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ABSTRACT 
 

The fast growing accessibility and capability of emerging technologies have fashioned enormous possibilities of 

designing, developing and implementing innovative teaching methods in the classroom. The present 

experimental study was conducted to determine the effectiveness of teaching through language games on 

students’ achievement in English. The sample of the study was 60 primary students studying class 

8th  from Tagore Model High School of Jalandhar district of Punjab by using simple random sampling 
 

technique. A pre-test and post-test equivalent group design was used to compare the achievement of the two 

groups. The collected data were statistically analyzed. The results showed that there was a significant difference 

between the mean scores of Experimental group and the Control group. The performance of Experimental group 

was better on post-test scores that indicted that teaching through language games enhanced the achievement 

level of the students. 
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I. INTRODUCTION 

 

The central task of education is to implant a will and facility for learning; it should 

produce not learned but learning people. The only purpose of education is to teach a 

student how to live his life by developing his mind and equipping him to deal with realty. 

He has to be taught to think, to understand, to integrate, to prove. He has to be taught the 

essentials of the knowledge discovered in the past and he has to be equipped to acquire 

further knowledge by his own effort. The aim of education should be to teach us rather 

how to think, then what to think – rather to improve our mind. It is education which 

transforms a person to live a better life and more importantly in a socially well being and 

helps a person to draw the best out of their mind and spirit. India is a vast country with 

different languages spoken in different states of the country. The regional language used 

in states differ from each other so much that it is not possible to communicate with 

people of others regions without common language. Today English is used to an official 
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state end international communication of trade and commerce 
 

Language plays an important role in the life of a human being. A person can 

express his or her feelings with it. The secondary education commission (1952-1953) 

favored the English language because much of national unity and understanding the 

culture of others, feelings go brotherhood and brought out through the study of English 

language  and  literature.    The  place  of  English  in  a  present  day  curriculum  clearly 

indicates that the lack of uniform policy. A quick step must be taken to give English an 

appropriate place which is missing. We should give much emphasis to our mother tongue 

Hindi but at the same time English should be added in our school curriculum. It should be 

simple and utilitarian. Thus the need for English language in the curriculum has been 

stressed upon from time to time. To survive in modern society English language is as 

important as water to us. It is also identified to be one of the factors for many graduates 

to be unemployed. The unemployed graduates are urged to polish up their knowledge in 

English and communication skills to better equip themselves. This can be better achieved 

only if the students begin to learn the language with keen interest at their school level 

paying equal efforts along with learning other subjects or the key subjects. This holistic 

approach imparts an education with intellectual expansion by which one can stand on 

one’s feet. The school environment enables the child to attain changes with the changing 

times and attain his noble objectives if he contributes his mite to improve himself in the 

English language. 

1.2 Language Game: 
 

A language game is a philosophical concept developed by Ludwing Wittgenstein 

referring to simple examples of language use and the action into which the language is 

woven. Wittgenstein used the term “Language game” to designate forms of language. 

Simpler than the entirely of a language itself, consisting of language and the action in to 

which it is woven and connected by family resemblance. The concept was intended to 

bring into prominence, the fact that the speaking of language is part of an activity or a 

form of life. 

The term language game is used to: 
 

  Fictional examples of language use that is simpler than our everyday language. 
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  Simple use of language with which children are first taught language(training in 
language) 

 

  Specific regions of our language with their own grammars and relations to other 

language games. 

1.2 Language Games and Classroom teaching: 
 

  Language games add interest to what students might to not find very interesting. 
 

Sustaining interest can mean sustaining effort. After all, learning a language involves 

long- term effort. 

  Language 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. 

 The meaningful communication provides the basis for comprehensible input. For 

example what students understand as they listen and read, interaction to enhance 

comprehensible, asking for repetition or giving examples and  comprehensible output, 

speaking and writing that others can understand. 

  The emotions aroused when playing games add variety to the sometimes dry, serious 

process of language instruction. 

  The variety and intensity that games after may lower anxiety and encourage shyer 

learners to take part, especially when games are played in small groups. 

  Language games can involve all the basic language skills like listening, speaking, 

reading and writing and a number of skills are often involved in the same game. 

  Language games are students centered that students are active in playing the games 

can often the organized such that students have the leading roles, with teachers are 

facilitators. 

1.3 Types of language games: 
 

Handfiefd  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 
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two people identifying the difference between their two pictures which are similar to one 

another. 

  Sorting, ordering on arranging games:- students have a set of cards with different 

product on them, and they sorts the cards into products found at a grocery store and 

products found at a department store. 

  Guessing games:- there are a variation on information gap games one 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 on other to guess. Who or what the person is thinking of. 

  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 his partner need to create a similar drawing by listening to the information given 

by the person with drawing. 

  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 

know example. Students are given a grid. The task is to fill in all the cells in the grid 

with the game of a classmate who first that cell. Someone who is a vegetarian student 

circulate, asking and answering question to complete their own grid and help 

classmates to complete the task. 

  Matching games:- as the name implies, participants need to find a match for a word 

picture, or card, foe 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  in  to  this 

category. Such as the children’s card game go fish. 

  Board games:- scrabble is one of the most popular board games that specifically high 

lights language. 
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  Role play games:- Role play can involve students playing role that they do not play 

in 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, and simulations, students 

come up with their own words although preparation is often useful. 

1.4 Purpose of the study 
 

The purpose of this study was to find out the effect of teaching English through language 

games on academic achievement of 8th class students in English as a foreign language in 
India. The following research questions were designed to address the problem: 

  Is there any significant difference between the achievement of 8th class students 
 

who got and who did not get instructions through language games according to 

their pre test results? 

   Is there any significant difference between the achievement of 8th  class students 
 

who got and who did not get instructions through language games according to 

their pre post test results? 

1.5 Method 
The present study was experimental in nature. All the primary school students of class 

 

5th  studying in Tagore Model High School were constituted as the population for the 

research. The investigator have taken 60 secondary school students studying class-X 

and  the  age  group  of  the  students  ranged  between  13  to  15  years  and  they  had 

completed  first  fifteen  lesson  of  their  English  textbook  by  using  simple  random 

sampling technique as  the sample for  his  investigation.  The distribution  sample is 

presented below: 
 
 
: 

60 Students 
 
 
 
 
 
 
 

30 Students 
(Control Group) 

30 Students 
(Experimental Group) 
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1.6 Design of the Study 
 

After studying the review of related literature and considering the objectives of the study, 

Quasi-Experimental method was used to effect of technology based learning environment 

on academic achievement of secondary school tribal students with pre-test-parallel- 

matched-group-post-test design. 

Design of Experimental Research 
 

Pre-test 
(Achievement test-I) 

Pre-test 
(Achievement test-I) 

 
 
 
 
 

Control Group Experimental Group 
 
 
 
 

Teaching Through 
Without using 
Language game 

Teaching Through 
Using Language 

game 
 
 
 

Post-test 
(Achievement test-II) 

Post-test 
(Achievement test-II) 

 

 
(Pre-test-Parallel-Matched-Group-Post-test- 

Quasi Experimental Design) 
 
 
 
 
1.7 Tool Used 

 

To measure the achievement level of students, two different types of tests (pre test and 

post test) were developed by the researcher which were administered after validation. The 

tests 60 questions consisted of multiple choice items, short questions and comprehension 

exercise. The students of experimental group were taught through using language games. 

The total marks of the test were 60. Maximum time allowed for the test was one hour. 

The test also contained detailed instructions to the students for giving required responses. 

Separate answer sheets were given to the students to provide answers to the questions. 
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1.8 Validity of the Achievement Test 
 

The validity of the achievement test was established through face validity and content 

validity based upon judgment of several subject experts, senior teachers and test 

specialists. This analysis is rational as well as judgmental. 

1.9 Reliability of the achievement test 
 

The split-half method was used to find out the reliability. A common approach is to split 

a test into two reasonably equivalent halves. One common method of splitting a test has 

been to score the odd numbered item and even numbered items separately. Then the 

correlation between scores on the odd and even number items is calculated. This is done 

with the help of the Spearman-Brown prophecy formula. The reliability of the 

achievement test of the two half length test was found to be 0.79 and the reliability of co- 

efficient of full length test was found to be 0.90. 

1.10 Try-out 
 

To avoid initial difficulties, the achievement test was tried out on a representative sample 

before launching into actual investigation. The test was administered on 20 students. The 

result of try out shows that language is understandable and there are no ambiguous items. 

1.11 Scoring 
 

The scoring of achievement test was done with the help of scoring key prepared by 

investigators themselves. 

1.12 Statistical Technique Used 
 

For analysis and interpretation of the data, t- test have been used by the investigator. 
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Group N df M SD SEd t-value 

 
Experimental 

Group 

 
30 

 
29 

 
16.60 

 
5.78 

 
 
 
 
 

1.44 

 
 
 
 
 

1.45  
 
 
Control Group 

 
 
 

30 

 
 
 

29 

 
 
 

14.50 

 
 
 

5.42 

 

 

II. RESULT ANALYSIS AND MAIN FINDINGS 
 

Result pertaining to the difference between the achievement of 8th  class students 

who got and who did not get instructions through language games according to their 

pre test results 

In order to find out the difference in the effect of instructions given through language 

games on academic achievement of 8th  class students pre-test was conducted and the 
result is presented in table I. 

Table I. Comparison of experimental group and control group on pre-test 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Significance value at 0.05=2.00 and 0.01=2.66 levels 
 
 
Table I. depicts that the calculated value of t =1.34 is less than the table value =2.00 at α 

 

=.05 level. It can be interpreted that there exists no significant difference between the 

achievements of Experimental group and Control group at the time of pre-test. Hence, the 

null hypothesis is supported. 
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Group N df M SD SEd t-value 

 
Experimental 

Group 

 
30 

 
29 

 
20.00 

 
5.24 

 
 
 
 
 

1.68 

 
 
 
 
 

3.98  
 
 
Control 
Group 

 
 
 

30 

 
 
 

29 

 
 
 

17.30 

 
 
 

4.96 

 

 

Result pertaining to the difference between the achievement of 8th  class students 

who got and who did not get instructions through language games according to their 

post test results 

In order to find out the difference in the effect of instructions given through language 

games on academic achievement of 8th class students post-test was conducted and the 
result is presented in table I. 

Table II. Comparison of experimental group and control group on post-test 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Significance value at 0.05=2.00 and 0.01=2.66 levels 
 
 
Table I. depicts that the calculated value of t =1.34 is less than the table value =2.00 at α 

 

=.05 level. It can be interpreted that there exists no significant difference between the 

achievements of Experimental group and Control group at the time of pre-test. Hence, the 

null hypothesis is supported. 

III.MAIN FINDINGS AND CONCLUSION 
 

The focus of the study was to determine the effectiveness of language games  in which 

instructions are imparted and its impact on students achievement in English language. 

Results in pre-test indicated that there was no significant difference between the 

achievement scores of the control group and the experimental group. It proves that the 

traditional teaching method does not enhance academic abilities of the students at 

desirable level. When compared with the results in post-test, it is clear that the students 

performed better when taught through language games and it helps students develop the 
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abilities of knowledge, comprehension and application as the items of achievement tests 

were based on these measures. 

IV. SUGGESTIONS FURTHER RESEARCH 
 

  More studies can be conducted with different designs on the same problem. 
 

  We can also choose other classes for this study. 
 

  The study can be conducted in other district also. 
 

  This study can also be conducted in Government schools also. 
 

  More sample size can be taken for further study. 
 

V. RECOMMENDATIONS 
 

  For bright future of students government should apply language games in each school 

for teaching English because this method is the base of education which helps the 

students to progress in their studies. 

  Language games help the students to compete in every walk of life and they do not 

hesitate to express their views with everyone. 

  The findings of the study should also be applied in government school. 
 

  This method should be applied not only in primary school students but also in senior 

classes because students will not be face difficulty in their studies as early as possible 

the method will be used. 
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