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This study aims at investigating the extent to which intermediate stage Saudi EFL teachers utilize instructional 
games. The sample of the study consisted of 321 EFL male teachers in Al-Riyadh Educational District in the 
second semester of the academic year 2010/2011. Data of the study were collected via an attitudinal 
questionnaire consisting of 50 items. The findings of the study revealed that the respondents stressed the 
importance of the instructional games and they showed positive attitudes towards using them as an effective 
classroom technique 
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INTRODUCTION  
English is involved in a large part of the 
communication taking place in the world every day 
(Schmitt & Marsden, 2006). Developing students' 
communicative skills is one of the most important 
goals in language teaching. To develop students' 
communicative skills, teachers need to encourage 
interactive discourse and self-expression. Classroom 
activities such as games increase student-talk and 
promote interaction among students for 
communicative purposes. Such activities can be 
implemented at all stages of the lesson and in 
conjunction with the teaching of the other skills: 
listening, reading, speaking and writing (Nunan, 
1991). Further, Wallace (1991) assumes that 
instructional games have the serous function of 
raising the awareness of students related to academic 
achievement. Using instructional games in the 
classroom achieves social objectives, improves the 
students' self-concept, develops their verbal ability, 
leads to communication, helps participants to express 
their feelings and thoughts, promotes reasoning and 
provides learners  with challenge and excitement 
(Savage, 1992). Instructional games are useful tools 
to use when children have concepts and skills which 
need consolidation and reinforcement and can be 
used for assessment for their knowledge (Turner, 
1987). Ur (1999) suggests that game activities 
provide pleasurable tension and challenge through the 
process of attaining some fun goal. They can add 
spice to this kind of task. 
 
Larsen-Freeman (2002) states that games are 
important because they have certain features in 
common with real communicative events-there is a 
purpose to the exchange. 

Al-Rashaid (2010) asserts that there are many good 
reasons to use instructional games in the classroom. 
These include: (1) games are fun and students like to 
play them; (2) games add variation to a lesson and 
increase motivation by providing a plausible 
incentive to use the target language; (3) the game 
context makes the foreign language immediately 
useful to the students ; (4) the game makes the 
reasons for speaking plausible even to reluctant 
students; (5) through playing games, students can 
learn English the way children learn their mother 
tongue without being aware they are studying, thus 
without stress; and (6) even  shy students can 
participate positively. 
  
Moreover, Al-Rashaid (2010) indicates that using 
instructional games in the classroom has many 
benefits such as: 

- are a welcome break from the usual routine 
of the language class. 
-  are motivating and challenging, and can 
lower anxiety. 
- help students to make and sustain the effort 
of learning. 
- provide language practice in the various 
skills: speaking, writing, listening and 
reading. 
- encourage students to interact and 
communicate. 
- create a meaningful context for language 
use. 
- are highly motivating and entertaining. 
- can give shy students more opportunity to 
express their opinions and feelings. 
 - bring in relaxation and fun for students, 
thus help them learn and retain words more 
easily. 
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- usually involve friendly competition and 
keep learners interested. 
- enhance students' use of English in a 
flexible, communicative way. 

 
Lewis (1999) states that among the justifications for 
using instructional games in learning English as a 
foreign language (EFL) classes, one finds the theory 
that instructional games play an important role in the 
teaching / learning process, and that they can develop 
linguistic skill and communicative abilities.   
 
Moreover, Rixon (1981) claims that games should 
occur in a more human environment, in which the 
dominance of the teacher is reduced. The teacher is 
only an organizer, information giver and facilitator 
taking into consideration the fact that the learner 
should be put at the core of the learning process. 
Instructional games allow learners active 
involvement in the material, which frees them from 
dependence on their teachers' efforts and offers them 
ways for evaluating their progress toward a goal. 
They encourage, entertain, teach and promote fluency 
(Greenblat and Duke, 1975).                                                                                                                                      
 
Brem (1996) addresses the needs and concern of all 
students. She gives a useful advice on student’s 
attitude to learn, to set up the environment for study 
and learning and to find the appropriate resources, 
skills and study techniques needed. Crawford (2002) 
asserts that effective teaching materials foster learner 
autonomy. The use of instructional games is a 
powerful and enjoyable learning technique for both 
children and adults. As children and adults enjoy 
playing games, they are more motivated to learn and 
to acquire the target language faster. Instructional 
games make the material more vivid and better 
remembered and increase the learners' self-
confidence and fluency (Lee, 1987). In addition, they 
play a crucial role in acquiring the target language 
because learners become intellectually, emotionally 
and physically involved. Instructional games help 
learners see the beauty of a foreign language and not 
just problems that may seem overwhelming (Nunan, 
1991). Instructional games are imaginative language 
activities in which feelings and ideas are 
communicated through the organization of 
movement, color, space, form and level (Wright and 
Buckby, 1989).  
 
(Lightbown & Spada 2011) suggest that in order to 
motivate students toward language learning, teachers 
need to vary their activities, tasks and materials such 
as games to avoid boredom and increase students’ 
interest levels. The researcher believes that 
instructional games present opportunities for 
developing spontaneous use of language and make 
the process quite rapid. Most instructional games are 
fairly repetitive and consistent in nature. The 
repetitive style provides an exemplary opportunity for 

learners to focus on grammar in a communicative 
ease. Because instructional games create authentic 
situations, they should be an integral part of a lesson. 
Lee (1987) asserts that a game should not be regarded 
as a marginal activity filling in odd moments when 
the teacher and the class have nothing to do. They 
ought to be at the center of teaching a foreign 
language.  
 
STATEMENT OF THE PROBLEM 
The aims of  English language curriculum in the 
Saudi schools are to enable students to enjoy learning 
English, make English relevant to the students' 
interests, develop their interests in using English  for 
communication, encourage co-operative learning and 
lay firm foundations for later language study. 
Therefore, using instructional games is one means to 
achieve theses purposes.  
 
Moreover, the choice of the topic of the present study 
has come out of an interest in the facilities and 
resources that the instructional games offer to the 
instructional environment coupled with the 
inadequacy of the current use of such a tool in the 
Saudi schools. Most Saudi teachers do not pay 
attention to instructional games. Some teachers 
believe that instructional games do not have an 
important role in teaching and, therefore, use them to 
fill the last few minutes of the lesson. Others do not 
use instructional games at all. 
 
SIGNIFICANCE OF THE STUDY 
A great deal has been written about instructional 
games. It is impossible to completely cover such vast 
topics but researchers may cover as many areas as 
possible to enable us to come up with a clear 
understanding of this issue. This study investigates 
the extent to which intermediate stage Saudi EFL 
teachers utilize instructional games, an issue that 
previous studies conducted in KSA in the field have 
not tackled at all. Therefore, it is hoped that this study 
results in the following advantages: 

 Many Saudi teachers do not use instructional 
games in their classes. Therefore, it is hoped 
that this study will help Saudi EFL teachers 
gain a thorough insight into the importance 
of using instructional games in teaching 
English. Moreover, it may help teachers to 
have a new perspective about the 
effectiveness of instructional games. 
Furthermore, it will show the teachers the 
importance of using instructional games in 
facilitating the teaching/learning process. 
Also, this study could be a good addition 
from field experience to the existing 
theoretical literature on the subject. 

 Many studies on instructional games have 
been conducted in many countries, mainly in 
the west where English is a first or second 
language. After examining much research in 
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the area of instructional games, the 
researcher did not find any study that has 
been conducted in KSA. So, to the best of 
the researcher's knowledge, this is the first 
attempt to investigate the extent to which 
intermediate stage Saudi EFL teachers 
utilize instructional games. 

 It will help researchers involved in the 
educational process gain insights into the 
use of instructional games in the classroom 
and seek to improve it over time. 

 It may encourage further research, which in 
turn, may lead to the enrichment of the field 
of instructional games in general, and 
language teaching and learning in particular. 

 It will help instructors to better understand 
the issue and capitalize on it when teaching 
English to EFL learners. 

 The information gathered in this study will 
aid proponents of instructional games in 
better understanding the educational effects 
of their craft. 

 
OBJECTIVE OF THE STUDY 
The researcher intends to investigate the extent to 
which intermediate stage Saudi EFL teachers utilize 
instructional games. The situation that necessitates a 
study of this nature could be summarized like this: 
instructional games are ever-present; children 
perform instructional games in a variety of ways; 
instructional games should be an important part of the 
school curriculum; instructional games have not been 
widely studied and put to effective use in KSA. The 
present study, therefore, attempts to investigate the 
extent to which intermediate stage Saudi EFL 
teachers utilize instructional games with the firm 
conviction that using instructional games in the 
classroom would help students improve their 
communicative abilities and create a positive attitude 
towards learning English. It is further expected that 
such a study will surely bring the issue into limelight 
and, in turn, motivate the current generation of EFL 
teachers in KSA to bring about noticeable 
modifications to their methods of teaching. 
 
Question of the Study 
This study attempts to answer the following question: 
To what extent do Saudi EFL teachers utilize 
instructional games in teaching English? 
 
REVIEW OF RELATED LITERATURE 
A review of the literature on instructional games 
revealed that most of the studies in this field were 
conducted in the western countries where English is a 
first language, whereas very few studies were 
conducted in countries where English is a foreign or 
second language. The researcher reviewed some of 
the studies closely related to the topic of this study. 
Instructional games have been played for the sake of 
entertainment for many years. However, the 

application of simulation and gaming in the 
educational domain is a recent development 
(Ellington, Addinall, Percival, 1980).  One of the 
main concerns of current approaches in education is 
how to create an active environment where the 
teacher is a facilitator and the student is an active 
participant. 
 
Rixon (1981) utilized competitive instructional 
games with one of her classes of immigrants whose 
use of English remained very inaccurate and their 
pronunciation needed repair. In this class, points were 
given for correct language. She concluded that 
competition motivated learners and gave them good 
training in listening and speaking skills. These 
instructional games were useful linguistically because 
they concentrated on areas in which accuracy could 
be achieved through enjoyment and competition. 
Bower (1992) indicates that instructional games have 
many characteristics. Some of these characteristics 
are: they are competitive, rule-governed, goal-defined 
and engaging; and they have closure. 
 
Savage (1992) identifies a number of functions of 
instructional games in social life. These functions are: 
(1) instructional games create in us a capacity for 
detachment, respect for rules, a spirit of curiosity and 
the ability to develop and use strategies and tactics; 
(2) instructional games serve as mechanisms for 
social integration of individual. By working together, 
learners begin to become a class rather than 
remaining a fragmentary group; (3) they are fun and 
so they provide the learners with an escape from 
reality and offer a respite from daily routine. Alfaqih 
(1995) investigated the effectiveness of using 
instructional games in English language teaching on 
the Jordanian 7th grade students' achievement in 
comparison with the traditional method. The results 
showed that there is a significant difference due to 
utilizing instructional games.  
 
Gardner (1998) states that teachers usually turn to 
instructional games in an effort to supplement lesson 
plans in EFL classes. Using instructional games 
benefit learners in a variety of ways. These benefits 
range from cognitive aspects of language learning to 
more co-operative group dynamics. Gardner 
maintains that the first step in developing a 
theoretical rationale for using instructional games in 
classroom is based on the effective and cognitive 
reasons. Both of them are documented in the learning 
theory and provide insights into the benefits of 
instructional games. Davis (2009) suggests that 
teachers need to select the appropriate material and 
game to students, decide how teacher should 
introduce it, present new concepts, have students 
apply what they have learned, and assess whether 
students can gain what they have learned.  Al-Nafisah 
(2001) stresses that the delivery of the syllabus 
should be supported by an appropriate variety of 
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teaching aids and materials such as languages 
laboratories, audio cassettes, posters, video tapes, 
wall charts, games, and flash cards to enable teachers 
to give life to the language and thus enrich learning. 
 
Uberman (1998) compares the use of some traditional 
technique such as visual technique, verbal 
explanation and the use of dictionaries with the use of 
language instructional games for vocabulary 
presentation and revision to decide whether they are 
more successful than other methods. The findings of 
the study showed that the use of instructional games 
for presenting new vocabulary items is very effective 
and enjoyable for learners and useful in adding 
diversion to presentation techniques. Specker (2000) 
investigates the effectiveness of role-play on 
introducing first aid practices in EFL/ESL classes.  It 
was found that role-play is an easy and enjoyable 
way to introduce practical safety and lifesaving 
techniques as well as language skills such as listening 
and speaking. 
 
Ehlers-Zavola (2001) uses a "Content Wizard" game 
to foster content learning while providing learners 
with meaningful language practice. This game 
requires learners to demonstrate linguistic and 
academic proficiency. She notices how learners enjoy 
demonstrating in class and how the game helps them 
reinforce their self-confidence in a non-threatening, 
collaborative and communicative environment. 
Porcaro (2001) uses cartoons in order to create an 
authentic atmosphere in his classroom. He wants to 
encourage Japanese university EFL students to 
express their thoughts, feelings and opinions, as well 
as to relate knowledge to their life experience. The 
findings revealed that cartoons are an important and 
valuable resource that can be utilized in many EFL / 
ESL English conversation, writing and reading 
courses in many language learning environments, and  
in various levels of language proficiency and 
instructional modes.  
 
Randolph (2001) studies the efficiency of fifteen 
illustrated Chinese folktales. She concludes that the 
power of using folktales can be used to activate 
memories and, thus, to stimulate oral English 
language expressions. Moreover, they are great for 
role-playing while enabling learners to practice 
English speech stemming from stories that use 
English words. Rayan (2002) uses digital videos to 
promote second year Japanese university students' 
motivation which, in turns, provides learners with a 
reason to use English. The findings revealed that 
students left class with a sense of achievement, 
confidence and a desire to develop their language 
skills. 

 
 
 
 

Method, Sample, Instrument and Procedures 
The present study utilizes a survey methodology 
which provides the advantage of acquiring the data 
through a wide range of forced-choice responses. The 
population of the study consisted of all 321 
intermediate stage EFL male teachers in Riyadh 
Directorates of Education in the second semester of 
the academic year 2010/2011.  Since this is a survey 
study, the population itself was taken as the sample of 
the study. The response rate was 96%.  
 
The researcher, depending on the related literature, 
developed an attitudinal questionnaire which consists 
of 50 items set on a 5-point scale of strongly agree, 
agree, undecided, disagree and strongly disagree. 
These options were given values that rage from 1-5 
(strongly disagree=1, disagree=2, undecided=3, 
agree=4, strongly agree=5). The means were 
classified according to the numerical values of the 
absolute rating as follows: strongly disagree between 
1 and 1.49, disagree between 1.5 and 2.49, undecided 
between 2.5 and 3.49, agree between 3.5 and 4.49, 
strongly agree between 4.5 and 5.  The respondents 
were asked to place an (x) under the most appropriate 
option which represents their attitudes toward using 
instructional games. In addition, the respondents were 
provided with a space to add any attitudes they have 
other than those mentioned in the questionnaire. 
 
The usability of the questionnaire was tested through 
a pilot study of 21 teachers who were excluded from 
the sample. For all parts, teachers seemed to have no 
trouble understanding and responding to the items of 
the questionnaire. The questionnaire was also given 
to a jury of three university professors, four English 
language supervisors and three English language 
teachers,   to elicit their views as to the accuracy, 
clarity and appropriateness of the instrument.  The 
instrument was reviewed and modified according to 
their recommendations. The researcher himself 
distributed the questionnaire for the purpose of 
explaining and answering the teachers' questions. 
As for the second part of the questionnaire in which 
the respondents were allowed to provide their own 
written responses, teachers used the additional spaces 
to reiterate some of the items given in the 
questionnaire or left them totally blank. 
Consequently, the researchers limited the analysis to 
the items given in the questionnaire itself. 
 
FINDINGS, DISCUSSION AND 
RECOMMENDATIONS 
The broader aim of the study was to investigate the 
extent to which intermediate stage Saudi EFL 
teachers utilize instructional games. The data were 
collected through an attitudinal questionnaire and   
analyzed via the statistical package SPSS. Table (1) 
shows the means and standard deviations of each 
item based on the teachers' responses to the items of 
the questionnaire. 
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Table (1): Means and standard deviations of the reading interests  
 

No. Item Mean Standard 
Deviation  

1 Instructional games reduce learners’ anxiety and fear of learning. 3.30 1.19 
2 Instructional games enable learners to acquire new experiences within a foreign language, which is not always possible 

during a traditional lesson. 3.74 .96 

3 Instructional games allow shy students to express their opinions and feelings. 3.85 .89 
4 Instructional games add variety to the regular classrooms activities. 3.89 .85 
5 Instructional games should be treated as a secondary rather than central to foreign language teaching. 3.30 1.02 
6 Games are more effectives than other classroom techniques. 3.78 .88 
7 Instructional games help learners recall materials in a pleasant, enthusiastic manner. 3.93 .84 
8 Instructional games are useful for pair or group work. 3.81 .71 
9 Instructional games weaken the teacher's personality. 2.39 .98 
10 Instructional games provide foreign language learners with intensive practice. 3.70 .75 
11 Instructional games help the teacher create context in which the target language is useful and meaningful. 3.91 .78 
12 Instructional games stabilize instruction and present concepts faster to the learners. 3.72 .74 
13 Instructional games give learners freedom to search, discover and learn. 3.92 .70 
14 Instructional games help learners use the target language spontaneously.  3.85 .63 
15 Instructional games promote the learners' desire to participate in meaningful language use.  3.81 .67 
16 Instructional games encourage learners to interact, communicate, and serve as future social integration. 3.94 .69 
17 Instructional games are fun, and learners like to play them.   3.91 .78 
18 Teachers often perceive instructional games as mere time filler. 2.42 .86 
19 Instructional games encourage co-operative learning among the learners. 3.94 .69 
20 Instructional games are short and, thus, appropriate for the relatively short language class period. 3.49 .93 
21 Most Instructional games involve the whole class no matter how large it is. 3.43 .91 
22 Through instructional games, learners discover and interact with their environment.   3.67 .70 
23 Instructional games' preparation is tedious and time – consuming. 2.36 1.09 
24 Instructional games need considerable effort by the teacher. 3.85 .74 
25 Instructional games present concrete problems in a simplified, amusing and dramatic way.  3.85 .66 
26 Through instructional games, learners develop their fluency in the target language. 3.83 .67 
27 Instructional games cause chaos and disorganization. 2.38 1.1 
28 Teachers are never enthusiastic about using instructional games as a teaching tool. 2.47 1.1 
 
29 Instructional games allow learners to share their experiences and learn from one another. 4.00 .58 

30 Instructional games create the learners' respect for rules. 3.92 .55 
31 Instructional games encourage the learners to be reflective upon his/ her progress. 3.94 .56 
32 Instructional games help provide feedback on the learners' correct and erroneous language use.  3.96 .61 
33 Instructional games bring teachers and learners into a more agreeable and intimate relationship. 3.93 .84 
34  Instructional games banish boredom and make the learners more willing to learn. 3.98 .77 
35 Instructional games are valuable in revealing the difficulties in language learning. 3.70 .72 
36 Instructional games enable learners to explore the linguistic and conceptual aspects of the target language without 

concentrating on language form. 3.63 .83 

37 Instructional games show the learners' readiness and ability to make decisions. 3.85 .71 
38 Instructional games represent an information approach to the understanding of a situation. 3.65 .81 
39 Instructional games involve the use of social skills, which are directly relevant to the world outside the classroom. 3.69 .75 
40 Instructional games do not work well with sensitive learners. 3.31 .99 
41 Instructional games promote positive social attitudes among the learners. 3.81 .73 
42 Instructional games give learners false feelings since they depend on pretending. 2.33 .84 
43 Instructional games are useless and time – demanding. 2.29 1.08 
44 Instructional games are viewed negatively not only by learners but also by teachers and parents. 2.35 .95 
45 Instructional games require large rooms and moveable desks.   3.46 .86 
46 Instructional games offer act- and react- active participation.  3.81 .75 
47 Instructional games are incompatible with serious education. 2.38 1.1 
48 Instructional games direct learners' energy towards learning. 3.81 .59 
49 Instructional games should only be played at the end of a lesson. 3.49 1.04 
50 Instructional games engage learners physically and mentally in the information, concepts and skills they need. 3.81 .80 
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Table (1) shows that 68% of the total number of 
items (viz., items 29, 34, 32, 16, 31, 19, 33, 7, 13, 30,  
17, 4, 3, 11, 14, 24, 25, 37, 26, 8, 15, 41, 46,48,50, 6, 
2, 12, 35, 10, 39, 22, 38 and 36) gained mean scores 
ranging between 3.63 and 4.00, all falling within the 
agree category. The table also shows that 14% of the 
total number of items (viz., items 49, 20, 45, 21, 40, 1 
and 5) gained mean scores ranging between 3.30 and 
3.49, all falling within the undecided category. 
Furthermore, table (2) shows that 18% of the total 
number of items (viz., items 28, 18, 9, 47, 27, 23, 44, 
42 and 43) gained mean scores ranging between 2.29 
and 2.47, all falling within the disagree  category. 
 
Moreover, table (1) indicates that the vast majority of 
the respondents tended to agree with the items of the 
questionnaire. This means that teachers have an 
overall favorable attitude towards using instructional 
games as an effective and enjoyable learning 
technique.  The findings of the study show that the 
respondents agree that instructional games: allow 
learners to share their experiences and learn from one 
another, banish boredom and make the learner' more 
willing to learn, help provide feedback on the 
learners' correct and erroneous language use, 
encourage learners to interact, communicate, and 
serve as future social integration, encourage the 
learners to be reflective upon his/ her progress, 
encourage co-operative learning among the learners, 
bring teachers and learners into a more agreeable and 
intimate relationship, help learners recall materials in 
a pleasant, enthusiastic manner, give learners 
freedom to search, discover and learn, make the 
learners respect rules, are fun, and learners like to 
play them, add variety to the regular classrooms 
activities, allow shy students to express their opinions 
and feelings, help the teacher create context in which 
the target language is useful and meaningful, help 
learners use the target language spontaneously, 
present concrete problems in a simplified, amusing 
and dramatic way, show the learners' readiness and 
ability to make decisions, help learners develop their 
fluency in the target language, are useful for pair or 
group work, promote the learners' desire to 
participate in meaningful language use, promote 
positive social attitudes among the learners, offer act- 
and react- active participation, direct learners' energy 
towards learning, engage learners physically and 
mentally in the information, concepts and skills they 
need, are more effective than other classroom 
techniques, enable learners to acquire new 
experiences within a foreign language, which is not 
always possible during a traditional lesson, stabilize 
instruction in the learners’ minds and present 
concepts faster to the learners, are valuable in 
revealing the difficulties in language learning, 
provide foreign language learners with intensive 
practice, involve the use of social skills, which are 
directly relevant to the world outside the classroom, 
help  learners discover and interact with their 

environment, represent an information approach to 
the understanding of a situation,  and enable learners 
to explore the linguistic and conceptual aspects of the 
target language without concentrating on language 
form. The findings also show that the respondents 
disagree that instructional games: are mere time filler, 
weaken the teacher's personality, are incompatible 
with serious education, are tedious and time – 
consuming, are viewed negatively not only by 
learners but also by teachers and parents, give 
learners false feelings since they depend on 
pretending, cause chaos and disorganization and are 
useless and time – demanding. 
 
This study represents a preliminary effort to 
empirically investigate the extent to which 
intermediate stage Saudi EFL teachers utilize 
instructional games. Further research is needed for a 
through understanding of this issue and for 
confirming of its findings. This is especially true 
when conducting research with more variables than 
those in the present study such as gender. It is also 
recommended that this study be replicated with a 
larger number of participants. Research with other 
instruments such as interviews and observations is 
recommended. Researchers are further recommended 
to study the implications if the study was carried out 
with the teachers of the secondary stage following the 
example of the prolific research done in the west. 
Finally, the Ministry of Education is recommended to 
consider the restructuring of the English language 
courses they offer to EFL students taking into 
consideration the use of instructional games. 
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