionist: Okay, when can you come in?
Sue: Tomorrow morning
Receptionist: Ok. We have an opening for tomorrow Wednesday March
19 at 10:30am.
Sue: Great. I‘ll take it.
Receptionist: What‘s your name?
Sue: Sue Nelson.
Receptionist: See you then.
www.vitaeducation.org
Canceling a dentist appointment
Receptionist: Good afternoon. Dr. Smith‘s office. Can I help you?
Sue: Hi, this is Sue Nelson. I need to cancel my appointment for Friday
March 28 at 10:15am.
Receptionist: Okay. Do you want to reschedule your appointment now?
Sue: No thank you. I‘ll call back.
Receptionist: Ok. Thanks for calling. Bye.
Sue: Bye.
Role Play Scenario # 9
www.vitaeducation.org
Rescheduling an eye appointment
Receptionist: Dr. Edwards‘ office. Can I help you?
Sue Nelson: Hi. My name is Sue Nelson. I need to reschedule my
appointment.
Receptionist: Sure. I have an opening on Thursday May 1. Are you
available?
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Sue: I‘m sorry. I‘m busy that day.
Receptionist: How about Monday May 5?
Sue: Yes. That‘s perfect. Thank you.
Receptionist: Thanks for calling. See you then.
www.vitaeducation.org

Teacher's Guide
A plan for Application of the Pseudo Role-Play for Teaching Grammar in Context
Sessions 9&10
Level

9th Graders

Adopted Strategy

Pseudo Role- Play For

Date
50 minutes

Time

Teaching Grammar In
Context
Title

Conditional Sentences: Zero Type& Type 1

Behavioral Objectives

The students are expected to:
1- Use pseudo role-play strategy for practicing grammar in
context.
2- Use and apply the rules of the zero type and type(1)
conditionals and compare between them.
3- Practice the two types orally: individually, in pairs & in
groups.
4- Act different pseudo roles by using type zero conditional
&type 1 conditional.

Organization

Teacher& Students in pairs and groups.

Material

Student book-Board-word cards-pictures-recording.

Warming Up

Greeting &dialogues between teacher and students.

Presentation

-Asking questions about the two conditional types.
-Writing the different forms of the two conditional types with
examples.
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Procedures Of Using Pseudo
Role-Play

1. Teacher explains the pseudo role-play strategy and its
importance in practicing the two conditional types.
2. Teacher gives examples about the two conditional types:
Things that happen regularly, things that may or may not
happen at any time and things that may or may not happen in
the future.
When+ present simple+ present simple; Types 0 and 1
conditionals
1

When we get up,

We have breakfast.

2

If it is cold,

We eat something hot.

3

If it is warm tomorrow,

We will go to the beach.

3. Teacher shows the students cards and pictures and provides
them with information about how to act the roles of persons,
places and situations in the cards and pictures.
4. Teacher gives certain pseudo roles to students as an activity
to act in pairs:
The situation Activity: Make Type 0 conditional statements
Describing Sameera's busy morning.
Teacher tells a group of students to act the roles by making
statements related to the situation, such as:
If the children wake up late, she goes to their rooms and calls
them.
If her mum feels weak,
…………………………………………. .
If she needs to buy some food, ……………………………… .
If it is a summer day,
…………………………………………….. .
If she has time after shopping, ……………………………... .
If the children's rooms are untidy, …………………………. .
5. Students begin to act the roles by using type zero
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conditional & type 1 conditional through making dialogues
including the required tenses in the conditional types.
6. Teacher chooses another group of students to act new
pseudo role-play with new situations to practice the tenses in
the two types conditional.
Situation Activity:
Read out Sameera's questions about her trip to town
today. Make her Type 1 statements:
Student (A)/Sameera

Student (B)/ Samia

Example:
Student A: Does Mum need more medicine today?
Student B: If she needs more medicine today, I'll have to go
to the doctor's.
Student (A)

Evaluation

Student(B)

-Do we need more money?

………………………..

-Do I have to get more meat?

………………………..

-Do we need more bread?

………………………..

Students have the ability to answer the following questions
related to using pseudo role-play through applying the
rules of type zero conditional& type 1 conditional:
1. How can you apply the pseudo role-play activities in certain
situations by using type zero conditional & type 1
conditional?
2. What is the difference between type zero conditional and
type 1 conditional regarding form, uses, key words, negative
& questions?
3. Can you act the pseudo roles of travel agent and a
passenger or family members?
4. Can you practice using type zero conditional & type 1
conditional orally through applying pseudo role-play
technique?
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5. Complete the following statements by either type zero
conditional or type 1 conditional:
A. If someone is in trouble,
……………………………………….
B. If I don't learn,
………………………………………………………
C. It will be very useful if
………………………………………………………………..
D. I will teach you some simple dishes if …………………….
.
E. If something like that happens back home, ……………..
________________________________________________
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