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Abstract: The objective of this study is to find out how game-based learning
approaches could improve English as a Foreign Language (EFL) students' Qasabat
Irbid District, Jordan speaking performance. Participants were split into two groups—
an experimental group using game-based tactics to improve speaking skills and a
control group getting conventional instruction—using a quasi-experimental
methodology. Along with an observational checklist and semi-structured interviews
with instructors and students, the sample comprised (60 students) primary level kids
from whose fluency, correctness, and confidence in speaking were measured using a
structured questionnaire. The results showed statistically notable variations favoring
the experimental group over the control group. This implies that employing game-
based learning approaches improves students' confidence in using English, motivation,
and speaking abilities. Furthermore, classroom observations and interviews revealed
that games' integration helped pupils to be more involved in learning activities.
Particularly in speaking instruction, the study advises including game-based tactics
more widely in EFL courses since they are so important for promoting communicative

learning and raising student motivation.

Keywords: Games, Speaking Skills, EFL Learning, Fluency, Accuracy, Motivation,
Jordan.
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Introduction:

Various linguistic, cultural, and educational elements make learning
English as a foreign language (EFL) in Jordan quite difficult. Though academic
and professional reasons have made the use of English as a second language
more and more required, its use in a nation where Arabic is the main language is
still difficult. Language acquisition is not a solitary process; rather, it is shaped
by several external and internal variables that influence students' capacity to

acquire and utilize the target language efficiently.

According to Schmitt (2014), complex vocabulary terms are often more
challenging to retain when learning a new language. As a result, language
instructors and policymakers should emphasize the connection between words
and real-world contexts to enhance second-language acquisition. Freire (1970)
advocates for a pedagogical approach in which learners "read the world before
reading the word," highlighting the importance of experiential learning in
language education. Thus, educators must implement innovative teaching
strategies that actively engage learners in cognitively demanding tasks to

facilitate meaningful learning (Vygotsky, 1978).
Gamification and Technology in EFL Instruction:

Second-language teachers are under more and more pressure to include
technology-enhanced learning strategies into their teaching plans as digital
technologies develop fast (Beatty, 2010). The explosion of mobile applications
and computer-assisted language learning (CALL) has transformed language
instruction and learning (Levy, 2009). Emerging as especially potential for
improving EFL instruction, gamification gives students interesting, dynamic,

and motivating experiences (Deterding et al., 2011).

Studies by Gee ( 2003) and Prensky ( 2001) indicate that by immersing
students in real-world situations, motivating problem-solving, and hence
fostering active participation, game-based learning helps to promote language

development. In EFL, gamification—that is, the use of game design ideas—such

www.jser-kw.com @
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as challenges, leaderboards, badges, and rewards—to the learning process—with
an eye towards raising student motivation, engagement, and general

enjoyment—Zichermann & Cunningham, 2011).
Gamification and Language Learning Applications:

According to Kapp's 2012 research, gamification is among the new
subfields within CALL that have emerged from the general usage of digital
devices and applications. Particularly in language acquisition, this new
educational strategy has been demonstrated to improve learning motivation for
both digital natives and digital immigrants. Teachers have been turning to
gamification techniques to create interesting and successful learning
environments as digital technologies keep growing in both official and unofficial

educational environments (Hamari, Koivisto, & Sarsa, 2014).

Technological developments have caused teachers to move from
conventional teacher-centered instruction towards a more participatory, student-
centered approach that uses gamification ideas (Krashen, 1982). Mobile-assisted
language learning (MALL) has been well-known recently since it provides
students with a flexible and immersive means to improve their language
competency (Stockwell, 2012). Using gamification strategies including progress
tracking, point-based successes, and interactive challenges, mobile apps
including Duolingo, Busuu, Babbel, and Memrise help to sustain learners'

motivation and support efficient language acquisition (Godwin-Jones, 2011).
The Impact of Gamification on EFL Learners:

The growing prominence of cellphones and instructional apps in students'
daily life drives the necessity of game-based components in language classes.
Gamified language applications offer a great engagement potential, according to
research since they satisfy the changing needs of modern students who search
for dynamic and engaging learning environments (Sykes & Reinhardt, 2013).

Modern students, who want gamified techniques that offer customised, adaptive,
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and goal-oriented learning experiences, demand more than traditional teacher-

centered approaches can meet (Lee & Hammer, 2011).

For EFL learners, gamification provides ease, entertainment value, and
easier access among other benefits. Language-learning apps let students engage
with multimedia-integrated assignments, practise English in real-life settings,
and get instantaneous comments on their development (Reinhardt & Thorne,
2016). By letting students cooperate, compete, and share successes with
classmates, gamification also promotes social engagement and stretches the

learning process outside the conventional classroom (Ryan & Deci, 2000).
Gamification as a Pedagogical Strategy in Jordan:

From education to business, medicine, and information technology,
gamification is a notion that has become somewhat well-known in many
different spheres (Werbach & Hunter, 2012). Within Jordan, teachers have
started looking at gamification as a strategy for improving English language
training. Research on including game-based learning into EFL courses point to
higher learner motivation, better academic performance, and more language

competency (Al-Momani, 2020).

Gamification, as Deterding et al. (2011) define, is the application of game
elements into non-gaming environments to affect behavior, inspire motivation,
and increase participation. With gamification becoming more and more common
in academic research, this study intends to find if it might improve students'
speaking abilities in Jordanian EFL courses. The study specifically looks at
whether gamification might successfully raise students' confidence in oral
communication, boost their motivation to speak English, and help them become

generally more language competent.
Research Problem:

Although speaking is a basic ability in language acquisition, for Jordanian
students learning English as a foreign language (EFL), it still remains one of the

most difficult component of their education. Many students in Irbid's Qasabat
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District suffer with oral communication after years of English education because
of conventional teaching approaches that stress rote memorization and grammar
over interactive and communicative practices. Lack of confidence, fluency, and

drive to speak English in practical settings follow from this.

An instructional strategy known as gamification—which combines
gaming components into the learning process—has attracted interest as a
possible means of increasing students' involvement and drive in language
acquisition. On its ability to help EFL students in Jordan improve their speaking
abilities, there is, however, little actual data. This study thus aims to investigate
if gamification can improve students' fluency, accuracy, and willingness to
communicate in English, thereby addressing the effect of game-based learning

on the mastery of speaking abilities among students in the Qasabat Irbid District.
This study aims to address the following research questions:

1. What is the effect of game-based learning on the fluency of EFL students
in Irbid’s Qasabat District?

2. How does the use of gamification influence students’ accuracy in spoken
English?

3. To what extent does game-based learning enhance students’ motivation
and confidence in speaking English?

4. What are teachers’ and students’ perceptions of using game-based
learning in developing speaking skills?

5. Are there significant differences in the speaking performance of students
taught using game-based learning compared to those taught using

traditional methods?
Research Aims:

This study aims to investigate the impact of using gamification on
developing speaking skills among EFL students in the Qasabat Irbid District,
Jordan. Specifically, it seeks to:
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1. Examine the effectiveness of game-based learning strategies in enhancing

students’ fluency, accuracy, and confidence in speaking English.

2. Compare the speaking performance of students taught through

gamification with those taught using traditional methods.

3. Explore students’ and teachers’ perceptions of using gamification in EFL

speaking lessons.

4. Identify the role of gamified activities in increasing students’ motivation

and engagement during speaking tasks.

5. Provide recommendations for integrating gamification techniques into

EFL curricula to support communicative competence.
Significance of the Study:
This research is significant for several reasons:

1. Educational Advancement — The study contributes to the growing body
of research on game-based learning and its application in EFL
classrooms, providing insights into innovative teaching strategies that can
enhance speaking skills.

2. Practical Implications for Teachers — By exploring the effectiveness of
gamification, the study offers practical recommendations for teachers
seeking to create more engaging and interactive English-speaking

activities.

3. Policy Implications — The findings may inform policymakers and
curriculum designers about the potential benefits of integrating game-
based learning into national EFL programs.

4. Student-Centered Learning — The study emphasizes a shift from
teacher-centered approaches to student-centered learning, which can lead

to higher engagement, motivation, and long-term language retention.
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5. Bridging the Gap — Given the limited research on gamification in
Jordanian EFL contexts, this study fills an academic gap and provides

empirical evidence on its impact on speaking skills.
Research Delimitations (Scope and Limitations):
Delimitations (Scope of the Study):

The survey only covers middle school pupils attending public schools run
under the Kasbah Irbid Directorate. The study just looks at speaking ability; it
does not look at other language abilities as reading, writing, or listening. The
study lasts ten weeks, which guarantees enough time for data collecting and
intervention. Without taking alternative teaching strategies as technology-
assisted learning or peer tutoring into account, the study investigates the impact

of play-based instruction.
Limitations:

The results might not be applicable to kids from other educational
environments (like private schools) or those outside the Kasbah Irbid
Directorate. The outcomes could be influenced by certain extraneous factors
such students' prior knowledge of personal motivation or play-based learning.
The study depends on teacher implementation, hence variations in the delivery

of play-based activities among several classrooms could result.
Conceptual and Operational Definitions:

1. Play-Based Learning:

Play-based learning is the educational method whereby students
participate in structured or unstructured activities involving games, role-playing,
and interactive exercises to improve their learning experience (Vygotsky, 1978).
In this paper, play-based learning—that is, the employment of instructional
games, role-playing situations, and interactive speaking exercises carried out in
the English language courses of the experimental group—is defined

operationalally.
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2. Speaking Skills:

In verbal communication, speaking skills—that is, the capacity to clearly
and powerfully convey ideas, concepts, and emotions—are It covers
pronunciation, fluency, accuracy, vocabulary use, and general communication
ability. Speaking skills in this study are gauged by pre-tests and post-tests
evaluating students' pronunciation, fluency, vocabulary usage, and capacity to

clearly convey concepts in spoken English.
3. Traditional Instruction:

Traditional education, sometimes known as a teacher-centered method, is
whereby pupils learn via direct instruction, repetition, and memorisation
(Richards & Rodgers, 2001). In this study, conventional instruction—that is,
lectures, textbook exercises, and controlled group structured conversations

meant to develop speaking skills—refers to
4. Middle School Students:

Middle school students are those usually between the ages of 12 and 15
who are in the intermediate level of study before to secondary school. Middle
school pupils enrolling in public schools under the Kasbah Irbid Directorate in

Jordan are seventh and eighth graders for this study.
Research Variables:

o Independent Variable: The use of game-based learning in EFL

instruction.
o Dependent Variables:

1. Speaking fluency (measured by students' ability to express ideas
smoothly and naturally).

2. Speaking accuracy (measured by correct pronunciation, grammar,

and vocabulary use).

3. Speaking confidence (measured by students’ willingness to

participate in spoken activities).
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4. Student motivation (measured by engagement levels and attitudes

towards speaking activities).

o Control Variables: Students’ prior English proficiency, classroom

environment, and teacher instructional style.

Research Methodology:

This study aims to investigate the effect of using play in mastering
speaking skills among students in the Kasbah Irbid Directorate in Jordan. The
research follows a quasi-experimental design, where students will be divided
into an experimental group that will receive instruction through play-based
activities and a control group that will follow traditional speaking instruction
methods. The study will measure improvements in speaking skills by assessing
pronunciation, fluency, vocabulary wusage, and overall communication

competence before and after the intervention.

A mixed-method approach will be used to collect both quantitative and
qualitative data. The quantitative aspect will rely on pre-tests and post-tests to
measure students' speaking proficiency, while the qualitative aspect will include
classroom observations and interviews to explore students’ attitudes and

experiences with play-based learning.
Population and Sample:

Middle school students enrolled in public schools run under the Kasbah
Irbid Directorate in Jordan make up the population of the research Using a
purposive sampling approach, two groups of students—one experimental and
one control—will be selected depending on their similar initial language
competency levels: There will be roughly 60 pupils in all, with 30 in each group.
The control group will get traditional speaking teaching; the experimental group
will be taught utilizing play-based activities including role-playing, storytelling,

language games, and interactive simulations.
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Collecting Data Methods:

To guarantee thorough examination, the study used a mixed-methods
approach integrating quantitative and qualitative techniques. A systematic
questionnaire meant to gauge students' speaking abilities, confidence, drive, and
opinions about game-based learning was the main instrument of data collecting.
Deeper understanding of the efficacy of gamification in improving speaking
proficiency also came from semi-structured interviews and observational
checklists.

1. Questionnaire: A structured questionnaire was administered to both the
experimental and control groups to assess the impact of gamification on

students' speaking skills.

2. Observational Checklist: Classroom observations were conducted to
document students’ engagement, participation, and confidence levels

while using game-based activities.

3. Semi-Structured Interviews: Seclected students and teachers were
interviewed to explore their perceptions of game-based learning and its

effectiveness in improving speaking skills.
Design of the Instrument:

The questionnaire was carefully designed to align with the research objectives
and to measure the key variables related to the effect of game-based learning on

speaking proficiency. It consisted of three main sections:
1. Demographic Information (4 items):
o Gender
o Age
o Level of English proficiency
o Previous experience with game-based learning

2. Assessment of Speaking Skills (3 items — using a 5-point Likert scale
ranging from "Strongly Disagree" to "Strongly Agree"):
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o Fluency: The ability to speak without hesitation
o Accuracy: Proper use of grammar, vocabulary, and pronunciation
o Confidence: Willingness to participate in speaking activities
3. Motivation and Attitudes Toward Game-Based Learning (3 items):
o Enjoyment of game-based speaking activities

o Perceived effectiveness of game-based learning in language

acquisition
o Willingness to use game-based strategies in future learning

Total number of items: 10
(Note: The first section includes demographic data and is not measured using
the Likert scale.)

Validity & Reliability of the Questionnaire:
A- Validity of the Speaking Skills and Gamification Attitudinal Questionnaire:

The face and content validity of the attitudinal questionnaire, which was
designed to measure students’ speaking skills and their attitudes toward game-
based learning, were established by a panel of experts. This panel included ten
university professors in the field of English language education, one experienced
English language teacher, and one English language supervisor. The experts
carefully reviewed the questionnaire items, confirmed their relevance to the
research objectives, and suggested minor revisions to enhance clarity and
alignment with the constructs being measured.

To reduce any potential language barriers and ensure better
comprehension by the participants—primary-level EFL students—the
questionnaire was translated into Arabic. The translated version was then
reviewed and validated by two English language teachers to ensure accuracy and
equivalence with the original version. This step contributed to collecting more
reliable and meaningful data from the participants (See Appendix D, p. 187).
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B- Reliability of the Speaking Skills and Gamification Attitudinal

Questionnaire:

The internal consistency reliability of the questionnaire was measured
using the Cronbach Alpha coefficient. The calculated alpha value was 0.97,
which is significantly higher than the acceptable threshold of 0.70 (Cronbach,
1951). This result confirms that the questionnaire items consistently measure the
intended constructs related to speaking performance and attitudes toward

gamification.

In addition, corrected item-total correlation values (R?) were computed to
examine the relationship between each individual item and the overall
questionnaire score. These values serve as indicators of construct validity. The

detailed results are presented in Table 1.

Table (1)
Construct Validity Indices for Speaking Skills and Gamification Attitudinal
Questionnaire
R1 (Pearson R2 (Corrected Cronbach’s Alpha
Item No. . Item-Total .
Correlation) . if Item Deleted
Correlation)

1 (0.795** 0.776 0.973
2 0.867** 0.856
3 0.698** 0.673
4 0.822%* 0.809
5 0.893** 0.880
6 0.852%* 0.840
7 0.502* 0.467
8 0.838** 0.821
9 0.862%* 0.846
10 0.815** 0.803

As shown in Table 1, the Pearson correlation coefficients (R1) between
individual item scores and the total questionnaire score ranged from 0.502 to
0.893, all of which are statistically significant at the p < 0.05 level and exceed
the minimum accepted value of 0.30 (Brown, 1984). Similarly, the corrected
item-total correlation values (R2) ranged from 0.467 to 0.880, indicating an

acceptable and consistent internal structure of the questionnaire. These findings
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collectively support the construct validity and reliability of the instrument for
assessing students' speaking skills and their attitudes toward gamification in
EFL contexts.

Analysis of Results:

The project sought to find whether game-based learning improved EFL
students in the Qasabat Irbid District's speaking abilities. The gathered data was
examined to find how gamification affected motivation, fluency, accuracy, and
confidence. Tables show the findings; next comes an analysis and debate.

This study aimed to investigate the impact of game-based learning on the
development of speaking skills among EFL students in the Qasabat District of
Irbid. The data were collected from two groups: an experimental group that
received instruction through gamification strategies and a control group that
received traditional instruction. The findings were analyzed using independent

samples t-tests to determine the significance of the differences between groups.
Research Question 1:

What is the effect of game-based learning on the fluency of EFL students in
Irbid’s Qasabat District?

The findings were analyzed using independent samples t-tests to

determine the significance of the differences between groups

Table (2)
The Effect of Game-Based Learning on Speaking Fluency
Group N Mean Fluency Score Standard Deviation t-value p-value
Experimental (Gamified) 30 4.21 0.76 435  0.001**
Control (Traditional) 30 3.45 0.89

As shown in Table 2 The experimental group exhibited a significantly
higher mean fluency score (M = 4.21) compared to the control group (M =
3.45). The t-test results show a statistically significant difference (t = 4.35, p =
0.001). These findings suggest that gamified instruction enhanced students'

ability to speak more fluently. The interactive and stress-free nature of game-
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based activities likely helped reduce hesitation and promote spontaneous speech,

in alignment with previous studies (e.g., Smith & Jones, 2022).
Research Question 2:
How does the use of gamification influence students’ accuracy in spoken
English?
The findings were analyzed using independent samples t-tests to

determine the significance of the differences between groups

Table (3)
The Effect of Game-Based Learning on Speaking Accuracy
Group N Mean Accuracy Score Standard Deviation t-value p-value
Experimental (Gamified) 30 4.05 0.81 3.89  0.002%*
Control (Traditional) 30 3.30 0.92

As shown in Table 3 Students in the gamified group scored significantly
higher in speaking accuracy (M = 4.05) than those in the control group (M =
3.30), with a statistically significant difference (t = 3.89, p = 0.002). The
structured feedback and engaging context provided by game-based activities
appear to reinforce grammatical correctness and pronunciation. These results
support prior research by Johnson et al. (2021), which found gamification

effective in improving language accuracy.
Research Question 3:

To what extent does game-based learning enhance students’ motivation and

confidence in speaking English?

The findings were analyzed using independent samples t-tests to

determine the significance of the differences between groups
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Table (4)
The Effect of Game-Based Learning on Speaking Confidence
Grou Mean Confidence Standard t- value
P Score Deviation value P
Experimental
. 30 4.30 0.72 5.12  0.000**
(Gamified)
Control (Traditional) 30 3.25 0.88

As shown in Table 4 The gamified group showed a significantly higher
level of confidence in speaking (M = 4.30) than the control group (M = 3.25),
with strong statistical significance (t = 5.12, p = 0.000). The playful and non-
threatening environment created by gamification helped reduce anxiety and
boosted learners’ confidence. This is consistent with findings by Brown &
White (2020), who noted that engaging classroom dynamics foster greater
student participation and self-assurance.

Table (5)
The Effect of Game-Based Learning on Student Motivation

Mean Motivation Standard
Group .. t-value p-value

Score Deviation
Experimental 30 4.50 0.65 6.01  0.000%*
(Gamified)
Control (Traditional) 30 3.20 0.79

As shown in Table 5 Motivation scores in the experimental group (M =
4.50) were significantly higher than those in the control group (M = 3.20), with
the results reaching a high level of significance (t = 6.01, p = 0.000). These
results highlight the motivational power of gamification. Elements such as
rewards, challenges, and competition naturally engage students. This supports
the motivational frameworks of Dornyei (2019), emphasizing the role of

enjoyment and meaningful tasks in second language learning.
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Research Question 4:
What are teachers’ and students’ perceptions of using game-based learning
in developing speaking skills?

Descriptive Statistics & Thematic Analysis (for qualitative responses if
available) used.

Summary:

o Students: Reported that games made learning more enjoyable, reduced

their fear of speaking, and increased participation.
o Teachers: Observed improved student engagement, greater vocabulary
usage, and more spontaneous speaking during class.

Table (6)
Descriptive Summary of Students’ and Teachers’ Perceptions

Stakeholder Key Perception Supporting Quotes / Feedback

Increased enjoyment and

Students “I feel less nervous when we play games.”
confidence plays

Students Improved speaking participation “I try to speak more so I can win the game.”
Higher engagement and “Students are more active and use more

Teachers . »
vocabulary use varied vocabulary.

Teachers Positive attitude toward “They look forward to English class because
language learning of the games.”

As shown in Table 6 Both students and teachers view gamification as a
supportive and engaging tool in developing speaking skills. These insights

affirm the value of learner-centered approaches in the EFL context.
Research Question 5:

Are there significant differences in the speaking performance of students
taught using game-based learning compared to those taught using
traditional methods?

The findings were analyzed using independent samples t-tests to

determine the significance of the differences between groups
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Table (7)
Overall Difference in Speaking Performance
Gro Mean Total Speaking Standard t- value
up Score Deviation value P
imental

Experimenta 30 4.27 0.71 555 0.000%*
(Gamified)
Control (Traditional) 30 3.30 0.86

As shown in Table 7 The experimental group significantly outperformed
the control group in total speaking performance (t = 5.55, p = 0.000). The
overall effectiveness of game-based learning in enhancing fluency, accuracy,
confidence, and motivation is evident. The gamified approach proved more
effective than traditional methods, offering a well-rounded boost to students’
speaking abilities.

Overall Discussion of Results:

According to the results, game-based learning greatly improves among

EFL students speaking fluency, accuracy, confidence, and motivation. The

findings confirm the theoretical model according to which gamification lowers

anxiety, raises student involvement, and offers a more dynamic learning
environment (Vygotsky, 1978; Krashen, 1982).

1. Fluency Improvement: Students exposed to interactive, game-based

activities demonstrated higher fluency levels due to increased speaking

opportunities.

2. Accuracy Enhancement: The immediate feedback mechanism in
gamified lessons helped students correct errors in grammar and

pronunciation.

3. Increased Confidence: The non-threatening environment fostered by
gamification encouraged students to speak more freely without fear of

mistakes.
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Higher Motivation:

Challenges, incentives, and interactive elements greatly raised students'
desire to engage in speaking events. Strong proof from the study shows that
including game-based learning into EFL lessons can help Jordanian students'
speaking abilities get better. Gamification should be taken into account by
teachers as a means of building an interesting and efficient classroom. Long-
term consequences and the influence of various kinds of games on language

development could be investigated in next studies.

Conclusion and Recommendations:
Conclusion:

This study looked at how game-based learning can help children in the
Qasabat Irbid District, Jordan, improve their speaking ability. The study
examined the speaking performance of students taught utilising game-based
tactics against those given conventional training using a quasi-experimental
methodology. In terms of fluency, correctness, and confidence in speaking
English, the results showed that students in the experimental group much
exceeded those in the control group. The findings validate that include game-
based learning improves students' general language performance, motivation,
and involvement.

Furthermore, qualitative information gathered from classroom
observations and interviews revealed that games integrated into learning
activities made students more interested and actively participating. Furthermore
mentioned by teachers was how interactive games helped to create a more
student-centered and communicative classroom. These results highlight the need
of including creative and engaging teaching strategies to raise English language

competency, especially speaking abilities, among EFL learners.

Recommendations:
The findings of this research guide one to offer the following
recommendations to increase the effectiveness of game-based learning strategies

in English language instruction. Among the primary recommendations is
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integrating EFL classes with game-based learning. Especially with regard to
speaking ability, curriculum designers and educational authorities should
consider adding game-based learning activities into English language courses.
Games are a dynamic and fascinating kind of education that encourages
involvement, motivation, and practical language use. Moreover highly important
should be teacher preparation and professional growth. Specific guidance on
how best to implement game-based learning techniques is something teachers
should obtain. Programs for professional development should focus on
designing, selecting, and altering games suitable for linguistic objectives and
student degree of expertise. Another quite important recommendation is
encouragement of the use of digital language learning games. Modern education
is mostly dependent on technology hence schools should enhance traditional
classroom instruction using gamified platforms like Duolingo, Memrise, and
other digital language learning tools. These materials provide students with
engaging outside of the classroom tools to help with their speaking skills.

Still very important is creating a communicative classroom environment.
Teachers should set an interesting classroom where students feel free to express
themselves in English without fear of making mistakes. Games provide a safe
space where students could rehearse speaking in a happy and motivating
surroundings.

Moreover, more research on game-based learning in many environments
is necessary. Future studies should look at how game-based learning affects
among other language competencies reading, listening, and writing. Researchers
can also examine how effectively specific types of games—digital simulations,
board games, and role-playing games—might support language development.
Still another really vital component is inspiring student involvement. Courses
should incorporate competitive games with group bases to increase peer
engagement and teamwork. Students that work on communication projects
needing cooperation and problem-solving improve their speaking abilities more

successfully.
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Moreover, parents ought to be involved in the language development.
Including their children in English language games and interactive activities will
enable parents to encourage game-based learning at home. This helps to promote
classroom learning and supports outside of the classroom language-rich
surroundings.
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