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Chapter One 

Introduction 

1.1 The aim of the study 

Games and fun activities are a vital part of teaching English and an important part 

of every EFL classroom, and they include activities which have goals and rule and 

are at the same time fun( Hadfield, 2002, p.1) . It's significant for students to be 

more engaged to study, the game is a very suitable teaching techniques in young -

learners classroom (Nunan, David. 1999.). also for teachers to avoid repetitive 

teaching methods. Games is any fun activities which young learners the chance to 

work the foreign language in relaxed and enjoyable way. (Brewster, J.,G. Ellis,and 

D.Girard. 2002)..The aim of this study is to find the types of games effective for 

EFL classes. 

 

1.2 Research questions 

What are the types of games used in EFL classes?? 

 

1.3 The problem of the study 

EFL has many difficulties, including utter, vocabulary , grammar. Multilevel 

learners are all in same classroom. (Choudhury,Md, 2021) and limited teaching 

resourcesand.(Muhammad Adil ,2021). They usually lack interaction and 

communication with native speakers so their fluency will be little in comparison 

with those that live in countries that speak English.(Al-Obaydi,Liqaa ,2019). 

another noticeable problem faced by the teachers is the students completely depend 

on the teacher. They didn't try to learn and speak themselves, in this research we 

are going to find solution for these problem . 
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1.4 Significance of the study 

Games give a chance to learners to take responsibility for their own learning 

and encourage, entertain, teach, and promote fluency. games are considered 

effective learning aids is that "they spur motivation and students get very absorbed 

in the competitive aspects of the games; moreover, they try harder at games than in 

other courses.( Avedon, M.E. and B.S. Brian,1971).  

Games also help the teacher to create context in which the language is useful and 

meaningful. educational games are easy to understand and use. Games increase 

motivation and desire for self-improvement. Another advantage is increasing 

students' proficiency. Playing games in the classroom can enormously increase 

students' ability in using language because students have a chance to use language 

with a purpose in the situations provided, (Hadfield, J, 1990). 
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CHAPTER 2 

LITERATURE REVIEW 

 

2.1. What is EFL (English as a foreign language) 

Teaching pragmatics, which refers to the production and comprehension of a 

communicative act or speech act at any situation, seems to be a challenging task 

for teachers to cope with. Studies addressing the realization of speech acts by 

second or foreign-language learners have found that knowing the syntax and the 

semantics of the language by learners, even at high levels of proficiency, does not 

guarantee success in comprehending and producing all nuances of language 

meaning(Zainol Abidin, Pour-Mohammadi and Alzwari, 2012).  

The problem has led to a shift from a grammar focus towards a communication 

focus which emphasizes the appropriate use of language in communicative 

contexts. Performing acts, including “apologizing” or “requesting”, through 

linguistic expressions is argued to be the core of human communication in Searle‟s 

(1969) speech act theory. Searle divided speech acts into five categories which 

included assertive, directives, commissives, expressive and declarations. Bardovi-

Harlig (2001) stated that “using textbooks cannot be counted as a reliable source of 

pragmatic input for classroom language learners”(Zainol Abidin, Pour-

Mohammadi and Alzwari, 2012).  

Due to the problems in handling the use of speech acts, EFL researchers and 

instructors showed an interest towards the implementation of the technology use in 

the classroom to overcome the difficulty in teaching L2 pragmatics and speech 

acts. This has led to what is referred to as multiliteracy which includes the 

knowledge of how to use the new technologies, including the computer, in the 

educational settings. Therefore, the traditional language classroom is slowly 
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changing with the advances and increasing uses of technology into what is known 

as blended learning(Koosha and Yakhabi, 2013). 

2.2. Types game for EFL classes  

Games can be used to warm up the class before your lesson begins, during the 

lesson to give students a break when you‟re tackling a tough subject, or at the end 

of class when you have a few minutes left to kill. There are literally hundreds, 

probably thousands, of games that you can play with your students. EFL games are 

used to test vocabulary, practice conversing, learn tenses - the list is endless. This 

list of ten classic ESL games every teacher should know will help get you started 

and feeling prepared. Having these up your sleeve before stepping into the 

classroom will ensure your lessons run smoothly, and, should things get a little out 

of control, you‟ll be able to pull back the attention of the class in no time. Here are 

the top 10 games we think your students will love: 

1. Board Race 

2. Call My Bluff / Two Truths and A Lie 

3. Simon Says 

4. Word Jumble Race 

5. Hangman 

6. Pictionary 

7. The Mime 

8. Hot Seat 

9. Where Shall I Go? 

10. What‟s My Problem? 

2.2.1. Board Race 

There isn‟t an EFL teacher I know who doesn‟t use this game in the classroom. 

Board Race is a fun game that is used for revising vocabulary, whether it be words 

from the lesson you‟ve just taught or words from a lesson you taught last week. It 
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can also be used at the start of the class to get students active. It is a great way of 

testing what your students already know about the subject you‟re about to teach. 

This is best played with 6 students or more - the more, the better. I‟ve used it in 

classes ranging from 7-25 years of age and it‟s worked well in all age 

groups(Odabasi, Karakus et al. 2012). 

Why use it? Revising vocabulary; grammar 

Who it's best for: Appropriate for all levels and ages 

HOW TO PLAY: 

Split the class into two teams and give each team a colored marker. 

If you have a very large class, it may be better to split the students into teams of 3 

or 4. 

Draw a line down the middle of the board and write a topic at the top. 

The students must then write as many words as you require related to the topic in 

the form of a relay race. 

Each team wins one point for each correct word. Any words that are unreadable or 

misspelled are not counted. 

2.2.2. Call My Bluff / Two Truths and A Lie 

Call My Bluff is a fun game which is perfect at the start of term as a „getting to 

know you‟ kind of game. It is also a brilliant ice breaker between students if you 

teach classes who do not know one another -- and especially essential if you are 

teaching a small class size. The game is excellent for practicing speaking skills, 

though make sure you save a time for after the game to comment on any mistakes 

students may have made during the game. (I generally like to reserve this for after 

the game, so you don't disrupt their fluency by correcting them as they speak). 

With older groups you can have some real fun and you might be surprised what 

you‟ll learn about some of your students when playing this particular EFL 

game(Zahrah 2011). 




