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	〮Games are fun learning activities with a clear purpose of boosting learners’ communicative competence.
〮Games help them feel free and relaxed to get them involved in meaning ful and useful English learning in real contexts. 
〮Games invite Ss to be the central. 

〮Games enables Students to remember the knowledge faster and better to maintain the effort of work. 
〮Games are powerful method which must be reconsidered in 21st century English classroom. 



	
	DATA
	From 'Games for Language Learning'
by Andrew Wright, David Betteridge and Michael Buckby
Cambridge University Press, 1984.

'Language learning is hard work ... Effort is required at every moment and must be maintained over a long period of time. Games help and encourage many learners to sustain their interest and work.'

'Games also help the teacher to create contexts in which the language is useful and meaningful. The learners want to take part and in order to do so must understand what others are saying or have written, and they must speak or write in order to express their own point of view or give information.'

'The need for meaningfulness in language learning has been accepted for some years. A useful interpretation of 'meaningfulness' is that the learners respond to the content in a definite way. If they are amused, angered, intrigued or surprised the content is clearly meaningful to them. Thus the meaning of the language they listen to, read, speak and write will be more vividly experienced and, therefore, better remembered.

If it is accepted that games can provide intense and meaningful practice of language, then they must be regarded as central to a teacher's repertoire. They are thus not for use solely on wet days and at the end of term!' (from Introduction, p. 1)

If you are looking to pursue a meaningful career as an educator, consider choosing from a variety of courses in these online masters in education. 
From 'Six Games for the EFL/ESL Classroom'
by Aydan Ersoz
The Internet TESL Journal, Vol. VI, No. 6, June 2000.

'Language learning is a hard task which can sometimes be frustrating. Constant effort is required to understand, produce and manipulate the target language. Well-chosen games are invaluable as they give students a break and at the same time allow students to practise language skills. Games are highly motivating since they are amusing and at the same time challenging. Furthermore, they employ meaningful and useful language in real contexts. They also encourage and increase cooperation.'

'Games are highly motivating because they are amusing and interesting. They can be used to give practice in all language skills and be used to practice many types of communication.' 

From 'Creative Games for the Language Class'
by Lee Su Kim
'Forum' Vol. 33 No 1, January - March 1995, Page 35. 

'There is a common perception that all learning should be serious and solemn in nature, and that if one is having fun and there is hilarity and laughter, then it is not really learning. This is a misconception. It is possible to learn a language as well as enjoy oneself at the same time. One of the best ways of doing this is through games.' 

'There are many advantages of using games in the classroom: 
1. Games are a welcome break from the usual routine of the language class. 
2. They are motivating and challenging.
3. Learning a language requires a great deal of effort. Games help students to make and sustain the effort of learning.
4. Games provide language practice in the various skills- speaking, writing, listening and reading. 
5. They encourage students to interact and communicate.
6. They create a meaningful context for language use.' 
From 'The Use of Games For Vocabulary Presentation and Revision'
by Agnieszka Uberman
'Forum' Vol. 36 No 1, January - March 1998 Page 20. 

Using Games 

'Many experienced textbook and methodology manuals writers have argued that games are not just time-filling activities but have a great educational value. W. R. Lee holds that most language games make learners use the language instead of thinking about learning the correct forms (1979:2). He also says that games should be treated as central not peripheral to the foreign language teaching programme. A similar opinion is expressed by Richard-Amato, who believes games to be fun but warns against overlooking their pedagogical value, particularly in foreign language teaching. There are many advantages of using games. "Games can lower anxiety, thus making the acquisition of input more likely" (Richard-Amato 1988:147). They are highly motivating and entertaining, and they can give shy students more opportunity to express their opinions and feelings (Hansen 1994:118). They also enable learners to acquire new experiences within a foreign language which are not always possible during a typical lesson. Furthermore, to quote Richard-Amato, they, "add diversion to the regular classroom activities," break the ice, "[but also] they are used to introduce new ideas" (1988:147). In the easy, relaxed atmosphere which is created by using games, students remember things faster and better (Wierus and Wierus 1994:218). S. M. Silvers says many teachers are enthusiastic about using games as "a teaching device," yet they often perceive games as mere time-fillers, "a break from the monotony of drilling" or frivolous activities. He also claims that many teachers often overlook the fact that in a relaxed atmosphere, real learning takes place, and students use the language they have been exposed to and have practised earlier (1982:29). Further support comes from Zdybiewska, who believes games to be a good way of practising language, for they provide a model of what learners will use the language for in real life in the future (1994:6).' 

'Games encourage, entertain, teach, and promote fluency. If not for any of these reasons, they should be used just because they help students see beauty in a foreign language and not just problems that at times seem overwhelming.'

When to Use Games

'Games are often used as short warm-up activities or when there is some time left at the end of a lesson. Yet, as Lee observes, a game "should not be regarded as a marginal activity filling in odd moments when the teacher and class have nothing better to do" (1979:3). Games ought to be at the heart of teaching foreign languages. Rixon suggests that games be used at all stages of the lesson, provided that they are suitable and carefully chosen.'

'Games also lend themselves well to revision exercises helping learners recall material in a pleasant, entertaining way. All authors referred to in this article agree that even if games resulted only in noise and entertained students, they are still worth paying attention to and implementing in the classroom since they motivate learners, promote communicative competence, and generate fluency.'

From 'Learning Vocabulary Through Games'
by Nguyen Thi Thanh Huyen and Khuat Thi Thu Nga
'Asian EFL Journal' - December 2003. 

'Games have been shown to have advantages and effectiveness in learning vocabulary in various ways. First, games bring in relaxation and fun for students, thus help them learn and retain new words more easily. Second, games usually involve friendly competition and they keep learners interested. These create the motivation for learners of English to get involved and participate actively in the learning activities. Third, vocabulary games bring real world context into the classroom, and enhance students' use of English in a flexible, communicative way.'

'Therefore, the role of games in teaching and learning vocabulary cannot be denied. However, in order to achieve the most from vocabulary games, it is essential that suitable games are chosen. Whenever a game is to be conducted, the number of students, proficiency level, cultural context, timing, learning topic, and the classroom settings are factors that should be taken into account.'

'In conclusion, learning vocabulary through games is one effective and interesting way that can be applied in any classrooms. The results of this research suggest that games are used not only for mere fun, but more importantly, for the useful practice and review of language lessons, thus leading toward the goal of improving learners' communicative competence.' 

From 'Using Games in an EFL Class for Children'
by Yin Yong Mei and Jang Yu-jing
Daejin University ELT Research Paper. Fall, 2000.

Why Use Games in Class Time?

* Games are fun and children like to play them. Through games children experiment, discover, and interact with their environment. (Lewis, 1999)
* Games add variation to a lesson and increase motivation by providing a plausible incentive to use the target language. For many children between four and twelve years old, especially the youngest, language learning will not be the key motivational factor. Games can provide this stimulus. (Lewis, 1999)
* The game context makes the foreign language immediately useful to the children. It brings the target language to life. (Lewis, 1999)
* The game makes the reasons for speaking plausible even to reluctant children. (Lewis, 1999)
* Through playing games, students can learn English the way children learn their mother tongue without being aware they are studying; thus without stress, they can learn a lot.
* Even shy students can participate positively.

How to Choose Games (Tyson, 2000)

* A game must be more than just fun.
* A game should involve "friendly" competition.
* A game should keep all of the students involved and interested.
* A game should encourage students to focus on the use of language rather than on the language itself.
* A game should give students a chance to learn, practice, or review specific language material.

From 'Index Cards: A Natural Resource for Teachers'
by M. Martha Lengeling and Casey Malarcher
'Forum' Vol. 35 No 4, October - December 1997 Page 42.

'In an effort to supplement lesson plans in the ESL classroom, teachers often turn to games. The justification for using games in the classroom has been well demonstrated as benefiting students in a variety of ways. These benefits range from cognitive aspects of language learning to more co-operative group dynamics.'
General Benefits of Games

Affective:
- lowers affective filter
- encourages creative and spontaneous use of language
- promotes communicative competence
- motivates
- fun

Cognitive:
- reinforces
- reviews and extends
- focuses on grammar communicatively

Class Dynamics:
- student centered
- teacher acts only as facilitator
- builds class cohesion
- fosters whole class participation
- promotes healthy competition

Adaptability:
- easily adjusted for age, level, and interests
- utilizes all four skills
- requires minimum preparation after development
	〮Games create fun and relaxed atmosphere and friendly competition. 

〮Games motivate, amuse, and challenge students to keep all of them involved and interested.

〮Games entertain learners, teach them, and promote fluency.
〮Games allow students to create useful and meaningful language in real contexts encouraging them to interact and communicate for spontaneous use.
〮 Games make it possible for students to practice all 4 skills; listening, speaking, reading, and writing quite naturally.

〮Game help them, therefore, remember things faster and better to sustain the effort of learning. 

〮Games should be at the heart of English class.

General Benefits of Games
Affective:
- lowers affective filter
- encourages creative and spontaneous use of language
- promotes communicative competence
- motivates
- fun
Cognitive:
- reinforces
- reviews and extends
- focuses on grammar communicatively
Class Dynamics:
- student centered
- teacher acts only as facilitator
- builds class cohesion
- fosters whole class participation
- promotes healthy competition

Adaptability:
- easily adjusted for age, level, and interests
- utilizes all four skills
- requires minimum preparation after development
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	Why Use Games in the Language Classroom?

Adam John Simpson, Turkey 

Adam John Simpson has been living and teaching in Turkey for ten years, all of that time spent in the tertiary education sector in universities in Istanbul. His interests include corpus linguistics, having been involved in the development of the Sabancı University School of Languages vocabulary syllabus, and in the development of oral skills.
'Language learning is hard work... Effort is required at every moment and must be maintained over a long period of time. Games help and encourage many learners to sustain their interest and work.' 

In A Faraway Land, Michael Berman, UK 

The above quote appears in the introduction to Andrew Wright, David Betteridge and Michael Buckby’s seminal 1984 work, 'Games for Language Learning. ' For many years I wholeheartedly agreed with the first sentence while considering the second to be something of an exercise in indulgence, both for the teacher and the language learner. Rightly or wrongly, it took me many years to even consider actively employing games in my teaching. Indeed, in the formative years of my teaching career, the following statements, at least in terms of how they relate to the use of games in the classroom, while not entirely anathema to me, didn’t exactly represent my teaching ethos: 

'Games… help the teacher to create contexts in which the language is useful and meaningful. The learners want to take part and in order to do so must understand what others are saying or have written, and they must speak or write in order to express their own point of view or give information.' 

'The need for meaningfulness in language learning has been accepted for some years. A useful interpretation of 'meaningfulness' is that the learners respond to the content in a definite way. If they are amused, angered, intrigued or surprised the content is clearly meaningful to them. Thus the meaning of the language they listen to, read, speak and write will be more vividly experienced and, therefore, better remembered. 
If it is accepted that games can provide intense and meaningful practice of language, then they must be regarded as central to a teacher's repertoire. They are thus not for use solely on wet days and at the end of term!' 
(Wright et al, from their Introduction, p. 1) 

Despite my many years of initial trepidation, there has always been clear pedagogic evidence out there to endorse the use of games in the language classroom. Aydan Ersöz, writing in the Internet TESL Journal in 2000, reiterated Wright, Betteridge and Buckby when noting how games may provide a well-needed and wholly justifiable respite from the otherwise arduous task of learning a language: 

'Language learning is a hard task which can sometimes be frustrating. Constant effort is required to understand, produce and manipulate the target language. Well-chosen games are invaluable as they give students a break and at the same time allow students to practice language skills. Games are highly motivating since they are amusing and at the same time challenging. Furthermore, they employ meaningful and useful language in real contexts. They also encourage and increase cooperation. Games are highly motivating because they are amusing and interesting. They can be used to give practice in all language skills and be used to practice many types of communication.' 
This was written only a couple of months before I first became a language teacher, yet it took me a long time to come to terms with the ideas contained therein. Reading up further on the subject of using games, I see that my notion of the classroom as a game-free zone was not unique. Indeed, Lee Su Kim, writing in Forum journal in 1995, summed up the perception that I - and quite obviously many other teachers - held in the early part of my career. 

'There is a common perception that all learning should be serious and solemn in nature, and that if one is having fun and there is hilarity and laughter, then it is not really learning. This is a misconception. It is possible to learn a language as well as enjoy oneself at the same time. One of the best ways of doing this is through games.' 
Hang on a minute… a misconception? Were my fears really misplaced? Could games ever become a meaningful and effective weapon in my teaching artillery? What possible use could I put a game to? 
	〮Games help and encourage many learners to sustain their interest and work.
〮Games… help the teacher to create contexts in which the language is useful and meaningful
〮Vivid experience of games brings in better rememberance.

〮Students must be considered as central.
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	Using Games to Promote Communicative Skills in Language Learning

Chen, I-Jung
Takming College, (Taipei, Taiwan) 
Introduction
In recent years language researchers and practitioners have shifted their focus from developing individual linguistic skills to the use of language to achieve the speaker's objectives. This new area of focus, known as communicative competence, leads language teachers to seek task-oriented activities that engage their students in creative language use. Games, which are task-based and have a purpose beyond the production of correct speech, serve as excellent communicative activities (Saricoban & Metin 2000). On the surface, the aim of all language games is for students to "use the language"; however, during game play learners also use the target language to persuade and negotiate their way to desired results. This process involves the productive and receptive skills simultaneously.

Games offer students a fun-filled and relaxing learning atmosphere. After learning and practicing new vocabulary, students have the opportunity to use language in a non-stressful way (Uberman 1998). While playing games, the learners' attention is on the message, not on the language. Rather than pay attention to the correctness of linguistic forms, most participants will do all they can to win. This eases the fear of negative evaluation, the concern of being negatively judged in public, and which is one of the main factors inhibiting language learners from using the target language in front of other people (Horwitz, Horwitz and Cope 1986). In a game-oriented context, anxiety is reduced and speech fluency is generated--thus communicative competence is achieved.

Games are also motivating. Games introduce an element of competition into language-building activities. This provides valuable impetus to a purposeful use of language (Prasad 2003). In other words, these activities create a meaningful context for language use. The competitive ambiance also makes learners concentrate and think intensively during the learning process, which enhances unconscious acquisition of inputs. Most students who have experienced game-oriented activities hold positive attitudes towards them (Uberman 1998). An action research conducted by Huyen and Nga (2003), students said that they liked the relaxed atmosphere, the competitiveness, and the motivation that games brought to the classroom. On the effectiveness of games, teachers in Huyen & Nga's (2003)reported that action research reported that their students seem to learn more quickly and retain the learned materials better in a stress-free and comfortable environment.

The benefits of using games in language-learning can be summed up in nine points.
Games are learner centered. 

· promote communicative competence. 

· create a meaningful context for language use. 

· increase learning motivation. 

· reduce learning anxiety. 

· integrate various linguistic skills. 

· encourage creative and spontaneous use of language. 

· construct a cooperative learning environment. 

· foster participatory attitudes of the students.

Observations
Throughout the competition, I observed that students were more engaged in and committed to using English than they would be in the classroom. They were attentive to instructions, which they usually are not in regular class. In each of the games, students found their own ways to express themselves. Participants went all out with their English to win the game.

The games also aroused cultural awareness. After the competition, students told me they will now pay more attention to geographical names that they often ignored before simply because they had never been there. Thus, students expressed a motivation and desire to know more than just linguistic knowledge. 

Conclusion
Our experience creating a competition for our students taught us that games stimulate communicative skills. Competitors revealed that they felt less afraid of using their English during game play. I also observed that they were more willing to ask questions and think creatively about how to use English to achieve the goal. The competition gave students a natural opportunity to work together and communicate using English with each other. Furthermore, by integrating playing and learning, students practiced the learned linguistic knowledge in a vivid and meaningful context. Many came to understand that they could successfully use English to accomplish a variety of tasks. And finally, the competition stimulated their interest in foreign culture. As Uberman (1998, 87) writes, "Games encourage, entertain, teach, and promote fluency and communicative skills. If not for any of these reasons, they should be used just because they help students see beauty in a foreign language and not just problems that at times seem overwhelming." 
	〮Games are task-based activities with a
purpose of boosting learners’ communicative competence.
〮Games create a meaningful context for language use. 
〮Games offer students a fun-filled and relaxing atmosphere lowering Ss’ anxiety.
〮Games are motivating enough to foster all Ss’ participation.
〮Games construct a cooperative learning 

〮Games integrate all kinds of linguistic skills. 
〮Games help Ss acquire quickly and retain the things they learned better in a vivid and meaningful context..
〮Games let Ss more willing to ask questions and think creatively.
	


