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PART I     INTRODUCTION

1. Rationale 

Recently, teaching English has improved in method in the light of the communicative, learner-centered approach which is adaptable to required objectives and helps students have many opportunities to communicate in English. However, at many high schools, teaching English still has not developed students’ ability, activeness and motivation, especially teaching grammar.
I agree with Mario Rinvolucri (1984: 3):

 “Grammar is perhaps so serious and central in learning another language that all ways should be searched for which will focus student energy on the task of mastering and internalizing it. One way of focusing this energy is through the release offered by games.” Games in general and grammar games in particular are very useful in teaching and learning English grammar because it not only encourages, but improves and teaches students’ ability in using English fluently as well. Therefore, I think this study is necessary and the result of using games in teaching grammar will bring many practical benefits to the students.
In consideration of these problems, as an English teacher, I really want to clarify the topic here with my knowledge and my supervisor’s guidance to analyze, understand the situation of teaching and learning English grammar at Ha Trung high school; the application of games in teaching grammar at the school. Thanks to it, I will find out lessons, experience for myself and make a small contribution to enhancing the effectiveness in teaching this subject.

2. Aims of the study
The major aims of the study are:
- to affirm the role of grammar in teaching and learning English.

- to emphasize the importance of students’ motivation in teaching and learning grammar.

- to prove the application of grammar games brings many practical benefits in teaching and learning grammar in particular, and English in general.
- to contribute a small part to the improvement of teaching and learning English at Ha Trung high school. 

3. Scope of the study
Given the rationale and the aims of the study, it is necessary to limit the study to the areas which are manageable. Benefits of the application of games in teaching grammar create the effectiveness of students’ learning in grammar which focuses on two factors: developing students’ motivation and understanding of the lesson. The subjects under the study are the 10th-form students at Ha Trung high school.
4. Research questions
The study will attempt to find the answers to the following research questions:
- What is the role of grammar and the importance of students’ motivation in teaching and learning grammar?
-  What benefits does the application of games in teaching grammar bring to teachers and students?
- What kinds games should be used to teach the grammar of Tieng Anh 10 textbook at Ha Trung high school?

5. Methods of the study
This study used both quantitative and qualitative methods. Quantitative method helps to provide the quantified background data. The collected data and information lay the foundation for the study.

       
Comments, remarks, assumptions and conclusion of the study are based on data analysis.

       
Data collections for analysis in the study come from the teachers and students in Ha Trung high school by:

       
- Class observation

       
- Survey questionnaires

       
- Interviews and discussion

6. Design of the study
       
The study is organized around three parts:

       
Part I – Introduction – provides the rationale for the study and sets up the aims, scope, research questions and methods of the study.

       
Part II – Development – consists of three chapters:

       
- Chapter 1 is concerned with the literature review of the study.

       
- Chapter 2 investigates the current situation of teaching and learning English grammar at Ha Trung high school through class observation, interviews and questionnaires, then carries out data analysis, comparison, findings and discussion.

       
- Chapter 3 provides suggestions, or measures to overcome difficulties when using grammar games in class, tips for using grammar games in class successfully, and examples of games to teach grammar points in Tieng Anh 10 textbook.

       
Part III – Conclusion – summarizes and makes a conclusion to the main points which have been explored in the study, gives out recommendations to develop the effectiveness of teaching and learning English, some suggestions for future research and the limitation of the study.
PART II      DEVELOPMENT

                          Chapter 1    Literature Review

1.1 The role of grammar in teaching and learning English
       
It is quite reasonable to see the importance of grammar according to Harmer’s viewpoint (1987: 12):
       
“Without some understanding of Grammar, students would not be able to do anything more than utter separate items of language for separate functions. The expression of functional language is only possible through the use of the Grammar of the language” 

       
Firstly, teaching grammar helps students understand how the language works. Apart from vocabulary, students need to know grammar to understand how it is written or how words are combined together to understand the proper meaning. Without grammar or with a poor knowledge of grammar, they may get confused with complicated expression In other words, the teaching of grammar means providing students with opportunities to use English in a variety of realistic situations to learn to communicate effectively. Appropriate grammar techniques are embedded in meaningful, communicative contexts then contribute positively to communicative goals and they also promote accuracy within fluent communicate language use.

       
Secondly, according to Smith (2001: 15), if teachers neither pay attention to grammar nor create opportunities for learners to improve grammar, learners are likely to stand the risk of fossilization or reach a point where they can cope with level of communication that is demanded of them by making use of their existing grammatical resources and communication strategies and probably with sufficient fluency. Surely, they do not see the need to develop their linguistic abilities any further.

       
In favour of the importance of grammar, Larsen – Freeman (1986:13) affirms that grammar is regarded as a skill rather than an area of knowledge. Learners do not simply store knowledge about the language and its use, they need also develop an ability to do something. They must have a chance of learning situations to overcome the knowledge problem. It is true to say that grammar is the fifth skill besides four skills reading, writing, speaking, and listening. Skill development as well as learning grammar takes practice. Grammar might not be taught only when the students already possessed the knowledge and the ability to use the grammar item in speech, writing and listening comprehension. In fact, grammar is the basis for mastering four language skills. When we have concrete foundation of grammar, we feel easy to advance.

       
In general, grammar is acknowledged to be of importance in language study and in language teaching and learning in particular. Grammar is acquired naturally from meaningful input and opportunities to interact in the classroom. More especially, learners can improve their grammar competence in a suitable environment without conscious focus on language forms. However, this partly depends on the learning circumstances. As a result, grammar teaching gains its significant role in English Language Teaching because highly developed language skills are difficult to achieve without some knowledge of grammar.
1.2 The important of students’ motivation
Since motivation is not only a vital but also a highly complex factor determining more or less successful language learning, it is necessary to examine approaches to motivation in learning in order to bring about better insights into it.

Over the years there have been in number able studies on motivation in foreign and second language learning. In these studies, researchers have attemped to explain what is meant by motivation. 

Keller (1984) (quoted in Ellis, 1994) sees 'interest' as one of the major components of motivation, defining it as “a positive response to a stimuli based on existing cognitive structures in such a way that learners’ curiosity is aroused and sustained”.

However, most of studies on motivation in foreign and second language learning have been influenced by the work of Gardner (1985) (quoted in Spolsky, 1998), who defines motivation as consisting of effort, plus desire to achieve the goal of learning, plus favourable attitude towards learning the language

Another theory on motivation can be seen from Littlewood’s perspective (1998:53) that “in second language learning as in every other field of human learning, motivation is the crucial force which determines whether a learner embarks on a task at all, how much energy he devotes to it, and how long he perseveres. It is a complex phenomenon and includes many components: the individual’s drive, need for achievement and success, curiosity, desire for stimulation and new experience, and so on”.
Apparently, Littlewood, not only highlighting the important role of motivation in second language learning but also emphasizing the ‘highly complex construct’ of motivation claimed that if a learner is motivated she will probably decide to undertake a particular task with certain amount of energy and time needed for it.

Furthermore, McKay and Tom (1992:2) point out that the need and drive to communicate with others in a new language provide strong motivation for most learners.

This is more or less similar to Lightbown and Spada’s (1999: 56) definition of motivation in second language learning that “motivation in second language learning is a complex phenomenon which can be defined in terms of two factors: learner’s communicative needs and their attitudes towards the second community”
They also add that '' if learners need to speak the second language in a wide range of social situations or to fulfill professional ambitions, they will perceive the communicative value of the second language and will therefore be motivated to acquire proficiency in it. Likewise, if learners have favourable attitudes towards the speakers of the language, they will desire more contact with them.”
Learners’ motivation can change overtime and effect on their language learning. Various studies have found that motivation is strongly related to success in language learning.


Gardner (1985) (quoted in Spolsky, 1998) sums up “… it seems clear that achievement in a second language learning is influenced by attitudinal/motivational characteristics. Postulating that achievement in a second language learning is promoted by an integrative motive is not tantamount to saying that this is the only cause or predictor”.

However, many research findings shows that successful learning can enhance motivation, and the relationship between learning achievement and motivation is an interactive one. As Gardner and Smythe (1981) (quoted in Hedge, 2000) claim that the high correlation between motivation and successful learning confirms the crucial importance of motivation in the classroom whether learners arrive with it or whether they acquire it through classroom experience.
1.3 The application of games in teaching grammar

       
There is an interesting movement towards teaching grammar with games. It creates students’ motivation in learning English, especially English grammar. Just imagine when coming in class, the teacher announces that it's time for a grammar lesson with games and instead of moans and whining, the teacher and the students get smiles and excitement
1.3.1 Benefits of teaching grammar with games
Arif Saricoban and Esen Metin (2000), authors of "Songs, Verse and Games for Teaching Grammar" explain how and why games work for teaching grammar in class.  They say, "Games and problem-solving activities... have a purpose beyond the production of correct speech, and are examples of the most preferable communicative activities." They go on to explain that grammar games help students not only gain knowledge but be able to apply and use.that.learning. Additionally, games have the advantage of allowing the students to "practice and internalize vocabulary, grammar and structures extensively."  They can do this through repeated exposure to the target grammar and because students are often more motivated to play games than they are to do deskwork.  Plus, during the game, the students are focused on the.activity.and.end.up.absorbing.the.grammar.subconsciously.
Bob Obee (1999: 6) remarks in his book that classroom games and language games in particular help learners to proceduralise their grammar knowledge in ongoing communicative situations.  
Aydan Ersoz (2000), author of "Six Games for the ESL/EFL Classroom" also explains more reasons why games do work for teaching grammar. Learning a language requires constant effort and that can be tiring, but Ersoz outlines two good reasons why games should be..included..in..the..classroom:
       
-.Games that are amusing and challenging are highly motivating.
       
- Games allow meaningful use of the language in context.

While games are motivating for the students, probably the best reason, according to Saricoban and Metin (2000), to use games is that "the use of such activities both increases the cooperation and competition in the classroom."  Indeed games can be used to add excitement through competition or to create bonding between the students, and between the students and teacher. 
Students may wish to play games purely for fun. Teachers, however, need more convincing reasons. 'Teachers need to consider which games to use, when to use them, how to link them up with the syllabus, textbook or programme and how, more specifically, different games will benefit students in different ways (Khan, J.1996).' The key to a successful language game is that the rules are clear, the ultimate goal is well defined and the game must be fun.

1.3.2 What kinds of games work best?
       
When the teacher is looking for games to use in class, don't just pick something to be a "time filler" that does not have any linguistic purpose.  These games may entertain the students, but when the teacher doesn’t have much time with them each day as it is, he/she wants the game to do double duty to get the most out of the time he/she spends playing games.
Lin Hong (2002), author of "Using Games in Teaching English to Young Learners", explains that not all games are going to work to teach the students language skills.  If the game is simply for fun and not linked to educational goals it may not be the best use of time.  It is possible to have a fun game that is educationally sound, however.  To find out if the game is educationally sound, think about these questions posed by Hong:
       
- Which skills do the games practice? 
       
- What type of game is it and what is its purpose? 
       
- Does the difficulty level of the game mesh with the students' ability level? 
       
- Does the game require maximum involvement by the students? 
       
- Do the students like it? Does the teacher like it? 
To add to these questions: 

       
- What specific vocabulary or grammar is the teacher introducing or practising with this game? 
      
- Can the teacher keep control of class and play this game? 
      
- What materials does the teacher need for the game and can obtain these easily? 
       
- What controls, if any are needed, will the teacher have in place to ensure the students are on track? 
       
- Competition is not always appropriate. Is it possible to play a game for the sake of the game and not in order to define winners and losers? Here are some ways play down competition: - Do not keep score all the time, make sure the teams tie, play down any "winning", praise everyone, play until everyone has finished 
                     - The winners are those who finish, not those who finish first, and everyone finishes, etc. 
       
         - Are the rules easy and clear?
1.4. Summary of the chapter

To summarize this chapter, it can be said that grammar plays a very important part in teaching and learning English. The application of the grammar games is very necessary to develop students’ motivation and understanding of the lesson. Those are the main points in the literature review that the chapter is concerned with to carry out the next steps of the study in Chapter 2. 
Chapter 2    The Study

2.1 Ha Trung high school and current situation of teaching and learning English at the school

2.1.1 Ha Trung high school

       
Ha Trung high school is one of the leading schools in Thanh Hoa province. It has a long history of nearly 50years of foundation. In spite of being located in a rural area, it is famous for its tradition of good teaching and learning with the students getting many prizes in the exams of Thanh Hoa province every year. The material conditions of the school are rather well-provided, which also helps to create its success. However, most of students are good at and like learning natural science subjects. The school is trying to look for methods so that students are good at both natural subjects and social ones, especially English.

2.1.2 English teachers at Ha Trung high school

       
There are 14 teachers of English, including the researcher, aged from 27 to 50. All of them graduated from universities. The number of female teachers formed the majority (11 female teachers and 3 male teachers). All of them are enthusiastic with their career and had at least 3 years of experience in teaching English.

2.1.3 The 10th-form students and observation class 10K

       
The subjects of the study were 185 students in some 10th classes and the observation class is 10K (40 students). They are both male and female. Lots of them come from comparatively poor families, so their learning condition is low. In addition, their lack of awareness of the importance of English as well as motivation makes them not interested in learning English. Although most of them have already learnt English for four years at lower secondary school, their knowledge of English in general and grammar in particular is still poor and limited, only some students are good at this subject.

2.1.4 Tieng Anh 10 textbook and its grammar points

       
The 2006 – 2007 academic year witnesses the introduction of new Tieng Anh 10 textbook (Hoang et al., 2006) and the reformed language teaching methodology towards the communicative approach. Therefore, although the two curricula (one for general students and the other for those specializing in English) remain, the share objectives have recently been adjusted for a better use of English “as a tool of communication at basic level in terms of listening, speaking, reading and writing” (Hoang et al., 2006a, p.33). The researcher chose Tieng Anh 10 textbook for general students for this study. 

       
The content of this study relates to Grammar in “Language Focus”. The book includes 16 units with the following grammar points are:

      
Unit 1: The present simple; adverbs of frequency; the past simple

      
Unit 2: Wh-questions; Gerund and to + infinitive

      
Unit 3: The past perfect; the past perfect vs. the past simple

      
Unit 4: Used to + infinitive; which as a connector

      
Unit 5: The present perfect; the present perfect passive; who, which, that 

      
Unit 6: The present progressive (with a future meaning); be going to
      
Unit 7: The present perfect; because of and in spite of
      
Unit 8: Reported speech: statements; conditional sentence type 1

      
Unit 9: Should; conditional sentence type 2

      
Unit 10: The passive voice

      
Unit 11: Conditional sentence type 3

      
Unit 12: to + infinitive to talk about purposes; wh-questions

      
Unit 13: It is/ was not until … that … ; a/ an and the
      
Unit 14: Will vs. going to; will: making prediction; will: making offers

      
Unit 15: Non-defining vs. defining relative clauses; although as a contrasting connector

      
Unit 16: Comparatives and superlatives; making comparisons

2.2 Data Analysis
2.2.1 Analyzing result of survey questionnaires

2.2.1.1 Analyzing result of survey questionnaire for teachers

       
Teachers’ answers from survey questionnaire (see appendix 1) show that: 

       
- When giving idea about students’ motivation for grammar learning, 14% of the teachers say that their students like English grammar very much, 36% of the teachers think students like it, and about half of the teachers (50%) find their students like but not much, and don’t like at all. In summary, students’ motivation is not high.
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                  Chart 1. Students’ motivation for grammar learning 

- When being asked about difficulties in teaching grammar, the teachers answer like this:

	Teachers’ difficulties in teaching grammar
	%

	Lost of much time

Crowded class

Class of many levels

Lack of teaching aids

Passive students

Other difficulties (e.g. looking for the suitable games,…)
	81.3

65.5

60

60

42.8

15.6


                         Table 1 Teachers’ difficulties in teaching grammar

- Teachers’ ideas about frequency of using grammar games in class: only 36.4% of the teachers often use grammar games, meanwhile 57.1 % sometimes use and 7.5% seldom use. This is showed in the following chart:

[image: image2.emf]seldom 7.5%

often 36.4%

sometimes   

57.1%

                       

Chart 2. Frequency of using grammar games in class

       
- In spite of acknowledging above difficulties, most of teachers agree that grammar games bring many benefits. This is showed in Table 2

	Advantages
	%

	1. lively atmosphere in class

2. enhancing students’ motivation

3. healthy students’ competition

4. developing students’ independence and confidence

5. developing ability of students’ using new structures in context

6. developing ability of students’ memorizing new structures in context
	80

78.7

70

56.2

55.6

28.3


              Table 2 Advantages of games in teaching and learning English grammar

2.2.1.2 Analyzing result of survey questionnaire for students (see appendix 2)

       
185 of 10-form students, 87 boy-students (47%) and 98 girl-students (53%) answer the questionnaire. All of them are from 16 to 18 years old, have learnt English for 4years, the result of their learning is mostly at average rate.
       
Students’ answers from questionnaire show that: 

       
- Most of the students asked like English but at the different rate. 35.7% of the students like doing exercises which means that their teachers give reviewing exercises to students to revise learnt grammar structures or prepare for tests. In these lessons, the students learn passively. Moreover, only a small number of them (11.9%) like learning new grammar structures. Table 3 summarizes students’ ideas about this:

	Lessons
	%

	All of lessons

Exercises

Grammar

Skills: listening, speaking, reading, writing

None of lessons
	37.3

35.7

11.9

18.9

1.1


                          Table 3 Frequency of students’ interest in English lessons

      
 - After grammar lessons, only 43.8% students understand lesson in class, 55% of the students say sometimes they can’t understand immediately and 1.2% can’t understand. This means that the effectiveness and ability of students’ lesson understanding is low.
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                               Chart 3. Students’ understanding of the lesson

- Students’ learning method plays an important part in mastering teachers’ lectures and applying new knowledge. Students’ activities in grammar lessons are summarized in table 4.

We can see that about 2/3 of the students often pay attention to listen to teachers’ lectures and write down the lesson in their notebooks while 23.3% students contribute their ideas; discussing, discovering and applying new structures is not considerable. This shows that students are still very passive in learning and mainly rely on what their teachers explain in class.

	Activities
	%

	- pay attention to teachers’ lectures

- positively take part in the activities teachers require
- attentively write down the lesson in the notebook

- discuss using new structures

- eagerly contribute ideas

- try to learn new structures in class

- ask questions
	85

58.9

71.9

40

23.3

15.6

10.4


                                   Table 4 Students’ activities in grammar lessons

       
- 53.5% of the students like the teaching method of their teacher, 25.8% of the students like very much and 11.7% don’t like it.
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                        Chart 4. Students’ attitude to teaching method

- When asked if they spent time on learning grammar at home, 54.7% answer yes, 42.1% sometimes, 3.2% no.
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                     Chart 5. Students’ time for learning grammar at home

- Students’ answers about frequency of teachers’ using grammar games are showed in Table 5. In general, teachers and students have similar comments: grammar games are only sometimes used in lessons.

	Frequency
	%

	- sometimes

- usually

- seldom

- never
	52.45

27.5

19.6

0.5


     Table 5 Students’ comments on teachers’ frequency of using grammar games  

2.2.2 Analyzing result of class observation

       
Besides teachers and students’ questionnaires, the researcher also observe 4 different lessons and carry out 4 experimental lessons in class 10K (40 students), 2 lessons with grammar games, 2 without grammar games.

2.2.2.1 Using grammar games
       
- Procedure:
       
The teacher teaches the grammar lesson after the part “Pronunciation”, for example the grammar points in Unit 8, pages 89 + 90, Tieng Anh 10.
       
This unit includes the following grammar points and the time for teaching them of about 35 minutes:

           
- Reported speech: statements (exercises 1 + 2, pages 89 + 90)

           
- Conditional sentence type 1 (exercises 3 + 4, page 90)

       
The teacher uses the grammar games below:

*Game 1: (8 minutes – to present “The Reported speech: statements” before practicing exercise 1, exercise 2: students’ homework)

       
The teacher gives a direct sentence and an indirect/reported one with 2 pictures to illustrate, for example:

       
Direct sentence: It looks great on you.

       
Indirect sentence: He said it looked great on me. I’ll take them all.

       
The picture draws a man and a woman in the clothes store.
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The teacher asks the students to work in 4 groups. They have to show the differences between 2 sentences, about the form and the meaning; say the way to change from the direct sentence into indirect one. The group which gives the clear and correct answer will be the winner.

       
The teacher comments, explains and draws out the form of that grammar structure.

*Game 2: (8 minutes – practicing exercise 1 through this game)

       
The teacher asks the students to work in individual in turn. Each student will complete 1 sentence (both speak and write on the board). The student who does well their task will have the right to choose the other one to continue the next sentence. (Note: each student isn’t chosen over twice). The teacher comments and praises the students who complete the true sentence.

*Game 3: (6 minutes – to present Conditional sentence type 1 before practicing exercise 3)

       
The teacher gives one conditional sentence type 1 (for example: If it is nice, we will go on a picnic) then asks the students to work in 4 groups. The students will have to show the tense or the form of verb in each clause of that sentence, guess the meaning and the usage of this condition. The group which gives the clear and correct answer will be the winner.

       
The teacher comments, explains and draws out the form of that grammar structure.

*Game 4: (7 minutes – practicing exercise 3 through this game)

       
The teacher uses the similar game as Game 2

*Game 5: (6 minutes – practicing exercise 4 through this game)

       
The teacher projects 5 sentences (p.90) which are completed with when or if on the screen, but some of sentences use the wrong conjunction, then asks students to work in pairs to find those mistakes, correct them and say the role of when and if  . The pair which completes well and fastest is the winner.

       
The teacher comments, explains the difference between when and if, then calls some students to give more examples.
       
- Time for students to speak English:

       
The students in class often work in groups during grammar games. Moreover, from the beginning until the game ends, the students try to complete the task as soon as possible by answering right the questions their teacher prepared. Therefore, the time for the students to speak is much (70 - 79%). Most of the students often raise their hand and answer right, so the classmates clap their hands to congratulate. They try to use new grammar points into right and meaningful sentences. They also cooperate well through to exchange their ideas and discuss the answers. Sometimes, the groups compete to answer, even not wait for the teacher’s signals. The cooperation and competition occupies about 80 – 90 %.

       
- Class atmosphere:

       
Class atmosphere is noisy and lively. The time for a grammar game of about 10 – 15 minutes seems not enough for the students. When the teacher gives signals to stop the game, some students still try to answer.

2.2.2.2 Not using grammar games

       
- Procedure:

       
At the beginning of the lesson, the teacher calls 2 students to check up their old lesson. After that, the procedure is carried out similarly because the teacher uses new method: communicative approach. That means at the first stage, the teacher introduces the form and meaning of the grammar structures by building situation or dialogue. At the next stage, the practicing stage, the students practice the exercises in the book in pairs or groups with the communicative skills.  And at the third stage, the students practice the exercises freely, do more exercises: matching, gap-fill…  However, there are no games used.

      
 - Time for students to speak English:

       
Compared with the lessons with grammar games, here students have less chance to speak a lot of English: only about 50 – 59% because students spent more time rewriting the true answers.

       
- Class atmosphere:

       
Class atmosphere here is serious and silent, not same as having grammar games. Both the teacher and students often feel nervous and tired after the lesson. Because there is almost no competition, compete atmosphere is only 40 – 50%.

       
In summary, students’ motivation is showed through class atmosphere and time for students to speak English. The grammar lessons without games make class atmosphere not lively, the time for students to speak English is less than the ones with games.

	Motivation
	Use grammar games
	Not use grammar games

	Time for students to speak English
	70 – 79 %
	50 – 59 %

	Competitive atmosphere
	80 – 89 %
	40 – 49 %


                         Table 6 Comparison of students’ motivation through lessons

In addition, so as to compare the effectiveness of students’ learning between the lessons with and without grammar games, the researcher also carries on counting the students’ right answers and relying on the result of the test after 4 experimental lessons. This is showed in table 7:
	Lessons
	Use grammar games
	Not use grammar games

	
	Number of students who answer correctly
	%
	Number of students
	%

	Lesson 1

Lesson 2
	19

14
	47.5

35
	7

10
	17.5

25

	Sum
	33
	82.5
	17
	42.5


                Table 7  The number of students answers teacher’s questions correctly
       
Table 8 below expresses clearly the difference in the students’ understanding of the lessons with and without grammar games. In fact, after 2 lessons with grammar games, the number of students who get marks 6 -7 occupies 40% while after 2 lessons not having grammar games, this number of students is 10%. Moreover, the number of students who get marks 7 -10 only occupies 25% in lessons without grammar games compared with 40% of the students get these marks in the other lessons. The number of students who get marks under 5 here also occupies rather high rate (25%).
	Marks
	Use grammar games
	Not use grammar games

	
	Numbers of students
	%
	Numbers of students
	%

	9 – 10
	2
	5
	1
	2.5

	8 – 9
	5
	12.5
	2
	5

	7 – 8
	9
	22.5
	7
	17.5

	6 – 7
	16
	40
	4
	10

	5 – 6
	6
	15
	16
	40

	Under 5
	2
	5
	10
	25


Table 8. Result of tests

2.2.3 Result of interview

       
The researcher interviews closely both the teacher and 40 students of class 10K. The aim of this interview is to elicit teachers’ comments and explanation about their students’ motivation in the past lessons. Moreover, the researcher also wants to know students motivation through their suggestion and emotion to those games.

       
The following questions are for teacher and students in that close interview.

       
- For teacher:

       
1/ What do you think about your students’ motivation and cooperation? Is their motivation high? Why?

       
2/ Is students’ motivation today a lot different from in the lessons without grammar games?

       
3/ Are you pleased with the lesson and the games you give today?

       
4/ Do you have any difficulties when teaching grammar by using games?

       
5/ What should be done to use grammar games effectively?
      
 - For students:

       
The researcher talks closely to students after the lesson, then give them the short feedback to collect their ideas about the lesson. Some questions for students are listed like these:

       
1/ Do you like the games today? Why?
2/ Are the games guided by your teacher easy to understand?
3/ Do you feel eager and excited about taking part in those games?

4/ Can you apply new grammar structure during joining in those games?
5/ According to you, what are the difficulties when joining in the games?

       From the interviews, the researcher draws out the following comments:

* According to the teacher:

       
1. The teacher finds that students’ motivation develop clearly when learning grammar with games. 
2. Compared with the lessons without games, the students are more active and eager to answer the teacher’s questions and do exercises; class atmosphere is more lively and merrier.

       
3. The teacher feels more content with the lessons with grammar games because in those lessons, there is good interaction between teacher and students, students and students.

4. However, the teacher also shows some difficulties in using grammar games, such as the choice of games, preparing time, limited time for games, noises…

       
5. In order to use grammar games effectively, the teacher thinks that it is necessary to use grammar games frequently, which helps the students to get used to the games, collect new and interesting games to attract the students more, allocate much time for them to practice and choose the suitable games to students’ level. 

* According to the students of class 10K:

       
1. Most of the students (75%) say they like the games very much and are really content with them. 
2. Many students (60%) excitedly join in more games and try to win. They like relaxing atmosphere, healthy competition, and motivation which games bring to class. And they are very happy with the small presents handed to the winners. Sometimes, it is a pen, a notebook or candies but it encourages students very much to win.

       
3. 81.1% of the students find that the games guided by their teacher are easy to understand, 18.4% of the students sometimes don’t understand the rule of the games, and 0.5% of the students don’t know how to play the games.       
4. Most of the students (65.4%) think that they can apply immediately grammar structures into the games, 31.4% of the students sometimes feel difficult to do it, and 3.2% don’t know how to apply. 
5. Students’ difficulties when playing grammar games are shown in the following chart:
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                         Chart 6 Students’ difficulties in playing grammar games

        
Moreover, in the lessons which the researcher observes, about 2 -3 students are often isolated from the activities. During the time of game, they are only silent to see their classmates play. However, a good signal is that most of students reveal their happiness after the games and believe grammar games are very useful for learning grammar. In general, the researcher finds that grammar games help most of the students feel more positive in leaning grammar which is expressed through their motivation in the games.

2.3 Findings and discussion

2.3.1 Real situation of teaching and learning grammar at Ha Trung high school
The researcher finds a satisfactory signal that most students at Ha Trung high school use the newest teaching method – communicative approach and apply in their class when introducing grammar structures by building situations, dialogues, etc. Teachers also spend much time for students practicing and practicing freely in pairs or groups. This is the positive point of teaching and learning grammar at this school.
       
However, in general, from the questionnaire for teachers, most of them at this school find the benefits of grammar games but only a few teachers uses grammar games in their lectures.  Most teachers only sometimes use grammar games at stage Warm-up and these are simple games.

       
Moreover, from the questionnaire for students, 11.9% of the students like learning grammar and over a half of students can’t understand immediately grammar structures taught in class. Maybe, it is due to influence of passive learning method: waiting for teacher to write on the board then they write down their notebook and learn by heart mechanically.

       
When asked about motivation in grammar game, most of the students would like their teacher to give more games so that they can learn more quickly, remember longer, and enjoy the lively class atmosphere.

       
Compare the results of teachers and students’ feedback, the researcher finds that the effectiveness of teaching and learning grammar is not what expected. Therefore, the researcher suggests teachers use games in teaching grammar more often.

2.3.2 Effectiveness of grammar games
2.3.2.1 Effectiveness of grammar games in developing students’ motivation

       
From the information of teachers’ and students’ interviews, results of observation and experiment, the researcher finds the following effectiveness of grammar games for students at Ha Trung high school: 

       
- Grammar games encourage students’ active and creative spirit, develop their communicative skills and motivation.

      
- Grammar games help students consolidate, revise, and broaden their knowledge, concentrate on communicative function of grammar.

       
- Grammar games create lively atmosphere in class by learner-centered method, teachers only take a role of guider, helper and build a united class, stimulate students’ healthy competition.

       
- Grammar games help teachers combine 4 skills: listening, speaking, reading and writing during giving the games and form the habit to play them. Therefore, teachers only need to prepare a little, they can make class atmosphere lively and effectiveness of learning high because both teachers and students are familiar to the way to play games.

       
Particularly, the researcher comments the result of using games in teaching grammar as following:

       
- During the game, most students feel interested, ready to cooperate to take part in the game. When playing the games, students express their motivation. Most of lessons using grammar games have interaction and competing atmosphere from 80 to 89%, this is a high rate although the class is noisy but very lively and actively. Moreover, students can revise the old structure and learn new one without being nervous or tired.

       
In summary, learning grammar though games is a method both effective and attractive, and can apply in any classes. The result of the study shows that grammar games are not only used to relax but to revise and practice the lessons, improve learning with the communicative method.

2.3.2.2 Effectiveness of grammar games in developing the ability of students’ understanding of the lesson
       
Besides developing students’ motivation, grammar games also help to develop the ability of students’ lesson understanding which expresses like these:

      
- Most of students are eager to contribute their ideas to the lesson and answer teachers’ questions in class correctly.

      
- Because teachers teach grammar through games, sometimes they use inductive method, which helps students discover the grammar structure quickly and remember longer.

      
- When students get used to grammar games, time for games will be shorter, the ability of students’ understanding of the lesson is also better.

       
- Most students get above average result in the tests, 2/3 of them get good marks.

2.3.3 Difficulties when using grammar games in class

        
Although benefits and effectiveness of grammar games are proved, from class observation, interviews and results of questionnaires shows that grammar games sometimes cause difficulties to teachers and students.
2.3.3.1 For teachers
        
- Most of the teachers interviewed (92.9%) find that using grammar games loses a lot of time, so the teachers do not have enough time to teach all content of the lesson.

        
- Lack of teaching aids or audio-visual facilities limit introduction and practicing language and reduce success of the lecture (35.5% students’ ideas) and cost time to prepare (7.1% of the students)

       
- The class is crowded (nearly 50 students/class), so there are many difficulties both teachers and students including multi level learning and noise.
       
- During the games, the teachers have to observe all the class, so they do not have many chances to contact with each student and help those who learn badly and can’t control all what they say.  Therefore, students can make mistakes of grammar, pronunciation or speak in Vietnamese.

       
- The other difficulties such as looking for the suitable games, how to manage the class during the game, etc.
2.3.3.2 For students
       
- Most of students (81.2%) find that they lack of necessary vocabulary to join in the games confidently.

       
- Some students don’t understand the game rule and how to play.

       
- Some students can apply new structures in practicing or some good and clever students always compete with shy ones to win.

2.4. Comments and conclusion of the chapter
This chapter investigates the current situation of teaching and learning English grammar at Ha Trung high school through class observation, interviews and questionnaires, then carries out data analysis, comparison, findings and discussion. Obviously, the application of grammar games brings motivation and effectiveness to the students at Ha Trung high school. However, grammar games sometimes cause the difficulties to teachers and students. In order to overcome these difficulties, the next chapter will suggest suitable measures, tips for using grammar games in class successfully, and examples of games to teach grammar points in Tieng Anh 10 textbook.

Chapter 3     Suggestions

3.1 Measures to overcome difficulties when using grammar games in class

3.1.1 Measures for teachers

       
It is necessary for teachers use grammar games in teaching so that students get used to them and choose the games which are suitable to students’ level, time and the content of the lesson. Moreover, teachers need to explain the rule of the games clearly and easily for students to understand. Teachers also should suggest the direction of the school in order to provide completely audio-visual facilities, reduce number of students in each class. What more, teachers should discover new way to encourage even the shy students to join in the games and give comments. And finally, they will enjoy themselves more in class. This is so important because if they are enjoying themselves, the chances are that their students are also enjoying the class and they are doing a great job.

3.1.2 Measures for students

       
Students always have to do their homework and prepare the new lesson before going to class. They should learn vocabulary and practice the communicative skills frequently. They also should join in contributing their ideas, shouldn’t be shy. When teachers explain how to play the game, students should listen to teacher attentively. Besides, students should have the activities out of class which are both learning and relaxing so that they are more active, confident and creative.

3.2 Tips for Using Grammar Games in Class Successfully

       
- Organization: The best way to gauge this is to pay attention to students for the first few days to see what length of time works the best for them. Additionally, try to have everything ready to go before the students enter the classroom.  That way teacher can go from activity to activity with minimal downtime. This is essential as teacher can lose control of the class..if..he/she..does..not..keep..them..occupied
       
- Expectations:  If the teacher notices that the students are getting noisy or rambunctious, it's time to change activities. Be careful how the teacher uses activities that require fine motor skills - or more importantly pay attention to his/her expectations for activities that require fine motor skills. 
        
- Variation:  The teacher wants to make sure activities appeal to all sorts learning styles, so even when using games to teach grammar he/she will want to vary the types of things he/she expects students to do.  
       
- Respect:  To make games work for the teacher and the students, be sure to operate class with the utmost respect - both to and from students.  This includes teaching students from the very start that teacher expects respect at all times.  This includes giving encouragement and following the rules. That said, the teacher will need to make sure the rules for all of the games are clear and manageable. When there is an environment of respect in the class, the students will feel safe enough to participate in the games so that they can get the most educational value out of them.  

       
- Routine:  Even if the teacher only has students for a short time every week, establishing a routine will help the class go smoothly.  Set up a schedule for the type of activities, the teacher will be doing at any given time throughout the class whether it is a game, story or song or whatever he/she wants to do.  The teacher should also leave a little time at the end of the class period to allow the students to clean up and gather their things as well as time for the teacher to recap the class, praise the students and tell them good-bye.  
       
- Nurture:  Perhaps the most important thing the teacher can do with students is to nurture them everyday.  Be encouraging, patient and kind while playing games and participating in activities and they'll like their teacher as a person which will in turn help them get excited about the class and what the teacher has for them to do everyday.
       
Using games to teach grammar can be both fun and rewarding for the teacher and the students.  Just remember to keep them engaged and make sure that games are truly teaching the skill at hand and will soon have a class full of students who get excited about learning grammar.

3.3 Examples of grammar games in Tieng Anh 10 textbook

       
The grammar points in Tieng Anh 10 textbook belong to the part “Language Focus”. Time for teaching grammar in this part is about 30 – 35 minutes. Because the time is not much, each game used to teach each grammar point only lasts from 5 to 15 minutes. There are from 2 to 4 exercises for practicing grammar structures, so the teachers should choose suitable games. And it is very necessary to turn those exercises into games. Moreover, before practicing the grammar points through the exercises, the teacher should have short games to revise or present these grammar points. Some of these exercises can be used as the students’ homework.

       
The examples of games below are chosen by the teachers at Ha Trung high school to teach grammar structures in Tieng Anh 10 textbook.

Unit 1: includes the following grammar points and time for teaching them of about 35 minutes:

            - The present simple (exercise 1, page 19)

            - Adverbs of frequency (exercise 2, page 21) 

            - The past simple (exercise 3, page 21)

*Game 1(7 minutes – to revise the present simple before practicing exercise 1): 

       
The teacher asks the students to work in 4 groups:

        - Group 1: write on board the formation of the present simple
        - Group 2: write on board the usage of the present simple
        - Group 3: write on board the examples of the present simple
        - Group 4: write on board the notes of the present simple
       Then the teacher comments, gives good marks to the group which complete the task well and fastest.

*Game 2 (6 minutes – practicing exercise 1 through this game)

       
The teacher asks the students to work in individual in turn. Each student will complete 1 sentence (both speak and write on the board). The student who does well their task will have the right to choose the other one to continue the next sentence. (Note: each student isn’t chosen over twice). The teacher comments and praises the students who complete the true sentence.

*Game 3 (4 minutes – to revise the adverbs of frequency before practicing exercise 2)

       
The teacher asks the students to work in individual to arrange the given adverbs of frequency follow the order of frequency. The student who completes the game well and fastest is the winner. 

*Game 4 (6 minutes – practicing exercise 2 through this game)

       
The teacher asks the students to work in pairs to put each of the adverbs of frequency with its suitable position in the sentence. The pair which completes the game well and fastest is the winner. The teacher gives conclusion about the position of those adverbs.

*Game 5 (6 minutes – to revise the past simple before practicing exercise 3)

       
The teacher writes on the board about 20 verbs then asks the students to work in individual. They will give the past form of each verb. The student who completes the game well and fastest is the winner. The teacher reminds the past simple.

*Game 6 (6 minutes – practicing exercise 3 through this game)

       
The teacher projects the passage (p.21) on the screen, 18 verbs in the blanks are completed but some of them are not true. The teacher asks students to work in 4 groups to find the mistakes and correct them. The group which completes the game well and fastest is the winner.

Unit 2: includes the following grammar points and time for teaching them of about 30 minutes:

            - Wh-questions (exercise 1, page 29)

            - Gerund and to + infinitive (exercises 2+3, pages 30+31)

*Game1 (7 minutes – to revise Wh-questions before practicing exercise 1)

      
 The teacher gives a picture of a famous person, for example: 
                                                  [image: image8.jpg]



and 10 Wh-words: who, what, when, where, how…, then asks the students to work in 4 groups to say 10 Wh-questions about that person. The group which completes the game well and fastest is the winner. 

*Game 2 (7 minutes – practicing exercise 1 through this game)  

       
The teacher asks the students to work in pairs. Each pair will complete the question and the answer, the pair which does exactly will have right to choose the other to continue. The teacher comments and praises the pairs who complete well their task.

*Game 3 (8 minutes – to revise Gerund and to + infinitive before practicing exercise 3; exercise 2: students’ homework)

       
The teacher gives a list of verbs on the board, then asks the students to work in 4 groups to find the verbs going with an -ing form, the verbs going with to + infinitive form. The group which completes the game well and fastest is the winner.

*Game 4 (8 minutes – practicing exercise 3 through this game)

       
The teacher uses the similar game as Game 2 in Unit 1.

Unit 3: includes the following grammar points and time for teaching them of about 30 minutes:

           - The past perfect (exercise 1, page 39)

           - The past perfect vs. the past simple (exercises 2+3, page 40)

*Game 1 (10 minutes – to revise The past perfect and The past perfect vs. the past simple before practicing exercise 1 + 3; exercise 2: students’ homework)

       
The teacher gives 2 sentences and time line for each one like this:

       
Sentence 1: This morning she went to the library after she had met me.


[image: image9]                                                    this morning                       now

Sentence 2: He had completed all of his homework before 8 p.m. last night. 

 

                                                           8 p.m. last night                 now

       
Then the teacher asks the students to work in 4 groups. They will show the activities in each sentence on the time line, define which ones use the past simple, which tense the rest activities use, and say the usage of that tense and the difference between 2 tenses. The group which completes the game well and fastest is the winner.

*Game 2 (10 minutes – practicing exercise 1 through this game)

      
The teacher uses the similar game as Game 2 in Unit 2.

*Game 3 (10 minutes – practicing exercise 3 through this game)

       
The teacher projects the passage (p.40) on the screen then asks students to work in 4 groups to find 5 mistakes and correct them. The group which completes the game well and fastest is the winner.  After that the teacher uses the past simple or the past perfect to make some questions about the content of the passage and calls some students to answer. The teacher praises the students who answer exactly. 

Unit 4: includes the following grammar points and time for teaching them of about 30 minutes:

           - Used to + infinitive (exercise 2, page 53)

           - Which as a connector (exercise 3, page 53)

*Game 1 (10 minutes – to revise “Used to + infinitive” before practicing exercise 2)

       
The teacher projects some pictures on the screen, asks the students to work in 4 groups to complete the sentences, for example:
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              1. She used to ………….....                  2. He used ……. go fishing last summer.
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                 3. They ……… go on a picnic.                           4. He used to ……………….
       
The group which completes the game exactly and fastest is the winner. 

       
The teacher draws out the form and the usage of that grammar structure.

*Game 2 (10 minutes – practicing exercise 2 through this game)

       
The teacher uses the similar game as Game 2 in Unit 1.

*Game 3 (10 minutes – practicing exercise 3 through this game)

       
The teacher asks the students to work in pairs. They will have to join a sentence from A with one from B in the box to make a new sentence, use which, then show or guess the role of which. The pair which completes the game exactly and fastest is the winner. 

       
The teacher will comment, correct the mistakes and call some students to give more examples.
Unit 5: includes the following grammar points and time for teaching them about 35 minutes:

           - The present perfect (exercise 1, page 60)

           - The present perfect passive (exercise 2, page 61)
           - who, which, that (exercise 3, page 61)

*Game 1 (8 minutes – to revise The present perfect before practicing exercise 1)

       
The teacher uses the similar game as Game 1 in Unit 1.

*Game 2 (7 minutes – practicing exercise 1 through this game)

       
The teacher asks the students to work in pairs. They will find the answers to the question of the situation which the teacher gives: What do you think Tan has done before Quang comes?

       
The pair which completes the game exactly and fastest is the winner.

*Game 3 (10 minutes – practicing exercise 2 through this game)

       
The teacher asks the students to work in individual in turn. Each student will rely on the sample in the book then complete the sentence similarly. The student who does well their task will have right to choose the other one to continue the next sentence. (Note: each student isn’t chosen over twice). The teacher comments and praises the students who complete the true sentence. 

       
The teacher draws out the form and the usage of that grammar structure, call some students to give more examples.

*Game 4 (10 minutes – practicing exercise 3 through this game)

       
The teacher projects 10 sentences (p.61) which are completed with who, which, or that on the screen, but some of sentences use the wrong relative pronoun, then asks students to work in 4 groups to find those mistakes, correct them and say the role of who, which, and that. The group which completes well and fastest is the winner.

        
The teacher comments, explains, gives homework.

The games above are only some examples of the application of games in teaching grammar with reference to Tieng Anh 10. The teachers at Ha Trung high school invented these games thanks to studying the books of games and their creation.
 
The games below are chosen from the reference books, they can be also used to teach the grammar points in Tieng Anh 10.
	Grammar points
	Games
	References

	1. The present simple
	Grammar draughts
Tower block

Matchmaking
	Mario Rinvolucri, 1984: 54
Jill Hadfield, 1990: 1
Jill Hadfield, 1990: 6

	2. The past simple
	Silent sentence
Good news, bad news
	Mario Rinvolucri, 1984: 59
Jill Hadfield, 1990: 12

	3. The past perfect
	Detective work
Line-ups
	Jill Hadfield, 1990: 29
Suzanne W. Woodward, 2003: 40

	4. The present perfect
	Present perfect poem
It wasn’t me, Officer
	Mario Rinvolucri, 1984: 81
Jill Hadfield, 1990: 22

	5. Wh-questions
	Crossed lines
Board game 
	Jill Hadfield, 1990: 10
Suzanne W. Woodward, 2003: 109

	6. Gerund and to + infinitive
	Cocktail party
	Suzanne W. Woodward, 2003: 232

	7. Used to + infinitive
	School reunion
	Jill Hadfield, 1990: 24

	8. who, which, that
	Relatively speaking 
	Jill Hadfield, 1990: 4

	9. Reported speech
	Tact
	Jill Hadfield, 1990: 31

	10. Will vs. going to
	Houseparties
	Jill Hadfield, 1990: 26

	11. Comparatives
	Yuppies
Comparative quiz
	Jill Hadfield, 1990: 32
Granger, 1980: 26

	12. Superlatives
	Boiled eggs
Comparative quiz
	Jill Hadfield, 1990: 38
Granger, 1980: 27

	13. Relative clauses
	Whatsitsname?
	Jill Hadfield, 1990: 2

	14. Conditional sentence type 1
	Just the fact
Superstitions
	Suzanne W. Woodward, 2003: 310
Suzanne W. Woodward, 2003: 309

	15. Conditional sentence type 2
	Why not?
	Jill Hadfield, 1990: 16

	16. Conditional sentence type 3
	Building around
	Suzanne W. Woodward, 2003: 318

	17. The passive voice
	Match
	Suzanne W. Woodward, 2003: 218

	18. Adverbs of frequency
	Ball toss

The adverb game
	Suzanne W. Woodward, 2003: 9

Jill Hadfield, 1990: 37

	19. Should
	Told you so!
	Jill Hadfield, 1990: 15

	20. a/ an and the
	Memory 1
	Granger, 1980: 5


3.4. Conclusion of the chapter

This chapter suggests measures, tips for using grammar games in class successfully, and examples of games to teach grammar points in Tieng Anh 10 textbook. These suggestions will help teachers and students to overcome difficulties in using grammar games and get used to teaching and learning grammar with games in order to develop students’ motivation and understanding of the lesson.
PART III    CONCLUSION 
1. Summaries

In summary, the study deals with the theories of the role of grammar, students’ motivation, and the application of games in teaching grammar. It is important that it is carried out to investigate the application of games in teaching grammar with reference to Tieng Anh 10 at Ha Trung high school. 

       
The researcher uses the methods such as class observation, interviewing closely both teachers and students after each lesson, giving questionnaires to them to understand students’ attitude and reaction in using grammar games. At the same time, the researcher observes one class at random both using grammar games and not using grammar games in order to find out benefits of the application of games in teaching grammar.

       
The study also gives suggestions of measures to overcome difficulties when using grammar games in class, examples of grammar games in Tieng Anh 10 textbook.
2.Conclusion
 The study has some limitation but, at least, it is a pilot study at our school and it has several implications that are possibly suitable for English teaching in general and English grammar teaching in particular.
The result or the aim of the study is that the application of grammar games brings benefits to the teachers and the students in teaching and learning English, especially effectiveness of students’ learning in grammar. This is also the researcher’s wish to have suitable and interesting method in teaching grammar and help teachers and students at Ha Trung high school develop their ability in teaching and learning English. The researcher hopes it will be a small contribution to emphasizing the importance and necessity of English, the language considered the international one at present.  

3. Recommendations


In order to achieve effective results in teaching and learning English in general, English grammar in particular and make easy the process of using games in teaching grammar, it is very necessary to develop teachers’ knowledge and teaching method. Therefore, teachers often need to improve themselves by studying materials, learning the colleagues’ experience, joining the training courses of English teaching method, etc. Teaching materials also should be chosen carefully to be suitable to students’ level and practical situation. Well-provided audio-visual facilities will help much in teaching and learning English.
4. Suggestion for further research
For better research on grammar teaching, more studies approached from actual activities and techniques should be conducted on different type of learners at various levels, such as the application of games in teaching grammar with reference to Tieng Anh 11 and Tieng Anh 12. It is suggested that more interesting and useful games should be created and studied to use in teaching English grammar.

5. Limitation of the study
Due to limitation of time for research and limited knowledge of the researcher, the present study unfortunately has certain inevitable deficiencies. The matters for analyzing are rather small and simple. Hence, rigorous conclusions cannot be made about findings of the study. Some games are not chosen carefully, or not very interesting. It reduces students’ motivation, makes the effectiveness of teaching and learning English not very satisfactory.
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