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Abstract  
  Enhancing speaking skills in English through language games is very interesting to the learners of any age as it does not 
welcome any boredom in the classroom. According to many teaching theorists, speaking skills can be developed through language 
games which include picture games, caring and sharing games, word games and story games etc. Language Games not only function 
as time filling activities but also bring some educational values. The games are a viable method to achieve many educational 
objectives such as reinforcement, review, reward, relax, inhibition reduction, attentiveness, retention, and motivation. This implies that 
any English faculty should know and master the skill of using language games in his/her class. The present research paper focuses on: 
1) identifying the problems of government polytechnic students in improving their listening and speaking skills in English, and 2) 
developing their speaking skills in English through language games and activities 
 
Keywords: Listening Skills, Speaking Skills, Language Games, Motivation of Picture Games and Memory Games, Innovative 
Research Study, Group Work. 
 
Introduction 
Statement of the Problem 

“You can’t compete globally unless you have an appropriate communication Skills” 
        James Wolfensohan 

A familiar Australian Literary Critique 
 
English as a global language has reached new heights in the role that it plays in a multi-cultural setting. It is a tool of 

communication has a special space in the world. Even in social life it has its own place. It has been the language of science and 
technology, business and opportunities. It is a proven fact that without good communication skills in English, students can’t get good 
job.  Their employability also depends on their ability to speak in English. In the context of globalization, mastry of English has 
become an imperative. Most of students in polytechnics coming from rural and telugu medium background. Some of they think that 
English is a difficult language. They may have some fears that they can’t speak English fluently. But all these are only fears. In is 
paper researcher discussed implementation language games and activities in polytechnic classroom to develop their speaking skills in 
English.   

      
Objectives 
 The specific objectives of the present research study are: 

1. To study to improve the speaking skills of polytechnic diploma students through language games. 
2. To make use of language games to become better classroom interactions. 
3. To get employability through this skill 

 
Review of the literature   

Already several researches works and studies have been done on Enhancing Speaking Skills and Language games. This 
researcher studied some important aspects about the speaking skills, games and motivation. In order to do it, researcher explored 
different theories, explained below, that are related to these topics 

 
Every language has two kinds of skills. The first one is the receptive skill which involves two aspects: understanding and 

reading; and the second one is the productive skill, which involves writing and speaking. Bygate (1987) stated that “speaking is a skill 
which deserves attention as much as the literary skills in both native and foreign languages”. When students speak in a confident and 
comfortable way, they can interact better in real daily situations. Because of this, the purpose of this study was to encourage the 
development of fluency in spoken English. It’s even for students with elementary English language abilities. For us, developing 
fluency implies taking risks by using language in a relaxed, friendly atmosphere –an atmosphere of trust and support. Speaking 
fluently, of course, involves speaking easily and appropriately with others. Therefore, the idea was to invite students to talk to each 
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other by using games as the main strategy. Being in a classroom learning a language is essentially a social experience and should be 
memorable.  

 
 According to Byrne (1984, p. 9) stated that “The main goal in teaching the productive skill of speaking will be oral fluency: 

the ability to express oneself intelligibly, reasonably, accurately and without undue hesitation (otherwise communication may break 
down because the listener loses interest or gets impatient). To attain this goal, the students had to move from the stage where they 
merely imitate a model or respond to cues to the point where they could use the language to express their own ideas”. Taking into 
account Byrne’s concept, researcher used fun and interesting games in the study in order to motivate and help students move from the 
imitation stage to the production stage 

 
Games and Motivation 

In government polytechnic students felt afraid of speaking during the classes, researcher considered games as the best 
motivation to help them speak in an appropriate atmosphere. The games also provided them with opportunities for free expression. 
According to the idea mentioned above, Mora & Lopera (2001) stated that “games and fun activities have always been one of 
everybody’s favourite things to do in a class, both for teachers and students”. We think that motivation plays an important role when 
we apply a game, not only to get students’ concentration but also to produce better learning conditions. During the game atmosphere 
the teacher has to influence the whole class in an active and positive way.  The use of games is the strategy we chose to develop the 
students’ speaking skills. 

 
 Some procedures mentioned by Byrne, which can be taken into account for playing games are the following:  

1. First, choose games on the basis of their suitability in terms of the language the student’s practice.  
2. Second, prepare the games carefully beforehand.  
3. Third, explain to the students the purpose of and rules for the games.  
4. Fourth, give students one or more opportunities to practice before the games are played.  
5. Fifth, involve as many students as possible, dividing the class into teams. 
6. Sixth, if games are played in teams, points should be awarded for each correct answer and the scores written up on the board. 

(1984, p. 100) 
 
Language Games  

For this present study, researcher chose the following classification of games provided by Andrew Wright, David Betteridge 
& Michael Buckby (1984): 
 

• Picture Games: Most of these games involve the learners in the relative free use of all language at their command. They 
involve comparing and contrasting pictures, considering differences or similarities and possible relations between pictures. 
• Sound Games: Sound effects can create in the listeners an impression of people, places and actions. There is a demand for 
the listeners to contribute through imagination. This inevitably leads to individual interpretations and interactions 
as well as the need to exchange points of view and to express ideas and opinions. 
• Card and Board Games: These games can be adaptations of several well-known card games and board games like snakes 
and ladders. 
• Word Games: These games are used for spelling, meanings, using words for making sentences, words in contexts and word 
for categorizing according to grammatical use. Students, in many cases, have to communicate in full sentences, give new ideas 
and argue at the same length. 
• True-false Games: In these games someone makes a statement which is either true or false. The game is to decide which it is. 
• Memory Games: These games measure the players’ ability to remember different events which, in turn, leads to discussion, 
in which opinions and information are exchanged. 
• Caring and Sharing Games: These games pretend to encourage students to trust and get interested in others. They have the 
participants share personal feelings and experiences with other class member. 
• Guessing and Speculating Games: In these games someone knows something and the others must find out what it is. There 
are many games and 
• Story Games: These games provide a frame work for learners to speak as well as write stories and share them with 
classmates. 
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For this study researcher chose three kinds of games: caring and sharing, guessing –speculating, and story games because 
researcher think these games are useful in order to encourage the students’ participation, and develop the students’ speaking skills 
taking into account the games’ characteristics and our pupils’ behaviour when engaged in games. 
 
Research Methodology 

For the purpose of conducting the present study, primary data was collected from the students and teachers of English at the 
polytechnic diploma level who have participated in language games in their colleges. Secondary data was collected from books, 
research articles and from Internet on Language games. The findings of the study are drawn from structured questionnaire, recording, 
interviews and oral feedback given by teachers and learners. For this purpose, the researcher conducted the research study 25 students 
from S.G.M government Polytechnic, Abdullapurmet and 25 students from Government Polytechnic for Woman, Badangpet in Ranga 
Reddy District. 

 
Present study focused on encouraging polytechnic students to enhance speaking skills through games by taking into account 

that our students didn’t speak fluently or freely because they felt afraid of their partners’ jokes. Besides, many of them were very shy 
and nervous about expressing themselves in front of the class. To avoid students’ difficulties related to the speaking skills, researcher 
chose some kinds of games; they are story games, caring- sharing and guessing and speculation games. Researcher implemented study 
with three lessons. The first one was based on a story game, the second one on a caring and sharing game, and the last one on a 
guessing and speculative game. For the development of each game, we designed a lesson plan. It followed the scheme of a topic, 
strategy (name of game) objective, resources, warming up and activities (procedures to develop the game). The class was divided into 
three important moments. First, the warm-up in which the teachers broke the ice with a fun activity by presenting the general topic to 
the class. Second, the instructions and rules of the game were given to students and the game was carried out (during this part students 
had the chance to speak even more). Third, students filled out a questionnaire in which they registered some impressions about the 
game played during the English class 
 
Data Analysis and Interpretations 

In these section three techniques were applied in order to get information for solving the research questions. These were 
questionnaires, audio recording and feedback. Researcher decided to use three kinds of games to develop present study. These were 
caring and sharing games, story games and guessing and speculative games during the implementation in the class. Taking into 
account students’ opinions about difficulties with regard to the English language skills we asked them which English language skills 
they considered difficult to put into practice and why. The results are shown in Table 1. As the results show, the majority of the 
students considered that speaking is the most difficult skill to develop. In connection with this, we found some interesting impressions 
such as the following to talk, because English is spoken in one way and written in another way. (Student 1) 

 
To speak and read; speaking because it produces shyness and reading because I am not attentive in class. (Student 28) 
 

Table 1.: “Which language skills do you consider difficult to put into practice?” 
Skills students Percentage 
Listening 5 10% 
Speaking 40 80% 
Reading 0 0% 
Writing 5 10% 
No answer 0 0 

 
The second question of the diagnostic questionnaire gave us information about how often students used English in oral communication 
during the class. This can be seen in Table 2. 
 

Table 2.: “How often do you speak English during the class?” 
Items Students Percentage 
Always 2 4% 
Some times 25 50% 
Never 15 30% 
Rarely 8 16% 
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From the results shown in Table 2 researcher found that the majority of the students just sometimes spoke English, and 30 % 
of students never participated or spoke English during the class. 
 

With question 3 researcher wanted to know what factors interfere in the students’ speaking skill when the class was taking 
place. The results are presented in Table 3. 
 

Table 3.: “What factors interfered in your speaking skill or made it difficult to speak during the English class?” 
Item  Students  percentage 
Fear of humiliation 4 8% 
Lack of vocabulary 26 52% 
shyness 10 20% 
Put it in practice 6 12% 
Didn’t answer 4 8% 

 
According to the table above, we could see that there were three important causes which interfered or disturbed the students’ 

oral participation. These were the lack of vocabulary, shyness, and fear of being humiliated. It should be noted that in the diagnostic 
questionnaire, when we asked students about favourite strategies to employ for developing the English class,58% of the students 
expressed that they preferred games and highlighted advantages of playing them. This is evidenced in the following testimonies  
 

We would like to learn English but not in a boring way. We felt confident to express better the English language and if we 
make mistakes it doesn’t matter, we lose shyness. (Student 15) 

 
To express, to avoid the shyness and to use the vocabulary. (Student 17) 
 
In addition, when we asked them about the importance of games during the English class, some of them said the following 
 
The games would help us to express ourselves and of course to understand much more. (Student 15) Yes, because with games 

is funnier and when we play, we learn to speak by learning vocabulary. (Student30) 
 

After the first game was over, we gathered some opinions by using the questionnaire how they felt during the class. The 
following testimonies evidence the positive effect games had on students:  

 
Funny because is another way to have a class and to learn more. (Stu- 1) 

 
Excellent! I liked too much the activity, we smiled too much, I mean we enjoyed the class a hundred percent. We learnt to complete a 
story and we did it in spite of we didn’t know the whole text. (Student -28) 
 
What Need to be done? 

Games have been and will always be an important part of learning a second or foreign language. Researcher has pointed out 
the importance of using games in the English learning process. Games are motivating and exciting experiences for students to develop 
the speaking skills in a fun and comfortable way. Besides, researcher noticed that games helped students to believe in themselves, 
thanks to the creation of a good atmosphere inside the classroom through this innovative research study, researcher implemented some 
kinds of games: caring-sharing, guessing and speculative games and a story game. The majority of students could express and 
communicate orally without the pressure of time or constant evaluation. As a consequence, they learnt more vocabulary, short 
sentences, and pronunciation. They managed to get the messages across while playing, though in some cases students mixed telugu 
and English expressions to communicate their ideas or feelings.  

 
Summing Up 

On the other hand, present study reflects on pedagogical practice and look for new alternatives to encourage oral 
communication among the learners through games. The problems of the lack of an interactive and communicative context and 
speaking skills were addressed during implementation of the games. At the time students played games, they interacted with others 
thus improving their oral production in English. Finally, we consider that games, in general, encouraged polytechnic students to 
enhance their speaking skills, especially when these included group work, motivation and competition. Also, researcher discovered 
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that games are more than a function in the classroom; they helped students to perform better, to feel confident and free in order to 
improve their English-speaking skills. 
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