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SUMMARY 
Grammar plays an essential role in English language learning process for learning it will help 
language learners have better understanding in the knowledge of English language and then 
applying the structure accurately in their language use. It is said that grammar is considered one of 
the most important content in language learning but seems to be the most boring of all, English 
teachers have approached the changes in teaching grammar. Especially, prior researches on 
teaching English grammar through language games have also been examined. Hence, in this paper, 
we would like to inttoduce a study that developed language games to reinforce some aspects of 
English grammar of students. The study was conducted at Thai Nguyen University of Sciences 
subjecting the 30 non-English major students of the university. The smdents were given pretest of 
grammar level before the tteatment, then the posttest was administered to the same students after 
being taught grammar through developed language games. The fuiding showed there is significant 
difference between the pretest and posttest scores of the respondents. Therefore, developed 
language games are useful for reinforcing students' English grammar, valid to be used for 
grammar lessons, and are commendable among the students. 
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INTRODUCTION 

Grammar is one of necessary elements 
conttibuting to form a language system. It 
appears in every sentence we read, write, 
speak, or hear. A grammar (often called a 
formal grammar for clarity) is a set of rules 
by which words change their forms and are 
combined into sentences. The rules describe 
the sttucture of a language and conttoi the 
way that sttings are formed according to the 
language's syntax. The knowledge of 
grammar also identifies what learners have to 
do if they want to put some phrases into 
sentences. The crucial role of grammar in 
students' English learning is undeniable 
because it forms basis for the development of 
language skills such as speaking and writing. 
Ishtawi (2011) pointed out that "if students 
learn the main s t ructures of English, it will 
help them greatly to speak and to write the 
language." It is impossible for people to speak 
without any grammar rules. We need those 
rules in the same way as w e need the rules in 
a game. If there are no rules, or if every 
player follows their own rules, the game 
would soon break down. It is the same with 
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language, without rules we would not be able 
to communicate with other people. Without 
good grammar, words go together with no 
real sense; therefore, learners communicate 
successfully only in some of limited 
situations. Lam (2008) articulated that 
"without understanding of grammar, students 
would not do anything more than utter 
separate hems of language for the separate 
functions. The expression of functional 
language is only poss ib le through grammar 
of tbe language". Without grammar 
knowledge, students will not only find many 
problems to produce good sentences 
grammatically but also cannot express their 
ideas and feelings. 

Based on our current teaching at Thai Nguyen 
University of Sciences and students ' scores, it 
can be said that most students face diflicuhies 
in learning grammar because the grammatical 
rules of Vietnamese language are different 
from those of English. Students thought that 
English grammar is difficult and boring to 
learn, so they did not pay much attention to 
learning English grammar. It is obvious why 
they became passive, conflised, shy, afi-aid of 
making mistakes, and felt bored when they 
study English grammar, and sometimes they 
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were sleepy in the class when they had 
grammar lessons. It could lead the learners 
had negative results, they became 
unmotivated to learn it. When they were told 
to do the tasks relevant to grammar, they felt 
contused, shy and uncomfortable and became 
passive in leaming process. Most students 
were afraid of asking the points that they did 
not understand. They tended to be silent 
because they were afraid of making mistakes 
and "losing face". In addition, the students 
did not have positive attitude and motivation 
towards English in general and grammar in 
particular. Consequently, teaching English 
grammar to the non-English major students is 
really a challenge to the teachers at Thai 
Nguyen University of Sciences. 
There can be lots of ways and techniques to 
teach and learn grammar to make leaming 
experience enjoyable in classrooms. 
Saricoban and Metin (2000) gave their ideas 
that "to make grammar lesson effective, 
beneficial, and interesting, teacher should use 
well-developed and fascinating techniques in 
the classroom. The examples of such 
integrated sources and techniques - the use of 
songs, verse, games, and problem solving 
activities". Moreover, Ishtawi (2011) listed 
four reasons to use games in teaching 
grammar. First of all, students not only gain 
knowledge but also apply what they learn 
owing to games in the teaching grammar. 
Therefore, games are regarded as 
communicative activities. It is clear that fun-
learning games containing repetition usually 
make the language more understandable. 
Third, using some games motivate students 
and increase classroom cooperation and 
competition which creates positive 
atmosphere. Lastly, games allow meaningful 
use of language in context because they are 
amusing and challenging. 
These factors led us to develop and validate 
language games which could be used for 
reinforcing students' English grammar at Thai 
Nguyen University of Sciences. Developed 
language games were implemented in a 
production stage in all lesson plans. These 
language games focus on nine aspects of 
basic English grammar: possessive adjectives, 
plural nouns, verb to be in simple present, 
possessive 's, the present simple, there is/ 
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there are, prepositions of place, some/ any, 
and modal verb (can/ can't). Each of the 
language games covers one grammar point 
that helps students to reinforce their grammar 
at the end of the lesson. 
SUBJECT AND METHODOLOGY 
The population of the study comprised 84 
non-English major students for the school 
year 2012-2013. The participants were 
randomly chosen by using fishbowl technique 
to arrive at 30 non-English major students. In 
using the fishbowl method, the students' 
numbers were written on separate sheets of 
paper, then they were tossed so that they were 
mixed. Sheets of paper were picked out 
without looking. Most of the 30 non-English 
major students have been studying English as 
a foreign language for at least seven years. 
However, students were from various English 
proficiency levels. 

The study employed the one group pretest-
posttest design adapted from Hatch and 
Farhady (1982). As soon as the participants of 
the study were selected, the 45 item pretest 
was administered to the students. Afterwards, 
the students began to learn grammar through 
the developed language games. Students were 
taught with 9 lesson plans covering nine 
different aspects of grammar. Each lesson 
plan was written based on the three 
procedures: presentation, practice and 
production stages. Language games were 
implemented in a production stage in all 
lesson plans. After the use of the developed 
games phase, participants were given a post-
test in order to investigate the learners' 
improvement in terms of their grammar 
knowledge and ability and the questionnaire. 
The questionnaire was also designed to 
determine students' the acceptability of the 
developed language games for reinforcing 
grammar. The questionnaire with four-point 
scale (4 = sttongly acceptable (SA), 3 = 
acceptable (A), 2 = unacceptable (U), 1 = 
sttongly unacceptable (SU) consisted of 8 items. 
To determine tbe significant difference in 
participants' performance before and after 
using language games for reinforcing 
students' grammar, frequency, percentage, 
mean, standard deviation and t-test for 
dependent samples were used. 
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In addition, the scale adapted from Hatch and Farhady (1982) and used for statement rating is: 

Point Score 

4 

3 

2 

1 

Range Interval 

3 . 5 0 - 4 . 0 0 

2 . 5 0 - 3 . 4 9 

1.50-2.49 

1.00 - 1.49 

Descriptive Rating (DR) 

Strongly Acceptable (SA) 

Acceptable (A) 

Unacceptable (U) 

Strongly unacceptable (SU) 

FINDINGS 

Significant Difference between the Pretest and Posttest Scores 
Table 1. Summary of Valuable for Testing Significant Differences between the Preles' 

and Posttest Scores of the Respondents 

Highest Lowest .V SD 

Pretest 9 4.5 6.3 1,23 
Posttest 9 4 7 35 1.11 

T 

7.5 

T.V 

2.04 

Analysis 

Significant 

Table 2. Frequency and Weighted Mean Disrribulion on the Acceptability 
of Language Games for Teaching Grammar 

Statement (Language games...) 
1. Help and encourage to sustain students' interest and lower 

their stress and anxiety towards grammar leaming. 
2. Create motivation for practicing grammar pomts as they are 

amusing, interesting and challenging. 
3. Give shy learners more opportunity to express their 

opinions and feelings. 
4. Add interest to what students might not find interesting in 

grammar lessons. 
5. Help students not only gain Icnowledge in grammar but also 

be able to apply that leaming. 
6. Aid students to realize that they have to use grammar 

correctly if they want to become winners. 
7. Create relaxed atmosphere to remember the use of grammar 

faster and better. 
8. Is useful for other aspects of grammar. 

Average Weighted Mean 

4 

14 

16 

13 

15 

15 

17 

17 

23 

3 

15 

14 

14 

14 

13 

11 

12 

5 

2 

1 

0 

2 

1 

2 

1 

0 

2 

1 

0 

0 

1 

0 

0 

1 

1 

0 

WM 

3.43 

4.00 

3,30 

3.46 

3.43 

3.46 

3.50 

3,70 
3.47 

DR 

A 

SA 

A 

A 

A 

A 

A 

SA 
A 

Table I presents the comparison of the mean 
scores of the respondents in the pretest and 
posttest. It can be seen from the table that the 
mean score ; X) in the posttest (7,35) 
interpreted as good is higher than that in 
pretest (6.3), In addition, the standard 
deviation (SD) of 1.23 in the pretest is lower 
than that of 1,! 1 in the posttest. Furthermore, 
1.05 mean difference reveals that there is a 
difference in the respondents' performance in 
grammar after being exposed to language 
games. In addition, as evident in the table, the 
computed t-value (T) is equal to 7.5 which is 
higher than the tabular value (T.V) of 2,045 

which means that null hypothesis stating that 
"there is no significant difference between the 
students' pretest and posttest scores" is 
rejected This implies that the performances 
of students significantly differ. From the 
statistical findings, it can be inferred that there is 
improvement in the respondents' grammar after 
they took part in the language games. 
Acceptability of the Developed Language 
Games 

Table 2 shows the frequency and weighted 
mean disttibution on the acceptability of 
using language games as perceived by the 
students. Generally, language games are 
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acceptable with 3.47 average weighted 
mean (WM) in enhancing the grammar of 
the students. 

It follows that the language games are 
acceptable in adding interest to what students 
might not find interesting in the grammar 
lessons and aiding the students to realize that 
have to use grammar correctly if they want to 
become winners (3.46); helping and 
encouraging to sustain students' interest and 
lower their stress and anxiety towards 
grammar learning and giving shy learners 
more opportunity to express their opinions 
and feelings (3.30). However, creating 
motivation for practicing grammar points as 
they are amusing, interesting and challenging 
(4,00); being useful for other aspects of 
grammar (3.70); and creating relaxed 
atmosphere to remember the use of grammar 
faster and better (3.50), 
CONCLUSIONS • 

Based on the aforesaid findings, the following 
conclusions were drawn: 
1. Language games are useful for reinforcing 
students' English grammar. 

2. The use of language games is valid in 
grammar lessons. 

3. Language games integrated in grammar 
lessons are commendable among the 
participants. 

RECOMMENDATIONS 
In the light of conclusions, the following 
recommendations are offered: 
1. There should be further improvement of 
the games to increase further the 
acceptability of the games among the students. 
2. Workshops and training courses on the use of 
language games in teaching grammar may be 
conducted for teachers to familiarize with them. 
3. Teachers may also relate language games 
with all English skills to activate students' 
motivation and participation. 
4. Further studies may also focus on other 
grammatical points to see how and to what 
extent the adoption of language games could 
affect students' improvement of grammar. 

REFERENCES 
1. Hatch, E. and Farhady, H (1982), Research 
Design and Slalislics For Applied Linguistics. 
London: Newbury House Publishers, Inc 
2. Ishtawi, H. (2011). The Effects of Game 
Strategy on Learning of English Grammar for 
12th Grade Unpublished Thesis, Islamic 
University of Gaza. 
3. Lam, T. (2008), The Application of Games in 
Grammar with Rerence lo Tieng Anh 10 Textbook 
at Ha Trung High School. Unpublished Thesis, 
College of Foreign Languages, Hanoi: Vietnam 
National University, 
4. Saricoban, A. and E, Metin (2000), Songs, verse 
and games for teaching grammar. TESL Joumal, 6 
(10), Retrieved from 
http://iteslj.org/Techniques/Saricoban-Songs.html 

http://iteslj.org/Techniques/Saricoban-Songs.html


Phiing Thi Hai Van vd Dtg Tap chi KHOA HOC & CONG NGHE 126(12): 147 - 151 

TOM TAT 
PHAT TRitN TRO CHOI N G 6 N NGU" N H A M CUNG CO KIEN THU'C 
N G C P H A P CUA SINH VIEN KHONG CHUYEN TIENG ANH 
TRU'OtNG DAI HOC KHOA HQC - DAI HQC THAI NGUYEN 

Phiing Thi HSi VSn*, Nguyen Hai Quj'nh 
Tnidng Dai hoc Khoa hoc - DH Thai Nguyen 

Ngii phip dong mOt vai tr6 quan trpng trong out trinh hoc tifing Anh b6i vifc hoc n6 s5 giuo ngu^i 
hoc ngdn ngii c6 su hî u biit tot hon trong kien thCtc \k ng6n ngii tiSng Anh va sau d6 dp dung cdc 
cau tnic mpt cdch chfnh xdc trong qu4 uinh sir dung ngon ngii cua ho. Ngii phdp dupc coi Id mpt 
Uong nhOng npi dung quan trpng nh t̂ trong viec hpc ngon ngit, nhung dubng nhu l̂ i nhdm hon 
Qk. Cdc gido vifin ti6ng Anh da tifip cSn nhiing cdi tiSn trong vifc giang d̂ iy ngii phdp. DSc bî t Id 
cac nghiin cihi trudc day v^ viec giang day ngCi phdp tilng Anh th6ng qua cdc tr6 choi ngon ngft 
cung da dugc kiem nghiem. Do do, trong bai vilt ndy, chiing t6i xin gidi thieu mpt nghien cihi md 
da phdt trien trb choi ngon ngii nham ciing c6 ngii phdp tilng Anh cua sinh vien. NghiSn cihi dup'c 
tiSn hdnh tai truing Dai hpc Khoa hpc, D î hoc Thdi Nguyen v6i d6i tupng bao gom 30 sinh viSn 
khdng chuyen tieng Anh ciia trubng dai hpc nay. Sinh vien duoc tham gia kiem tra trinh dp ngii 
phdp trudc vd sau khi dp d^ng tro choi ngon ngii. Ket qud chi ra co su khde biet ddng ke giira diem 
kilm tra cua sinh viSn trudc vd sau khi dp dung tr6 choi ngSn ngii. Chinh vi vay, tr6 choi ngon ngii 
rdt hOu Ich trong vifc ciing c6 ngii phdp tilng Anh ciia sinh vi6n, thich hpp de dupc su: dung trong 
cdc tilt hpc ngii phdp va dupc sinh vi6n danh gid cao. 
TCr khda: ngit phdp. trd chai ngdn ngfi, kiem tra sau, kiem tra trudc, ding cd 
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