




























































































































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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