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Abstract 

The aim of the study was to investigate how teachers were using instructional games as 
active learning strategy in three selected second cycle elementary schools in Addis 
Ababa. To put this into effect descriptive survey research method was employed. 
Accordingly a total of 219 respondents participated as source of data. 172 students, 42 
teachers and 5 principals were selected from the three schools. The data were drawn 
from questionnaire, classroom observation, and interview. The data gathered through 
questionnaire were analyzed using percentages. Oescriptive narratives were used for 
the qualitative data which was gathered through open ended questions, interview and 
classroom observation. 

The study has found out a number of factors that can reveal the state of utilization of 
instructional games in the schools under study. One among these was the frequency 
games were applied as active learning strategy was found to be low. In addition to the 
infrequent use of game teachers ' application was found to be of low quality. Further 
more, less experienced teachers were found in a better position regarding application of 
instructional games. This was mainly attributed to insufficient training of teachers, large 
class size and the time consuming nature of instructional games. The result of the study 
has also showed that teachers use games as motivators with high emphasis given to 
competitive types of games. In addition, teachers' perception of games as teaching tools 
beyond motivation was found to be unsatisfactory. However, the study revealed that 
teachers and students have positive attitude towards instructional games. 

Based on the findings and the conclusions drawn, related recommendations regarding 
improvement of application of games as active learning strategy were forwarded. The 
major one is related to teacher training. As teachers teach the way they are taught, the 
teacher training program should be geared towards this need. 

VI 



CHAPTER ONE 

1. Introduction 

1.1 Background 

Since the introduction of formal education, teaching has undergone various changes. 

New teaching methods and strategies have been introduced and we have reached the 

age which calls for students' active participation in order to get meaning out of what they 

leam. 

The traditional school curricula and instruction which focused on rote memorization, 

passivEo: learning ,and lower order-thinking was found to be ineffective .As a matter of 

fact, the emerging new society is a dynamic that requires all rounded education to be 

self directed, confident, and capable by learning on the basis of higher-order­

thinking(Farrant, 1980). Thus, these day's schools are established to serve the function 

of learning for the students and also for the other people. 

Hence, the ways knowledge , skills and values are delivered to the learner have meaning 

both for the teacher and the taught. Methodology of teaching has evolved over ttie 

years. Previously, the teacher centered strategy! Direct instruction model which puts the 

teacher at the center of every activity as the major provider of information (Sorich,1988) 

was dominant. However, in recent years, the need for high student participation and 

engaging students in higher order thinking resulted in teaching methods which narrow 

the communication gap between the teacher and the learners like learner - centered 

strategy. 

This learner - centered strategy, which puts the learner at the center of every activity 

and which diminishes the teacher's ~ole has become a priority issue in the present time. 

Learne;" - centered method or active learning clearly addresses the different learning 

styles of students. Though students have different learning styles, they are naturally 

active. As a result, as put it, students enjoy things and activities in which they can 

actively participate (Clark and Starn , 1986). 



In this regard, lack of relevance and quality were the main weaknesses of the former 

educational policy of our country (MOE, 2002). In addition, the students' role in the past 

had been passive and the expectation of those people who were concerned with the 

student was that the student will accept what is taught and store it away until it can be 

re lated to his/her needs. Consequently, the need for change arise and resulted in the 

introduction of 1994's education and training policy which puts the student at the center 

of any activity in the teaching learning process. In relation to this a publication on the 

implementation of the current education and training policy reads as: 

Unlike the old educational system, which was teacher - centered 
and solely conducted by the chalk and talk mode of delivery, the 
present system is student - centered with emphasis on various 
exercises, student- teacher interaction and encouragement of 
student inquisitiveness. ( MOE,2002: 29) 

Hence, we can clearly understand that there is a transition from passive form of teaching 

learning where the student is considered as empty vessel to be filled and the teacher as 

a source of knowledge to an active one where students learn by doing and 

experimenting. Thus, student-centered method is adopted because it has great 

relevance to the society in producing students with higher-order- thinking and problem 

solving ability. 

Researches conducted in Ethiopia on active learning strategies revealed that students 

like to learn through participatory activities provided in a form of active learning strategy 

(Wassihun, 2006) . With this regard, the adoption of teaching methods which involve 

practical work such as educational games, using visual aids and classroom 

demonstrations is of paramount importance in order to increase quality and minimize the 

high school dropout and repetition rates. Moreover, students will have a better 

understanding if the lessons are practical and involve students' participation in the 

construction of knowledge rather than transmission of it (Yalokwu: 2002). 

At the center of teaching methods we find educational games which have high 

educational value in creating active environment in classroom. When used in 

conjunction with other materials, educational games provide useful point of departure for 

discussion and make real and vivid material that often seems abstract in a text book. 
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They present concrete problems in a simplified but dramatic form that minimizes 

abstraction and confusion. The students, deeply involved in the concrete activity of 

educational gaming become aware of formal relationships by direct experimental 

manipulation (Carlson, 1971). 

Instructional games require active learning rather than the passive reception of 

information (Chauhan,1979). Consequently, games change the learners' role from that 

of a listener to what the teacher dictates to a dominant figure that learns by doing. 

Scholars of the area state that learning through games has a number of intrinsic virtues. 

One of these is its attention - focusing quality. Instructional games tend to focus 

attention more effectively than most other teaching devices, partly because they [games] 

involve the learner actively (Coleman, 1971). Hence, instructional games, focus 

students' attention towards learning in an active manner and could be an effective 

method of active learning. 

Presently teachers employ different active learning strategies in their lessons. Therefore, 

the major aim of this study was to assess how second cycle primary school teachers in 

the selected schools in Addis Ababa utilize instructional games to supplement their 

lessons and to engage students actively in learning. 

1.2 Statement of the Problem 

Traditionally, games were taken as 'fill-in activities' when there is nothing to do 

(Davidson and Gordon, 1978). They were regarded as a means of bringing 'variety' as a 

break from serious occupations (Klarin and AranskY,1987). But the reality proves the 

opposite. Educational games play an important role as developers of intellectual skills, 

teachers of social process and imparters of social norms when they are used 

integratedly with other instructional methods (Chauhan, 1979). 

Basically, the major objective of any educational system is to cultivate the individual's 

capacity for problem solving. As a result, the present education and training policy of 

Ethiopia focused on changing the previous teacher-centered mode of delivery to a 

student- centered one (MOE, 2002). And as Klarin and Aransky(1987) put it one of the 

methods which can quite radically alter the role of the teacher within the classroom is 

the use of educational games. This is because educational games call for change in 
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teachers' role as a consultant, motivator and resource person (Chauhan, 1979) rather 

than know - all source of knowledge. 

However, even though games have the above stated benefits, no detailed studies were 

conducted on their application so that assessing this unexplored area may help in 

providing more light to the problem. Moreover, how teachers are utilizing instructional 

games as teaching tool is not well assessed by researchers. Therefore, the researcher 

believes that it is wise to find out the situation of instructional games in the present 

school teaching learning process and it is relevant to assess whether teachers take 

games as educational tools or as fill in activities when there is nothing to do. 

1.3 Objective of the Study 

The purpose of this study is to assess how teachers utilize educational games in their 

lesson. In addition, the study tried to find out factors that influence/affect teachers' 

utilization of instructional games in their lessons. 

To achieve the above objective, the study tries to provide answer to the following 

research questions. 

1. What is teachers' attitude towards the utilization of instructional games as teaching 

strategy? 

2. How do teachers use instructional games? 

i. What type of games do they use? 

ii. When do they use them? 

iii. For what purpose do they use them? 

3. What is students' attitude towards instructional games? 

4. What are the major factors that affect teachers' use of instructional games as 

teaching strategy? 

1.4 Significance of the Study 

Active learning is a burning issue in the Ethiopian education system. Methods that 

promote students problem solving capacity are at the center of the policy. Games, as 

part and parcel of active learning strategy, also play important role in developing 

problem solving capacity of learners. Therefore, this study may bring more light to the 

application of instructional games as teaching strategy in the selected second cycle 
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primary schools in particular and at all school levels in general and initiates researchers 

to conduct further studies in the area. 

1.5 Delimitation of the Study 

It would be best if the study covers all teachers in the region . However. it is limited to 

some randomly selected elementary schools in Addis Ababa. Moreover, time, money 

and other constraints have also confined the scope of this study. 

1.6 Limitation of the study 

It is obvious that research work could not be totally free from limitations. Peculiar 

constraints of the study was lack of cooperation. The researcher faced lack of 

cooperation of some school teachers to fi ll in and return the questionnaire as a result it 

was difficult to collect all the questionnaires on time. Some teachers were not willing to 

give any information at all . 

1.7 Definition of terms 

Games:- are a structured system of play that incorporates the material be learnt. They 

are a kind of play which give learners chance to learn through playing and 

manipulating with the material to be learned 

Active-Iearning: - is a kind of learning in which students are given a considerable 

autonomy and control of the direction of the learning activities through small 

group work, problem solving , investigational work, and so on. 

Second cycle primary schools- refers to grade levels five to eight 

Attitude -the view of teachers/students towards instructional games (active learning) 

5 



CHAPTER TWO 

2. REVIEW OF RELATED LITERATURE 

2.1 What are instructional games? 

Learning should be a pleasant experience. In addition to the content that should be 

mastered, it should afford joy, fun and humor wherever possible. Teachers employ 

different methods of teaching in order to make their lessons lively. With this regard, 

instructional games are one of the instructional tools that help instructions to be this 

way. 

Games may vary from the fantastic or unreal to those which "model" reality. Those 

games which are entirely based on pure chance, for example, dice, or those of fantasy 

like skiing and games that develop skill like chess are categorized under the term 

"games". However, this study mainly focuses on those games which focus on 

developing students' problem-solving and critical thinking ability. These kinds of games 

are widely referred to as "instructional/educational games". 

Different scholars define educational games in different ways . Clegg defines 

educational/instructional games as: 

A game is a situation in which an individual or a team of people play 
or compete against one another with an agreed upon set of rules, a 
limited time, and a means of scoring, winning or losing actions. It also 
implies that the students will have enjoyment and fun and that they 
will be highly motivated to play for relatively long periods of time 
(1991:523). 

This definition implies that there is a pre-set or clearly defined rule which governs the 

acts of the players who participate and compete in the game. The rules define what to 

do, how to do and when to start and finish the game and how to score results. 

Moreover, it is a kind of play which calls for students' /players/ cooperation as they have 

to play for a common goal. Cruishank and Telfer (1980) strengthen this definition as 

"games are contests in which both players and opponents operate under rules to gain a 

specified objective" (p.75) . 
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For Chauhan (1979) they are "acts among two or more independent decision-makers 

seeking to achieve their objective in some limiting context". What's common in these 

definitions is that the players are governed by a set of rules and are expected to work in 

groups or pairs in order to carry out the task. 

Ments (1994) defines them as structured system of competitive play that incorporates 

the material to be learnt. In addition for Dorn, a game is' a kind of play among players 

operating under constraints or rules for an objective or goal' (1989:4). For those 

scholars, games incorporate the material to be learnt and are used for more practice 

and mastery of the material. Furthermore, there is a pre-set goal or objective that should 

be achieved through playing the game which leads to mastery of the material or 

development of skill or attitude. 

Games are a kind of play which allows students to learn with enjoyment and fun which in 

turn results in high motivation and keeps students engaged in the activity without being 

bored for a long period of time (Clegg, 1991). Moreover, they present learning materials 

in a more relaxed manner than traditional ways of teaching. They (games) change 

classroom structures, as Dorn (1989:5) puts it, by creating a more "relaxed", "friendly", 

and "warm" climate. This warm climate helps teachers and students to perceive each 

other in more positive way and this develops trust among them. 

Educational/instructional games usually 'simulate' or at least 'approximate' real life 

situations (Chauhan,1979). They are helpful techniques for helping students more fully 

to understand human behavior. Those games which focus on human interaction, for 

example, help students understand social values and hidden human behavior and 

interaction patterns. 

Many writers use the words instructional/educational games, simulations and role-plays 

interchangeably. Dorn (1989) has tried to identify role plays from instructional games 

and simulations as follows. 

In role plays participants are assigned a specific role and are told to act whatever way 

they think the person whose role they are playing may act. In simulation games, 

however, explicit rules are set by the designers or users of the game. The players, 

therefore, are governed by the pre-set rules and their decision depends on them (rules). 
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For example, actions which would be impossible in the real world are not acceptable by 

a simulation game. The roles assigned to players usually refer to persons in the real 

world. The roles may vary from being the president of America to a poor beggar. 

However, students' /players/ are expected to act accordingly in a real world manner. 

However, in role-play, students act according to his/her own interpretation of how a 

person might behave in the given circumstances. It is beneficial as it gives the student a 

chance to experience the situation but react in whatever way the player believes is right 

rather than according to the pre-set rules designed (Farrant, 1980). 

Moreover, role plays bring about the dramatic quality of a situation, for example, as in 

the re-creation of historical setting. In the case of simulations, the players act out well­

defined roles by interacting with others in a decision-making setting with rules for 

choosing among designated options or playing out certain constraints (Clegg, 1991). 

It's obvious that role-plays are different from games and simulations. In the way that 

they are not governed by rules instead gives the player freedom to think, plan and act in 

his/her own way. Where as in games and simulations, students are expected to act in 

predetermined way to pass decision or to resolve a situation and to achieve the 

expected learning outcomes or objectives. 

On the other hand, Bright et al. (1985:4) set the following criteria in order to define and 

differentiate instructional games from simulations and role plays. 

1. a game is freely engaged in 

2. a game is a challenge against a task or an opponent 

3. a game is governed by a definite set of rules. The rules describe all of the 

procedures for playing the game. 

4. Psychologically, a game is an arbitrary situation clearly delimited in time & space 

from real life activity. 

5. a game has a finite state-space. The exact states reached during play of the 

game are not known prior to beginning of play. 

6. a game ends after a finite number of moves within the state space. 
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2.2 Historical Development of Instructional Games 

All the scholars in the area agree that instructional games are recent additions in the 

instructional process (Chauhan, 1979). However, when we trace their origin, we even go 

back to the 16th century when people used chess as a war game. 

Chess is the oldest form of war game, and the other tactical games that involve maps 

have evolved from it over a long period (Tansey and Unwin, 1969). Perhaps the first war 

game which was developed dates back to 1644. The very aim of this game was giving 

trainees an opportunity to study war and maneuver. Later, in 1824, games were 

transferred to maps and adapted war gaming to the simulation of actual military 

operations. By 1860, military games had all the elements of modern exercises we have 

today such as the notion of time, detailed simulation of activities & awareness of 

pertinent environmental forces. Soon after wards, there developed another movement to 

make games more realistic (Carlson, 1969). 

Before the end of the 19th century, war games in one way or the other spread to 

England, France, Austria-Hungary, Russia, Italy, Turkey, Japan and the USA. In the 20th 

century, for example, the Germans used military games as a means for rehearsing their 

invasion to France and Ukraine in 1840 and 41 respectively (Carlson,1969). 

Although they (games) have been used as teaching tools , it is only since the late 1950s 

they became important teaching tools. By early 1970s games were used in many 

schools from elementary to university level. They were used in schools of business 

management in university classes as well as in elementary schools for teaching 

business decision-making, political activities, environmental issues and the like (Clegg, 

1991 ). 

Generally, games have evolved with civilization. Presently, it seems that games survive 

and are played because people enjoy playing them as they are fun . As Bright et al. put 

it, in this century games have been important part of instruction in most classes (1985). 

As a result, understanding their contribution to the teaching process, presently games 

are being used in the teaching of geography, history, chemistry, mathematics, social 
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studies, religious studies , language, politics and indeed in almost any subjects 

(Ments,1994). 

2.3 Active learning 

The main purpose of education is enabling students develop knowledge, skill and 

attitude. This can be achieved through different methods. Methods are means of 

conveying ideas and skills to impart and acquire a certain subject matter in more 

concrete and comprehensive way. Methods are used to achieve desired educational 

objective. They are tools for educating learners. At different times different methods of 

learning has appeared and has been dominant at certain period of time. 

Previously the teacher-centered method, which mainly puts the teacher at the center of 

every activity in the instructional process, was dominant. Teacher-centered approach is 

a kind of approach which revolves around the teacher as the center of any activity in the 

teaching process with the notion that, as Farrant (1980: 120) put it, "the teacher knows 

best". 

Similarly Borich (1988) states the teacher's role is to pass "facts", 'rules', or "action 

sequences" onto the students in the most direct way possible. The main focus of 

attention in this approach is what is taught rather than the child who is taught. High 

emphasis is given to content coverage and educating a child is seen as more of working 

through the syllabus than, as Farrant(1980} put it, trying each child develop his potential. 

Generally speaking it is a kind of approach which focuses on teaching than learning. But 

a teacher, according to Rogers (1965) cited in Temechegn 2002, cannot 'teach' instead 

'provides environment' in which a student can learn. 

The following are the main characteristics of teacher-centered approach (Farrant, 

1980: 129). 

• teacher acts as essential link between the child and what he is learning 

• teachers select what the children learn, the methods by which they learn and the 

pace at which they learn 

• teachers see their role as communicating knowledge to their pupils as efficiently 

as possible 
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• teachers spend most of their time actually teaching 

• pupils get the impression they can learn only when their teacher is present and 

teaching 

• pupils tend to be regarded as more or less uniform group of learners rather than 

as individuals with different gifts and needs. 

The shortcomings of teacher-centered method has led to bring about changes for the 

new learner-centered or active learning method. The new methods pave the way for the 

learners' active participation under the guidance of the teacher or in a personal initiative 

forms. This approach adheres to the strong assumptions of the learner to be active 

rather than to be passive. In fact, learning in this approach is associated with doing. The 

learner is actively involved, so that there can be more connections with the past learning 

and between new concepts (Bennet et al1995 cited in Yonas, 2006). 

Further more, a research result revealed by Brophy & Good (1986) as cited in Levine 

and Havighurst (1992) indicates that students achieve more when there is active 

learning through which the teacher presents information and develops concepts through 

lecture and demonstration, elaborates this information in the feedback given following 

responses, prepares the students for follow up seat work activities by giving instructions 

and giving through practice examples, monitors progress on assignment after releasing 

the students to work independently and follows up with appropriate feedback and re 

teaching when necessary. 

Moreover, Becker (1997) cited in Salemi (2002) reports that students learn better and 

are more committed to learning when instructors use active learning. Students can think 

and act the way they should think and act if they understand the concept well enough to 

use it in problem solving and analysis. Therefore, active learning is a kind of teaching 

method (approach) which we find at the other side of the teacher-centered approach. 

Active learning is a kind of learning strategy which provides students with opportunities 

to work with concepts at higher cognitive levels. Students master at the application level 

when they can use a concept in a new concrete situation (Salemi, 2002). This is 

because students are not vessels to be filled , to listen or to take notes, and to give the 

right answers to questions teachers pose. Rather they are there to raise questions as 
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well as to formulate answers to questions regarding the connections between what has 

been experienced and what can be learned from that experience, to use their 

experience to replace old cognitive maps with new ones (Costigan, 1984 cited in Dorn 

1989). 

Moreover, the teacher is a facilitator and has a Person-to-person relationship with each 

student. Furthermore, instruction is tailored to the needs of the student (Reed and 

Bergeman, 1995). Hence, the teacher has a different role in gaming activities. 

2.4 Teacher's role during instructional games 

Games require 'active learning' rather than the passive reception of information 

(Chauhan, 1979). This basic requirement calls for change in teacher's role as the major 

actors in the process are students. According to Twelker (1977) cited in Dorn (1989) the 

brightest side of games is its potential for changing , not that of the student, but the 

teacher. Moreover, Aransky and Klarin (1987) agree that the use of educational games 

within the classroom can radically change the role of the teacher. As Coleman (1971) 

says games diminish the teacher's role as judge and jury. Tansey and Unwin , (1969) 

concludes this changing role of the teacher as "the teacher has a different role in 

academic gaming, but it is nevertheless an equally important, although less dominating 

one than that of the traditional teacher." (p.76) 

Obviously gaming is associated with doing and experimenting. The learner is active and 

is directly involved in learning while the teacher's role from being an authoritarian figure 

who is a judge, juror and law enforcer dramatically changed to that of 'a research 

director' than a 'lecturer' or a 'disciplinarian' (Abt, 1997). However, the effectiveness of 

game to a large extent depends on the quality of the teacher (Tansey & Unwin, 1969). 

That's why Carlson wrote as games are vulnerable to abuse in the hands of 

inexperienced or lazy teachers (Carlson, 1971). 

Though their effectiveness highly depends on the teacher's ability to conduct and 

manage classes, generally the teacher plays ·different roles at different stages of 

instruction i.e . the introduction, while gaming and post-game stages. 
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2.4.1. Teacher's role at the Introduction stage 

Generally, in gaming activities the teacher's role is like a consultant referee or both . 

Specifically, the teacher has a directive role at the introduction stage (Chauhan,1979). 

At this stage of the game, the teacher plays significant role. In the preceding part of this 

paper it is stated that games are activities governed by rules and these rules clearly 

define what and how to do and when to start and finish the game. Hence, at this stage of 

gaming activity, the teacher introduces the activity. On how introductions should be 

done, Oorn writes 

Games should be introduced to students briefly, simply and 
decisively. Students need to know how the game is played; how it fits 
into the course and that it is an instructional device. Students should 
be informed about the purpose of the game, how it operates, the 
rules and possibly the roles represented by players. (1989:11) 

As it is stated above, the students should know how to play the game and its rules, and 

the teacher's main role is to explain issues related to the rules in order to let students 

play the game with interest. More importantly, . students should be informed on the 

purpose of the game and it [the game] is part of ttie instruction and uses as an 

instructional device. This is very important because students may consider the game 

only just as a fun and the whole effort exerted to integrate the game in the instruction 

becomes useless. 

However, though giving introduction is pivotal, it should be of appropriate length as Oorn 

(1989) suggests that long winded introductions may result in confusion . 

2.4.2. Teacher's role during While-gaming stage 

After the students are provided with sufficient information regarding how to carry out the 

task, they directly go to the actual performance of game. At this stage the teacher's role 

becomes more of provider of help if needed. He /she moves around among students 

and makes himself Iherself available if the students need assistance. The teacher 

provides himself/herself as a consultant to those students who have problems in 

interpreting the rules of the games or in making moves in the game (Chauhan, 1979). 

Moreover, at this stage, the teacher acts as a central figure and observes carefully and 

takes notes. Intervening in the actual operation of the game is highly discouraged unless 
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students start to drop out or they start talking about other matters that do not have 

relevance with the game. Generally, Dorn (1989) advises teachers to intervene only if 

students have difficulty. 

While the game is in progress, even if providing the necessary support is the teacher's 

main responsibility, he/she answers questions that pertain only to the rules of the game. 

The student should figure out the issues on his or her own. Furthermore, the teacher 

may remind the students the purpose of the game in order to redirect their attention and 

way of solving problem, or restate the rule if necessary (Dorn, 1989). To sum up, during 

the game the teacher's primary responsibility is to check on whether the students are 

using the game to carry out the designed tasks or not and intervening if and only if there 

are difficulties regarding the rules of the games. 

Trying to correct mistakes students make while gaming is highly criticized as it may 

imperil the whole activity. As Chauhan(1979) writes the teacher should exercise 

appropriate restrain in order not to inhibit the participants. 

2.4.3. Teacher's role at Post gaming stage 

When the game ends making post-game discussions or debriefing is essential. Salemi 

(2002) suggests that this stage of the gaming activity provides time for discussion which 

helps the teacher in providing as well as receiving constant feedback about what 

students understand and do not understand. It helps the teacher to identify on what 

students learnt and adjust teaching to meet students' needs as well as keep pace with 

students' understanding. 

Out of the total time allotted for the game, one third or more should be devoted to post 

game discussions because 80 percent of the value of gaming lies in them (Dorn, 1989). 

Hence, at this decisive phase of gaming activity the teacher's main role is leading post­

game discussions (Chauhan, 1979). The teacher directs learning in a way that all 

students listen critically, question to what they do not understand and interact freely. 

During these discussions the teacher's role becomes directive as it has been during the 

introduction phase (Chauhan, 1979). The teacher should encourage students to reflect 

what they have learnt from the game, and to hear how others react to different ideas. 

He/she should not try to impose his/her own values and judgments or tell students what 
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they ought to have learned from the game is highly criticized as it interferes with problem 

solving and critical thinking (Dorn 1989). The teacher should encourage students to 

learn from their friends' ideas and points of view instead of telling them the responses 

himself/herself. 

2.5 Advantages and Disadvantages of Instructional Games 

2.5.1 Advantages of Instructional games 

Like any other teaching strategy games have their own drawbacks and advantages .The 

following are the major advantages of instructional games stated by different scholars of 

the area. 

• Games are enjoyable. Academic subjects many students dislike are fun when 

engaged in games( Cruishank and Telfer,1980; Heinich et a1.1996; Langran and 

Purcell,1994 ) 

• Games are psychologically engaging . Participants must make decisions and live 

with the consequences(Coleman,1971 ;Cruishank and Telfer,1980) 

• They provide potentially greater transfer from the training situation (Cruishank 

and Telfer,1980; Langran and Purcell,1994) 

• They are safe. Students will not be afraid of making mistakes (Cruishank and 

Telfer,1980;Ginnis,2002) 

• Games provide variety, raise motivation, and maintain interest (Ginnis,2002; 

Langran and Purcell,1994) 

• Games provide responsive environment. There is always immediate knowledge 

of how the participants are doing (Cruishank and Telfer,1980) 

• Games provide learners with opportunity in order to practice what is learnt in a 

more relaxed way ( Langran and Purcell,1994) 

• Games break the ice between students and the teacher (Dorn ,1989;Ginnis,2002). 

• Games create a more flexible working relationships between students 

(Dorn,1989;Ginnis,2002) . 
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• Games make learning a matter of direct experience and demand 100 percent 

participation (Dorn ,1989) 

• Games can keep learners interested in repetitious tasks, such as memorizing 

multiplication tables. What would otherwise be tedious drills become fun (Heinich 

et a/.,1996) 

• They change the teacher's role from that of authoritarian figure who is judge and 

juror to that of co-equal and supportive partner (Chauhan, 1979; Dorn, 1989). 

2.5.2 Disadvantages of Instructional games 

When we talk about instructional games, it is not to say that they deliver problem free 

instruction. Though the advantages overweight, there are obvious disadvantages which 

are listed below. 

• Teachers may be hesitant to use games as they are unfamiliar with them [games] 

(Cruishank and Telfer ,1980). 

• Games are time consuming-more time than would be devoted to a comparable 

more traditional learning experience (Cruishank and Telfer, 1980;Tansey and 

Unwin,1969; Dorn,1989). 

• As games engage participants actively, the level of noise and the amount of 

movement upset some people -teachers and principals (Cruishank and Telfer, 

1980). 

• Games are less available than traditional teaching and learning materials 

(Cruishank and Telfer ,1980; Tansey and Unwin,1969 ). 

• All participants may not like games and become passive (Dorn,1989; Tansey and 

Unwin,1969). 

• Some learners may not like working with other people who makes mistakes 

(Langran and Purcell, 1994). 

• Competitive activities can be counterproductive for students who are less adept 

at competing or who are weak in the content or skill being practiced (Heinich et 

a/., 1996). 
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• Without careful management and debriefing , students can get caught up in 

excitement of play and fail to focus on the real objectives (Heinich et aI., 1996). 

2.6 Types of games 

2.6.1 Cooperative games 

These are kinds of instructional games that challenge the body as well as the 

imagination. However, success depends on cooperation of each member of the group 

(Heinich, 1996). The unique feature of cooperative games is that they require a group of 

learners (students) to work cooperatively and synchronously to reach at success. The 

major objective why cooperative games are designed is that there is high possibility to 

foster creativity and collaborative decision making by avoiding unnecessary competition 

between players. 

Cooperative games, as the name indicates, needs students' cooperation and 

collaboration. This cooperation results in learning and more relaxed and friendly 

atmosphere. With regard to this, Dorn (1989) states 

enhanced cooperation, interaction and communication between 
students are further articulated benefits of games. They provide 
students with opportunities to learn about group processes and 
leadership, to see how the games for teaching and learning 
essentially involve version of exchange theory. It has been claimed 
that games can teach much about how individuals relate to others 
within a group (p.5). 

Hence, as it is clearly stated by Dorn, of the major outshining benefits of instructional 

games is cooperation. When students work together, they interact, help each other, 

work for a common goal and develop a sense of belongingness. Furthermore, they learn 

decision making and as Coleman (1971) puts it, they will learn to live with the 

consequences of their decisions which in turn helps in the development of patience and 

tolerance . To this end cooperative games play central role as they provide students with 

opportunity to work in groups with a concerted effort in order to achieve the desired 

objectives. 

In addition, cooperative task structures require students to work cooperatively in order to 

meet task requirements. Assignments that call for students to assist one another in 
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learning or to work together to produce a group product involve cooperative task 

structures. When working cooperatively to reach individual goals, group members assist 

one another by discussing how to respond to questions or assignments, checking work 

or providing feed back or tutorial assistance (Good and Brophy 2003). 

As stated above and as it can be deduced from their name, cooperative games calls for 

students' cooperation in order to complete tasks successfully. During these kinds of 

activities the teachers' main role become organizing groups based on students interest, 

with some purpose or randomly. In cooperative learning a teacher needs to divide 

students in to groups paying careful attention to the purpose of the activities. Moreover, 

teachers are expected to set the group learning tasks with special emphasis on giving 

each individuals accountability for individual and group success (Arends, 2001) 

Groups which are based on friendship or a group which consists of members of the 

same interest may result in good performance as members share many things in 

common for example age, sex, ability, interest and so on. The existence of commonality 

may help students to work out the tasks better. With this regard Borich (1988) states that 

ability or interest groups highly motivate students when they work together in learning 

task. However, Cruishank and Telfer (1980) strongly advise not to base groups on the 

basis of friendship or interest as it may result in too great a homogeneity in one team 

.Hence, the homogeneity may be a hindrance to the activity as it creates problem 

regarding sharing sex roles if all of the members are of the same sex or solving the 

problems if all of the students are from the same ability level especially from low abi lity 

groups. 

On the other hand, study conducted on the effectiveness of homogenous grouping 

resulted in mixed results. Groups which consist of average students have worked well 

where as those groups which were comprised of all high achievers or low achievers 

proved the opposite as the students were incapable of doing well in the academic 

content as well as in social interaction. In a group of high achievers no one needed help 

from members of the group where as the low achievers group often become frustrated 

because they were unable to explain material effectively one another (Good and Brophy, 

2003) 
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However, though Cullingford (1995) argues that it is not the way groups organized which 

determines success of group activities rather it is the challenge and level of the activity; 

Arends (2001) maintains that the way teachers groups students influences student out 

comes so that, for him, purposeful grouping in which teachers match a grouping pattern 

to their instructional purpose should be the first step in cooperative activities such as 

cooperative games. 

2.6.2 Competitive Games 

As the name indicates these are games which comprises of some kind of competition . 

The essential ingredient of a game is challenge. However, Wright et al.(1933) do not 

agree with the idea that challenge is synonymous with competition. 

Competitive task structures, such as contests, debates, and various games, require 

students to compete (either as an individual or as teams) in order to fulfill task 

requirements (Arends, 2001). 

Researchers in the area argue that competitive activities are counter- productive 

especially for those students who are less adept at competing or who are weak in the 

content or skill being practiced (Heinich et ai, 1996). This is because those students who 

are not capable enough in solving the problem or interacting with other students will 

surely fail to complete the task. 

Moreover, the attention given to winning makes competitive games questionable. 

Regarding this Carlson (1971) warns the heavy emphasis often placed on winning may 

mislead the player as to the real objectives of learning . Hence, the students diverted 

focus only on winning the game may endanger learning as their intention is getting good 

scores in whatever way possible. In addition , the major objective of the game i.e. 

developing a skill , attitude or mastering content will be replaced by the joy of winning the 

game. 

2.6.3 Fun Games 

These are kinds of games which are played for mere enjoyment without any educational 

objective in them. 
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2.7 Criteria for selecting games 

One cannot conclude that students will learn effectively if the subject matter under 

consideration is offered in the form of a game. This is because the game may not be 

successful in teaching what is intended to teach. Only good games may result in 

learning. According to Sutton - Smith and Avedon (1971), good games are those games 

which help the learner to learn. The problem lies here. How can a teacher differentiate 

good games from bad ones? What are the selection criteria? 

i. A game should be able to achieve desired objectives 

Games should be selected in order to accomplish particular goals (Dorn; 1989). Hence, 

the game should be evaluated in terms of its ability to accomplish the desired objective. 

For example, as Rixon (1981) puts it, a language game should be weighted on the 

language side so that it needs to be effective in teaching the language skill or content 

the teacher desires to teach his/her students. 

Games should not be inserted into a course as random events (Dorn, 1989). Teachers 

who plan to use instructional games should be careful about their objectives and the 

purpose, value and objective of the games. This is to say that, the learning outcome 

achieved through the game should coincide with what the teacher wants his/her 

students achieve. 

ii. A game should be playable within the available resources 

In addition, teachers should consider whether the games are playable within the given 

time, space, ability of students and available resources or not (Dorn , 1989). The games 

to be employed as instructional strategy should be compatible with the students' ability 

as Good and Brophy (1987) state activities which are so familiar or easy to students 

constitute nothing to learning as those difficult and unfamiliar activities do so. 

Appropriate level of challenge or difficulty will make students concentrate on learning 

without much worry and fear about failure. Hence, considering students' ability is central. 

Furthermore, a game should be playable within the available time, space and resource. 

A game which needs too much time, place and resource couldn't be made practical as it 

costs a lot. 
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iii. a game should create positive environment in the classroom 

One characteristic of games is their ability to create an atmosphere in the classroom in 

which students at various levels of ability can work together (Sutton- smith and 

Avedon , 1971). Hence a good game should have the ability to create this kind of 

environment. 

iv. a game should be challenging 

The essential ingredient of a game is challenge (Wright et ai, 1983). Hence a game 

should consist of an appropriate level of challenge in order to engage students actively 

in learning as well as think critically. 

To sum up, Quist (2000) lists down the basic characteristics of well - chosen games as 

they 

• create more flexible working relationship between students 

• break the ice between students and teacher 

• raise or lower energy levels 

• refocus attention 

• Practice a range of thinking skills painlessly 

2.8 Factors that affect the effectiveness of active learning strategy 

(Instructional Games) 

Various factors can facilitate or hinder the effectiveness of any method. Factors related 

to teachers' and students' attitude and motivation, class size, curricular materials can be 

mentioned as some of the major ones. In the following pages an attempt has been made 

to mention ideas related to these factors as written by many scholars in the field . 

2.8.1 Class size and the physical layout of the classroom 

Class size refers to the number of pupils regularly scheduled to meet in the 

administrative and instructional unit, known as class or section, usually under the direct 

guidance of a single teacher (Monre, 1956 cited in Yonas, 2006).Class size concerns 

educators for various reasons because learning can only occur positively when lessons 
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are under appropriate conditions both for the teacher and the students. The class room 

size has its own impact in facilitating or influencing activities of teaching and learning. 

In order to facilitate group works and other forms of active learning, the number of 

students in a class is a major factor. If the teacher has to administer small group 

activities in a large class the number of groups will be unmanageable and makes it very 

difficult to control and to give necessary support. It is unthinkable and not practical for an 

individual teacher to divide and lead groups for more participation (Terefe, 2004) . 

In Ethiopian schools, the average class size that is targeted by the Ministry of education 

is 50 for the primary schools. However, most elementary schools accommodate more 

than 50 students in one classroom. 

2.8.2 Curricular Materials 

The way curricular materials (students' text books and teacher's guide) are organized 

has problem associated with the effectiveness of active learning. Elliot (1998) cited in 

Dawit (1998) states the stances of knowledge marked down in curricula either invites 

teachers to express and extend their present knowledge to students or they imprison 

teachers as transmission devices which present knowledge as inner information. The 

way text books and teacher's guide are prepared could end in allowing teachers to 

promote student centered teaching and serve as a bridge between context and 

students and develop students' ability to inquire and solve problems as intended in the 

education policy and vice versa . 

In addition Bekals and Welford (2000) as cited in Temechegn (2002) states there is a 

need to design appropriate curriculum and instructional strategies which allow pupils to 

experience a range of problems that generate the conceptual and procedural knowledge 

demanded in and out of the classrooms. 

The curricular materials (Syllabus, teacher's guide and student textbooks) need to be 

designed for use in the context of a class organized along active learning lines. They 

need to consist of carefully sequenced sets of guiding activities designed for the 

learners and should be intended to be used actively by students. For example, in 

Ethiopian case, according to Diribssa (2005) the activities in the materials are not 

presented in a way of learning. As he stated about 85% of the teachers complain that 
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the teaching materials are full of large amount of information to be memorized by 

students and thus, many teachers feel responsible to cover the course. If active learning 

is employed the majority the teachers (85%) regretfully admitted that their students 

never get the chance to look at some topics in depth for there are always too much to be 

covered . 

Hence, the way the curricular materials are organized have a significant influence on the 

implementation as well as effectiveness of active learning strategy. 

2.8.3 Attitude 

It is obvious that unless those people who are responsible have positive attitude towards 

it, a program can not come in to reality effectively. Hence, the attitude teachers, school 

principals and students have regarding active - learning has its own impact on its 

effectiveness. 

2.8.3.1 Teacher's Attitude 

According to Dirribsa (2005) the most important factor that affects the implementation of 

active learning approach is the "Ethiopian tradition of teaching". The attitude and 

expectation of society in general and of the family of the learner in particular affect how 

learning is viewed and how learning is organized . . 

Moreover, there is a strong relation between teachers' attitude towards active learning 

and their effort in implementing it. According to Cohen et al.(1993) cited in Fisseha 

(2001), a research conducted to prove this confirmed that teachers who had positive 

attitude towards active learning showed a better effort in using it and vice versa . 

Hence, the teacher's attitude has a greater influence on the effective implementation of 

student centered instructional approach. 

According to Temechegn (2002) various factors contribute to low perception and 

negative attitude of teachers on active learning. Few of them are the following . 

• Ih adequate teacher training 

• Teacher's fear of losing their authority! control 

• Teachers' resistance to change 
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2.8.3.2 Students' Attitude 

On the other hand students' knowledge of how active learning is implemented and what 

is expected of them highly influence the application of active learning. Darry and Terry 

(1993) cited in Yonas (2006) stress the importance of students' experience, which is a 

transformative rather than passive accumulation of knowledge. They notice that unless 

learners consider the implication of the ideas for them in their own lives and decide to 

act, know and believe in new ways, they are likely to adopt a passive acquaintance to 

the teachers' knowledge structure. Ultimately, this passive students learning has not 

made a difference because it has not been transformative and at best resulted in some 

assertion of knowledge. Thus, it is possible to suggest that active learning approach 

seeks the emancipation of learners from the old belief that has dominated methods of 

teaching over the last century. Another factor is the learner's concept of student 

centered approach and prior knowledge. Some students want to learn by lecture 

method, because the lecture method of teaching is more favorable to the current 

curriculum and students' background. 

2.8.3.3 Principals' Attitude 

School principals can be considered as a prominent figure in the school as far as he/she 

is the one who is assigned to lead all activities that go in the school environment. It is a 

common experience that the school principal is responsible for both the academic and 

administrative affairs in the school. In line with this issue, Moffet (1979) stated, at the 

primary school level , much is dependent up on the effectiveness of the principal. To this 

effect, according to him, a primary school principal is expected to have dedication, 

commitment and a positive attitude towards his/her profession. 

Ornestein and Hunkins (1998) say that the school principal is a key guarantor of 

successful implementation of school program. Similarly, Squazzin and Graan (1998) 

argued that so as to implement active learning the management of the school , the 

principal, head department and others need to understand that, active learning is the 

building block of long life learning. The school as a whole should do every thing possible 

to facilitate active learning. This may involve allocating funds for additional equipment, 

ordering books in sets to allow use by a small group. Moreover, Mudumo (1998) as cited 
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in Squazzin and Gran (1998) concluded that for any reform to succeed, we need 

effective school managers. School managers are supposed to provide necessary 

indication and continuous professional support to teachers. Teachers can only whole 

heartedly support reforms if they understand the need for it and know that they will be 

supported. 

2.8.4 Teachers' Training 

The success of educational process highly depends on the ability of teachers. It is 

obvious that improved learning cannot be achieved through instructional methods 

without the professional quality of the teacher Mutassa and Willig (1995) in Yonas 

(2006) explain that instructional methods by themselves cannot do much to improve 

learning and thus, their value lies on the professional skill of the teacher in using or 

handling them. 

At the center of this argument lies how the teacher is trained. Regarding this Tefefe 

(2004) states that one of the major reasons for teachers to rely on lecture method 

(teacher - centered method) is their experience as students. Using their own past 

experience as students dictate their teaching methods for they had no or little 

awareness about student centered method of teaching so that training on pedagogy 

have a positive impact on their future performance. Hence, in order to have competent 

and skillful teachers who can handle and practice active learning approach effectively, 

they should be trained (taught) in the same way. 
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CHAPTER THREE 

3. RESEARCH DESIGN AND METHODOLOGY 

3.1 RESEARCH DESIGN 

The major objective of this study was to find out how teachers utilize games in their 

lessons in three selected schools in Addis Ababa. The study focuses on describing 

teachers' utilization of instructional games in their lessons as active learning strategy 

and deeply scrutinizes the application. The research has taken a descriptive survey 

method in that it is appropriate to gather several data related to the problem under 

study. Best and Kahn (1989) explained descriptive survey method describes what was, 

analyzes and interprets conditions that exist. It was therefore, felt that the appropriate 

research type to carry out this investigation is descriptive survey. As the major intent of 

this study is describing and interpreting the existing conditions regarding teachers' 

utilization of instructional games, descriptive survey seems the appropriate method to 

investigate the situation. 

3.2 Sources of data and sampling procedure 

3.2.1 The Schools 

The sample schools were Abyssinia and Hibret Beligenet Elementary Schools from 

Addis Ketema Sub city and Medhanealem Elementary School from Gulele Sub city. With 

regard to their type, Medhanealem and Abyssinia elementary schools are government 

schools where as Hibret Beligenet School is Public school. The sample schools were 

selected purposefully on the basis of their accessibility. 

3.2.2 The Teachers 

Table 1: Sex Composition of Sample teachers 
-

Name of school Male Female Total 

Abyssinia Elementary school 14 7 21 

Medhanealem elementary school 9 6 IS 

Hibret Beligenet public school 8 6 14 

Total 31 19 50 
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As it can be clearly seen in the above table, 50 randomly selected (31 male and 19 

female) second cycle elementary school teachers were used as source of data. Out of 

94 second cycle teachers teaching English, Amharic, Mathematics, Civics, Physics, 

Chemistry, Biology, Science and Social Studies, 50 teachers were selected using 

simple random sampling method. Before the data collection process the teachers were 

well informed about the objective of the research and were asked to take questionnaire 

and fill in at home. Forty two (85%) questionnaires were filled and returned. 

3.2.3 Principals 

The principals of the three elementary schools were used as source of data. Head and 

vice principals of the two sample schools and one head principal of the third sample 

school were participants of this study. The vice principal of the third sample school was 

not available at the time of data collection so that couldn 't become participant of this 

study. 

3.2.4 Students 

Table 2: Sex Composition of Sample students 

Name of school Male Female Total 

Abyssinia Elementary school 44 34 78 

Medhanealem elementary school 37 31 68 

Hibret Beligenet public school 14 12 26 

Total 95 77 172 

In order to select participant students, simple random sampling method was used. Two 

students were from each section from each grade level (grades 5-8) from each school 

were randomly selected and a total of 172 students were used as source of data. By 

explaining the objective of the study a different set of questionnaire prepared for 

students were distributed to students and all of the questionnaires were filled and 

returned. 

3.3 Instruments of data collection 

According to Glass and Hopkins (1984) cited in Knupfer and Mclellan (1996), there is no 

clear cut boundary for descriptive research as it can be regarded as either quantitative 
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and qualitative. Hence, it involves collecting both qualitative and quantitative information. 

Therefore, in order to gather the desired data the following instruments of data collection 

were employed. 

3.3.1 Classroom observation 

Classroom observation was employed as a key instrument of data collection to examine 

how teachers were actually using instructional games .It is obvious that student -teacher 

interactions and their intervention and efforts occur in the classrooms. It is a kind of 

activity in which teachers' and students' experience, the classroom condition , curriculum 

materials and the necessary facilities meet and interact to create the citizens supposed 

to be modeled. Hence, classroom observations were used to describe the classroom 

interactions as they provide the reasons and why things were going the way they were 

happening. Therefore, 20 classroom observations each lasted for forty minutes were 

made while English, Amharic, Mathematics, Civics, Social Studies and Biology teachers 

were teaching and results were carefully marked on the observation checklist. Two 

assistant researchers were well informed about the research and assisted the classroom 

observations. 

3.3.2 Questionnaire 

Three types of questionnaires were prepared to be filled by teachers, school principals 

and students. 

The questionnaire for teachers had two parts. The first part of the questionnaire was 

intended to gather background information about teachers and general information 

about qualification and experience. The second part of the questionnaire consisted of 

items that were intended to examine teachers' attitude towards and utilization of 

educational games, their training and suitability of school situation, student motivation, 

barriers for effective use of games and other issues related to games. 

The questionnaire for school principals was composed of items that were intended to 

examine background , training, attitude, orientation regarding instructional games and 

other related issues. 
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Lastly, the students' questionnaire was intended to examine students' perception of 

instructional games. Students were asked to give responses regarding their interest, 

participation, teacher support and activities, classroom situation and class size. The 

questionnaire for the students was originally developed in English and translated in to 

Amharic by the researcher and two other postgraduate students in order to minimize 

communication barrier. After that it was revised by an Amharic teacher. Retaining similar 

translations and rewriting those with differences, another draft was prepared and this 

was subjected to pre-test. 

In so far the instrument was prepared by the researcher for the first time, the need for 

pilot testing was essential to check the appropriateness and quality of the instruments in 

general and the clarity of items in particular. The pilot test was also used to learn how far 

the respondents cooperate responding. The questionnaire was pre-tested with 17 

randomly selected students and 4 teachers in Abyssinia elementary school and these 

participants were excluded from the final study. 

The pilot test helped the researcher to cast out some questions which were not clear 

and wrich had repetitive ideas. Based on the feedback from the pilot test appropriate 

modifications were made on the instruments. 

3.3.3 Interview 

The central way in which a researcher achieves to perceive the understanding, feelings, 

and knowledge of people in a certain program is through in depth, intensive interviewing 

(Best and Khan, 1989). In this research interview was held to get information regarding 

the use of instructional games in the teaching learning process in the selected second 

cycle primary schools. With this regard, interview was held with 9 teachers and 2 school 

principals each lasted for 10-15 minutes in order to get the exact picture in terms of 

game usage. The interviews which were held with the two principals and six teachers 

were recorded with cassette recorder. Three teachers were not wiling to be recorded. 

The interviews with those three teachers were taken in the form of field notes as 

accurately as possible by the researcher. 
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3.4 Methods of data analysis 

The data gathered through the above-mentioned instruments, i.e. classroom 

observation , questionnaire, and interview, were presented in two ways. The first form of 

presentation was placing of responses, mostly in percentage in table forms . The other 

form of presentation was a discussion of the findings from either instrument or common 

analysis sometimes supported by theoretical arguments. Percentages were used in 

places where there were specific alternatives. In alternative type response a space was 

given for additional comment. These were used as bases for further problem questions, 

additional comments were shown in discussion. Frequency of responses in the tables 

represents how many times a particular response appeared in different questions. They 

also sometimes could correspond to the number of people who responded to the 

particular question under discussion. There were occasions that a teacher gave more 

than one responses to open ended questions and multiple answer questions. In such 

cases the frequency shows the range and diversity of opinions voiced by respondents. 

The qualitative data obtained from the interviews, classroom observations and open 

ended questions was interpreted in terms of descriptive sentences. This way, the data 

was analyzed and interpreted and will be discussed in the next section of this paper. 
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CHAPTER FOUR 

4. PRESENTATION AND ANALYSIS OF DATA 

4.1 Issues Related to the Schools and the Respondents 

4.1.1 Classrooms and Class Size 

In the observed three schools the class-size ranges from 70 - 120. Therefore, it can be 

said, large class size was the defining characteristic of the three schools under study. 

Teachers' and principals' responses and classroom observations confirmed this. 

One of the three schools where large class size observed is the Abyssinia Elementary 

School. In this school, most of the classes have accommodated 80 to 120 students. The 

reason for this large class size, as the teachers and principals asserted and as I 

witnessed, is the delay in construction of the new building. The school planned to avoid 

the shift system with the intention that the new classes will be ready by November. 

Unfortunately, only 75% of the construction was completed by March and the school 

was forced to accommodate two shift students in a single shift and this has made the 

classrooms over crowded. In the other two schools the class size ranges from 70 - 85. 

Regarding the classrooms, most of the classes, especially in Medhanealem Elementary 

School are old, dimly lighted and unventilated. With regard to seating arrangement, it 

was in a traditional way that It was in rows where all of the students face the blackboard 

and each student could see the back of the student sitting in front of him/her. For 

example during my observation in Medhanealem elementary school, I have observed 

that the teacher cou ldn't freely move between rows as the class was so crowded. 
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4.1.2 Profile of respondents 

Table 3 Background of the respondents 

No Teachers Principals Students 
Item N =42 N=5 N = 172 

NR % NR % NR % 

1 Sex Male 29 69 3 60 95 55.3 

Female 13 31 2 40 77 44.7 

Total 42 100 5 100 172 100 

2 Age 10-15 years - - - - 102 59.4 

16-20 years 2 4.8 - - 70 40.6 

21-25 years 16 38.1 - - - -

26-30 years 15 35.7 - - - -

31-35 years 4 9.5 - - - -

36 -40 years 3 7.1 3 60 - -
41 -45 years 2 4.8 2 40 - -
Total 42 100 5 100 

3 Education level BNBSC - - - - - -

Diploma 42 100 5 100 - -

TTl - - - - - -

Others - - - - 172 100 

Total 42 100 5 100 172 100 

4 Years of 0-5 years 19 45.2 - - - -
experience in the 6-10 years 16 38.1 - - - -
current job 11-15 years 5 11 .9 4 80 - -

16-20 years - - 1 20 - -

above 20 years 2 4.8 - - - -
Total 42 100 5 100 

According to the above table, 42 teachers, 5 principals and 172 students were included 

in the study. With regard to their sex, 69% of the teachers, 60% of the principals and 

55.2% of the students were males and 31% of the teachers , 40% of the principals and 

44.7% of the students were females . This indicates that majority of the respondents are 

males. 
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As to their age structure, about 59.4% of the students were between 10-15 years and 

about 40.6% of the students and 4.8% of the teachers were between 16-20 years old. 

Similarly, about 38% of the teachers were between 21-25 years old where as 35.7% of 

the teachers are between 26-30 years old. Most of the principals, about 60% are 

between 36-40 years old . Only 7.1 % of the teachers were between this age range. 

Lastly, about 40% of the principals and 4.8% of the teachers were between 41-45 years. 

Regarding the educational background of teachers and principals, 100% of the teachers 

hold Diploma in teaching academic subjects and all of the principals have a Diploma 

qualification. This goes in line with the MOE's expectation that all teachers in the second 

cycle Primary schools should have a diploma qualification. 

As to the working experience of the respondents in their respective current job, 45% of 

the teachers have served for 0-5 years. Again 38% of the teachers were with 6-10 years 

of experience as a teacher. About 80% of the principals and 11 .9% of the teachers were 

with teaching experience between 11-15 years. Only 1 principal and 2 teachers have 

served for more than 20 years. Therefore, it can be concluded that majority of the 

teachers were less experienced teachers. 

4.2 Issues Related to Attitude 

4.2.1 Teachers attitude 

Table 4 Teachers attitude towards instructional games 

No Item Response NR % 

1 Do you think that games are useful in Yes 34 80.9 

the instructional process? No 8 19.1 

Total 42 100 

2 To what extent do games engage High 29 69.1 

students in active learning? Moderate 5 11.9 

Low 8 19 

Total 42 100 
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Scholars in the area say that teachers ' attitude towards instructional methods have 

positive or negative impact on their effectiveness. Hence, what teachers think/believe 

about certain teaching strategy is very important as success or failure depends on it. 

With this regard, as can be seen from table 4, almost 81 % of the teachers believed that 

instructional games have role in the educational process. In addition, 69% of the 

teachers believe that instructional games ability to engage students in active learning is 

high. 

Moreover, the qualitative data from interview indicated that, teachers believe games are 

encouraging and make students very active. They also believe they (games) allow 

students express their view without being afraid or ashamed of making mistakes. In 

addition, they (games) help to link theory into practice, as students have to experiment 

on what they have learnt. An English teacher from Medhanealem Elementary School 

says" it would be much better if it is possible to present the text itself in the form of 

games." 

Subjects, which many students dislike, are fun when engaged as in games (Cruishank & 

Telfer, 1980). In line with this, teachers strongly believe that games arose students 

interest and help to develop positive attitude towards learning . 

Table 5: Major beneficiaries from instructional games 

Item NR % 

Fast learners - -

Average learners 3 8.6 

Slow learners 7 20 

All students 12 34.3 

The teacher - -

All students and the teacher 6 17.1 

Fast & average learners and the teacher 4 11.4 

Average & slow learners 3 8.6 

Total 35 100 

34 



J 

As can be seen in table 5, 34.3% of the teachers believe that all of the students benefit 

from gaming activities. Again a considerable number of teachers (20%) believe that slow 

learners are the chief beneficiaries . 

Moreover, many teachers mentioned a combination of beneficiaries. Seventeen percent 

of the teachers believe that all of the students without consideration of ability and the 

teacher himself/herself benefit from gaming activities while 11.4% teachers believed that 

the fast and average learners together with the teacher are the chief beneficiaries. For 

8.5% of the teachers , average and slow learners benefit more from games. 

As Cruishank and Telfer (1980) put it, games are interest arousing devices so that 

students with low academic ability improve their performance because of increased 

interest. In addition, Carlson (1969) states slow learners as the chief beneficiaries of 

instructional games. However, though the literature says this, 34.3% of the teachers 

believe that all students benefit from a game. 

Furthermore, teachers benefit from feedback in active learning activities such as games 

as they get constant feedback about what students do and do not understand. It helps 

them (teachers) to focus on what their students are learning and adjust their teaching to 

meet student's needs (Cross & Angelo, 1990 in Salemi, 2002). Hence, as games allow 

teachers to see their students' difficulty while they are gaming (as the teachers' main 

role is monitoring) and during post game discussions, the feedback they receive help to 

pinpoint students' difficulty and success which in turn help the teacher to modify his/her 

strategy. In line with this, teachers agreed that they can benefit from gaming activity. 

One of them says 

Students benefit by experimenting and playing. I benefit by getting 
feedback. As a teacher, while students deal with the game, I can 
see where students' problem lies. Which part is not clear for them. 
Who has done well and who hasn't. (a grade five mathematics 
teacher from Hibret 8eligenet Elementary School) 
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4.2.2 Students attitude 

Table 6: Students ' attitude towards instructional games 

No Item NR 0/0 

I Do you like to learn by instructional games? Yes 160 93 
No 12 7 
Total 172 100 

2 If your response to item I is yes, the reason is, 
Games are fun 3 1.9 
Games allow me to talk about other matters 2 1.2 
Games are educative and enjoyable 5 3.1 
Games make lessons attractive 8 5 
Games make lessons unforgettable 7 4.4 

c, d, e 129 80.6 
Don't know 6 3.8 
Total 160 100 

3 Which aspect of instructional games attract you? 
The competition 127 79.4 
The cooperation 24 15 
The fun 5 3.1 
others 4 2.5 
Total 160 100 

4 If your response to item 1 is no, the reason is, 
I don't like working with others 5 41.7 
Games are waste of time 3 25 
Games are boring 1 8.3 
Don't know 3 25 
Total 12 100 

Table 6 revealed that about 93% of the students like to be taught using instructional 

games. Only few (7%) students responded that they don't like lessons presented using 

instructional games. 

The students who showed favorable attitude towards learning through instructional 

games mentioned various reasons for their preference. The majority (80.6%) of the 

students mentioned a combination of reasons as games are enjoyable and educative, 

games make lessons attractive and make lessons unforgettable. 

On the other hand, those few students who responded that they don 't like to learn by 

games stated they don 't like to work with others (41 .7%), games waste time (25%), 
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games are boring (8.3%) as the major reasons for their unfavorable attitude towards 

instructional games. 

With regard to the aspect of game which interests students very much, the majority 

(79.4%) indicated that the competition attracts them very much during instructional 

games. The cooperation that gaming activities create was favored by only 15% of the 

students. 

In addition, qualitative data through informal interviews and open ended questions 

confirmed students positive attitude towards games. Students pointed out that games 

are enjoyable, motivating and educative. For them, games motivate and arouse their 

interest towards the subject matter and as most of them agreed on topics supplemented 

by games are unforgettable as they learn and practice in a form of play. Regarding 

students' attitude, a Science teacher from Medhanealem elementary school says, "I 

can't tell you how happy the students become when I provide them with some kind of 

game. Unfortunately, I don't use them often. " 

During observations students were seen with high spirit when their teachers use games. 

More surprisingly, in one grade 5 class in Abyssinia School whose English teacher has 

recently been assigned to higher grade, I read on the walls «l'ItTC -----I'IA'i: h'}())·fTJ)) 

(Let's demonstrate for teacher-----', tTC-----,euoM· (Give us teacher----- back), 

~,{J-rU'1tf1·'}'} N1 (Our teacher for us) and so on. Lately, when I asked who this teacher 

is, the students told me that he is their English teacher who usually uses games in his 

lessons. When I found out who this teacher was, I was not surprised by their complaints 

because I had observed the teacher and witnessed his effective presentations with the 

help of different language games. From this teacher's presentation an instance can be 

cited as evidence. During the time of observation the teacher's plan in grade seven was 

to teach vocabulary and it was announced as "vocabulary week". At the beginning of the 

lesson the teacher explained the rule of the game and as the students were accustomed 

to it the introduction didn't take much time. The students were told to take out a piece of 

paper and pen. Then, the teacher wrote some words on the blackboard and told the 

class to study the words carefully. When the given time was over, the teacher cleaned 

the words from the blackboard and told the class to write down the words they 
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remember with correct spelling. While students were trying to list down the words the 

teacher monitored students carefully and again when the time was over he told the 

students to put the paper on which they wrote the words in their exercise book. Then the 

teacher drew four big spiders which belongs to each row and allowed each row to 

nominate a competitor. The nominees were expected to write those words with correct 

spelling on each leg of the spider. When the nominees couldn't do it, another member 

from the group comes out and tries the game. There was hot competition as the winner 

was the row which completed the spider with the words and with their correct spelling. 

Everybody seemed absorbed in the game trying to remember the spelling of those 

words and actively responded when the competitors made mistakes. The group which 

completed the spider's legs with the words became the winner and the game came to an 

end. Then, after the game was over the teacher taught the meaning and pronunciation 

of those words and gave the students a home work for the following day to use the 

words in their own sentences. After class, when I asked the teacher about the game he 

used, he told me that the game is not present in the text book and it was from his 

previous experience as a student during pre-service training. 

In addition, an important observation during this lesson was that the students were very 

much absorbed in winning. I observed some students trying to see the words they wrote 

on their piece of paper because they had strong desire to become winners . 

4.3 Issues Related to Utilization of Instructional Games 

Table 7: Game usage by teachers and its frequency 

No Item Respondents NR % 
1 Are games used as teaching strategy? Teachers Yes 35 83.3 

No 7 16.7 
Total 42 100 

Students Yes 156 90.7 
No 16 9.3 
Total 172 100 

2 How often do you/ your teachers Response Teachers Students 

use games as teaching strategy? NR % NR % 
Frequently 4 9.5 8 4.7 
Sometimes 23 54.8 28 16.2 
Rarely 8 19 120 69.8 
Not at all 7 16.7 16 9.3 
Total 42 100 172 100 
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Regarding the utilization of instructional games more than 80% of both group of 

respondents asserted that instructional games were in use by most (83.3%) of the 

teachers in the schools under study. 

On the other hand, 7 (16.7%) of the teachers and 16 (9 .3%) of the students pointed out 

that instructional games were not in use in their lessons. 

For the purpose of clarity, the words frequently, sometimes and rarely were defined for 

the teachers and the students as follows: 

Frequently - more than once a week 

Sometimes- once in two weeks 

Rarely - once in a month 

Based on this , though 83% of the teachers use instructional games in their lessons, the 

frequency differs. As table 7 reveals, 4 (9.5%) of the teachers frequently use games in 

their lessons which is supported by the responses of 8 (4.7%) of the students. Similarly, 

23 (54.8%) of the teachers and 28 (16.2%) of the students responded instructional 

games are sometimes employed as teaching strategy by teachers. 

Contrary to this, only 8 (19%) of the teachers admitted their rare use of games, where as 

120 (69.8%) of the students revealed their teachers rare usage of instructional games in 

their lessons. Regarding this wide difference between teachers' and students' responses 

the possible reason could be subject matter, and the following table discusses the 

discrepancy subject wise. 
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Table 8: Game usage in terms of subject matter 

Frequently Some times Rarely Not at all Total 

Subject Teachers Students Teachers Students Teachers Students Teacher Students Teachers Students 

NR % NR % NR % NR % NR % NR % NR % NR % NR % NR % 

Amharic - - - - 5 11.9 5 2.9 - - - - - - - - 5 11.9 5 2.9 

English 4 9 .5 8 4.6 7 16.7 9 5.2 - - - - - - - - 11 26.2 17 9.9 

Maths - - - - 5 11.9 5 2.9 1 2.4 - - - - - - 6 14.3 5 2.9 

Civics - - - - 6 14.3 6 3 .4 - - - - - - - - 6 14.3 6 3.5 

Physics - - - - - - 1 0.6 2 4.7 30 17.4 1 2.4 5 2.9 3 7. 1 36 20.9 

Chemistry - - - - - - 1 0.6 1 2.4 28 16.3 3 7 .1 4 2.3 4 9.5 33 19.2 

Biology - - - - - - - - 1 2.4 2 1 12.2 1 2.4 3 1. 7 2 4.8 24 14 

Social - - - - - - 1 0.6 2 4.8 22 12.8 1 2.4 3 1. 7 3 7.1 26 15. 1 
studies 
Science - - - - - - - - 1 2.4 19 11 1 2.4 1 0.6 2 4.8 20 11.6 

Total 4 9.5 8 4.6 23 54.8 28 16.2 8 19 120 69.7 7 116.7 16 9.3 42 100 172 100 

A number of factors influence teacher's choice of teaching strategy. One of these factors 

is the content (Eggen and kauchak, 2001). Hence, when we see teachers' use of games 

subject wise, as it can be clearly depicted from the above table, there exists a vivid 

difference: Amharic, English, Mathematics and Civics teachers were in better position 

than Physics , Chemistry, Biology, Social studies and Science teachers in using games. 

Frequent use of games was claimed by English teachers (9.5%) and asserted by 

4.6%student response. About 54%of the teachers pointed out that they sometimes use 

instructional games in their lessons and out of these (54.8%) respondents 11.9% were 

Amharic, 16.7% English, 11 .9% Mathematics, and 14.3% Civics teachers. 

Contrary to suggestions that games can be used by all teachers in any subject at all 

levels of instruction (Ments,1 994;Sutton-Smith& Avedon , 1971), Physics, Chemistry, 

Biology and Social Studies and Science teachers rarely employed them as teaching 

strategy. Of the 19% teachers who responded they rarely use games 4.7% were physics 

teachers that was supported by17.4% of the student respondents. Again , 16.3% of the 

student respondents pointed out games were not practically in use in Chemistry lessons. 

The same is true for Biology, Social studies and Science subjects. Lastly, one Physics, 

three Chemistry, one Biology, one Social Studies and one Science teachers admitted 

that they do not use games at all. 
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Observation results, too, revealed that those teachers who teach Physics, Chemistry, 

Biology, Social Studies and Science subjects tend to rely on lecture method than any 

other method that actively engage students in learning. An instance can be cited from 

classroom observation. It is in Medhanealem elementary school in grade six Social 

Studies lesson. There were 82 students in the class. The topic was "Anti colonial 

movement in far East "(I'tll ~,:.; "71-J'r 'H''1'/: n.;.:,. 9"ll&-:")". The teacher came in with 

world map and hang it at the top right hand side of the blackboard and wrote the day's 

topic "anti colonial movement in Far East "(I'tll :/,:.; "71-J1' '}:"'1'/: n.;.~' 9"ll&-:/')" in bold 

and started the lecture without even trying to refresh students prior knowledge about the 

subject matter. He didn't give students chance to participate or he didn't try to create 

interactive environment in the class. When he finished, he told the students to copy the 

note he was going to write. I didn't see the teacher using the map he brought with him 

and he didn't bother to tell the students where this part of the world "Far East" is! This 

observation is a good indicator that teachers strong rely on lecture method than other 

modes of teaching. 

Regarding the strong rely on lecturing, during interviews teachers, admitted that they 

rarely use games in their lessons stressing on the bulkiness of the textbooks so that 

they couldn't get ample time to teach using games as they [games) are time consuming. 

On the other hand , the fact that portion coverage taken as one of the evaluation 

criterion , teachers tend to rush on covering portion rather than employing active learning 

strategies like instructional games. This is how a grade eight Physics teacher explained 

it. 

I know active learning is useful for students. I have taken courses and 
workshops about it. I also believe that games are fun and can make 
students active. But the reality is different here. There are too many 
students you have observed how crowded the classes are. So, it takes 
time. As you know these students [grade eight students] are going to sit 
for the national examination in a few months. I have to cover all the 
topics. I have no time so that I always use lecture method in order to 
finish the bulky text. 

On the other hand teachers were observed following the traditional way of teaching even 

in a condition they can use games. For example, an observed English teacher in 

Medhanealem elementary school who was teaching "conditional II sentences" presented 
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the lesson in the very direct way possible with out even trying to create situation in which 

he can minimize abstraction and students can understand the concept easily. The 

teacher wrote the title, discussed and told the students to do the exercise from their text 

book. He waited until they finished and called some students to answer the questions. 

Very few students who has done well tried to participate while the rest of the classkept 

quiet. The teacher discussed the exercise and left the rest exercises for their home 

work. In this situation, there was a possibility to use different active learning methods 

including games, however, the teacher didn't bother to use any of them. This is a good 

example that, some teachers were not creative enough to use games and other active 

learning techniques though the topic allowed them. 

Most importantly, the amount and quality of learning depends on what students already 

know (Eggen & Kauchak, 2001). There is evidence that a student's background 

knowledge may have an important bearing on game achievement (Cruishank & Telfer, 

1980). In line with this, knowledge of language of instruction is the crux of the matter 

regarding games. As the teachers stressed during interviews, students' poor 

background knowledge of English has become the major discouraging factor from using 

games in lessons in upper elementary classes. As one Biology teacher puts it, "let alone 

playing games in English, we [teachers] have to translate the explanation in to Amharic 

in order to make them understand what we say". 

Table 9 Game usage in terms of service years 

'S . ervlce Free uently Sometimes Rarely Not at all Total 
years NR % NR % NR % NR % NR % 

1-5 4 9.5 10 23.8 - - - - 14 33.3 
6-10 - - 12 28.6 6 14.2 1 2.4 19 45.3 
11-15 - - 1 2.4 1 2.4 1 2.4 3 7.1 
16-20 - - - - - - 2 4.8 2 4.8 
21-25 - - - - 1 2.4 3 7.1 4 9.5 
Total 4 9.5 23 54.8 8 19 7 7.7 42 100 

As indicated by the respondents,78.6% of the teachers (the sum total of the respondents 

with teaching experience of 1-5 years and 6-10 years) have teaching experience 

between one and ten years and it is by these less experienced teachers that games 

were in frequent use. Those teachers who have rich experience in teaching (teachers 
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with more than 10 years of teaching experience) were not seen using games frequently . 

The result is in line with Borich (1988) . He stresses that teacher's years of experience 

alone are not guarantee for teaching effectiveness. According to him, their teaching 

effectiveness by and large would also depend on the kind and quality of training they 

have gone through, the support service given to them, the availability of instructional 

material and the working conditions they have. 

In addition , young teachers can strive to extend their repertoire of teaching strategies, 

read professional journals and magazines and participate in other professional 

development activities. (Hendrick,1988 in Gezahegn, 2005) . In line with this, during 

interviews, specially those teachers who have teaching experience of 1-5 years pointed 

out that they have got some pre-service training regarding the usage of instructional 

games during their stay at the teacher training colleges. A fresh graduate from Kotebe 

College of Teacher Education says, 

I was introduced with many language games when I was at the 
teacher training college. Active learning is emphasized a lot and 
games are pari of such activities. That's what I am applying now 
and am vel}' happy that students like them [games]. 

Moreover, during classroom observations, young teachers were seen with strong 

motivation and energy using games in those unventilated , dimly lighted, overcrowded 

and poorly furnished classrooms. 

Table 10 Purpose games used by teachers 

Item Teachers Students 
NR % NR % 

When there is nothing to do (as fun) - - 3 1.9 
For motivational purpose 20 57.1 62 39.7 
To present the lesson in a lively way 4 11.4 24 15.4 
To engage students actively in learning 8 22.9 35 22.4 
b,c,d 3 8.6 32 20.5 

Total 35 100 156 100 

Teachers may use games for different purposes. More than half (57 .1 %) of the teachers 

use games for motivational purpose, which is asserted by almost 40% of the student 

respondents. Teacher's utilization of games in the instruction when he/she wants to 

motivate is not wrong as games, according to Cruishank and Telfer(1980) , are effective 
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interest arousing devices. Hence, the idea of using instructional games to motivate 

students is acceptable as it (motivation) paves way for learning. 

But scholars like Abt argue that the central role of games in the teaching learning 

process is beyond motivating students. Though motivation is necessary, it is not 

sufficient for learning (1997) . Rather, they (games) could be used as one way of 

transmitting instruction by comprising the subject matter in it. However, as it is shown in 

table 10, the majority of the teachers (57.1 %) use instructional games for motivational 

purpose. 

The other 11.4% teachers use games to present lessons in lively way which is 

supported by 15.3% of the students. Again 22.8% teachers add games in their 

instruction to engage students actively in learning which is asserted by 22.4% the 

student respondents. 

Dorn(1989) suggests that games should be integrated into a course work. In addition to 

motivating students, games should further be used to transmit content as a teaching 

device. Moreover, as Abt (1997) states, the educational benefit of instructional games 

other than motivational are dimly understood. Because of this, as can be seen from the 

table, teachers ' use of instructional games has focused on the motivational aspect. 

However, though motivation is necessary, it is not sufficient for learning. 

Above all , games should not be regarded as marginal activity, filling in the odd moments 

when the teacher and class have nothing to do (Davidson & Gordon, 1978). Hence, the 

finding of this study coincides with this fact as none of the teachers used games when 

they have nothing to do. 

Table 11 Kinds of instructional games teachers usually use 

Kind of game NR % 
Fun games 7 16.7 

Competitive games 13 30.9 
Cooperative games 6 14.3 
A&B 9 21.4 
I don't use 7 16.7 

Total 42 100 
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Regarding teachers' choice of games, as there are times when using cooperative games 

becomes essential it is obvious that there are times for competitive or fun games. 

However, inclusion of the topic of study is of a paramount importance regarding the type 

of game to be used in lessons. 

As the above table shows, 61 .9% of the teachers (the sum total of the teachers who use 

fun games 16.7%, competitive games 30.9% and cooperative games 14.3%) use only 

one kind of game. The rest 21.4% use more than one kind and 16.7% do not use any 

kind of game at all. 

The table also shows that (30.9%) of the teachers use competitive games. Scholars in 

the area say that the competitive aspect of games absorbs students (Carlson, 1971). 

However, during competitive games students may focus on only getting high scores and 

this diverted focus in winning may hamper learning. And as Carlson (1971) puts it, the 

heavy emphasis put on winning in the case of competitive games is worrisome because 

it may mislead the player as to the real objectives of learning. This is to say that 

students' very high concern in winning may divert their attention and make them 

negligent to the real objectives of the game. 

On the other hand, cooperative games, which are used by only 14.3% of the teachers, 

are useful in paving way for cooperation and friendship among students, which in turn 

has positive impact on learning. Though the rationale why a game is used in a lesson is 

not creating friendship and cooperation among students, in order to achieve the desired 

objectives, coopeJation is pivotal. According to Sutton-smith and Avedon(1971) , while 

students work together at various ability levels, they can acquire communication skills, 

develop desirable attitudes and instill correct practices. Unfortunately, most of the 

teachers were seen missing this advantage as most of them focused on competitive 

games. In addition those teachers who use two kinds of games in thei r lessons (21.4%) 

have pointed out that they use fun and competitive games. 
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Table 12 Game Selection Criteria 

Item NR % 

Based on its relation to the topic 5 14.2 

Based on its difficulty level - -

Based on its ability to make students active participants - -

Based on its playability - -
Based on its ability of enjoying students - -

Randomly - -

a,c 15 42.9 

a,e 1 2.9 

a,c,e 2 5.7 

a,c,d 7 20 

a,b,d,e 3 8.6 

a,b,c,d,e 2 5.7 

Total 35 100 

There should be a reason why a specific game is in use in instruction. To this end, 

teachers may set a variety of criteria for game selection. Dorn (1989) states games 

should be selected on the basis of their playability with the existing time, space and 

ability of students, the purpose the teacher wants to achieve and the characteristic of the 

game, and their [games] ability to teach and make students participate. More 

importantly, the teacher must consider whether the educational objectives of the games 

coincide with the topic under study. For example , the kind of game a language teacher 

select in language teaching should be weighted on the language side (Rixon, 1981). 

As indicated in table 12, 5 (14.2%) teachers select games based on their relation to the 

topic. However, only relation with the topic can't make the game successful unless it fits 

the ability of the students. This is to say that while selecting games teachers should 

make sure that the game is within the ability range of the players [students]. Moreover, 

the existing reality i.e. the class room situation, the availability of time, materials 

(resources) needed and so on should be put in to consideration. 
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The rest 85% (the sum total of the percentage of those teachers who choose games 

based on various criteria) of the teachers select games based on a number of criteria 

which is far better than basing selection on a single criterion. All of the respondents, who 

select games using various criteria, take the relationship of the game with topic under 

study as one selection requirement together with other criterion such as the ability of the 

game to make students active participants and the playability of the game in the given 

time, space, resource and ability of students. With this regard, 42%of the teachers base 

their selection on topic relation and the ability of the game in making students active 

participants. Where as 20% of the teachers put topic relation, ability to engage students 

actively, and the game's playability into consideration while selecting game for 

instruction. 
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Table 13 Teacher's role during different stages of instructional games 

No Items Teachers Students 

Ves No Total Ves No Total 

NR % NR % NR % NR % NR % NR % 

I During pre - gaming stage 30 85.7 5 14.3 35 100 146 93.6 10 6.4 156 100 
does the teacher give 
instruction? 

If your respollse for item I is 
ves, rio vou/ rloes Ill e leacller 

Tell when to start and fin ish 30 100 - - 30 100 109 74.7 37 25 .3 146 100 
the game 

Explain how to play the 26 86.7 4 13.3 30 100 140 95 .9 6 4. 1 146 100 
game? 

Explain how the game is 26 86.7 4 13.3 30 100 142 97.2 4 2.8 146 100 
related to the topic 

Explain how scores will be 28 93 .3 2 6.5 30 100 138 94.5 8 5.5 146 100 
given 

2 During while -gaming stage 20 57.1 15 42 .9 35 100 106 67.9 50 32.1 156 100 
does the teacher interfere? 

If your respollse for item 2 is 
yes, wllell do YOIII does tile Teachers Students 
(eacller inferfere? 

NR % NR % 

When students make any 5 25 25 23.5 
mistake 

When students lose interest 3 15 II 10.3 
When students misinterpret 2 20 20 18.8 
rules 

when students have difficulty I 5 9 8.4 
a, b, C, d 3 15 15 14.1 

a, C, d 2 10 20 18.8 

Not at all 2 10 6 5.6 

Total 20 100 106 100 

3 During post - gaming stage, do Teachers Students 
you/ does the teacher give post Ves No Total Ves No Total 
- game discussion? 

NR % NR % NR % NR % NR % NR % 

25 71.4 10 28.5 35 100 137 87.8 19 12.1 156 100 
If your respollse for ilem 3 is 
yes, rio you/ rloes Ill e lellcller 

allow students to express their 24 96 I 4 25 100 132 84.6 24 15.4 156 100 
views 
Use students' response to tell 22 S8 3 12 25 100 137 S7.S 19 12.2 156 100 
the correct answer 

encourage students to learn 24 96 I 4 25 100 146 93.5 10 6.5 156 100 
from others ideas and point of 
view 
tell the answer by himself IS 72 7 28 25 100 105 67.3 51 32.7 156 100 
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One stated advantage of instructional games is its ability to change the teacher's role. At 

different stages of gaming activity i.e. pre-gaming, while-gaming and post-gaming 

stages, the role of the teacher changes. 

At the pre-gaming stage the teacher's main role is giving instruction. A game is 

governed by a definite set of rules (Bright et ai, 1985). Players need to learn the rules 

and routines for each game to solve a problem and to work out strategies for winning 

(Quist, 2000). Giving instruction to the students on the how, when and what to do is 

expected of a teacher while facilitating learning using instructional games. Regarding 

this 85.7% of the teachers pointed out that they give clear instructions to their students 

while they use games. This was asserted by 93.5% of the responses of the student 

respondents. 

Students need to know how the game is played, how it fits to the course (subject 

matter), and that it is an instructional tool. Moreover, the purpose of the game, how it 

operates, the rules, the time limits (when to start and to finish) and ways of computing 

scores should be announced to the students (Dorn , 1987). If students are unclear about 

what they have to do, chaos and disillusionment may result (Wright et aI. , 1983). Hence, 

in order to put the activity in the right track providing students with clear instructions on 

the how of the game is essential. 

As can be seen from table 13, the time limit was set by all (100%) teachers and 

confirmed by 74.6% of the students. In addition, 86.6% of the teachers said that they 

orient the students how to play the game and how scores are given and agreed by 

95.8% of the students. Most importantly, 86.6% of the teacher respondents explain how 

the game is related to the topic and 97.2% of the students asserted this fact. This is an 

important step which reminds students to consider the inclusion of the game for 

instructional purpose not just for enjoyment. Lastly, 93.3% of the teachers explain their 

students the way scores will be given and this was asserted by 94.5% of student 

responses. 

After introductions are carried out and while the game is in progress, the teacher's main 

responsibility is intervening if students have difficulty or if they get bored and started 

talking about other matters that do not pertain to the game. Moreover, the teacher 
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reminds students the purpose of the game, restate the rules or assign players who are 

having difficulties to a different role, location or group (Dorn 1989). 

In line with this, as table 13 item 2 revealed , 57.14% of teachers interfere in the process 

of gaming and this was asserted by 69.7% student response. Teachers interfere for a 

variety of reasons. Twenty percent of the teachers interfere when students misinterpret 

rules that govern the game. The other (15%) teachers interfere when students lose 

interest, when they (students) misinterpret rules, when the players have difficulty and 

when students make any mistake. 

Again 25% of the teachers and 23.5% of the student respondents confirmed that 

teachers interfere when students make any mistake. However, teachers should not 

interfere with the actual operation of the game. Making careful observation and 

interfering if there is difficulty should be the teacher's main responsibility. As students 

learn from their mistakes, teachers should ignore the mistakes done by students unless 

they (the mistakes) imperiled the whole lesson . Generally, as Dorn (1989) puts it, the 

teachers' primary responsibility is to see that "it [the game] works", it is the game that 

does the teaching. 

When the game is over, post - game discussion sessions are central (Dorn, 1989) as 

feedback can be a valuable basis for further learning and as pupil reflection on the 

strategies or results of the game may lead directly to the lesson's objectives, the teacher 

has an important role to play in guiding the discussion at the conclusion of the game 

(Cruishank and Telfer, 1980). 

When the game ends, debriefing is crucial (Dorn , 1989).This post game discussions 

help as a feedback for the teacher in order to assess students' progress. As Good and 

Brophy (1987) state, after students are exposed to a task, they should be given 

questions or asked to restate the information in their own words , or to summarize, 

integrate or evaluate what they have learned. With this regard , the value of post-game 

discussions as a process of providing feedback should be emphasized. 

Debriefing should be given in a structured and guided method in order to let students get 

meaning out of the experience and thereby learn from it (Dorn, 1989).ln line with this, as 

can be seen from item 3 of table 13, teachers responded that they allow students to 
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express their views (96%), use students' response to tell the correct answer (88%), and 

encourage students to learn from others ideas and point of view (96%) which is asserted 

by more than 84% of the student respondents . 

During debriefing (post - game discussions) students should be encouraged to reflect 

on their experience, they should hear how others react to the experience, feedback 

should be given to all students (Dorn, 1989). Hence, the finding of this study coincides 

with what Dorn states above. 

However, 72% of the teacher respondents and 67.3% of the student respondents 

agreed that the teacher himself/herself explains the answers without eliciting responses 

from students which totally contradict with Dorn's idea about how post-game discussions 

should be done. As he states, instructors (teachers) should not dictate their own values 

and judgments or tell students what they ought to have learned from the game, as these 

actions would interfere with problem solving and critical thinking. What is expected of the 

teacher is encouraging students to reveal their understanding through discussion and 

participation instead of telling the answer. 

An excellent example from classroom observation in grade 5 civics lesson in Abyssinia 

school can be cited on the utilization of games. The topic under discussion was' saving" 

( ). At the pre - gaming stage the teacher told students to arrange groups. When the 

groups were ready, he explained the purpose of the game which was to teach students 

the concept of saving. The winner of the game will be the group which planned the 1200 

birr monthly income of a family consists of parents and 2 children as wisely as possible 

within the allotted time which was 10 minutes. When the students were working on how 

the family should spend the money, the teacher monitored the groups carefully without 

any interference except when the students called for help. When students finished, the 

teacher diverted students' attention to presentations and allowed the groups to present 

how they planned to spend the money. Lastly, together with the whole class reached at 

consensus on the winner of the game. At the post - game stage hot discussions were 

made on the way each group allotted the money and feedback was given to the 

students . This teacher was effective enough to deal with stages of presentation of of 

instructional games. He has gone through the stages of of presentation in such a 
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manner that students could learn by themselves and has made himself available when 

the need for assistance arouse. Moreover, the discussion during the post-gaming stage 

might help students to see the issue of saving from different angle as each group tried to 

substantiate its argument with justifiable reasons. 

Table 14: Teachers' utilization of group work 

No Item Response Teachers Students 

N R 0/0 NR % 

I During using games, do you! does Yes 35 100 149 95.5 
the teacher arrange groups No - - 17 4.5 

Total 35 100 156 100 
2 If your answer to item I is yes, how do you! does 

the teacher arrange groups? 

Based on students' interest 24 68.6 109 69.9 
Randomly 7 20 22 14.1 
Purposely 4 11.4 20 12.8 
Don't know - - 5 3.2 

Total 35 100 156 100 

The major benefits of games are enhanced cooperation , interaction and communication 

among students. Games provide students with further opportunities to learn about group 

processes and leadership (Dorn , 1989). Thus, as the teachers' major role during gaming 

activities is facilitating learning , teachers should encourage students to work in groups if 

the kind of game in hand permits. 

Group work should be encouraged because students work well when they work together 

and; when they work on interesting tasks, they learn from each other (Cull ingford, 1995). 

In line with th is, all (100%) of the teachers responded that they encourage students to 

work in groups or cooperatively if the game calls for it. This is also confirmed by 95.5% 

of the student responses. 

However, organizing groups only can 't guarantee change. Students need to learn how to 

use the opportunity that group gives them. Moreover, there should be enough substance 

in the set task (Culingford , 1995). In addition , careful attention should be given on how 

the group is organized . 
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With regard to how teachers arrange groups, it can be depicted from table 14 that more 

than 68% of the teachers and students responded that teachers assign groups based on 

interest while the rest 20% teachers assign groups randomly. Only very few (11.4%) 

teachers assign groups purposely which is asserted by 12.8% of the student 

respondents. 

Regarding how group work should be organized Cruishank and Telfer strongly advise 

not to base teams (groups) on the basis of friendship as it may result in too great a 

homogeneity in one team (1980). However, the finding of this study reveals nearly 70% 

of the teachers allow students to form groups on the basis of interest. The homogeneity 

may hamper learning in a way that a group comprised of all slow learners may find it 

difficult to solve the problem if all of the students are at the same ability level or if all of 

the students are the same sex, the group may face problem in sharing roles. 

Regarding this, teachers were repeatedly observed encouraging group works. The way 

they organize groups seems unintentional and lacks . purpose, sometimes activities 

which have to be done individually were seen transformed in to group work. Whatever 

the case is, most groups were based on students interest, as the only instruction given 

from the teacher is "do it in groups" without particular attention given to students' ability, 

sex and the purpose of the game. 

Table 15 Factors for effectiveness of instructional games 

Item NR % 

Students interest 14 33.3 

Competency of teacher 6 14.2 

Availability of time 2 4.7 

Class size 6 14.2 

Seating arrangement 2 4.7 

School reQulations 2 4.7 

Nature of subject 5 11.9 

Inclusion of games in the curricular materials 1 2.3 

a,c,d,f,h 4 9.5 

Total 42 100 

53 



The effectiveness of instructional method is dependent on various factors. As can be 

seen from table 15, 33% of the teachers believed that the effectiveness of instructional 

games is highly dependent on students' interest. However, scholars in the area argue 

that games are interest arousing devices. With this regard, though it is difficult to say 

that they can be effective in all of the cases, games create interest in students and 

motivate them to leam. Moreover, students work well on interesting and challenging 

tasks (Cullingford, 1995). In addition, according to Good & Brophy (1987), teachers can 

maximize students' motivation by selecting activities based on academic objectives and 

their level of difficulty. They (teachers) should teach some knowledge or skill that is 

worth learning. Activities that are assigned merely to fill time rather than to fulfill 

worthwhile instructional objectives are de motivating the purpose teachers attach with 

games may make students de motivated, as they (students) cannot see any educational 

benefit in the games. Hence, students' interest is modifiable by designing tasks which 

interest and challenge them . 

The other 14.2% teachers mentioned teachers' competency as the decisive factor in 

game success. The ability of the teacher in handling and designing suitable tasks 

according to the ability and interest of his/her students is of a paramount importance in 

all teaching methods in general and in instructional games in particular. Regarding this, 

Carlson (1971) states that instructional games are vulnerable to abuse especially in the 

hands of inexperienced or lazy teachers. Hence, the quality of the teacher is central in 

the success or failure of games. 

For the other 14.2% teachers class size affects the effectiveness of instructional games. 

As it is stated in the first part of this chapter the schools were characterized with very 

large class size, and from their experience the teachers have pointed out that class size 

has its own impact on game effectiveness For 11.9% of the teachers the nature of the 

subject matter plays important role in the success or failure of a game. On the other 

hand , few (9.5%) teachers mentioned a combination of factors for the effectiveness of a 

game. These are students' interest, availability of time, class size and inclusion of 

games in the curricular materials. 
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Teachers gave minimum importance to seating arrangement, school regulations and 

availability of time in affecting the effectiveness of instructional games. 

Table 16 Factors affecting teachers' use of instructional games 

Item NR % 
The physical layout of the classroom - -
The class size - -
Students' motivation 1 2.4 
Unavailability of instructional game - -

Games are time consuming - -
They create noise 1 2.4 
Lack of training 1 2.4 
Absence of games in the curricular materials I 2.4 
I don't think games are appropriate ways ofteaching 1 2.4 
Principals' Negative attitude - -
The subject matter - -
Others 1 2.4 

a, b, f, h 17 40.4 
b, c, e, f, g 12 28.5 
e, k 7 16.7 

Total 42 100 

As can be seen from table 16, majority of the teachers (40%) mentioned the physical 

layout of the class room like the way chairs are arranged, the class size, the amount of 

time needed to plan and teach using games, the disciplinary problem and noise created 

while gaming, and absence of games in the curricular materials i.e. the student text and 

the teacher's guide, as the major hindrances. 

About 28% of the teachers agreed on class size, students' motivation, the time needed 

to use games and the noise they create and lack of training as the major hindrances 

from applying games as teaching strategy. For 16.6% of the teachers time and subject 

matter were the major hindrances. 

However, instruction that promotes active learning is more demanding than instruction 

that allows students to remain passive (Eggen &kauchak, 2001). With the fact that what 

is expected of the teacher is very high in active learning strategies like gaming activities, 

teachers should be creative and able to work productively in the existing situation. 
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Observation results revealed that few teachers were able to engage students actively in 

learning using instructional games in class rooms crowded with 120 students. More 

surprisingly, as the students were accustomed to it, the amount of noise and disturbance 

created when students were gaming was minimal. 

Furthermore, one of the factors that were mentioned for absence of game usage was 

the noise (d isciplinary problem) created during game activities . With this regard 

Cruishank and Telfer (1980) state that games engage students actively and as a result 

create noise and movement. This (noise and movement) may upset some teachers and 

principals and is seen as the major disadvantage of games. But, as a matter of fact 

when students interact with the material to be learnt or with their peers noise is 

obviously there. Therefore, as the respondents mentioned, being afraid of the chaos 

students create, they don't use games considering the fact that principals give low 

ratings to teachers who can't control their classes (Good and Brophy, 1987). 

4.4. Issues Related to Training 

Table 17: Training on the application of instructional games 

No Items Teachers Principals 

Yes No Total Yes No Total 

NR % NR % NR % NR % NR % NR % 

I Have you taken training 42 100 - - 42 100 5 100 - - 5 100 
on the applicat ion of 
active learning? 

2 if your response for item 18 42.8 24 57.2 42 100 2 40 3 60 5 100 
I is yes, were games 
included? 

3 If your response for item Teachers Principals 
2 is yes, when did you NR % NR % 
take the training? 

at During pre -service 7 16.6 - -
b) During in - services 10 23.8 2 40 
training 

c) On short - on - the job 8 19.40 3 60 

trainings 

d) a and c 17 40.4 - -
Total 42 100 5 100 
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As can be clearly seen from table 17, all (100%) of both group of respondents have 

taken training regarding active learning. 

As to the time of training, as the table reveals, forty percent of the teachers got the 

chance to be introduced with the application of active learning on various short on the 

job trainings. Again a considerable number of teachers (23.8%) and 2 principals got the 

training during in-service trainings when only 16.6% of the teachers revealed their 

introduction with active learning during their pre-service training . 

As it is shown in item 3 of table 17, more than 57% of both group of respondents have 

agreed on the fact that instructional games were not included in those trainings they 

attended regarding the utilization of active learning. Be it as it may, it is encouraging to 

introduce teachers with instructional games any time to ensure benefit from them. With 

this regard , Dereje (2002) stresses on the necessity of frequent professional support 

service for principals and classroom teachers in order to enhance learning and overall 

school performance. 

Little or total absence of training and professional support affects the quality of 

curriculum implementation (Dereje , 2002). With this regard, instructional games, as one 

teaching strategy, should be introduced to the teachers through different mechanisms 

starting from pre -service training to short on the - job trainings and seminars. However, 

only 42% of the teacher and 40% of the principals got the chance to be trained . 
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CHAPTER FIVE 

5. SUMMARY, CONCLUSIONS AND RECOMMENDATIONS 

5.1 Summary 

The policy direction in Ethiopian education system advocates active learning 

approaches. Active leaming contributes much to increase the learning efficiency and 

attention of teachers. Among these activities which increase student motivation and 

efficiency, one is instructional game. The purpose of this study was to investigate how 

instructional games were utilized as teaching strategy by second cycle primary school 

teachers in three second cycle elementary schools in Addis Ababa .In order to achieve 

this objective achieve this purpose the following research questions were raised . 

1. What is the attitude of teachers towards the utilization of games as teaching 

strategy? 

2. How do teachers utilize instructional games? 

• What type of game do they use? 

• When do they use games? 

• For what purpose do they use games? 

3. What is the reaction of students towards instructional games? 

4. What are the major hindrances for teachers to use instructional games in their 

lessons? 

The study was conducted in three second cycle elementary schools namely, 

Medhanealem, Abyssinia and Hibret Beligenet primary schools found in Addis Ababa 

city. The sources of data in the study were teachers, students and school principals of 

the three sample schools. The obtained data from different sources of information was 

analyzed using percentages and the result of the study reveals the following findings. 

1. Many educators agreed that the effectiveness of an instructional strategy highly 

depends on the adequacy of well-trained teaching staff (teachers and principals). 

With this regard (100%) teachers and principals reported that they had taken 

training on the application of active learning at different times (i.e . pre-service, in-
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service and short on-the-job trainings) , and 42% teachers and 40% principals 

were introduced with instructional games during trainings; 

2. The result of the study revealed that majority of the teachers and school 

principals had positive attitude towards educational games; 

3. It was found that students like lessons supplemented by games than lessons 

presented in direct way such as lectures because games make lessons 

unforgettable and interesting. In addition , majority of the teachers felt that 

students have positive attitude towards instructional games; 

4. English, Amharic, Mathematics and Civics teachers were found in a far better 

position than Physics, Chemistry, Biology, Social Studies and Science teachers in 

the application of instructional games in their lessons. Physics, Chemistry, 

Biology, Social Studies and Science teachers were found dominantly using 

lecture method; 

5. Most of the teachers were found using competitive games; 

6. The majority of the teachers admitted that they sometimes use instructional 

games in their lesson; 

7. The result of this study revealed that most teachers were not well aware of their 

changed role during the application of instructional games especially during the 

while-gaming and at the post-gaming stages; 

8. The major hindrances for the implementation of instructional games. 

• the physical layout of the classroom 
• the large class size 
• inappropriate curricular materials 
• time needed to plan and teach using game 
• disciplinary problem created during games and 

• students interest 

9. With regard to when and for what purpose instructional games were used by 

teachers , the study revealed that a marginal majority of the teachers use games 

for motivational purpose. 
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10. The classroom observation has shown a clear difference between the 

experienced and non experienced teachers on the application of instructional 

games. Less experienced teachers were observed using games more frequently 

than their experienced counterparts; 

11 . Teachers associated game effectiveness with student interest, competency of 

teacher, class size and the nature of the subject; 

5.2 Conclusions 

Based on the above findings the following conclusions were drawn. 

1. The result of this research indicated that majority of the teachers, principals and 

students in the three selected second cycle elementary schools had favorable 

attitude towards instructional games as teaching strategy. Hence, it is possible to 

conclude that teachers, principals and students have positive attitude towards 

instructional games and their attitudes were not the major barriers in the application 

of instructional games as teaching strategy. 

2. The conduciveness of the classrooms to employ instructional games was found to be 

low. The large class size had become the major barrier for effective utilization of 

instructional games in order to engage students in active learning. 

3. As teachers strongly re ly on competitive games, it can be concluded that teachers 

are missing the advantages that they can achieve through cooperative activities. 

4. The finding of this study revealed that majority of the use games for motivational 

purpose. Thus, it can be concluded that games are regarded as motivators by the 

majority and this indicates teachers' limited understanding about instructional games 

as instructional tools. 

5. Even though teachers' application of games as motivators rather than fill in activities 

could be rated as good, the fact that they couldn 't see educational games as one 

way of transferring content and engaging students actively in learning could be taken 

as an indicator for their low awareness about instructional games. Therefore, it can 

be concluded that teachers dimly understood instructional values of games in 

transmitting content and mastery of skill beyond motivation 
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6. Though rich background of teaching experience is usually related to effectiveness in 

instruction the finding of this study revealed less · experienced teachers applied 

games far better than more experienced ones. Hence, it seems logical to conclude 

that more experienced teachers had failed to integrate games in their lessons. 

7. It was found out that the majority of the teachers were not well aware of their 

changed role during instructional games. Thus, it can be concluded that they were 

not good enough in leading gaming activities. 

5.3 RECOMMENDATIONS 

At the center of active learning activities we find instructional! educational games. The 

study has assessed teachers' application of instructional games as active learning 

strategy and in light of the major findings and conclusions, it seems reasonable to 

suggest the recommendations mentioned here with the hope that they could be helpful 

to improve the situation of instructional games in the selected second cycle primary 

schools in particular and any other education level in general. Thus, the following 

recommendations are forwarded based on the findings of the study. 

1. Teachers and principals generally have positive attitude towards instructional 

games. However, practical trainings on the application of games should be 

provided to maximize teachers' handling of games this can be done by providing 

teachers with trainings which introduce them with how to implement the strategy. 

2. The result of this study showed that the condition of the classroom to implement 

active learning strategies like instructional games was found to be poor. Hence it 

is advisable for the Regional Education Bureau and the community to work hand 

in hand in order to devise ways to minimize the class size. 

3. Finally, the researcher would like to recommend further research be carried out 

on the application of instructional games on a larger perspective 
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APPENDIX - A 

Addis Ababa University 
School of Graduate 

College of Education 
Department of Teacher Professional Development Studies 

Classroom Observation Checklist 

The main purpose of this observation checklist is to assess teachers' utilization of 

instructional games in their lessons as active learning strategy. The activities will be 

recorded under the yes/No categories based on their occurrence in the class. Each 

teacher will be observed four times 

Part. I General Information 

1.1 Name of school ____ ___ _ 

1.2 Length of period _ _ _____ _ 

1.3 Subject _______ ____ _ 

1.4 Grade -------------

1.5 Number of students. _ ___ _ __ _ 



Part II. Please, mark a tick ("l in the column that correspond the statement 
Ye Un 

No Lists of Observed activities s No decided 

1 A. Classroom condition 
1.1 Is the number of students/class size/ appropriate? 
1.2 Is there enough seating space for all students in the 

classroom? 
1.3 Are the desks and chairs easily movable? 
14 Is there adequate space for movinq between desks? 
2 B. Teacher activities 
2.1 I. The introduction phase 
2. 1.1 Has the teacher introduced the activity? 
2. 1.2 Teacher arranges groups 
2.1.21 Randomly 
2.1.2.2 Purposely 
2.1.2.3 Based on students interest 
2.13 Give clear instructions on how to play/solve problem 
2.14 Explain the purpose of the game (how it is related to the 

topic) 
2.2 II. While plavinq 
2.2.1 Encouraqe students to participate active Iv 
2.2.2 Interferes to qive correction 
2.2 .3 Interferes to explain rules (when students misinterpret) 
2.24 Goes round the students and motivates them 
2.3 III. Post qame discussions 
2.31 Directs post game discussions 
2.3.2 Supply feedback by himself 
2. 3.3 Encouraqe students to express their views 
2.34 Uses students response to tell the correct answer 
2.3.5 No post qame discussion at all 
3 C. Students activitv 
3.1 Activelv participate in games 
3.2 Use the provided time for gaming activity 
3.3 Freelv interact with their group members 
34 Refrain from participating 
3.5 Express their views freely during post game discussions 
4 D. General overview 
4.1 The teacher has planned to use games 
4.1.1 The qames are used for motivatinq students 
4.1.2 The qames are used as part of the instruction 
4.2 The qame is used for mere enjoyment/fun 
4.3 No qame is used at all 
5 Other observations 
5.1 There was poss ibility of using games but the teacher didn't do so 

5. 2 The topic is not suitable for usinq qames 



APPENDIX - B 

Addis Ababa University 
School of Graduate Studies 

College of Education 
Department of Curriculum and Teacher 

Professional Development Studies 

Questionnaire to be filled by Teachers 

The aim of this study is to identify how teachers utilize instructional games in their 

lessons. The information gathered will be confidential and will be used only for the 

research purpose. Hence, you are kind ly requested to give genuine response to the 

questions which is very helpful to the quality of the research . 

Thank you in advance for your cooperation 

Part I. General Information 

• Sex 

• Age 

• Qualification 

• Years of service 

• Subject you teach 

• Work load per week periods 

• Average number of students in your school in one class room 

> 70 o 
60-69 0 

50-59 o 
Below50 0 



Part II. Research Related Information 

Direction: Please give your appropriate answer for the following questions using an (x) mark in 
the given boxes corresponding to each question . In some of the items, it is possible to 
give more than one answer. 

• Do you use instructional games in your lessons? 

DYes 0 
1.1 If your response for question number 1 is yes, 

1.1.2 How often do you use instructional games in your lessons? 

Always 0 Sometimes 0 RarelyD 

1.1.3 When do you use games? 

When I have nothing to do. 0 
When I want to motivate students 0 
When I want to present the lesson in a live ly way 0 
When I want the students actively engaged in learn ing 0 

1.1.4 What kind of games do you usually use? 

Fun games 0 
Cooperative games (which students do (play) cooperatively) D 

Competitive games (which have competition) 0 
Others (Please specify) ________ _______ _ 

2. What are the major factors that affect teachers' use of instructional games? 

The physical layout of the classroom (how chairs are arranged) D 

The class size 0 
Motivation of students D 
Games are time consuming 0 
Principals' negative attitude 0 
They create noise (disciplinary problem) 0 
I don't have training on how to use them 0 
I don't think that games are appropriate ways of teaching 0 
Absence of games in the curricular materials 0 
Principals' negative attitude towards games 0 
Others (please specify) ___ _____ _ _ 

2. Have you taken any course regarding the usage of active learning ? 

Yes D No 0 
2.1 If your response for question number 2 is yes , when did you take the training? 

During pre-service training 0 

During in-serv ice training 0 

During short on-the-job trainings D 



2.2. Were games included? YesD No 0 

3. From your point of view, to what extent do games engage students in active learning? 

o Very high o Moderate 

o High o Low 

4. Do you believe games motivate students? 

Yes 0 No 0 
5. From your point of view, who benefits more from games? 

Fast learners 0 

Average learners 0 

Slow learners 0 

All students 0 

The teacher 0 
Don'tknow 0 



.6. How do you select games? (more than one answer is possible) 
Based on their relation to the topic 0 
Based on their level of difficulty 0 
Based on their ability to teach what is intended 0 
Based on their ability to make students participate 0 
Based on their playabi lity (within the given time, space and ability of students) 0 
Based on their ability of enjoying students 0 
Randomly without any consideration 0 
I don't use them at all 0 

7.00 you encourage students to work in group? 

Yes 0 No 0 
If your response is , 

8.How do you assign-roles for students? 

Randomly 0 Based on students interest 0 
Purposely 0 Don't know 0 

9. While you teach using games, do you give instructions ? 

o Yes ONo 

9. Do you encourage students to work in group? 

Yes 0 No 0 
If your response is , 

9. 1 If your response for question number 9 is yes, 
9.1.1 Do you tell the students how scores will be given? 

o Yes ONo 
9.1.2 Do you explain when to start and finish the game? 

o Yes ONo 

9.1.3 Do you explain how the game is related to the topic of discussion? 
o Yes 0 No 

9.1.4 Do you clearly explain how to play the game? 

o Yes 0 No 

10. While students are engaged in gaming do you interfere? 

o Yes 0 No 
10.1 If your response for question number 10 is yes, when do you interfere? 

o When students make any mistake 
o When students lose interest 

o When students misinterpret the rules 

o When students have difficulty 
o Other (Please specify) _____________ _ 



11 . Do you give debriefing (post-game discussions) after the game is over? 

o Yes O No 

12.1 If your response for question number 12 is yes, 

12.1.1 While debriefing, do you explain it your self? 
o Yes ONo 

12.1.2 Do you allow students to express thei r views? 
o Yes 0 No 

12.1.3 Do you use students' responses to tell the correct answer? 
o Yes 0 No 

12.1.5 Do you encourage students to learn from others ideas and point of view? 

Yes 0 No 0 

14. From your point of view, the effectiveness of instructional games highly depends on 

o Students' interest 0 nature of subject 

o Quality (ability) of the teacher 0 Availability of time 

o class size 0 seating arrangement 

o school regulations 0 Don't know 
o Inclusion of games in the curriculum material 

15. Generally, do you think that games are useful in the instructional process? 

o Yes ONo 
16.1. If your response for question number 15 is yes , in what way do they help? Please 

specify. 

16.2 If your response for question number 15 is No, why? Please specify. 

17. What do you suggest to benefit more from instructional games? ________ _ 
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APPENDIX - D 

Addis Ababa University 
School of Graduate Studies 

College of Education 
Department of Teacher Professional Development Studies 

A questionnaire to be filled by school principa l 

The main purpose of this questionnaire is to assess the condition of school principals in 

providing necessary support to teachers so as to use instructional games as active 

learning strategy. 

You are kindly requested to respond to every item in the questionnaire. Your correct and 

complete response to this questionnaire will have a great effect on the success or failure 

of the study. 

Thank you in advance for your cooperation 

~ction: Please put a tick mark (/) for your response in the space provided and write if the question 

requires a written response in the space provided . There may be cases where more 

than one answer is poss ible. 

• Sex D Maie D Female 

• Your year of service in teaching D 

• 

c:::::JII-dministration D Total year of service 

Qualification D Certificate (1 2+1) 

D Diploma (12+2) 

D SA/BSc 

Other __________ _ 

• Average number of students in a classroom at your school ___ _ 



II. Research Rel ated Questions 

1. Have you taken any training about instructional games? 

DYes NoD 
2. How do you see educational/instructional games? 

o As fun O As waste of time 
As instructional tool (integrated with other teaching methods) 
Other (Please Specify) _ ____ _______ _ 

3. Do you encourage teachers to use variety of active learning methods such as 
instructional games? 

DYes 0 No 
3. 1 If your response for question number 3 is Yes, it is because 

o I believe that they (games) are educative 

o I know that games are motivating 

o I know that games help students to experiment with what 
they learnt. 
Other (Please Specify) _______ _ ___ _ 

3.2 If your response for question number 3 is No, it is because, 

o Games are time wasting 0 Games create a lot of noise 

o I don't have the knowledge 

o Students best learn when the teacher gives direct instruction 
o 
o 
o 

Games are fun: no serious activity takes place 

The teacher has to finish the topic in the given time 
Other (please specify) _____ ___ _______ _ 

4. Do you provide teachers with the necessary support in order to implement active 
learning strategy? 

DYes 0 No 

5. When students actively participate in learning using games, nOise is obvious. 
How do you feel about it? 

o It is a sign of learning 

o Classes should be as quiet as possible for learning to take place. 

o The teacher is negligient to keep discipline 
o Others (Please specify) _ ____ ___ ____ _ 

6. Do you encourage teachers to include different active learning strategy like 
instructional games in their lesson plans? 

DYes O No 



7. To what extent do you think games supplement the teaching learning? 

0 Very high 

0 High 

0 Moderate 

0 Low 

0 Very low 

8. How appropriate is the school condition to engage students actively in the teaching 

learning process? 



APPENDIX - E 

Addis Ababa University 

College of Education 

Department of Curriculum and Teacher Professional Development Studies 

Interview Questions 

1. What is active learn ing? How is it implemented? 

2. Do instructional games, as active learning strategy, help students to be motivated 

and active? 

3. Do you use instructional games in your lesson? Why? 

4. At each phase of the instruction using games what role do you have? 

5. How do you use instructional games in your lessons? 

6. How do students react to instructional games? 

7. What faclors hinder you from using instructional games? 

8. Generally, how do you explain the use of games as instructional lool? 
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