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Abstract

Engagement plays a pivotal role in shaping learners’ academic achievement. However,
many Algerian primary school pupils exhibit disengagement when learning English as a
foreign language (EFL), often due to a perceived lack of relevance to their daily lives. This
disengagement has led to poor communicative competence, limited vocabulary acquisition,
and overall low academic performance. Accordingly, this study aimed to examine the
effect of ludic pedagogy in generating and increasing primary school pupils’ engagement
to learn English as a foreign language. More specifically, the present study sought to reveal
the role of ludic pedagogy in fostering fourth year primary school pupils’ motivation,
interest, active learning, and participation. The main hypothesis suggested that ludic
pedagogy significantly increases primary school pupils’ engagement in learning the
English language compared to traditional teaching methods. We adopted the mixed method
approach. This study deployed the following two data collection tools: a semi-structured
questionnaire dedicated for primary school English language teachers and a classroom
observation. The interpretation of the obtained data revealed that integrating ludic
pedagogy can result in fostering EFL pupils’ engagement rates. The study concluded that
integrating ludic pedagogy into EFL instruction can create a more enjoyable and effective
learning environment, fostering cognitive, social, and emotional development. From this,

we can derive that the study’s alternative hypothesis (H1) was confirmed.

Keywords: Ludic pedagogy, pupils’ engagement, motivation, interest, active learning,

participation, playfulness, primary school education.
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Introduction

The process of learning English in the primary school is a crucial step in building
foundational language skills that can significantly influence one’s academic and social
development since early age. This process requires a motivating learning environment and
effective and ludic/entertaining teaching methodologies and strategies. Through these
latter, teachers can foster primary school pupils’ engagement to learn English as a foreign
language (EFL). Ludic pedagogy integrates play and recreational methods into education to
make learning enjoyable and meaningful. This approach enhances cognitive, social, and
emotional skills such as critical thinking, collaboration, empathy, helping children stay

motivated and developing a lifelong love for learning.

Through this work, the researcher looks at the background of this issue, define the
problem and ask key research questions about the impact of ludic pedagogy. Furthermore,
the research hypothesises are stated. This paper also sets general and specific aims to
reflect the effectiveness of this study. Finally, this paper explains the research methodology
that will be adopted. The goal is to show how ludic pedagogy can make learning English

more effective and enjoyable for young learners.

1. Study Background

English has become the language of the international communication and a key
factor for success in modern human life. For decades, French was the second language (L2)
and the first foreign language in Algeria. However, in recent years, English has gained
significant importance, and it became the first foreign language reflecting the country’s
economic, political, sociocultural and educational needs. English has been introduced to
primary school learners aiming to prepare them for future opportunities in higher

education, career development, and international communication. This is due to the fact
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that the primary years are often regarded as a critical stage in language acquisition, and
because they offer a unique opportunity to instil a strong foundation for foreign language

learning.

The success of teaching English at this stage depends largely on how well young
learners are engaged in the learning process. In the early stages of their educational
journey, children are not only absorbing new language skills but are also developing their
cognitive, social, and emotional abilities. Research has shown that when young learners are
actively engaged, they are more likely to develop positive attitudes toward learning, retain
information more effectively, and build the confidence needed to use the language in
real-world contexts. Therefore, incorporating interactive, creative, and ludic/playful
methods into the English language classrooms can greatly enhance their willingness and

engagement to learn.

Ludic, derived from the Latin word ‘Ludic’ meaning ’play’, which refers to a whole
range of fun things, refers also to an educational approach that integrates play, games, and
playful elements into teaching and learning. It is rooted in the understanding that playing is
a fundamental aspect of human development and learning, fostering creativity,
engagement, and critical thinking. According to Egan (1997), ludic pedagogy is an
approach to education that harnesses the playful, imaginative and exploratory aspects of
human cognition, making learning both enjoyable and effective. Sicart (2014) also
describes it as a teaching philosophy that leverages the principles of play to engage
students in a manner that is meaningful, participatory, and flexible, allowing learners to

explore and interact with content dynamically.

Moreover, Gee (2003) emphasized the role of games in ludic pedagogy, stating that
it “combines structured play and learning in ways that enhance problem-solving skills,

collaboration, and adaptability”. Ludic pedagogy, which prioritizes learning through

2
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playful and game-based methods, is closely connected to English as a Foreign Language
(EFL) instruction. It creates a dynamic setting that enhances student engagement and
lowers their stress levels. Playful activities allow learners to explore language structures,
practice pronunciation, and develop fluency in an enjoyable and less pressure environment.
Such tasks often involve teamwork and interaction. They also offer the opportunity to
practice communication through the target language. By blending enjoyment with
pedagogical objectives, ludic pedagogy effectively supports EFL learners to acquire new

language skills while maintaining their interest and enthusiasm.

2. Statement of the Problem

Teaching English to young learners is a complex process that requires the
contribution of many factors, including a good learning environment, well trained teachers,
well selected and organized content, effective learning methodologies and engaged
learners. Engaging young learners is not an easy task for many English language teachers
due to the large number of learners per class, lack of training and the traditional way of
teaching that is based on drills and memorization.

In the Algerian primary schools, a large number of learners do not have the desire
to learn English. This may be the result of personal issues and/or academic and
pedagogical circumstances. For this, teachers need to find new ways or strategies that
promote their learners’ engagement to learn English because learners’ engagement is
considered to be a key factor for stimulating the desire to learn or to do anything in the
classroom. The use of ludic pedagogy by integrating entertainment and fun to the English
language courses can be a solution for boosting primary school pupils’ engagement. This
can make them active, lower their stress, and increase their willingness to learn and use the

English language effectively.
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3. Research Questions
This study seeks to answer the following questions:

e RQI1. Does ludic pedagogy affect young learners’ engagement in primary
school English language classrooms?

e RQ2. Which Iudic strategies -effectively enhance primary  learners’
engagement and participation in English lessons?

e RQ3. What are the main challenges and obstacles that face teachers when

implementing Ludic Pedagogy in primary English classrooms?

4. Research Hypotheses
As an initial attempt to answer the research questions we hypothesise that:

e RHO: Ludic pedagogy does not affect young learners’ engagement to learn the
English language in primary school.

e RHI1: When primary school pupils are taught using ludic pedagogy, their
engagement to learn the English language increases significantly compared to

traditional teaching methods.

5. Research Aims
The general aim of the current study is to examine the effect of ludic pedagogy in
generating and increasing primary school pupils’ engagement to learn English as a foreign

language. More specifically, through this study, the researcher aims to:

. Understand the importance of students’ engagement in primary school
English lessons.
. Shed light on the various ludic methods which motivate students and increase

their participation in primary school English lessons.
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L]

Identify the challenges that face teachers when using Ludic teaching methods.

6. Significance of the Study

The study of ludic pedagogy in teaching English to primary school pupils is
important because it shows how play-based learning can make lessons more engaging and
effective for young learners. Using games, storytelling, and fun activities helps children
enjoy learning, making them more motivated and less anxious. This approach also supports
language skills like speaking, listening, and vocabulary while encouraging creativity,
team-work and problem solving. It works well for different learning styles, helping all
students participate and succeed. By making English lessons fun and interactive, ludic
pedagogy helps children remember what they learn and develop a positive attitude towards
the subject. Teachers also benefit by creating stronger connections with students and

observing their progress in a natural and supportive environment.

7. Research Methodology
7.1 Research Approach

The researcher followed a mixed-method approach because it would be more
suitable and applicable for this study. She uses qualitative and a quantitative data gathering

tools to find answers for her research questions.

7.2 Data Collection Tools

More specifically, and since the researcher conducted a mixed method approach,
this study intends to deploy the following data collection tools: a semi-structured
questionnaire dedicated for primary school English language teachers and a classroom
observation. These tools served to know how and to what extent ludic pedagogy can be

effective in engaging primary school learners to learn English. They also helped in
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exploring the main challenges that English language teachers face when implementing

ludic pedagogy.

7.3 Population and Sampling Techniques

In this study, fourth-year young pupils at 08 Mars Primary School in Biskra were
selected as the study’s population (N=74). The sample was selected based on convenience
sampling technique (non-probability sampling), which is based on the sample’s availability

and willingness to participate.

8. Structure of the Study

The present research is divided into four main chapters. The first chapter is devoted
to present teaching English in the primary schools. It also sheds light on the importance of
Engaging primary school learners to learn English and on the different strategies teachers
use to engage them. On the other hand, the second chapter is about ludic pedagogy and its
effectiveness in primary school classrooms. The third chapter gives a general overview
about the research methodology of this study including the research approach, design,
tools, analysis procedures, etc. finally, the fourth chapter is devoted to the fieldwork and
data analysis. In this part the researcher collects, analyses and discusses the data gathered

via teachers’ questionnaire and the classroom observation.
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Chapter One:

Engagement in Primary

School EFL Classes
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Introduction

This chapter deals with the study’s dependent variable “engagement in primary
school English as a Foreign Language (EFL) classes, exploring various aspects that
influence students’ participation and learning. It begins by discussing the advantages of
early foreign language instruction and the factors affecting English teaching. Additionally,
it examines the strategies for teaching EFL for young learners and the impact of
reintroducing English in primary education. The chapter then focuses on learners'
engagement, defining the concept, its importance, and its relation to academic
achievement. Furthermore, it categorizes engagement into different styles and types while

highlighting effective teacher practices to foster active participation in the classroom.

Section One: English Language Education in Primary Schools

1.1.1 Advantages of Early Foreign Language Learning

Learning foreign languages, especially English, has become very important
worldwide in education, business, and technology. Children who start learning a foreign
language early benefit in many ways. They develop better thinking skills, improved native
language abilities, and greater cultural understanding. In Algeria, teaching English to
young children is gaining attention because the world is changing fast, and English helps
connect with others globally. Learning English at a young age helps children build strong
language skills, confidence, and an understanding of different cultures, preparing them for
success (Benosmane, 2006). Indeed, there are various advantages of early foreign language

teaching.
1.1.1.1 Intellectual Improvement

Children who learn a second language early often perform better than those who
speak only one language. They become good at both speaking and understanding.
Knowing two languages makes their brains more flexible, helping them think in different
ways and form ideas easily. Learning English is important for future success because it
improves overall communication skills. Early exposure to another language boosts brain

development and makes it easier to learn and remember new things (Pinter, 2006).
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1.1.1.2 Mother Tongue Improvement

Children who learn a foreign language early understand their first language better.
They become more aware of how language works. Broughten et al. (1978) stated that “a
second or even a third language can be acquired from the very earliest ages without any
seeming effort retardation of the mother tongue”. This means that learning another
language does not slow down the development of their native language. By age four or
five, children already know basic grammar and vocabulary. Learning a second language
after this age helps them with problem-solving, multitasking, and understanding languages

better.
1.1.1.3 Cultural Gains

Children who know more than one language also understand different cultures
better. Monolingual children may think their culture is the most important. Learning a
foreign language helps children respect and appreciate other cultures, improving their
thinking skills (Jazuly and Indrayani, 2018). A good learning environment helps children

develop patience and open-mindedness, which are important for social skills.

Learning another language also helps brain development. It improves
problem-solving, memory, and critical thinking. Children who speak multiple languages
can focus and multitask better. Teaching foreign languages in primary school helps

children grow into well-rounded individuals in today’s connected world.
1.1.2 The Re-introduction of English in Primary Schools

In Algeria, the introduction of English in primary schools in 2023 has gained
attention from parents, educators, and policymakers. English is seen as essential for global
opportunities in science, technology, and business, helping Algerian children connect with
the modern world (Benosmane, 2006). President Tebboune announced that English would
be added to the primary curriculum starting September 2023, aiming to reduce reliance on
French, which he called a “war trophy” and to prepare youth for global engagement. This
move reflects Algeria’s goal to diversify language education and strengthen ties with the

international community.

However, the decision sparked mixed reactions. Teachers, crucial for implementing
reforms, were not fully involved in the planning. Critics argue the change was rushed,

lacking proper teacher training and preparation. Sociologist Kadri (2023) stressed that
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educational reforms need long-term planning (20-30 years) to succeed, warning that

insufficient preparation could hinder implementation.

The Ministry of Education introduced an English textbook for third-year students
just before the school year began. The textbook covers basics like the alphabet and simple
dialogues, but Krashen (2008) emphasizes that language learning requires continuous
exposure and meaningful communication, which the current materials may not provide.
Additionally, teachers in remote areas face challenges, often working across multiple

schools, making consistent instruction difficult.

Richards (2001) highlights the importance of needs analysis and assessing the
learning environment before implementing a curriculum. A one-size-fits-all approach may
not work, as students have varying abilities and needs. Proper teacher training, adequate
resources (like audio and visual aids), and ongoing evaluation are essential for success.
Institutions must ensure teachers are prepared to deliver the curriculum effectively

(Richards, 2001).
1.1.3 Factors Affecting Teaching English

Teaching English is important but can be challenging. Many factors affect this
process, such as students' age, teachers' methods, available resources, and support from
parents and schools. Also, students' first language and culture can impact learning. If not

addressed, these factors can affect the quality of English teaching and learning.
1.1.3.1 The Age Factor

Many believe "younger is better" for learning languages. Children learn English
more easily at a young age because their brains are in a critical period for language
learning (Sad, 2010). Learning later in life may be harder, making it difficult to master
pronunciation, grammar, and vocabulary (Iddou-Derraz, 2009). Introducing English early

helps children take advantage of their natural learning ability.
1.1.3.2 The Social Factor

Motivation is a key factor in learning English and is influenced by attitude. Parents
shape their children's attitudes. If they see English positively, they encourage learning, but
negative views can discourage children. This directly affects success in language learning.

Another challenge is the lack of real-life practice. Without using English outside the
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classroom, children struggle to improve their skills (Pinter, 2011). Limited exposure makes
it harder to communicate effectively. Creating opportunities to use English in daily life

helps students learn better.
1.1.3.3 The Psychological Factor

Psychologists and linguists advance that emotions like anxiety affect language
learning. Krashen (2008) identified two types: facilitating anxiety and debilitating anxiety.
Facilitating anxiety helps students stay motivated and work harder (Scovel, 1978). It
pushes them to try their best. Debilitating anxiety does the opposite. It makes students feel
stressed, leading to avoidance and lack of confidence. Teachers should create a supportive
environment to reduce negative anxiety and encourage positive motivation. Encouraging
feedback and manageable tasks can help students feel more confident and improve their

learning experience.
1.1.3.4 The Pedagogical Factor

Pedagogy plays a key role in language learning, affecting both students and
teachers. Teaching English has many challenges, such as large classes, limited language
exposure, few learning resources, and poor teaching facilities (Songbatumis, 2017).
Iddou-Derraz (2009) highlighted major issues in English education, including limited time

and large classes, low student interest, poor teacher training and lack of resources.
1.1.4 Strategies to Teach English to Young Learners

Teaching English to very young learners requires creativity and interactive methods
to keep them engaged. Young children are beginners, so lessons must be fun and simple.
According to Hashemi and Azizinezhad (2011), using movement, sensory experiences, and
materials like colorful pictures, toys, and puppets helps capture their attention. Active
learning, especially through games, is effective. Games encourage thinking and
problem-solving while making learning enjoyable. Hang (2017) found that teachers believe

games help young learners stay focused and have fun while learning.

Young children have short attention spans, so songs and gestures work well. For
example, a morning song with actions like brushing teeth can make learning easier. Harmer
(2007), as cited in Hashemi and Azizinezhad (2011), says young learners lose interest
quickly, so using music, stories, and games keeps them motivated. Role-playing is another

great method. It lets children practice new words and communication skills while having
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fun. It also helps them express themselves and build confidence. Hashemi and Azizinezhad
(2011) stress that children learn by imitating and playing, so these methods are key to
teaching English effectively.

Section Two: Learners’ Engagement in Primary School Classes

1.2.1 Learners’ Engagement in Primary School EFL Classes

Engaging young learners in primary school EFL classes is a key factor in helping
them develop language skills effectively. Young children have short attention spans and
learn best when they are actively involved in the learning process. According to Harmer
(2007), “young learners need to be engaged through a variety of activities, such as games,
songs, and storytelling, to keep their interest alive and make learning enjoyable”. These
activities not only make lessons fun but also help children remember new words and
phrases more easily. For example, using songs with repetitive lyrics can improve
vocabulary retention, while role-playing activities allow students to practice speaking in a

safe and creative way.

Cameron (2001) emphasizes that “children learn language best when they can
connect it to their own experiences and emotions”. This means that teachers should design
lessons that relate to students' daily lives, such as talking about their families, hobbies, or
favorite foods. Additionally, creating a positive and supportive classroom environment is
essential. As Pinter (2006) points out, “young learners thrive in environments where they
feel encouraged and confident to take risks without fear of making mistakes”. By using
interactive and student-centered approaches, teachers can foster a love for learning English

and help students build a strong foundation for future language development.
1.2.2 Definition of Student’s Engagement

Student engagement has been defined as “students’ willingness, need, desire, and
compulsion to participate in, and be successful in, the learning process” (Bomiaet al., 1997,
p. 294). Also, it has been described as "taking part in educational activities, both inside and
outside the classroom, that lead to measurable learning outcomes" (Kuh et al., 2007).
Another definition states that it is "how much students participate in activities that research
has linked to quality learning" (Krause and Coates, 2008, p. 493). Similarly, Hu and Kuh
(2001, p. 3) explain engagement as "the amount of effort students put into learning

activities that lead to the desired results."
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On the other hand, some define engagement as "the way institutions and education
bodies intentionally involve and empower students in shaping their learning experience"
(HEFCE, 2008). Bringing these ideas together, Kuh (2009a, p. 683) defines student
engagement as "the time and effort students put into activities that are proven to lead to
successful college outcomes, along with what institutions do to encourage students to take
part in these activities". Coates (2007, p. 122) describes engagement as "a broad idea that

includes important academic and some non-academic parts of student life", consisting of:

e Active and collaborative learning.

e Participation in demanding academic activities.
o Meaningful communication with teachers.

e Involvement in valuable learning experiences.

e Feeling accepted and supported in the learning environment.

The Australasian Survey of Student Engagement (AUSSE) builds on this by adding
a sixth aspect and defines student engagement as “students' participation in activities and
conditions that lead to high-quality learning” (Coates, 2010, p.17). The engagement areas

measured in AUSSE are:

e Academic challenge (how much assessments and expectations push students to
learn).

e Active learning (students’ efforts to create their own knowledge).

e Student and staff interactions (how often and in what way students communicate
with teachers).

e Enriching educational experiences (involvement in activities that expand learning).

e Supportive learning environment (feeling included in the learning community).

1.2.3 The Importance of Students’ Engagement

The process of losing interest in school often begins early and is influenced by how
students interact with their surroundings (Archambault et al., 2009). Some key moments,
such as the transition from middle school to high school, are particularly critical because
students are at a higher risk of losing motivation or even dropping out of school altogether
(Stout and Christenson, 2009). Every student’s experience is unique, and many different

factors can shape their journey through school. These factors might include their
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relationships with teachers, their home environment, or even their own feelings about

learning.

Over time, these influences can either help students stay engaged or push them
further away from school. Understanding these challenges is important to help students
stay on track and succeed in their education. Following the same pattern, Fredricks et al.,
(2004) suggested that “there is considerable evidence in the research literature between
engagement and positive academic outcomes”. Moreover, for students to truly understand
and succeed in their studies, being engaged is very important. Because of this, teachers
should find ways to keep their students interested and involved as this helps them perform

better (Newman, 1992; cited in Riveros, 2016).
1.2.4 Students’ Engagement and Academic Achievement

Students’ engagement is a key factor that influences their academic achievement.
When students are actively involved in their learning, they are more likely to understand
the material, complete assignments, and perform well in exams. According to Fredricks,
Blumenfeld, and Paris (2004), engagement includes three main parts: behavioral
(participating in class), emotional (feeling interested and happy about learning), and
cognitive (thinking deeply about the subject). They emphasize: “engagement is critical
because it directly impacts students’ motivation and their ability to succeed academically”.
For example, when students ask questions, work hard on projects, and show curiosity, they
are more likely to achieve higher grades. Teachers can support this by creating a positive
classroom environment, using interactive teaching methods, and encouraging students to
take ownership of their learning. In simple terms, when students are engaged, they are

more motivated, focused, and likely to reach their full potential in school.
1.2.5 Styles of Students’ Engagement

Coates (2007) described different ways students engage in their studies using two
main factors: social and academic. This is shown in the following figure, with each style

explained below:
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Figure 1.1: Student engagement styles (Coates, 2007, p. 133)
a) Intense

Acoording to Coates (2007, pp. 132-133) “Students with an intense engagement
style are very involved in their university studies [...] They find their teachers easy to talk
to and believe their learning environment is helpful, encouraging, and challenging”. In
other words, some students are very focused and deeply involved in their studies at
university. They feel comfortable talking to their teachers and think that the environment
they learn in is supportive, motivating, and pushes them to do their best. These students are
really into their studies, get along well with their teachers, and feel that their school helps

them grow and learn.
b) Independent
For this, Coates (2007, pp. 133-134) declares:

Students with an independent engagement style focus more on
academics and less on social activities [...]. They feel like they are
part of a supportive learning environment. They think teachers are
approachable, responsive, and open to student feedback. However,
these students usually don’t work much with classmates or take part
in activities outside of class.

Differently stated, these students focus on their studies yet do not get too involved in social
activities or group work. These students feel that their school or college is a good place to
learn because they think their teachers are friendly, helpful, and listen to their opinions.
But, they usually do not spend much time working with other students or joining in

activities that are not part of their regular classes.
¢) Collaborative

Some students like to learn and be part of a group. They enjoy being social at
university, joining clubs or activities, and talking with teachers and classmates. For them,
feeling connected to others is more important than working alone. They feel like they
belong to the university because of these interactions. In this sense, Coates (2007, p. 134)
asserts that “Students with a collaborative engagement style prefer the social side of
university rather than working alone [...] They feel connected to their university
community by joining activities outside of class and interacting with teachers and other

students”.
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d) Passive

The students who are not actively involved in their learning -like those who just sit
back and don’t participate in discussions, activities, or hands-on experiences- often miss
out on opportunities that help them learn better. In this line of thought, (Coates (2007, p.
134) argues that “Students with a passive engagement style don’t often take part in
activities or experiences that support effective learning”. According to him, if they do not
engage or put effort into learning, it is harder for them to understand and remember things.
These engagement styles are not fixed personality traits. Instead, they can change

depending on the situation or over time (Coates, 2007, p. 132).
1.2.6 Types of Students’ Engagement

Pike and Kuh (2005, p. 202) identified seven different types of student engagement.
They found that colleges and universities engage students in different ways, often without
a clear strategy. According to Pike and Kuh (2005, p. 202), there are seven types of

engagement:

a. Diverse, but Interpersonally Fragmented: These colleges expose students to
different cultures and perspectives and make use of technology. However,
students do not feel supported academically or socially, and their peers do not
provide much encouragement. This makes the environment difficult for learning

and personal growth.

b. Homogeneous and Interpersonally Cohesive: Students here have fewer
interactions with diverse groups but feel supported by their peers and the

institution. This is the opposite of the first type.

c. Intellectually Stimulating: These colleges emphasize learning through active
participation in class and discussions with professors. Students also work together

on assignments and engage in deep thinking.

d. Interpersonally Supportive: Students at these institutions experience diversity
and feel supported by their peers and campus environment. They also have

regular interactions with faculty inside and outside the classroom.
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e. High-tech, Low-touch: These universities rely heavily on technology, which
limits student interaction. Collaboration is rare, academic demands are low, and

personal connections are not stressed.

f. Academically Challenging and Supportive: Professors have high expectations
and focus on complex thinking in traditional teaching methods. There is little
group work, but students help each other and find a friendly and welcoming place

for learning.

g. Collaborative: Students rely on each other for academic support, often with the
help of technology. Though there are few opportunities for diverse experiences,

students engage with faculty and see the university as a supportive place.
1.2.7 Factors Contributing to Students’ Engagement

Audas and Willms (2001) identify school, home, and peer factors as key
contributors to student engagement. In addition, Hamid et al. (2011) state that the students’
families, schools and peers should be noted when studying the involvement of students at
school. However, Sahil (2010) states that the contextual factors that affect student
involvement are family, peers, school environment and neighborhood. Based on these
findings, it can be concluded that contextual factors such as family factors, school factors
and peer factors are among the main factors contributing to the engagement of students in

schools.

a) The Family Factors

Families are important in society because they help create harmony (Marchant,
Paulson, and Rothlisberg, 2001). Parents play a key role in their children's development by
providing a good learning environment, setting high expectations, giving motivation, and
monitoring their progress. Each family is different, so children have unique experiences

based on their background.

Moreover, McInerney (2010) found that parents encourage children to explore and
succeed when they support their needs and ambitions. Knollmann & Wild (2007) also

stated that when parents are involved, children are more engaged in their education.
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According to Mclnerney (2010), parents take part in education because they see it as their

role, believe they can help their children succeed, and respond to school opportunities.

Besides raising children, parents also impact their academic progress. Inman (2008)
argued that parents improve learning by showing interest in schoolwork and ensuring
assignments are done. Parental support helps children stay engaged in learning
emotionally, behaviorally, and cognitively (Sahil, 2010). Yazzie-Mintz (2010) also noted
that parental involvement influences student engagement at both primary and secondary

levels.

b) The School Factors

The school environment plays a big role in student engagement. Each school has a
different setting, which affects how students feel about their school. Smith et al. (2010)
show that factors like trust, fairness, consistency, encouragement and an appealing
environment are strongly linked to student satisfaction. A positive school atmosphere
fosters learning by ensuring fairness, respect, security, and open communication
(Yazzie-Mintz, 2010). A supportive classroom, where teachers and peers set high

expectations and provide help, also boosts engagement.

Furthermore, Bardin and Lewis (2011) explain school context using the “4Cs”
concept: culture, community, curriculum, and co-curriculum. Teachers play a key role in
student involvement, as they shape students’ perceptions of their academic environment
(Sahil, 2010). Studies confirm that teacher support encourages student engagement,
leading to better academic performance, self-learning, and behavior (Smith et al., 2010;

Trowler, 2010; Li et al., 2011; Sahil, 2010).

Concept Statement

School’s Mission and vision, trust, value, tradition, aspiration,
School Culture o )
school structure and organization and curriculum matters.

A relationship that reflects the school and its members, the
School interaction between students, teachers and administrators with
Community communities and individuals outside the school. The relationships

built should be of great quality and depth.
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School The value expected by the school to be achieved by students in the
Curriculum form of attitudes, skills and knowledge.
School Provides opportunities to learn beyond in the classroom with an
Co-curriculum emphasis on experience.

Table 1.1: The 4 Cs concepts (Bardin & Lewis, 2011)
¢) Peer Factors

Researchers suggest that peers play a crucial role in adolescents' psychosocial and
educational development (Poulin and Chan, 2010). Adolescents share with their peers
similar characteristics of teenagers like autonomy, desires, and peer orientation,

highlighting the importance of peer relationships.

The stability and quality of peer relationships, however, will change over time (Way
and Greene, 2006) . Way and Greene (2006) stress that changes in relationships with peers
are not only due to changes of schools but also due to the instability of the social
relationship that naturally occurred in adolescents. Peer relationships change over time,
affecting school engagement in different ways (Poulin and Chan, 2010). Some aspects

become less important, while others have a stronger influence on students.

1.2.8 Teacher Practices To Foster Students' Engagement

There are many things teachers can do to help students stay interested and involved

in learning. Lent (2014) suggests these ideas:

e Teachers give students chances to learn by doing, not just by listening.

e Teachers let students make choices to help them become more independent.

e Teachers make lessons and assignments meaningful and connected to real life.
e Teachers use group work so students can learn from each other.

e Teachers use technology to give students more ways to learn.

e Teachers teach in different ways and use a variety of materials.

e Teachers create lessons that are both challenging and achievable.

e Teachers adjust lessons to fit students' needs and help them step by step.

e Teachers use real-world assessments and give feedback often and quickly.

e Teachers encourage curiosity and questioning in the classroom.
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Conclusion

In conclusion, this chapter has explored the critical role of engagement in primary
school EFL classes. It has highlighted the factors influencing language learning, the
significance of students’ active participation, and the various types of engagement. The
discussion also emphasized the link between engagement and academic success, along
with strategies teachers can implement to create an interactive and motivating learning
environment. Understanding and fostering student engagement is essential for improving
language acquisition and ensuring a more effective EFL learning experience in primary

education.

20



LUDIC PEDAGOGY AND YOUNG LEARNERS’ ENGAGEMENT

Chapter Two:

Ludic Pedagogy
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Introduction

This chapter deals with the study’s independent variable: ‘Ludic Pedagogy in
Primary School Classes’, exploring various aspects that influence students' participation
and learning. It begins by defining key terms and examining the historical and
philosophical foundations of the modern understanding of lucidity. Additionally, the
chapter highlights the significance of lucidity in primary English classrooms and the
different types of ludic activities. The importance of these activities is discussed alongside
the teacher’s role in implementing them. Furthermore, the chapter outlines the elements of
ludic activities and presents the implementing of ludic methods to foster active student

participation through engaging and playful approaches.
2.1 Definitions

According to Cameron (2022), the term ‘Ludic’ comes from the Latin ‘ludere’
(meaning ‘to play’). For him, ludic pedagogy focuses on creating fun, yet academically
rigorous classroom experiences. Ludic pedagogy combines the related concepts of fun,
play, playfulness, and positivity to establish a context for a positive, effective learning
environment. The Latin word ludus (meaning ‘game’) originated the concept of ludic,
which represents a human behavior characteristic that synthesizes social and educational
principles, and establishes a vehicle of imaginary expression and action through knowledge
and rules appropriations in a pleasant way (“Ludic Pedagogy: Incorporating FUN into
Teaching and Learning”, 2023, para. 1)

Among the playful activities, games hold significant importance, as they create a
natural learning environment that serves as a means of communication, sharing, and
conceptualizing knowledge, ultimately fostering social, emotional, and cognitive growth in
individuals (Mendoza & Pérez, 2022). They also add that “Through gaming, a necessary
constructivist and researching attitude is developed, both in teachers who look to generate
knowledge adapted to the students’ learning styles, and the students who try to learn in the
most pleasant way” (p. 47). Among the playful activities, games hold significant
importance, as they create a natural learning environment that serves as a means of
communication, sharing, and conceptualizing knowledge, ultimately fostering social,

emotional, and cognitive growth in individuals (Mendoza & Pérez, 2022).

According to Hernandez and Acosta (2011, p. 26), ludic is the “voluntary practice

done with a feeling of joy and satisfaction. As second nature, humans feel the need of
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playing, having moments of sound joy, free from the everyday concerns”. These physical
and sports activities have a pedagogic character, and are oriented to improving the basic
motor skills of practitioners, offering the possibility of using leisure as a way of learning

and personal joy.

According to Martin, Delia and Soto (2018, p. 23), game as a ludic activity offers a
series of benefits at the affective level. This tool motivates and favors creativity. It fosters
the participation of every one, and contributes to the development of people’s skills and
abilities. The functions of game as ludic learning contribute to a more pleasant teaching
process, arousing the children’s interest toward sports practice; it leads to an extended
development of motor skills, such as running, jumping, rolling, turning, moving, throwing,
catching, etc. It can also create exciting moments in which children feel comfortable,
increasing the analysis capacity and understanding in children (Martin, Delia and Soto,

2018).

From another perspective, Huizinga (2005, p.61) asserts that “sports and recreation
do not necessarily come from sports learning, but they make sense in themselves, and favor
body language, socialization, and a creative joy of leisure”. Additionally, Parlebas (2001,
p. 11) insists that “well directed and organized games are an infinite source that can help us

make motor proposals, though the sport is the main goal”.

Ludic refers to the pleasurable and fun action, which is free and voluntary. It may or
may not have rules; if there are rules it is a game; therefore, the game in education has two
functions: ludic and educational (Gutierrez and Barajas, 2019). The ludic function of
games refers to fun and pleasure. While the educational function of games includes
understanding, constructing and appropriating knowledge. Games foster motivation,
participation, joy and improvement of academic performance, which positively affect the
teaching-learning process. These ludic activities do not replace traditional teaching, but
optimize the process (Gutierrez and Barajas, 2019). Play or ludic activity is universal, but
changes depending on the cultural environment. However, most people have participated at
some time. Didactic games allow the development of skills, combining teaching and fun,
being the necessary motivation to achieve meaningful learning, by encouraging critical

capacity and self-learning (Martinez and Rios, 2019).

Games can be classified as: function games, fiction games, construction games,

grouping games or games representing the environment. They can also be cooperative, free
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or spontaneous, with rules or structured, strategy, simulation, popular or traditional, and
adaptive structures. The latter are those in which the structure can be modified or
redesigned, that is, a new game can be created on the basis of an already known game. This
type of game is used for instructional purposes, because it helps to develop a diversity of

games based on existing ones such as dominoes, cards or lottery (Farias and Rojas, 2010).

According to the Oxford Dictionary, the word ludic describes “a tendency to play
and have fun and is spontaneous”. Bernardo (2009, p. 60) said that “ludic is everything that
allows the construction of knowledge in a more free and spontaneous way”. Because of
this, ludicity is very important in learning as it is meaningful (Bernardo, 2009). When
children take part in ludic activities, they use their imagination and learn without realizing
it; this happens because they are not concentrating on the language itself but are using it in
real situations (Constantinides, 2009). Halliwell (1992) also pointed out that ludic activities
let children be creative with the language they know, encourage learning without direct

teaching, and take advantage of their natural love for play.

In addition, some authors identify the overlap between the meanings of fun and
play (Maier, 1980). This has led to the conceptualisation of ludic pedagogy; a novel
teaching and learning philosophy that promotes fun in education (Lauricella and Edmunds,
2023). For them, this pedagogy relies on four principles: fun, play, playfulness and

positivity when developing an effective learning environment, where:

e Fun: is the motivator factor that provides the stimulus to do the activity.

e Play: is the learning activity that is practiced in class.

e Playfulness: is the attitude of the students and educators. The ludic allows
children grow in all aspects—physically, emotionally, socially, and
mentally. However, teachers need to balance two types of play in the
classroom. One type is structured play, which has specific learning goals.
The other type is free play, where children play for fun and enjoyment. Both
types are important because they allow children to learn new things while
also developing important skills like movement, social interaction,
emotions, and thinking.

e Positivity: is the desired affect and feelings after carrying out the learning

activity.
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2.2 Educational Proposal for Integrating Playfulness (Ludic)

According to Smith (2020, p. 45), the ludic approach supports children’s holistic
development - encompassing physical, emotional, social, and cognitive growth. However,
educators must maintain a balance between two distinct forms of play in the classroom:
structured play, which is designed with specific learning objectives, and free play, which is
child-directed and focused on enjoyment. Both types are essential, as they enable children
to acquire new knowledge while also fostering critical skills such as motor abilities, social

engagement, emotional regulation, and cognitive processing.

Weiss (1997) explains that playing has been part of human life since ancient times,
showing that it is natural for people to play. He believes that children use play to explore
and understand the world. As Weiss (1997, p. 24) stated, “through the toy, the child
initiates his social integration: he learns to live with others, to situate himself in front of the
world that surrounds him. She exercises while playing.” This means that play helps
children interact with others and learn about their surroundings. Because of this, schools

should use games as a way to teach.

2.3 The Impact of Language Games (Ludic) on Learning and Classroom

Engagement

Language games are not just for fun or to pass the time. Byrne (1995) says that
games follow rules and should be enjoyable. They help students use the language while
playing. Hadfield (1990) also asserts that games have rules, goals, and fun. There are many
language games, so teachers have lots of options. But to pick the right game for their class,
teachers need to think about some things. Carrier (1990) says that teachers should check if
the game is at the right level for their students. They should choose games that match the
lesson and think about students’ age, personality, and motivation. Teachers should also
decide when to use the game. Richard-Amato (1996) explained that even though games are

fun, teachers must remember their learning purpose.

Games help students by making them feel motivated, reducing stress, and giving
them real practice. One reason why games are good for learning is that they make students
excited and eager to win (Avedon, 1971). Students try their best because they want to score
points and win. This makes them participate more. While playing, they also learn new

words and grammar. Games make boring classes more interesting. Another reason to use
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games is that they help students feel less stressed. In a normal classroom, learning a
language can be stressful. Schultz (1988, p. 5) says:
Stress is a major hindrance in language learning process. This
process [Learning language in a traditional way] is by its nature
time-consuming and stress-provoking... raise the stress level to a
point at which it interferes with student attention and efficiency
and undermines motivation... One method has been developed to

make students forget that they are in class... relax students by
engaging them in stress-reducing task (games).

Learning a new language can be scary because of difficult grammar and words.
Students may feel nervous and unsure, which makes it harder to learn. But games help
them relax, feel comfortable, and enjoy learning. When they play games, they do not worry

too much about mistakes. This helps them speak better and more naturally.

In short, games make learning fun, reduce stress, and help students practice the

language in a natural way.
2.4 Why Ludicity in Primary English Classroom

From a young age, children use play to communicate and understand the world.
Since “children have a natural instinct for fun and play” (Halliwell, 1992, p. 6). Using
playful activities in the classroom helps make learning more effective. It takes advantage
of what children already enjoy and helps them learn. Play makes learning more real and
exciting, helps students connect with others, and improves their social skills (Bernardo,
2009). Through fun activities, children can learn new ideas, build friendships, think better,

and feel more comfortable and motivated. This, in turn, helps them do better in school.

Since fun and play are natural for children, Halliwell (1992) advises teachers to
create real and interesting tasks rather than just language exercises. Research shows that
children learn best when activities are engaging and enjoyable (Ellis and Ibrahim, 2015).
Teachers should, therefore, introduce new and exciting activities to keep students
interested. If lessons only involve repeating words, doing exercises, reading, and writing,
students miss many chances to improve. Providing fun and interactive tasks gives students

more exposure to English (Read, 2007). Choosing activities that engage students is key.

In the classroom, the ‘Encounter, Engage, and Exploit (EEE) model”, which
focuses on students, shows how play can fit into each stage. Play connects with the

Encounter and Engage stages, where students learn new language and “practice it through
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specific games and tasks that will develop understanding, fluency, and accuracy”
(Robinson, Mourao and Kang, 2015, p. 14). These stages are led by the teacher, who
provides support and guidance. Play is also important in the Exploit stage, where students
use the language freely and “be creative with it in childlike ways” (p. 15). At this stage,
teachers step back while students use the language for their pleasure (p. 15). Bernardo

(2009, p. 79) described play as “a vehicle for learning”.
2.5 The Role of Ludic Activities in Language Learning

Ludic activities focus on social interaction through fun games and activities. They
help people build better relationships, improve skills, and develop a sense of humor. These
activities also prepare students’ minds to be more motivated to learn. According to
Vanegas (2020), ludic activities bring joy, amusement, and excitement, making learning
easier to understand. Vanegas also mentioned that these activities make learning better
because they let students learn in a friendly and enjoyable environment. Ludic activities
can help improve not only speaking skills but also the other language skills: writing,
listening, and reading (Chila and Macias, 2017). As Chila and Macias (2017) said, “ludic

activities are a great technique teachers can use to develop any of the four language skills”.

Ludic activities encourage students to learn English in a playful and enjoyable way.
Muioz-Restrepo et al. (2020) stated that “Motivation is one of the most important factors
for learning any subject, especially a foreign language, both successfully and with
enjoyment.” When students are motivated, they learn more. Using ludic activities in an
English classroom is helpful because students not only learn the language more easily but

also improve their language skills at the same time.
2.6 The Elements of Ludic Pedagogy

The purpose of ludic pedagogy is fun. Learning, exploring and thinking can be fun
if we invite it. The route to fun is through play (the activity element of the model),
playfulness (an attitude that both educators and students can embody), and positivity (the
affect that makes students more open to learning). Together, all the elements of Ludic
Pedagogy can increase student engagement and thus improve students’ ability to
understand and retain course content (Lauricella and Edmunds, 2023). The application of
this model can offer a solution to the problem of student disengagement in online learning

environments by incorporating fun, play, playfulness, and positivity into the learning
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process (Lauricella and Edmunds, 2022). When engaged in a playful and positive learning
environment, students are more likely to be motivated and to derive greater enjoyment
from the learning experience. As indicated above, Ludic Pedagogy is built on four
elements, each of which addresses a different aspect of teaching and learning: Fun, play,

playfulness and positivity.

Fun is the intrinsic motivator as students are more likely to be engaged in an
activity that they wish to engage in for its own sake. Play is the activity in which the
student engages. Playfulness is the attitudinal component and encompasses several
concepts, such as curiosity and humour. The final element, positivity, is the affective

element (Lauricella and Edmunds, 2022; Lauricella and Edmunds, 2023).

It is important to note that ludic pedagogy does not mean that education at any level
should be all fun and games. The term “hard fun” was coined by Papert (1996) to describe
the idea of something fun because it is challenging and pushes one to think or reflect. If the
learning materials are too easy, students may become distracted and disengage. Ludic
pedagogy is about presenting learning situations in positive, playful ways so students can
stick with learning when it gets difficult, challenging, confusing, or even frustrating

(Papert, 1996).
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Figure 2.1: The ludic Pedagogy Model (Adapted from Lauricella and Edmunds, 2023).
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2.7 The Implementation of Ludic Pedagogy

The implementation of fun in teaching and learning can be done through different

initiatives, including:

e Gamification: Implementing games can take different forms, including video/
board games, quizzes, polls, and surveys on which students will gain points
when answering the correct answers.

e Humour: It can take the forms of images, text and real stories in the learning
content. However, the main challenges reside in finding the appropriate and
relevant humour to the lesson (Lauricella and Edmunds, 2021).

e Outdoor learning activities: Such as field trips can develop a fun, enriching
and transformative learning experience. At the same time, they promote
higher-order learning, increase the interpersonal skills of learners, and create a
sense of ownership over work (Jones and Washko, 2022).

e Artificial intelligence (AI): Tools that can bring forth an environment of joy

can encourage students to engage in the learning activity (Cloke, 2023).

2.8 Ludicity and Class Preparation

To help young learners stay interested, teachers should use different methods to
plan their lessons. For example, they can create fun challenge activities where children
listen to stories, play games, complete worksheets, sing, and dance. According to Ellis and
Read (2006), children learn best when using the “C wheel”. Read (1998) explains that
when teaching young children, teachers should clearly tell them about the rules, routines,
and what they are responsible for. Teachers can either create the rules themselves or
discuss them with the children before setting them. These rules help make “clear
boundaries for children” (p.8). Routines are important because they make children feel safe
and help them understand classroom instructions. Teachers should also explain
responsibilities clearly. When a class has rules, routines, and clear responsibilities, children
can focus better on their work and become more independent. The figure below helps

teachers better understand what to think about when planning lessons for children.
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Figure 2.2: The “C” wheel (Read, 1998)

The “C Wheel,” created by Read in 1998, is a simple model that outlines the key qualities
of an effective teacher. It focuses on two main areas: Creativity and Context. Under
Creativity, teachers should encourage community, care, curiosity, and connect learning to
educational and cultural settings. Under Context, teachers should build meaningful
connections, ensure lessons are clear and logical (coherence), and provide challenges to

help students grow.
2.9 Ludic Activities

Many different activities can be called ludic. When planning ludic activities for the
classroom, teachers should think about what they want students to learn from them
(Bernardo, 2009). Students should understand why they are doing the activity so they can
see that they are both learning and having fun. These activities should include reading,
writing, listening, and speaking. When preparing classroom activities, teachers must think

about both the fun (ludic) part and the learning (pedagogical) part. For example:

a) Games help students improve their communication skills and learn to work
together. Read (2007) explains that games are very important when teaching
English to young learners. They make learning more exciting, keep students
engaged, and help them enjoy learning English. Playing games also allows children

to use language naturally and spontaneously.
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b) Pair/group work encourages teamwork, interaction, and the understanding that
students can learn from each other. Through this, students share ideas, experiences,

and perspectives while negotiating meaning in a dynamic way.

c¢) Songs help children repeat and practice language naturally and happily. These
activities can be used to introduce new words, improve listening skills, and develop

speaking abilities (Read, 2007).

d) Role-plays help students use their imagination, creativity, and teamwork skills.
They capture students’ interest and make learning hands-on. Since students use
gestures, actions, and words together, they can understand and remember language

easily and in a fun way (Read, 2007, p. 115).

e) Flashcards/Illustrations provide visual help, making it easier for students to

understand meanings and use language meaningfully (Halliwell, 1992, p. 4).

f) Stories encourage children’s imagination and creativity (Read, 2007, p. 114).
According to Halliwell (1992, p. 7), imagination is a powerful way to encourage

real language use in the classroom.
2.9.1 Teacher’s Role in Ludic Activities

Teachers can guide learning, creating flexible, interest-driven experiences that
encourage children’s autonomy/control over the process. Teachers intervene as play
partners or curious onlookers asking questions/making suggestions to help children when
they have difficulty. As a result, play will foster intrinsic motivation and learning in similar
ways (Deci, 1992; Harter, 1992). A teacher’s job is to create a learning environment that
keeps students interested and allows them to enjoy the process. One of the best ways to do
this is through play. When children play, they interact with their surroundings, learn new
information, and develop social skills. Teachers should encourage this natural way of
learning while also making sure to respect children’s movements (Salomao, Martini, and

Jordao, 2007).

In early childhood education, teachers must support children by giving them
opportunities to play. Play should always be taken seriously as a learning tool. Almeida
(2003) explained that for play to truly help children learn, teachers must know how to use

it correctly. Teachers should guide children in using games. When children play, they
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develop skills by discussing ideas, thinking of solutions, and working together (Almeida,

2003).

Additionally, the teacher’s role is to guide and motivate students while ensuring that

playtime is a meaningful learning experience. To do this, teachers must understand both

the educational goals of play and the best ways to make learning interesting for children

(Salomao, Martini, and Jordao, 2007). Teachers also need to understand each child’s needs

and abilities. Activities like running, jumping, painting, and acting help children express

themselves while having fun. These activities also allow children to explore new ideas and

develop a love for learning (Salomao, Martini, and Jordao, 2007).

According to Harmer (2007), teachers have eight roles: controllers, organizers,

assessors, prompters, participants, resource persons, tutors, and observers.

Teacher’s Role

Action

Controller

In charge of the teaching and learning process

Leads from the front.

Takes the register, command students things, organize drills,
read aloud.

Organizer

Gives instruction on how the students are going to do the
activity

Puts them into pairs or groups and close things down when it
1s time to stop.

Assessor

Checks students’ answers, offer feedback, and grade students
in various ways.
Gives evaluation to the students

Prompter

Offers words or phrases by the time the students are having
difficulties.
Helps students to proceed in class

Participant

Engages in students’ activity.
Participates with the students

Resource

Acts as a reliable resource when the students asked questions.
Provides needed information by explaining the materials of the
lessons

Tutor

Helps students one by one when they have difficulties in
private.

Goes around in the classroom and explain the material to the
students one by one.
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Observer

e Gives an individual feedback.
e Investigates students in class.

Table 2.1: Teacher’s Roles in the EFL Class (Harmer, 2007)

2.10 Most Common and Suggested Ludic Activities in the Classroom

There are different ludic activities that can be implemented in primary school

classrooms. Isola (2024) listed the common ludic activities that can be useful in foreign

language classrooms:

Game Explanation
Write 3 or 4 words on the board. Students need to circle the
Odd-one-out odd-one-out (e.g: cat-horse-cake-bird). You can do this activity using

pictures t00.)

Story -telling

This kind of activity is used a lot by young learners’ teachers; teachers
tell a story to the students using pictures, flashcards or even the
internet. In this activity teachers may use the target language and
encourage learners to repeat the sentences and actions. At the end,
teachers can also ask questions about the story. Teachers may create
settings and let students acting out the stories.

( adapted from: Cookie and Friends )

Chinese whisper

Students make a circle on the floor and the teacher whisper a word or
a sentence to one of them, this student whispers the same word or
sentence to the next one and so on. The last student says the word out
loud.

Board memory
game

Teachers place some cards on the board, then ask the students to close
their eyes, during this moment the teacher hides a card, finally the
teacher asks the students to open their eyes and to guess what cards is
missing.

Clap game

This is a very nice game to work with listening comprehension. In this
game the teacher gives instructions such as: “students when I say a
number you give 1 clap and when I say a color you give 2 claps”.

Simon says

Students are supposed to do what the teacher asks, for example: “clap
your hands / jump twice...”

Masks

Children love to create characters for them. This is also a good way to
explore the animals; students can talk about their favorite pets and to
contextualize the story.

Feeling game /
guessing game

The teacher puts some objects in a bag and asks students to pick up
something to feel it and try to guess.

Songs and rhymes

To contextualize them with pictures and to create an easy
choreography. Teachers may also prepare activities in which children
need to identify specific items they listened in the song.

Puppets

Use puppets to create a story; or also to tell the story. Other idea is to
make the puppets with them (ask their help students are great helpers
they love to help specially the teacher).

Pictures games

The teacher brings a colorful bag to the class and tells the students
that in the bag are many different pictures. Each student takes out a
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picture from the bag and the teachers asks some questions: “what’s
this? / What color is it? / is it big or small? ““. This activity is very nice
to introduce and review structures or vocabulary.

Book game

The teacher asks the students to open their books on a specific page.
Then, the teacher starts to say some things children have to find on the
page, when they found it they point and call out “I found it”.

Fruit salad

Ask to each student to bring a different fruit to the classroom and
prepare a fruit salad with student’s help. You can also prepare others
snacks especially when they are learning about foods. Cooking classes
are great experiences and students participate showing much interest.

Puzzles

Students can create their puzzles or the teacher can bring to the class a
puzzle and the student need to organize and discover what is the
picture about. This is a great idea to introduce a new content.

Find someone who

In this activity students are supposed to find a person who likes
something according to what the teacher asked. It can be an oral or
written activity. For exemple: find someone who likes bananas / find
someone who is wearing a blue T-shirt.

Stop

The teacher plays a song and students move and dance in the
classroom. When the teacher stops the song, students need to stop
without moving. The student who moves first helps answers a
question made by the teacher, now he/she helps the teacher to observe
who is the next to move.

(Adapted from: Children in action: a resource book for language
teachers of Young learners)

Table 2.2: Most Common Ludic Activities in the Classroom (Isola, 2024)

Conclusion

In conclusion, ludic pedagogy can make learning enjoyable and engaging,

especially, in primary English classrooms. It highlights the importance of play in learning.

Ludic activities, like games, role-playing, and storytelling, help students practice English

naturally, boosting confidence and communication skills. These activities encourage

creativity, cooperation, and problem-solving, making language learning more effective.

Teachers play a key role in designing and guiding these activities to ensure they are both

fun and educational. When students are actively involved, they become more motivated

and eager to learn. By implementing ludic pedagogy, teachers create a positive and

dynamic classroom environment where students can develop their language skills with

confidence and enjoyment.
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Introduction

This chapter outlines the methodological framework of the study, covering
key aspects such as the research approach, design, data collection methods,
analysis procedures, and sampling techniques. It explains the rationale behind the
chosen methods, which include a mixed-methods approach to address the
research objectives effectively. The chapter also details the practical
implementation of the study, including the stages and procedures of data
collection. By combining both qualitative and quantitative data, the research aims
to provide a comprehensive understanding of the topic under investigation.
Furthermore, the chapter emphasizes the importance of ethical considerations and
the systematic organization of data to ensure the study’s credibility. By providing a
structured overview of the methodology, this chapter establishes a systematic

foundation for the research.
3.1 Research Methodology

3.1.1 The Research Approach

A research approach refers to the steps and methods used for gathering,
analyzing, and interpreting data (Creswell, 2009). The choice of the right approach
depends on the nature of the research problem. Generally, the research
methodology is divided into three main parts: a philosophical perspective, research
design, and research methods; when choosing the right research approach,
researchers must combine research methods and designs effectively (Grover,
2015). According to Creswell (2014), a research approach refers to “plans and the
procedures for research that span the decisions from broad assumptions to
detailed methods of data collection and analysis” (p. 31), which means the
approach guides every step of the research process, from the overall design to the
specific techniques used for collecting and analyzing data, and is deeply rooted in

the theoretical framework that supports the study.

According to Grover (2015), there are specific criteria for selecting the right
research approach. These include understanding the research problem and the

questions being asked, choosing the type of research that best fits the problem,
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and considering the reasons for conducting the research. These steps help in
exploring different ways to present results and select the best approach (Grover,
2015). Consequently, there are three critical approaches that any researcher
should be familiar with, quantitative approach, qualitative approach, and mixed

methods approach.

The quantitative approach is a research method that focuses on using
numerical data, measurements, and statistics to support or refute claims. The
quantitative approach is particularly useful when the researcher needs to work with
quantifiable and numerical data, such as statistics, graphs, or measurements, to
draw objective conclusions (Symeou and Lamprianou, 2008). This method is often
associated with scientific and objective inquiry, typically aligned with positivism and
post-positivism, which emphasize observable and measurable evidence. However,
it is important to note that the quantitative approach has limitations, especially
when dealing with complex human behaviors or experiences that cannot be easily

measured, in which case qualitative methods may be more appropriate.

The qualitative approach, on the other hand, is a research method that
focuses on understanding the deeper meanings and complexities of human
behavior and social phenomena. Unlike quantitative research, which relies on
numbers and statistical analysis, qualitative research uses soft data like words,
descriptions, observations, body language, and images to explore how people
feel, think, and experience the world around them (Symeou, 2008). This approach
is especially useful when researchers want to study topics that cannot be easily
measured or quantified, such as emotions, cultural practices, or personal

experiences.

However, this approach has its critics. Some scholars argue that because
qualitative research relies heavily on the researcher’s interpretation, it can be
influenced by their personal biases or assumptions. This subjectivity might lead to
findings that are not entirely reliable or accurate, especially when compared to

quantitative research, which uses measurable and objective data (Daniel, 2016).

Despite these challenges, qualitative research remains a vital methodology

for investigating complex social and human phenomena. As Creswell (2014)
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emphasizes, this approach enables researchers to capture the depth and richness
of human experiences in ways that quantitative data alone cannot. By exploring
the "why" and "how" behind behaviors, qualitative research generates valuable
insights that complement quantitative findings, ultimately contributing to a more

comprehensive understanding of the subject under study.

Overall, it is essential to understand that quantitative and qualitative
approaches are not opposing or entirely separate but rather exist as “different
ends on a continuum” (Grover, 2015, p. 9), meaning they can complement each
other depending on the research problem. If a research question cannot be
addressed using a quantitative approach, a qualitative approach may be more
suitable, and vice versa, as both methods are tools that researchers can choose

based on the nature of the study.

Another research approach that arises through the combination of
quantitative and qualitative researches is the mixed-methods approach. Subedi
(2016) resolved that this approach was discovered in the late 20 years as a
distinct orientation that is less known compared to that of qualitative and
quantitative approaches. This approach allows researchers to gather and analyze
numerical data (like statistics) and narrative data (like interviews or observations)
to address research questions more effectively. This approach has been referred
to by various names, such as multimethod research, methodological triangulation,

and multimethodological research (Dornyei, 2007).

The core idea is to integrate both types of data within one study to provide a
more comprehensive understanding of the research problem (Dornyei, 2007;
Doyle, Dublin, and Brady, 2009). The philosophical framework that best aligns with
this approach is pragmatism, which emphasizes practical solutions and flexibility,
making it suitable for combining different methods. Ultimately, as this approach
can offer a richer and more nuanced perspective than using either method alone,
the current study adopts the mixed-methods approach as the framework for
conducting research, attaining the objectives stated earlier, and answering the

research questions.

3.1.2 Research Design
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Research designs emerged as a significant field of study in the 1960s
(Akhtar, 2016, p. 69), which refer to a structured plan that outlines how data will be
collected, measured, and analyzed to address research questions (p. 68).
Creswell (2014) further simplified this concept, describing research designs as
“types of inquiry within qualitative, quantitative, and mixed methods approaches
that provide specific direction for procedures in a research study” (p. 41). The
choice of a particular research design depends on the nature of the research
problem and its objectives, making it crucial to select a design that aligns with the
study’s goals. Each research design includes a sequence of methods tailored to

gather and analyze data systematically (Walliman, 2011, p. 9).

Walliman (2011) categorized research designs into various types, such as
historical, descriptive, correlation, experimental, simulation, evaluation, action,
ethnological, feminist, and cultural research designs, each suited to different
research contexts and purposes. Creswell (2014) expanded on this by organizing
research designs under three main approaches: qualitative, quantitative, and
mixed methods. Quantitative designs include experimental and non-experimental
designs, which are often used to test hypotheses or examine relationships
between variables. Qualitative designs, on the other hand, encompass narrative
research, grounded theory, phenomenology, case studies, and ethnographies,

which are ideal for exploring complex phenomena in depth.

Mixed-methods designs combine both qualitative and quantitative
approaches, providing researchers with a structured way to integrate qualitative
and quantitative data. In the current study, the research is framed within a
descriptive case study design. A descriptive case study design offers a detailed,
holistic account of a phenomenon within its real-life context, focusing on describing
characteristics, processes, and outcomes without manipulating variables (Yin,
2018). According to Baxter and Jack (2008), it is also a structured methodology
used to explore and document a specific instance, event, or situation in its natural
setting, delivering rich, in-depth insights through systematic data collection and

analysis.

3.1.3 Data Collection Methods
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Data collection is one of the most important phases in conducting scholarly
research, as it comes after defining the research problem. This step allows
researchers to gather relevant and useful information for their study by using
appropriate data collection tools. It also helps researchers address challenges,
evaluate the outcomes of the study, and find credible answers to the research
questions (Kabir, 2016, p. 202). According to Walliman (2011), there are two main
types of data to consider during this process: primary and secondary data. Primary
data refers to raw, uninterpreted information that is collected first-hand, making it
the closest representation of the truth (Walliman, 2011, p. 69). In contrast,
secondary data involves the analysis or interpretation of primary sources, often

providing additional context or insights.

There are various tools available for collecting data, such as tests,
questionnaires, interviews, focus groups, and observations. For this study, the
researcher will collect data by using two main tools: a questionnaire for teachers
and classroom observations. Through the questionnaire the researcher gathered
teachers’ opinions and experiences about using engaging strategies and ludic
pedagogy in their lessons. Classroom observations allowed the researcher to see

how these methods are applied in real teaching situations.

The teacher's questionnaire was designed to capture detailed information
about instructional strategies, student engagement, and overall classroom
dynamics from the educators’ perspective. Meanwhile, classroom observation
provided an opportunity to directly assess teaching practices, student interactions,
and learning behaviors in real-time. These tools were chosen to ensure a
balanced approach, combining subjective feedback from teachers with objective,

on-the-ground observations of classroom activities.
3.1.3.1 Teacher’s Questionnaire

According to Nyumba et al. (2018), “questionnaires can be used alongside
other techniques within the context of a mixed-methods approach”. Consequently,
the questionnaire will include key questions aimed at determining teachers’
awareness of the significance of ludic pedagogy, identifying the types of ludic

strategies they find most effective, and uncovering the main challenges they face
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when implementing these methods in their classrooms. Additionally, the
questionnaire seeks to understand how ludic pedagogy influences learners’
engagement and participation in English lessons, as well as teachers’ perceptions

of its impact on language acquisition and motivation.

This instrument was designed to collect concise and accurate data
regarding the implementation of ludic pedagogy in primary school English
language classrooms. The primary aim of designing the teacher’s questionnaire is
to collect in-depth data regarding teachers’ perspectives, experiences, and
practices related to the implementation of ludic pedagogy in primary school
English language classrooms. The questionnaire aims to explore teachers’
opinions, challenges, and strategies concerning the use of playful and engaging
methods to foster pupils’ engagement in learning English. By gathering this data,
the researcher seeks to strengthen the findings from other data collection
methods, which includes classroom observation, to ensure valid and
comprehensive conclusions. The participants were provided with a consent form

(Appendix 1) to ensure their approval and understanding of the procedures.

3.1.3.1.1 Description of the Teacher’s Questionnaire

The current study’s questionnaire includes different types of questions that
are either closed-ended or open-ended. First, in close-ended questions teachers
are supposed to provide a “Yes” or “No” answer, to choose from among a list of
options, or to indicate the frequencies of occurrence of a particular behaviour.
Furthermore, open-ended questions consist of questions that seek clarifications.
This questionnaire consists of (22) questions distributed over five sections:
Personal Information, Attitudes about Teaching in Primary School, Teacher’s Roles
in Maintaining Pupils’ Engagement, Implementation of Ludic (Play-based)
Pedagogy in EFL Primary School Classrooms, and Impact of Ludic Pedagogy on

Pupils’ Engagement.
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The first section is primarily intended to collect information about the
respondents’ background information. It contains four questions about their
educational and professional qualifications, teaching experience (duration), prior
training,and the grades they are teaching. The second section is devoted to
exploring teachers' attitudes and experiences regarding English language
instruction in primary schools. It includes three questions about their enjoyment of
teaching primary pupils, and their perceptions of the difficulty level of teaching

English. Additionally, it investigates specific challenges they face.

Section three is concerned with exploring the teacher’s roles in maintaining
primary school pupils’ engagement, focusing on their perspectives and strategies.
It includes five questions about the importance of engagement, methods for
evaluation, indicators of engagement such as attention and participation, specific
strategies teachers employ, and factors influencing engagement like motivation,

teaching approaches, and teacher characteristics.

The fourth section is focused on the implementation of ludic (play-based)
pedagogy in EFL primary school classrooms. It has five questions. This section is
to assess teachers’ familiarity with this approach, their perceptions of its
effectiveness, the frequency of incorporating fun activities, the types of activities

used, and the challenges faced during implementation.

The last section examines how teachers perceive and assess their pupils’
engagement during classroom activities. It includes five questions about the
observations of various student behaviours and performance, explores teachers’
views on the effectiveness of ludic pedagogy, comparing it to traditional methods,
and gathers insights on how students respond to playful learning activities.
Additionally, it addresses the challenges teachers face and the strategies they use

to overcome them.
3.1.3.2 Classroom Observation

In order to enhance the comprehensiveness of the collected data, the
researcher has conducted a non-participant classroom observation. This data

collection tool aims to investigate how ludic pedagogy is implemented in
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fourth-year primary school English classes, examining the roles of both teachers
and pupils, and exploring the extent to which pupils are engaged during playful
learning activities. Additionally, this tool seeks to compare the impact of ludic
activities with traditional teaching methods on pupils’ engagement and to identify

the differences between these approaches from various perspectives.

Williams (2008) stated that non-participant observation is a qualitative
research strategy for gathering primary data about the social world without direct
interaction with participants, where researchers may be physically present in a
naturalistic setting or observe remotely (e.g., via digital media). This approach can
be overt or covert, and data is typically collected through field notes, audio/video

recordings, or digital tools like screenshots.

Non-participant observation is a useful research method because it allows
researchers to study people without interfering with their natural behaviour. Since
the researcher does not join in or interact directly, the subjects are more likely to
act as they normally would, giving more accurate results. This method is especially
helpful when studying groups that are hard to join. Overall, non-participant
observation helps researchers gather real-world data without disturbing the
environment they are studying. Consequently, we believe that non-participant
classroom observation provides an opportunity to witness first-hand how ludic
pedagogy is applied in primary school classrooms and to highlight its effectiveness

in fostering engagement among young EFL learners.

This instrument was intended to collect detailed and accurate data on the
actual implementation of ludic pedagogy in primary school English language
classrooms. The observation also focused on assessing the level of students’
engagement, the types of ludic activities employed by teachers, and the overall
classroom dynamics during English lessons. Essential to the goals of this study,
the classroom observation checklist was designed to provide a comprehensive
evaluation of how ludic pedagogy is applied in practice and its impact on students’
participation and motivation. Actually, classroom observation was used as the

second source of data collection because it is a good approach to collect the
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required information far away from informants’ personal and subjective points of

view.
3.1.3.2.1 Description of the Observation Grid

The observation grid is divided into six sections: classroom environment,
implementation of ludic Activities, Teacher’s roles and behaviours, Pupils’ roles
and behaviours, Pupils’ engagement, and Ludic activity characteristics, in this
sequential order. The first section includes the description of the cleanliness of
classroom, physical seating arrangement, and comfort. The second section
focuses on the types of activities and materials used. The next two sections detail
the specific actions and responsibilities of both the teacher and the pupils during
the lesson, particularly when ludic Activities are introduced. The fifth section
captures the various behaviours, reactions, and emotional responses displayed by
pupils throughout the session. The final section examines the key features of the
playful tasks, such as creativity, interactivity, and learning outcomes. The Observer
rates each indicator as Observed (Obs) or Not Observed (N.Obs) and provide

detailed comments whenever necessary.
3.1.4 Data Collection Procedures

Based on ethical considerations and research requirements, the acceptance of the
study, as well as the participation in the research, had to be confirmed through signed
informed consent (Appendix 1). The consent process involved two main steps. First, the
head of the English department and the school administration were approached to obtain
their permission to conduct the research at 08 Mars Primary School in Biskra. They were
provided with a brief explanation of the study’s purpose, the methods to be used, and the
expected outcomes. Once their approval was granted, the next step involved obtaining
consent from the participants, which included both the fourth-year pupils and their English
teacher. They were informed about the study’s objectives, the tasks they would be asked to
complete, and their rights, particularly regarding anonymity, privacy, and confidentiality.

Only those who agreed to participate were included in the study.

The data collection process was carried out using two main methods which
are teacher’s questionnaire and classroom observations. These methods were

chosen to gather both qualitative and quantitative data, ensuring a comprehensive
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understanding of the impact of ludic pedagogy on pupil engagement in English

lessons.
3.1.4.1 Teacher Questionnaire

A semi-structured questionnaire was distributed to six (6) English teachers
from various primary schools in Biskra. The questionnaire aimed to gather
information on the teachers’ current use of ludic pedagogy, their perceptions of its
effectiveness, and the challenges they face when implementing playful teaching
methods in their classrooms. The questionnaire included both closed-ended and

open-ended questions to allow for detailed responses.

3.1.4.2 Classroom Observations

The researcher conducted observations in the English classrooms to assess how
ludic pedagogy was being implemented and its impact on pupil engagement. We have
attended ten (10) sessions with fourth grade primary school pupils with the same teacher.
The observations focused on the types of playful activities used, the level of pupil
participation, and the overall classroom atmosphere. A checklist was used to systematically
record the observations, ensuring consistency and accuracy in data collection. The setting
for the classroom observations was flexible, as it depended on the availability of the
classrooms and the teachers’ schedules. The researcher ensured that the observations were

conducted in a natural setting, without disrupting the normal flow of the lessons.

This structured approach ensured that the data collected was
comprehensive and aligned with the research objectives, while also respecting the
ethical considerations of the participants. The combination of teachers’
questionnaire and classroom observations intends to provide a well-rounded
understanding of the role of ludic pedagogy in fostering engagement to learn

English.
3.1.5 Data Analysis Procedures

Data analysis is a crucial step that every researcher must follow during their
investigation. According to Marshall and Rossman (1990), data analysis is defined

as “the process of bringing order, structure, and meaning to the mass of collected
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data” (p. 111). This means that researchers collect relevant data from the field and
then organize it by summarizing and categorizing it to make it easier to understand
(Loeb et al., 2017). This process uses both logical and analytical thinking to find
meaning in the data, which helps the researcher make final decisions (Import,
2019).

For our research, which uses mixed-methods, the analysis also needs to be
mixed. This means combining both quantitative and qualitative analysis methods
into one framework. The analysis can happen in two ways: either one after the
other (sequentially) or at the same time (concurrently) (Combs and Onwuegbuzie,
2011). In our case, we are using a mixed method analysis, where the quantitative
data is collected and analyzed first, followed by the qualitative phase. This phase
is often seen as challenging for researchers in many fields. The differences
between qualitative and quantitative research are not just about how data is
collected, the research approach, or the type of questions asked. The way data is
analyzed also differs depending on whether the research is quantitative,

qualitative, or a mix of both.

Quantitative data is analyzed using statistical methods, which can be either
descriptive or inferential. Descriptive statistics involve using numbers to
summarize data, often shown in graphs or tables (Mathur and Kaushik, 2014).
This includes measures like the mean (average), median, mode, and other ways
to describe the data (Lani, 2010, p. 1). Inferential statistics, on the other hand,
involve making predictions based on a sample of data and then applying those
predictions to a larger population. It can also be used to compare different
samples to see if there are any significant differences between them (Amin, 2019,
p. 7). In the current study, the data derived from the teachers’ questionnaire was
analyzed using descriptive analysis procedures, by calculating percentages and

displaying the results using tables and charts.

Qualitative data analysis, meanwhile, involves different techniques to make
sense of the information collected. It helps researchers understand the data better
by looking for connections, coding the data, identifying themes, and organizing the

information so it can be written up clearly (Kawulich, 2004, p. 96.). This process is
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not limited to just these steps. With the advancement of technology, researchers
now have access to computer software that can help them analyze, manage, and
categorize large amounts of data much faster (Kawulich, 2004). Nevertheless, in
the current study, the researcher made use of thematic analysis procedures to

analyze the data derived from the observations.

According to Braun and Clarke (2006, p. 76), thematic analysis is the
process of identifying patterns or themes within qualitative data. Thematic analysis
is a method for analysing qualitative data that entails searching across a data set
to identify, analyse, and report repeated patterns (Braun and Clarke 2006). Its aim
is to generate codes and construct themes to be used for the interpretation of the
data. It can be used to analyse qualitative data collected from interviews, focus
groups, surveys, observations, different kinds of texts and visual methods.
According to Braun and Clarck (2006), the typical process used in thematic

analysis is as follows:

e Familiarising oneself with the data (text; may be transcriptions) and
identifying items of potential interest.

e Generating initial codes that identify important features of the data
relevant to answering the research question(s); applying codes to the
dataset (segmenting and “tagging”) consistently; collating codes across
segments of the dataset.

e Searching for themes; examining the codes and collated data to identify
broader patterns of meaning.

e Reviewing themes; applying the potential themes to the dataset to
determine if they tell a convincing story that answers the research
question(s); themes may be refined, split, combined, or discarded.

e Defining and naming themes; developing a detailed analysis of each
theme.

e Producing a report; weaving together the analytic narrative and data
segments, relating the analysis to extant literature.

3.1.6 Population and Sampling

3.1.6.1 Population
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Cohen et al (2007) noted that the targeted population is the overall
collection of each element used by the researcher to reach conclusions. The
current study targeted fourth-year primary school pupils and EFL teachers at 08
Mars Primary School in Biskra to be the population under study for three major
reasons. It consisted (74) pupils. Fourth-year pupils are at a critical stage in their
language acquisition journey, as they are introduced to English as a foreign
language and are beginning to build foundational language skills that will

significantly influence their academic and social development.

Relatively, primary school pupils are more receptive to playful and
interactive learning methods compared to older students, making them an ideal
group for studying the impact of ludic pedagogy. Besides, they seem to benefit
greatly from engaging and entertaining teaching strategies, which can enhance
their motivation, participation, and overall learning outcomes in English lessons.
Teachers, on the other hand, are crucial in implementing these strategies and
understanding the challenges they face can provide valuable insights into the

effectiveness of ludic pedagogy in primary school classrooms.
3.1.6.2 Sampling Technique

Sampling is the process of selecting a smaller group from a larger
population for research purposes. According to Taherdoost (2016), this process
involves several steps: defining the target population, creating a sampling frame,
selecting a sampling method, deciding on the sample size, gathering data, and

evaluating the response rate (how many people agree to participate) (p. 19).

Sampling techniques are divided into two main types: probability sampling
and non-probability sampling (Taherdoost, 2016). Probability sampling includes
methods like simple random sampling, systematic sampling, stratified sampling,
cluster sampling, and multistage sampling (Datta, 2018, p. 3). In these methods,
every individual in the population has an equal chance of being selected, ensuring
the sample represents the entire population (Fleetwood, 2020). Non-probability
sampling, on the other hand, includes methods like quota sampling, convenience

sampling, purposive sampling, snowball sampling, and self-selection sampling.
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These methods rely on the researcher’s judgment rather than random selection
(Laerd dissertation, 2013, para. 1-7).

First of all, the case study included fourth-year primary school pupils at 08
Mars Primary School in Biskra. As a sample for our study, we worked with six (6)
primary school EFL teachers. We opted for the convenience sampling technique
with one teacher from 08 Mars Primary School and the rest 5 teachers were
volunteers from different primary schools in Biskra. Convenience sampling was
also opted with fourth year primary school pupils. It was the most suitable type to
our study. Participants were selected based on this technique because they are
available at the same time within the same environment. Besides, it was easy for

us to get access to them.

Convenience sampling (also known as availability sampling) relies on data
collection from population members who are conveniently available to participate
in study. In other words, this sampling method involves getting participants who
are not very far from the researcher wherever convenient. Convenience sampling
is quick, easy, and cost-effective since it involves selecting readily available
participants, reducing time and effort in data collection. It is particularly useful for
preliminary research, or when access to the target population is limited, making it

a practical choice for researchers with tight schedules or budget constraints.
Conclusion

This chapter strived at highlighting the basic methodological aspects
needed to well ground any inquiry starting with the research approaches and
ending up with the sampling techniques. It provided insights into the
methodological choices that best suited this study, ensuring a comprehensive
understanding of the research process. The chapter detailed the various stages,
steps, and procedures followed by the researcher during data collection and
analysis. By combining both qualitative and quantitative methods, the study sought
to offer a balanced and thorough exploration of the impact of ludic pedagogy on
English language learning in primary schools. This structured approach ensured
that the findings were meaningful and contributing valuable insights to the field of

education.
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Introduction

This chapter presents the key findings of the current study, building upon the
comprehensive methodological framework detailed in the preceding chapter. The analysis
encompasses both quantitative and qualitative data gathered through teachers’
questionnaire and classroom observations. Following a thorough examination of each
dataset, this chapter provides an in-depth discussion, synthesis, and summary of the results,

revisiting the research questions initially posed to guide the investigation.
4.1 Results and Data Analysis

4.1.1 Analysis of the Teachers’ Questionnaire

The current questionnaire was distributed to six English teachers from
various primary schools in Biskra. All participants responded cooperatively,
providing valuable insights. Their answers are crucial to our study as they reflect
views on the role and effectiveness of ludic pedagogy in motivating pupils and
enhancing classroom engagement. Teachers shared practical experiences,
highlighting its positive impact on the learning environment and confirming that
educational games boost focus and participation, especially in early education.
The following lines display and interpret the data obtained from the teachers’

responses to the questionnaire.

Section One: Background Information

Q1. Would you specify your educational level?

Option Frequency Percentage
a) BA (License) 6 100%

b) MA (Master/Magister) 0 0%

¢) Doctorate 0 0%

Total 6 100%

Table 4.1: Teachers’ educational level
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Figure 4.1: Teachers’ educational level

This question seeks to determine the academic qualifications of the English

language teachers participating in the study. As far as the academic degree(s)

obtained by the teachers of English at six different primary schools, all the six

teachers (100%) affirmed that they hold the Bachelor’s degree (BAllicense

degree). Accordingly, none of the six teachers holds the Master’s or Doctorate

degree(s).

Q2. How long have you been teaching English in primary school?

Option Frequency Percentage
a) One year 2 33.33%

b) Two years 1 16.67%

c) Three years 3 50%

Total 6 100%

Table 4.2: Teachers’ experience in teaching English in primary schools
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Figure 4.2: Teachers’ experience in teaching English in primary schools

As far as the teaching experience of our participants is concerned, it ranges
from less experienced individuals to those with a relatively longer background in
teaching. As reported in the questionnaire, two teachers have been teaching
English for one year, one teacher for two years, and three teachers for three years.
Accordingly, we can infer that, while some participants are relatively new to the
field, others have accumulated a more solid teaching background. This experience
is expected to provide us with insightful responses. Indeed, their varying years of
experience allow them to reflect on different teaching methods and classroom
practices they have encountered throughout their careers. Their perspectives will
offer valuable insights into the challenges and strategies they have developed in

their teaching journey.

Q3. Did you participate in any kind of training before starting your career as a primary

school teacher?

Option Frequency Percentage
a) Yes 4 66.67%

b) No 2 33.33%
Total 6 100%

Table 4.3: Teachers’ participation in any kind of training before starting their career as a

primary school teacher

52



LUDIC PEDAGOGY AND YOUNG LEARNERS’ ENGAGEMENT

66.67%

33.33%

al Yes by No

Figure 4.3: Teachers’ participation in any kind of training before starting their

career as a primary school teacher

The table reveals that among the six surveyed primary school teachers,
four had participated in training before starting their careers, whereas two had not.
This indicates that, while some teachers received professional preparation, others
entered the field without formal training. The existence of untrained teachers may
highlight gaps in teacher preparation programs, potentially affecting their

effectiveness in the classroom and overall educational quality.

Q4. Which grade(s) do you teach? You may choose more than one option.

Option Frequency Percentage
a) 3%grade 0 0%

b) 4" grade 0 0%

c) 5™ grade 0 0%

d) All of them 6 100%
Total 6 100%

Table 4.4: The grades that teachers’ teach
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Figure 4.4: The grades that teachers’ teach

As it is shown above, all teachers (100%) teach the three grades listed,
including 3", 4th , and 5" grade. None of the teachers reported teaching only one
specific grade, as shown by the 0% frequency for options a, b, and c. This means

all six teachers in the survey cover multiple grade levels.

Section Two: Attitudes about Teaching in Primary School

QS. Do you enjoy teaching primary school pupils?

Option Frequency Percentage
a) Yes 5 83.33%

b) No 0 0%

¢) Somehow 1 16.67%
Total 6 100%

Table 4.5: Teachers’ responses about whether the enjoy teaching primary school pupils or

not
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Figure 4.5: Teachers’ responses about whether the enjoy teaching primary school

pupils or not

The results indicate that a large majority of teachers (5 teachers) said “Yes”
to enjoying teaching primary school pupils, while one teacher responded
“‘Somehow” No teachers chose “No.” This suggests that nearly all surveyed

teachers find teaching young pupils either enjoyable or at least somewhat

enjoyable.

Q6. How do you find teaching English language to primary school pupils?

Option Frequency Percentage
a) Easy 1 16.67%

b) Somehow difficult 3 50%

c) Difficult 2 33.33%
Total 6 100%

Table 4.6: Teachers’ attitudes towards teaching English language to primary school pupils

50%%

a) Easy b)) Somshor difficult o) Dhffrenlt
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Figure 4.6: Teachers’ attitudes towards teaching English language to primary school

pupils

It is indicated in the table above that most teachers (50%) find teaching English to

primary pupils “Somehow difficult”, while 33.33% say it is “Difficult” and only 16.67%

think it is “easy”.

If it is ‘Somehow difficult or difficult’, is that because:

Option Frequency Percentage
a) It needs patience and persistence 0 0%
b) It needs lot of preparation and hard work 0 0%
¢) It needs knowledge about the language itself 0 0%
d) It needs knowledge about how pupils learn and 0 0%
how language should be taught?
e)It requires the teacher to play different roles in 0 0%
the classroom
f) All of the above 2 40%
atbte 2 40%
No answer 1 20%
Total 5 100%

Table 4.6.1: Reasons that make teaching English language to primary school pupils

difficult
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Figure 4.6.1: Reasons that make teaching English language to primary school pupils
difficult

Others, please specify:

For those who find it challenging, the main reasons are a combination of
factors like needing patience, preparation, language knowledge, and
understanding how pupils learn (40% chose “All of the above” and another 40%
selected a mix of options a, b, and c). One teacher also mentioned the importance
of knowing each pupil’'s level and individual differences. Most teachers find
teaching English to primary pupils challenging due to the need for multiple skills.
The responses highlight the importance of a well-rounded, student-centered

approach.

Q7. Which of the following tasks do you find more difficult?

Option Frequency Percentage

a) Preparing the course 0 0%

b) Teaching the course 1 16.67%

¢) Assessing pupils’ achievement 0 0%

d) Maintaining classroom discipline 2 33.32%

e) Maintaining pupils’ engagement 0 0%

f) All of the above 1 16.67%
a+d 1 16.67%
a+d+e 1 16.67%

Total 6 100%

Table 4.7: The most difficult tasks for teachers
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Figure 4.7: The most difficult tasks for teachers
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As it is clear from the above table, maintaining classroom discipline is the

most difficult task for teachers, with 2 out of 6 respondents (33.32%) selecting this

option. Teaching the course and “All of the above” were each chosen by 1 teacher

(16.67%). Additionally, combinations like “a+d” and “a+d+c” were each reported

once (16.67%). No teachers (0%) found preparing the course, assessing pupils, or

maintaining engagement alone challenging. The data highlights discipline as the

primary difficulty while emphasizing the importance of engagement.
Section Three: Teacher’s Roles in Maintaining Pupils’ Engagement

Q8. How do you consider maintaining primary school pupils’ engagement?

Option Frequency Percentage
a) Crucial 4 66.67%
b) Optional 2 33.33%
¢) Not needed 0 0%

Total 6 100%

Table 4.8: Teachers’ consideration of maintaining primary school pupils’ engagement
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Figure 4.8: Teachers’ consideration of maintaining primary school pupils’ engagement

The table 4.8 shows that out of six teachers, four believe maintaining pupils'
engagement is crucial. This importance, according to them, is due to its role in
helping students learn better when tasks are interesting and in making
understanding easier. However, two teachers see it as optional, suggesting it is
only important if there is enough time. No teachers think engagement is
unnecessary. This highlights that, while most prioritize engagement for effective

learning, a few may not always focus on it due to time constraints.

Q9. How can you evaluate your pupils’ engagement to learn English language?

Option Frequency Percentage
a) Engaged 2 33.33%

b) Disengaged 0 0%

c) Depends on teacher’s tasks 4 66.67%

d) Depends on their mood and attitude 0 0%

Total 6 100%

Table 4.9: Teachers’ evaluation of their pupils’ engagement
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Figure 4.9: Teachers’ evaluation of their pupils’ engagement

The above table shows how teachers evaluate their pupils’ engagement in

learning English. Out of six teachers, four believe that engagement depends on

the tasks they give, while 2 think pupils are generally engaged. None of the

teachers sees pupils as disengaged or believe their mood affects engagement.

This suggests that lesson activities are key to keeping pupils interested in learning.

Q10. Which of the following aspects can be a sign of pupils’ engagement? Choose just one

option please.

Option Frequency Percentage

a) Pupils’ attendance 0 0%

b) Pupils’ attention and concentration 0 0%

c) Pupils’ interaction, participation, and 1 16.67%

cooperation
d) Pupils’ questions 0 0%
e) All of the above 4 66.66%
No answer 1 16.67

Total 6 100%

Table 4.10: The sign(s) of pupils’ engagement
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teachers (66.66%) selected “All of the above” as signs of pupil engagement,
meaning they believe attendance, attention, interaction, and questions all matter.
Only one teacher (16.67%) chose interaction, participation, and cooperation, while
no teachers (0%) picked the other options individually. This indicates that most
teachers view engagement as a combination of multiple behaviours rather than a

single factor. The chart (Figure 4.10) likely illustrates these findings, with “All of the

16.67
16.67% 66.66%
al Pupals”™ B} Pupls™ <) Pupls’™ d) Pumls™ e) All of the Mo
attendance attention and interaction, questions above ANETWET
concentrationparticipation,
and
cooperation

Figure 4.10: The sign(s) of pupils’ engagement from teachers’ points of view

According to the results shown in the table and figure above, four out of six

above” being the most common response.

Q11. What are the main strategies that you use to engage your pupils in the classroom?

There are many: positive reinforcement with verbal encouragement, stickers, using

technology. Pupils are related to the new methods like videos and data-shows

songs. Also, one should build strong relationships with his/her pupils.

All the strategies can attract their attention to the lesson.

Ask for their prior knowledge; get to know pupils, the “VAKT” method of learning.

Visual, auditory, read-and write and kinaesthetic and explore learning styles to

engage pupils.
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e The teacher uses songs, role plays and “yes/no” questions to encourage

participation and to provide feedback.

e The main strategies that I use to engage my pupils in the lass are visual, auditory,
read and write. With these four predominant learning styles I can make my learners

interact and participate in the classroom.

e We use flashcards, songs. They are just young learners. The try to discover the new

language.

This question sought to shed light on the techniques teachers use to boost
their pupils’ engagement in English classroom activities. According to the above
responses, it can be noticed that teachers employ a variety of strategies to engage
pupils in the classroom, with a strong emphasis on catering to diverse learning
styles. Popular methods include positive reinforcement through verbal
encouragement and stickers, as well as the use of technology like videos and
songs to appeal to modern learners. Building strong relationships with pupils is
also highlighted as crucial for engagement. Additionally, teachers leverage
multisensory approaches such as Visual, Auditory, Read-and-Write, and
Kinaesthetic to accommodate different preferences. Techniques like role plays,
flashcards, and interactive questions further encourage participation, particularly

among young learners, fostering an interactive and inclusive learning environment.

Q12. According to you, which of the following factors affect(s) pupils’ engagement? You

may choose more than one option.

Option Frequency Percentage

a) Pupils’ motivation and attitude towards 0 0%

learning English language

b) The teaching approach 0 0%

c) The syllabus or the content to be taught 0 0%

d) Teacher’s character 0 0%

e) Teacher’ strategies, tasks and activities 0 0%

f) All of the above 1 16.67%
a+d+e 2 33.32%
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ate 1 16.67%

at+b+d+e 1 16.67%

d+e 1 16.67%
Total 6 100%

Table 4.11: Factors affecting pupils’ engagement from teachers’ points of view
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Figure 4.11: Factors affecting pupils’ engagement from teachers’ points of view

As can be seen from the table above, most teachers believe that a
combination of factors affects pupils’ engagement. The most common response,
chosen by 33.32% of the teachers, was the combination of pupils’ motivation, the
syllabus, and teacher strategies (atc+e). Other combinations like a+d+e,
atb+d+e, and d+e were also mentioned by some teachers (each 16.67%).
Interestingly, no teacher selected any single factor on its own, showing that

engagement is seen as a result of several elements working together.

Section Four: Implementation of Ludic (Play-based) Pedagogy in EFL Primary

School Classrooms

Q13. How familiar are you with ludic (Play-based) pedagogy as a teaching approach?

Option Frequency Percentage
a) Very familiar 4 66.67%
b) Somewhat familiar 2 33.33%
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¢) Not familiar 0 0%
Total 6 100%

Table 4.12: Teachers’ familiarity with ludic (Play-based) pedagogy as a teaching approach

66.67%
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Figure 4.12: Teachers’ familiarity with ludic (Play-based) pedagogy as a teaching
approach

From the table above, we can notice that most teachers (66.67%) are very
familiar with ludic (play-based) pedagogy as a teaching approach. A smaller group
(833.33%) are somewhat familiar, and none of the teachers said they are not
familiar with it. This shows that all the teachers in the study have at least some

understanding of play-based teaching.

Q14. Ludic pedagogy is an effective method for fostering student’s engagement in primary

education.
Option Frequency Percentage
a) Strongly agree 1 16.67%
b) Agree 5 83.33%
c) Neutral 0 0%
d) Disagree 0 0%
e) Strongly disagree 0 0%
Total 6 100%

Table 4.13: The degree of teachers’ agreement about the effectiveness of ludic pedagogy

as an effective method for fostering student’s engagement in primary education
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Figure 4.13: The degree of teachers’ agreement about the effectiveness of ludic pedagogy

as an effective method for fostering student’s engagement in primary education

As stated in the above table, most teachers (83.33%) agreed that ludic

pedagogy is an effective method to help students stay engaged in primary school

education. A smaller group (16.67%) strongly agreed with this idea. On the other

hand, none of the teachers was neutral or disagreed. This shows that all teachers

in the survey believe that using fun and playful teaching methods can be very

helpful for young students.

Q15. How often do you incorporate ludic (Fun) activities into your English lessons?

Option Frequency Percentage
a) Always 2 33.33%

b) Often 0 0%

¢) Sometimes 1 16.67%

d) Rarely 3 50%

e) Never 0 0%

Total 6 100%

Table 4.14: The frequency of teachers’ incorporation of ludic (Fun) activities into their

English lessons
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Figure 4.14: The frequency of teachers’ incorporation of ludic (Fun) activities into their

English lessons

The results from the table above denote that most teachers rarely

incorporate fun activities into their English lessons, with 50% choosing this option.

Only 33.33% of teachers always use fun activities, while 16.67% sometimes

include them. No teachers reported using fun activities often or never, showing

that while a few prioritize enjoyment, half of them do so infrequently. The table

visually supports these findings, highlighting the dominance of the “rarely”

category. Overall, fun activities are not a consistent part of English lessons for

many teachers.

Q16. In case you incorporate ludic activities in your class, what are the type(s) of activities

do you usually use?

Option Frequency Percentage

a) Word games (crossword, puzzles) 0 0%

b) Role-playing activities 0 0%

¢) Story-telling and drama 0 0%

d) Songs and rhymes 0 0%
a+tb+d 2 33.33%
b+d 1 16.67%
All of them 3 50%
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Total 6 100%

Table 4.15: Type(s) of ludic activities that teachers usually use in their English teaching

%
13310
16.67%
a) Word b)) BRole- o) Storv-  d) Songs ath+d b+d All of
EaInas playvmng  telling and and rhymes them
[crossword, activitias drama
puzzles)

Figure 4.15: Type(s) of ludic activities that teachers usually use in their English teaching

If other, please specify:

As it is shown in Table 4.15, the survey reveals that, when these teachers
incorporate ludic activities in their English teaching, they usually use a variety of
them. Half of the teachers (50%) reported using all the listed activities when
incorporating ludic activities, including word games, role-playing, story-telling,
drama, songs, and rhymes. Meanwhile, 33.33% combined word games,
role-playing, and songs, while 16.67% used only role-playing and songs. No
teachers used the activities individually (0% for each single option). Additional
methods mentioned were flashcards and video songs, highlighting other creative

approaches to engage learners

Q17. What are the main challenges that you face when implementing ludic pedagogy in

your English lessons?

Option Frequency Percentage

a) Lack of time 0 0%

b) Lack of materials and resources 0 0%

c) Lack of teachers training in ludic 0 0%

pedagogy

d) Classroom management difficulties 1 16.67%
atb 1 16.67%
a+td 2 33.32%
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atb+c 1 16.67%
b+c+d 1 16.67%
Total 6 100%

Table 4.16: The main challenges that teachers face when implementing ludic pedagogy in

their English lessons
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Figure 4.16: The main challenges that teachers face when implementing ludic

pedagogy in their English lessons

The above table shows that teachers face several challenges when using
ludic pedagogy in English lessons. The most common issue, reported by 33.32%
of teachers, is a combination of lack of time and classroom management
difficulties. Other challenges include lack of materials and resources (16.67%),
lack of training in ludic pedagogy (16.67%), and a mix of multiple issues like time,
materials, and training (16.67%). Only one teacher (16.67%) mentioned classroom
management as a single problem. The result shows that no teacher cited lack of
time, materials, or training alone as the main challenge, indicating that these

problems often occur together, which can affect the effectiveness on ludic

pedagogy.
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Section Five: Impact of Ludic Pedagogy on Pupils’ Engagement

Q18. In your opinion, which aspects of student engagement would improve the most

through ludic pedagogy?

Option Frequency Percentage

a) Attention and focus 0 0%

b) Motivation and autonomy 0 0%

¢) Collaboration and social skills 1 16.67%

d) Creativity and problem-solving 1 16.67%
atc 1 16.67%
a+d 1 16.67%
btc 1 16.67%
a+tb+d 1 16.67%

Total 6 100%

Table 4.17: The aspects of student engagement that would improve the most through ludic

pedagogy from teachers’ point of view
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Figure 4.17: The aspects of student engagement that would improve the most through
ludic pedagogy from teachers’ point of view

According to the results obtained from the above question, none of the
teachers selected “Attention and focus” or “Motivation and autonomy” alone, but
these aspects appeared in combination with others. The most common single
choices were “Collaboration and social skills” and “Creativity and problem-solving”,
each with 16.67% of the responses. Other teachers preferred combinations like
“‘atc,” “a+d,” “b+c,” and “a+b+d,” each also making up 16.67% of the total. This
shows that teachers believe ludic pedagogy can enhance multiple areas of

engagement, especially when these aspects work together.

Q19. Do you think ludic pedagogy helps improve learners’ academic performance?

Option Frequency Percentage
a) Yes 5 83.33%

b) No 0 0%

c) May be 1 16.67%
Total 6 100%

Table 4.18: Teachers’ responses about whether ludic pedagogy helps improve learners’

academic performance or not
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Figure 4.18: Teachers’ responses about whether ludic pedagogy helps improve learners’
academic performance or not
The majority of the respondents (83.33%) believe that ludic pedagogy helps
improve learners’ academic performance, while 16.67% think it may have an
effect. None of the teachers responded that it does not help. This shows that most
teachers see a positive link between playful learning methods and better academic

outcomes for students.

Q20. How do you find ludic pedagogy compared to the other traditional teaching methods

in terms of student engagement?

Option Frequency Percentage
a) Highly engaging 2 33.33%

b) More engaging 2 33.33%

c) Equally engaging 2 33.33%

d) Less engaging 0 0%

Total 6 100%

Table 4.19: Teachers’ attitudes towards ludic pedagogy compared to the other traditional

teaching methods in terms of student engagement
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Figure 4.19: Teachers’ attitudes towards ludic pedagogy compared to the other

traditional teaching methods in terms of student engagement

The table 4.19 above shows that teachers have positive attitudes toward
ludic pedagogy in terms of student engagement. Out of the six teachers surveyed,
33.33% found it “highly engaging”, another 33.33% said it was “More engaging”,
and the remaining 33.33% thought it was “Equally engaging” compared to
traditional methods. None of the teachers felt it was “Less engaging”. This means
the large majority of the teachers saw ludic pedagogy as better than traditional
methods in terms of boosting their pupils’ engagement rates, with two-thirds

finding it more engaging.

Q21. How do your students respond to different types of playful learning activities?

e Visuals should be displayed to learners as much time as needed for the
purpose of giving learners the opportunity to process and reflect on what
they see.

e They always try to find the solution, and they ask questions about
everything in order to do the activities.

e The teacher helps pupils to interact and to speak through pair work and

repetition.
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e In most cases, learners enjoy and interact successfully. It helps learners
build relationships around meaningful content and concepts.

e They respond more than other lessons.

e Because it is kind of games the learners deal with the lesson in perfect way
increases their memory retention.

This open-ended question was designed to explore how students engage
with various playful learning activities in the classroom. One participant
emphasized the importance of displaying visuals for as long as needed, allowing
learners’ time to process and reflect on what they see. Another noted that students
actively seek solutions and ask questions to complete the activities, demonstrating
their curiosity and involvement. A third respondent highlighted the role of the
teacher in facilitating interaction and communication through pair work and
repetition, which fosters collaboration. Additionally, it was observed that learners
generally enjoy these activities and interact successfully as they help build
relationships around meaningful content and concepts. Some participants pointed
out that students respond more enthusiastically to playful activities compared to
traditional lessons, as the game-like nature of the tasks enhances their
engagement and improves memory retention. Overall, the responses suggest that
playful learning activities effectively capture students’ interest and promote active

participation.

Q22. What help(s) you overcome the challenges of using ludic activities?

e We use visuals, and teach with the guide of English

e [t helps me to make the lessons easier to my learners, especially when I use
flashcards.

e [ practise some activities to support and develop the 4 skills. I use different
means to reinforce oral and written messages.

e Learners’ desire for recreational activities allows them to interact positively.

e According to us, we are related with the didactic guide of the ministry, but this
pedagogy increases motivation and supports different learning styles. I use
technology to prepare the lesson.

The last question of the Teachers’ questionnaire is designed to enable

teachers to give insights into how they overcome the challenges of using ludic
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activities. Responses highlight the use of visuals and teaching with English
textbook, as well as the effectiveness of flashcards in simplifying lessons for
learners. Some teachers emphasize practicing activities to develop the four
language skills and employing various methods to reinforce oral and written
messages. Additionally, teachers mention aligning with the ministry's didactic
guide while leveraging this pedagogy to boost motivation and accommodate
diverse learning styles, with technology playing a key role in lesson preparation.
All these are some tips that teachers suggested for overcoming the challenges

they may face when implementing ludic pedagogy into their English courses.

4.1.2 Analysis of the Classroom Observation
Section One: Classroom Learning Environment

Item 01: The physical setting

Item 01 Observed sessions Not observed sessions
The Physical setting (01, 02, 03, 04, 05, 06, /
07, 08, 09, 10)

Table 4.20: The physical setting

Item 01 Frequency Percentage
Observed 10 100%
Not observed 0 0%

Table 4.21: The frequency of observing the physical setting

This statement aims to provide a description of the classroom environment,
ensuring it supports effective learning and interaction. As it is shown above, across all ten
sessions, the physical classroom environment was consistently clean, organized, spacious,
light, and comfortable. These conditions created a positive atmosphere for the learners to

participate and interact with both the teacher and their peers easily; additionally, the
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classroom was systematically arranged, which helped learners to have structured

behaviour and engagement.

Item 02: Seating arrangement

Item 02 Observed sessions Not observed sessions
Seating arrangement (1,2,3,4,5,6,7,8,9, /
10)

Table 4.22: Seating arrangement

Item 02 Frequency Percentage
Observed 10 100%
Not observed 0 0%

Table 4.23: The frequency of observing the seating arrangement

The major aim here is mainly to enable EFL learners to engage in meaningful
English conversations. The table above shows that in the ten sessions the seating
arrangement was flexible and functional, designed to support interactive tasks and games
that encourage communication. Tables and chairs were grouped together to promote
pupils’ interaction and collaborative learning. Additionally, classroom materials were
organized to allow both the teacher and learners move freely around the space. The
teacher also circulated the classroom, facilitated engagement and adjusted interactions as

needed to enhance learning.
Section Two: The Implementation of the Ludic Activities

Item 01: Type of activity
Item 02: Name of activity
Item 03: The Activity used as/for

Item 04: Materials and
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Type of | Used as/for Name of the | Materials & Equipment
Activity Activity
Song Discover the names of | Healthy Food | Speaker + Textbook

healthy and unhealthy food

Game Writing and pronunciation | Dictation Whiteboard + Coursebook
skills Race
Role Play Recognize simple words in | Dialogue Whiteboard + Coursebook

familiar context

Song + | Review / Brainstorming — Screen + Speaker + Laptop

Flashcards + Books + Whiteboard

Quiz Brainstorming and use of | Ring the Bell Laptop + Bell + Screen +
competition Chrono

Flashcards Read the words in the | Time Flashcards + Whiteboard
correct way Challenge

Board Game Read the words to get | Dice Game Whiteboard + Flashcards
coherent sentence + Laptop + Pictures

Table 4.24: The implementation of the Ludic Activities

Throughout the observed sessions, the teacher integrated various ludic activities
such as songs, flashcards, games, and a dictation race, primarily during sessions 3 to 10.
Each activity serves a specific purpose and is supported by appropriate materials. For
example, in the session where a song titled “healthy food” was implemented (refer to
section three for details on the activities used), learners were able to discover the names

of healthy and unhealthy food. It was supported by a textbook and speaker.

In another session, “a role play” activity was used to help learners recognize new
words in a familiar context. It allowed them to speak in fun way, yet structured manner,
using tools like whiteboard and textbook. Additionally, “the quiz” game was a brilliant way
to put learners in a competitive atmosphere and motivating manner. It helped pupils to
brainstorm and added competitive elements, by using materials like screen, timer, bell
and laptop. Moreover, the teacher in one of the sessions that we experienced combined

between a song and flashcards in order to encourage review and brainstorming, by using
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screen, speaker, laptop, books and whiteboard. On the other hand, “the dictation race”
game was used in order to strengthen the learners’ writing and pronunciation skills, with
the help of whiteboard and course book. We observed that this task motivated learners to

write correctly and confidently.

Another activity called “time challenge”, which used flashcards and a whiteboard,
aimed to help pupils read words correctly under time pressure. Finally, “dice game’s”
purpose was to help learners form coherent sentences. It also encouraged them to take
turns, engage in the activity and build correct sentences in a meaningful context. This task
used printed and visual materials such as pictures, laptop, flashcards and whiteboard,

creating an enjoyable atmosphere for learners.
Section Three: Teacher’s Roles and Behaviours

Item 01: The Teacher Controls Pupils’ Behaviours

Item 01 Observed sessions Not observed sessions

The teacher controls | (03, 04, 05, 06, 07,08, | (01, 02)
pupils’ behaviours 09, 10)

Table 4.25: The teacher controls pupils’ behaviours

Item 01 Frequency Percentage
Observed 8 80%
Not observed 2 20%

Table 4.26: The frequency of observing teacher’ control of pupils’ behaviour

According to the table above, the teacher had the ability to control the learners’
behaviours effectively in eight out of ten sessions, particularly from session three to
session ten. However, during the first two sessions (1 and 2), the teacher faced some
challenges to maintain the learners’ focus or discipline, but from the third session
onwards, the teacher became more persuasive and effective in her presence and her

strategies, leading to a better control and a structured environment.
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Item 02: The Teacher Promotes Pupils’ Enthusiasm

Item 02 Observed sessions Not observed sessions

The teacher promotes | (03,04, 05,06, 07,08, | (01, 02)

pupils” enthusiasm 09, 10)

Table 4.27: The teacher promotes pupils’ enthusiasm

Item 02 Frequency Percentage
Observed 8 80%
Not observed 2 20%

Table 4.28: The frequency of observing teacher’s promotes for pupils’ enthusiasm

During our observation, the teacher demonstrated a strong ability to consistently
maintain the learners’ interest and enthusiasm throughout the session 3 to session 10.
However, in sessions 1 and 2 the teacher did not show clear efforts to promote learners’

enthusiasm, which later led to a classroom climate issues.

Item 03: The Teacher Communicates Effectively

Item 03 Observed sessions Not observed sessions
The teacher | (03, 04, 05, 06, 07, 08, | (01, 02)
communicates effectively | 09, 10)

Table 4.29: The teacher communicates effectively

Item 03 Frequency Percentage
Observed 8 80%
Not observed 2 20%

Table 4.30: The frequency of observing teacher’s communication effectiveness
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During the sessions (3 to 10), we observed that the teacher clearly showed
effective communication skills, indicating a strong and consistent effort to ensure
engagement, clarity and interaction. Besides, the teacher used clear instructions, correct
gestures and appropriate language level during lessons. This ability reveals that the
teacher could successfully adapt the learners’ communication style to meet their needs,
engagement and understanding of the lessons. On the other hand, this skill was not
observed in sessions (1 to 2) which led to a poor classroom interaction because the

teacher was mainly focusing on delivering the content more than on interaction.

Item 04: The Teacher Corrects Pupils’ Errors

Item 04

Observed sessions

Not observed sessions

The
pupils’ errors

teacher corrects

(03, 04, 05, 06, 07, 08,
09, 10)

(01, 02)

Table 4.31: The teacher corrects pupils’ errors

Item 04 Frequency Percentage
Observed 8 80%
Not observed 2 20%

Table 4.32: The frequency of observing teacher’s correction of pupils’ errors

During the first sessions we have attended, the teacher’s error correction was
absent which may reflect one of the teacher’s strategy to provide a comfortable learning
environment over accuracy; however, starting from session 3 to 10, the teacher was
consistently keep an eye on her pupils to correct their errors. The teacher was more active
in addressing and correcting learners’ mistakes; as a result, the learners were more

productive, comfortable and engaged during the lessons.

Item 05: The Teacher Encourages Pupils to Use English

Item 05 Observed sessions Not observed sessions

The teacher encourages
pupils to use English

(03, 04, 05, 06, 07, 08,
09, 10)

(01, 02)
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Table 4.33: The teacher encourages pupils to use English

Item 05 Frequency Percentage
Observed 8 80%
Not observed 2 20%

Table 4.34: The frequency of observing teacher’s encouragement for pupils to use English

According to the table above, the teacher was actively encouraging learners to use
English throughout almost all sessions. While at this stage learners are still novice and
may be unable to communicate fluently, this encouragement created a classroom
environment where English language was gradually used not only as a mean of instruction
but also as a medium for simple interaction, expressing and learning. We could observe
that majority of learners were motivated to try using English in its basic ways; for
example, by responding to the teacher with short answers “yes, miss”, “l have a red
apple”, or “it’s my turn”, especially during games and group activities. Some pupils tried to
ask simple questions such as “what page?”, “can | play?”; despite their limited spoken
output and sometimes mixed it with their native language, these observed efforts
revealed that the classroom environment supported their attempt to engage with the
language . As a result, the use of English language even at its basic level showed the early
signs of linguistic and behavioural engagement enhanced by the teacher’s efforts and the

use of ludic activities.

Item 06: The Teacher Uses Different Ludic Activities

Ludic activities Observed sessions Not observed sessions
Game (crosswords) 3,5,8,9,10 1,2,4,6,7
Role play 6 1,2,3,4,5,7,8,9,10

80




LUDIC PEDAGOGY AND YOUNG LEARNERS’ ENGAGEMENT

Videos and songs 4 1,2,3,5,6,7,8,9,10
Group work 4,6,7,9,10 1,2,3,5,8

Pair work 3,5,8 1,2,4,6,7,9,10
Storytelling / 1,2,3,4,5,6,7,8,9,10

Table 4.35: The teacher uses different ludic activities

Ludic activities Percentage (observed) Percentage (not observed)
Game 50% 50%
Role play 10% 90%
Videos and songs 10% 90%
Group work 50% 50%
Pair work 30% 70%
Storytelling 0% 100%

Table 4.36: The teacher uses different ludic activities

During the sessions we attended, we observed that the teacher implemented
various ludic activities. As it is shown in the table, games (as crosswords) and group work
were the dominant forms of ludic activity. The games were particularly evident in 3, 5, 8,
9, 10 sessions; however, the pair work was observed in the sessions 3, 5 and 8 and the

group work was clearly noticeable during the sessions 4, 6, 7, 9, 10.

We also noticed that games like “Quiz”, “dictation race” and “dice game” allowed
the teacher to correct the learners’ mistakes, maintain their engagement and
participation. The majority of learners were more motivated, responding with enthusiasm
and participating without hesitation. On the other hand, concerning the pair work, in
session 3 for instance, (I read and enjoy), most of the learners played crosswords (see

appendix four), they were divided into two groups then each 2 learners try to solve and
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find the given word to discuss and categorize food items into healthy and unhealthy
categories. This activity allowed learners to work in team, helped them to reduce anxiety

and develop their social skills.

According to the table above, in the fourth session named (I sing and have fun),
the teacher used a song from the textbook (see appendix five). In this session, the teacher
also divided her pupils into two groups to present the song in an organized manner

thereby instilling a spirit of competition among them to encourage better performance.

In session 5,7,8,9 and 10, the teacher used different types of ludic which are dictation
race, flashcards, quiz and board game (dice game). In all these concerned sessions, the
teacher divided the learners once into a group work and other time into pair work. Some
pairs faced some challenges as asking for repetition of the instructions or using mother
tongue when struggling to express ideas, but the teacher could successfully manage this
struggles. We observed that learners were highly concentrated with the teacher and they
were emotionally connected too. A large number of learners in these sessions were
relaxed, interacting and participating through asking their teacher some questions or

asking for repetition when they did not get the ideas that the teacher wanted to convey.

In session 6, we observed that the teacher integrated a role play activity in order to
enhance the learning experience (see appendix six). We noticed that the role play activity
allowed the learners to act out in real life situations and practice English in a more
spontaneous and expressive way. The learners worked in small group to prepare
dialogues, which they performed it in front of their classmates; many of them were
confident, creative and able to communicate effectively. We could notice also that the
teacher was helping them from time to time once they face particular difficulties,

especially in pronunciation.
Section Four: Pupils’ Roles and Behaviours

Item 01: Positive Body Language

Items Observed Not observed
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Eyes on the 3,4,5,6,7,8,9,10 1,2
teacher/classmates during

the game

Non-verbal response 5,6,7,8,9,10 1,2,3,4
(nodding, moving)

Table 4.37: Positive body language

Items Percentage (observed) Percentage (not observed)
Eyes on the 80% 20%
teacher/classmates during
the game
Non-verbal response 60% 40%

(nodding, moving)

Table 4.38: The frequency of observing Positive body language

While observing the sessions (3, 4, 5, 6, 7, 8, 9 and 10), we observed that pupils
maintained consistent eye contact with the teacher or their classmates during ludic
activities. They followed teacher’s movements and looked at their classmates when they
answered, and also kept an eye on the activities’ material as board and flashcards.
However, in the remaining sessions, we noticed that the pupils were distracted, and their
attention was away from the main activity, and this was due to the lack of interactive tasks
or unclear instructions. For example, in session 2, the absence of the ludic activities could

be one of the reasons that contributed to reduce learners’ interest.

Interestingly, across the six sessions, we did observe non-verbal responses such as
nodding, gesturing or body language from pupils. These responses were not loud but they
gave us insights that pupils are processing the information and they are emotionally
engaged in the lesson. For instance, in session 7, during the song activity, a few pupils
nodded along with the song’s rhythm, clapped, or tapped their fingers on the table while
following the lyrics. Also, in session 9, some learners showed their excitement during the
quiz game through body movement like smiling, or leaning forward. However, in sessions

1 to 4, these responses were not observed. We can interpret this as that learners were
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less emotionally engaged or simply hesitating about expressing themselves in this way;
and since these were the first sessions, it is possible that learners were still adjusting the

classroom environment and not yet familiar with ludic methods being used.

Item 02: Consistent focus

Items Observed Not observed
Discussion on topic 45,7,9 1,2,3,6,8,10
Staying in assigned area 5,6,7,8 1,2,3,4,9,10

Table 4.39: Consistent focus

Items

Percentage (observed)

Percentage (not observed)

Discussion on topic

40%

60%

Staying in assigned area

30%

70%

Table 4.40: The frequency of observing consistent focus

Pupils’ consistent focus in the classroom was evaluated through two indicators:
discussion on the topic and staying in assigned area. During the sessions we attended, the
learners were actively seen discussing the topic lesson in sessions (3, 4, 5, 7 and 9). This
behaviour was noticeable when the teacher used the ludic tasks such as quizzes, games or
songs to explain or reinforce the lesson’s purpose. In these cases, the majority of learners
appeared to be behaviourally and cognitively engaged, as they answered some questions,
expressed their ideas related to the lesson or commented on what their peers saying. This
can indicate that, when ludic activities were well implemented and served the lesson’s
topic, the learners encouraged to think, complete the task and interact meaningfully,
which are clear signs of engagement, especially in English language classroom.
Additionally, despite the presence of the ludic activities in sessions (6, 8 and 10), the
discussion on the topic was limited and the learners were too focused on the tools of the

game rather than its content.
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Concerning the second indicator, from session 5 to 8, the majority of learners
remained in their designated places, showing discipline and comfort during the activities.
In these sessions, the teacher typically implemented structured tasks including:
collaborative pair work, group work challenges and dictation race with clear rules, which
encouraged learners to stay in their places and focus more on the given activity.
Additionally, the majority of learners were smiling in some activities, laughing quietly, as
well as, no learner refused to participate, but instead they were excited but calm. Also
some of the pupils spontaneously made connections to previous lessons by saying “e.g.,
this what we did with the healthy food words!”. However, in the sessions (3,4, 9, and 10),
the learners were moving around and leaving their places due to the game which required
movements such as ring bell and board games. The sessions (1 and 2) showed lack of
classroom discipline and this was mainly observed during the absence of the interactive

activities.

Item 03: Participation

Items Observed sessions Not observed sessions
Volunteering appropriately 3,4,5,7,8,9 1,2,6,10
Willing to discuss and to 3,4,5,6,7,8,9 1,2,10
participate
Asking questions 5,7,8,9 1,2,3,4,6,10

Table 4.41: Participation

Items Percentage (observed) Percentage (not observed)
Volunteering appropriately 60% 40%
Willing to discuss and to 70% 30%
participate
Asking questions 40% 60%

Table 4.42: The frequency of observing participation

According to what we observed in sessions 3, 4, 5, 6, 7, 8 and 9, the pupils showed
a clear willingness to volunteer appropriately, by sharing and participating spontaneously
in all of the types of classroom activities, which demonstrates a good level of

self-confidence and a sense of responsibility. From what we observed, majority of the
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pupils raised their hands eagerly volunteered to go to the board or took a part in games.
However, in the earlier sessions (1 and 2) or in session 10, where the teacher did not use
few engaging elements, we noticed that only few pupils tended to be more passive and
waited for their teacher’s instructions to volunteer. Additionally, and in sessions 4, 5, 6, 7,
8 and 9, the learners expressed a clear desire to engage in discussion and participation by
sharing their opinions and exchanging views on the lesson content; this indicates a
stimulating classroom environment that values freedom of expression and encourages

dialogue.

Moreover, some pupils asked questions for clarification, which reflected their
interest in the subject matter and their desire to deepen their understanding, and which
also points out their ability for active engagement with the teacher, for example during
dictation race, multiple pupils asked for sentences to be repeated, not because they were
not listening but more they wanted to catch the pronunciation of the word. In addition,
the nature of the questions were from simple to deeper questions, for example, some
pupils asked simple factual questions as “what page?” and then the questions developed
to “why do we use this?”, “do we write this or that “ or “what if” questions. This shift
revealed that majority of the learners was processing the material at better cognitive
level. Beside, these questions came up during ludic tasks where pupils had to seek for
clarity or assurances. Overall, these behaviours highlight the effectiveness of the
pedagogical approaches used and emphasize the importance of encouraging learner

initiative and supporting positive interaction within the classroom.

Item 04: Pupils’ Confidence

Items Observed Not observed
Working independently 4,5,6,8 1,2,3,7,9,10
Expressing ideas and 5,7,8,9 1,2,3,4,6,10
thoughts

Table 4.43: Pupils’ confidence
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Items Percentage (observed) Percentage (not observed)
Working independently 40% 60%
Expressing ideas and 40% 60%
thoughts

Table 4.44: The frequency of observing pupils’ confidence

During the four of the observed sessions, we noticed that several pupils were able
to work independently on tasks without relying on their teacher’s help. For example, in
role play activity, majority of them appeared to understand the instructions clearly,
seemed confident and aware of their role and stayed more focused on completing the
task. However, in dictation race, some of them quickly understood the rules and
concentrated on the spelling and sentence formation—they were cognitively and
behaviourally engaged. This level of independence is a strong indicator of cognitive and
behavioural engagement. This allowed us to conclude that if the pupils are provided with
clear instructions and engaging playful tasks, they are more likely to be active in the

learning process, which reflects the high level of classroom engagement.

On the other hand, in other sessions, we observed different pattern. Some of the
learners were dependent on the teacher —they were asking for repeated clarification or
waiting passively for the teacher’s guidance, this revealed that not all activities were
equally effective in promoting learners’ independence. However, in the remained
sessions, the pupils were in need for more support and looked to the teacher for help and

waited for instructions.

As for expressing their ideas and thoughts, we observed that in sessions 5, 7, 8 and
9, pupils were more comfortable speaking up with the teacher. They asked questions,
provided their opinions and showed more confidence using English in front of their
classmates. During these sessions, some pupils were raising their hands to ask questions
such as “is this correct?” or “can you look at my answer?”, and using some simple English
expressions such as “it’s my turn”, “I know the answer, even shy and quiet pupils who
normally stayed calm in earlier sessions started to join and participate. This may indicate

that ludic activities created a fun and safe environment to express themselves freely.
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Section Five: Pupils’ Engagement

Items 0-25%/ 25-50%/ 50-75%/ 75-100%/
sessions sessions sessions sessions
Pupils show interest in | (01, 02) 0 (04, 06) (03, 05, 07, 08,
the activity 09, 10)
Pupils do their best 0 0 (01, 02) (03, 04, 05 ,06
,08, 09,10)

Pupils show enjoyment | (01, 02) 0 0 (03, 04, 05, 06,
while 08, 09, 10)
playing/performing

Table 4.45: Pupils’ Engagement

In six out of ten sessions, we observed that (75-100%) of the pupils were genuinely
interested in the given activities. This was highly noticed during the interactive tasks like
quizzes, games and songs. Such level of interest facilitated better classroom interaction

and better focus.

During seven sessions, we noticed that large majority of learners (75-100%) were
not passively sitting through the lessons, but instead they were actively engaged in the
learning process. They showed a clear willingness to participate in different tasks: they
were raising their hand to answer quiz questions, participating in different games, or
trying out the role play activity. Their body language, facial expression and willingness
showed how much they were interested in the tasks. We could see that active
participation is one of the signs of engagements, especially behavioural one. They showed
interest to participate in the lesson and they were also mentally present; they were
emotionally and cognitively invested in what they were doing. Additionally, what was
impressive is that learners were doing their best even if they made mistakes; they were
whether trying again and/or asking for help from their teacher or their classmates. For
example, we noticed one pupil answered wrongly during the “ring the bell” game but still
raise their hand again during the next question. Another one asked, “can you repeat?” or
“is it like this?” while attempting to finish a sentence in English. This clearly reflects other

important types of engagement which are cognitive and emotional engagement.
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Concerning the enjoyment while playing and performing, we observed that pupils

were genuinely enjoying the moments when they were performing the tasks (games,

songs and other interactive activities). In seven sessions out of ten, the learners were

smiling, laughing, showing spontaneous reactions and showing visible signs of joy. Some

of them even clapped for their classmates without the teacher’s permission; therefore,

this kind of natural enjoyment showed us how can playful activities can be effective to

make the learning process more fun, comfortable, and, most importantly, engaging.

Section Six: Ludic Activity Characteristics

Ludic Activity Characteristic

Observed Sessions

Not Observation

Sessions
Fun, enjoyable, and exciting 3,4,5,6,7,8,9, 10 (01, 02)
Challenging and competitive; | 3,4,5,6,7,8,9, 10 (01, 02)
lowers anxiety, pressure, and stress
Encourages shy students and | 3,4,5,6,7,8,9,10 (01, 02)
introverts
Suitable for different learning styles | 3,4,5,6,7,8,9, 10 (01, 02)

Table 4.46: Ludic activity characteristics

Ludic Activity Characteristic Percentage (Observed | Percentage  (Not
Sessions) Observed Sessions)

Fun, enjoyable, and exciting 80% 20%

Challenging and competitive; lowers | 80% 20%

anxiety, pressure, and stress

Encourages shy students and | 80% 20%

introverts

Suitable for different learning styles 80% 20%

Table 4.47: Ludic activity characteristics

89




LUDIC PEDAGOGY AND YOUNG LEARNERS’ ENGAGEMENT

Item 01: Fun, Enjoyable and Exciting

From what we have experienced in sessions (3 to 10), the atmosphere of the
classroom changed noticeably when the ludic activity was introduced. Whether a board
game, a song or a flashcard challenge, the majority of the learners looked genuinely
excited and enjoying the moment while learning. We observed that they were smiling and
looking more alert. We also noticed that the pupils forgot that they were learning; they
mainly focused on having fun which made the learning process more natural and
effective. This clearly reflected behavioural engagement, where following the instructions,

participating and completing their tasks.
Item 02: Challenging and Competitive; Lowers Anxiety, Pressure, and Stress

These activities were not about having fun but more about having a good balance
of challenge and competition. For instance, in some games like quiz or dictation race, the
majority of learners were highly motivated to participate and perform effectively. Many of
them were eager to win, but they were not afraid of making mistakes. This clearly showed
us that ludic tasks created a low pressure environment, where learners were less stressed
or less afraid of being judged, even the shy ones were involved even if they were not
always correct. These activities supported their emotional engagement, as they were
enjoying the learning process without feeling stressed or feeling afraid of making

mistakes.
Item 03: Encourages Shy Students and Introverts

During the sessions we attended, the ludic activities opened the door for shy and
introvert pupils to participate. In the sessions where the ludic tasks were not involved, we
noticed that these pupils usually stayed silent and avoided eye contact. However, during
the games (dice game, board game, crosswords), we noticed them start to participate
through small gestures—like nodding, whispering answers to their group, or even raising
their hand when they normally would not. Over time and through the sessions where
activities where involved, some of them became more confident and even answering

qguestions aloud. These pedagogic activities gave them the opportunity to express

90



LUDIC PEDAGOGY AND YOUNG LEARNERS’ ENGAGEMENT

themselves freely and without pressure, promoted their sense of belonging and safety

which is important for long-term engagement and emotional growth.

Item 04: Suitable for Different Learning Styles

After careful observation in the sessions we attended, we concluded that activities
addressed various learning styles. It was noticed that not all pupils responded to every
type of tasks the same way, some learners responded better to movement and
competition as board games, they were more enthusiastic and focused during these
activities. They also showed excitement and desire to win or complete the task correctly.
On the other hand, some others preferred songs and videos; they were nodding along,
clapping and repeating the words during the songs. While, some others could do well with
group work or pair work, they looked comfortable when working with their peers,
especially when they discuss their answers before answering aloud. So we realized that
ludic activities were not just entertaining tasks, but they were more suitable to learners’
different needs. This variety had a positive impact on their cognitive engagement, as it
ensured that each pupil had an opportunity to engage with a lesson. It highlighted the

importance of integrating different teaching methods in learning.
4.2 Discussion and Summary of the Findings

The current study sought to shed light on the effects of implementing ludic
pedagogy into the teaching of English in one of the Algerian primary school on the pupils’
engagement. The data gathered through both instruments provided valuable insights into

the matter.

First, the classroom observation gave important insights into how the teacher and
pupils interact during lessons, especially when using playful, or ludic, activities. One of the
first things that stood out was how the classroom’s physical environment affected the
pupils’ comfort and willingness to learn. Throughout all the sessions, the classroom was
clean, spacious, and well-organized. This kind of environment seems to make students feel
safe and ready to focus on learning. Research supports this, showing that a well-designed

physical space can greatly improve students’ attention and achievement (Barrett et al.,
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2015). When learners feel comfortable in their surroundings, they are more relaxed and

open to learning, which creates a positive cycle of engagement and success (Tanner, 2000).

Looking at the teacher’s role, it was clear that classroom management was strong,
particularly in the later sessions. The teacher was able to keep the pupils focused, correct
mistakes, and encourage them to speak in English, which is vital in language learning. This
matches Vygotsky’s idea that social interaction is key to learning (Vygotsky, 1978). The
teacher acted as a guide, helping learners build their skills step by step. However, in the
first sessions, the interaction was not as smooth, possibly because the topics were harder or
the activities were not as engaging. This can be explained by cognitive load theory, which
tells us that both teachers and students need time to adjust to new information or teaching
methods (Sweller, 1988). Over time, as everyone became more familiar with the process,

the teacher’s approach improved and student participation grew.

The use of ludic activities really changed the classroom atmosphere from session
three onwards. Using engaging tools like games, flashcards, songs, quizzes, and role-plays
helped made the lessons feel more enjoyable and less overwhelming for young learners.
This finding is supported by a study conducted by Taghizadeh, Vaezi, and Ravan (2017),
who explored the impact of using digital games, songs, and flashcards with preschool
children learning English. Their research showed that these playful and interactive methods
not only helped children learn vocabulary more effectively but also boosted their
motivation and reduced their anxiety. In other words, when learning feels like play,

children are more likely to stay engaged and feel at ease in the classroom.

Gardner’s theory of multiple intelligences reminds us that students learn in different
ways, some through seeing, some through hearing, and others through doing (Gardner,
1983). By using a variety of ludic activities, the teacher was able to reach more students
and keep them engaged. Krashen’s affective filter hypothesis also helps explain why these
activities worked well; when students feel relaxed and motivated, they learn more easily
(Krashen, 1982). Ludic activities helped reduce anxiety, especially for shy students,

making it easier for them to join in and express themselves.

Games were the most popular activity in the classroom, probably because they are
easy to use and highly interactive. They gave students a chance to participate freely while

still following the lesson goals. This fits with Piaget’s idea that children learn best through
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play, which lets them explore and understand the world in a natural way (Piaget, 1951).
The competitive and lively nature of games seemed to boost motivation and energy in the
class. Other activities like storytelling, videos, and songs were used less often, possibly due
to limited time or resources. But when they were used, they seemed to engage students

well, suggesting that with more planning, these could become a bigger part of lessons.

The teacher also favored group work over pair work, which encouraged students to
learn together. Vygotsky’s theory points out that learning happens best through social
interaction, and group activities give students a chance to talk, share ideas, and help each
other (Vygotsky, 1978). Bandura’s social learning theory adds that observing peers is an
important part of learning (Bandura, 1977). Working in groups allowed students to see how
others used language and learn from them, building confidence and understanding. It also
helped the teacher manage the classroom more efficiently by supporting multiple students

at once.

Overall, the playful activities had a clear positive effect on how engaged the pupils
were. They were more willing to answer questions, participate in discussions, and
volunteer, showing excitement and focus. This matches Krashen’s idea that lowering
anxiety helps students learn better (Krashen, 1982). The observation also showed that these
activities supported different types of learners, helping create a classroom where everyone
could feel involved and motivated. Tomlinson (2001) supports this by saying that teaching
should respond to individual differences and encourage students to take charge of their

learning.

In addition to the classroom observation findings, the data gathered from the
teachers’ questionnaire painted a vivid picture of the realities faced by primary school
teachers when teaching English and trying to apply ludic (playful) methods in their
classrooms. These findings not only reflect the current conditions of education but also
open a meaningful dialogue between practice and theory, helping us understand where

support is needed and what changes could make a real difference.

To begin with, all the teachers who took part in the study held a bachelor's degree.
This uniform qualification level suggests a certain degree of consistency in their basic
teacher training. However, when examining the teaching experiences of the participants,

the responses varied. Some teachers were relatively new to the profession, while others had
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more experience under their belts. This diversity can be enriching; experienced teachers
often bring tested strategies and wisdom from the classroom, while newer teachers may

offer fresh perspectives and a willingness to experiment.

Another striking finding is that all teachers reported being responsible for teaching
multiple grades at once specifically third, fourth, and fifth grades. This kind of multi-grade
teaching setup adds a heavy load to teachers’ responsibilities. Not only is this exhausting,
but it also stretches their ability to meet each student’s needs. But when teachers are
juggling three grade levels, providing that kind of personalized instruction becomes
incredibly challenging. This workload can impact lesson quality and reduce opportunities

for creative, engaging learning experiences like ludic activities.

Despite these structural challenges, there was a heartening observation: most
teachers expressed genuine joy in working with young children. They find it fulfilling,
which is a powerful motivator. When teachers enjoy their work, they are more likely to be
energetic, patient, and creative in the classroom. According to Deci and Ryan’s
Self-Determination Theory (1985), intrinsic motivation, doing something because it is
rewarding in itself leads to better outcomes than external pressure. This suggests that
nurturing teacher satisfaction is not just about well-being, it is essential for effective

teaching and successful implementation of playful strategies.

Nevertheless, teaching English was not described as an easy task. Several
challenges were identified: the need for a lot of patience, the slow pace of learning among
young children, and the significant amount of time it takes to plan effective lessons. These
findings align with those of a study by Salomi and Sundaram (2019), which highlights that
slow learners require more time and repetition to grasp concepts, necessitating teachers to
exercise patience and invest additional time in lesson planning to meet these students’

needs.

Teachers also mentioned the importance of understanding how children think and
learn, so they can design lessons that actually work. These findings are consistent with
Richards and Rodgers’ Communicative Language Teaching approach (2014), which
promotes the use of meaningful interaction, group work, and games to support language

acquisition. However, such methods require time, planning, and confidence.
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Encouragingly, most teachers reported that they had a clear understanding of ludic
pedagogy’s goals and benefits, and all believed it had a positive impact on students. They
showed how it increases motivation, encourages participation, and helps build social skills.
The use of playful and interactive activities, like games, songs, quizzes, flashcards, and
role-plays, in the classroom was shown to do more than just make learning fun. It also
helped boost students’ motivation, encouraged them to participate more actively, and gave

them valuable opportunities to build social skills.

This finding is in line with a study by Korovina, Pushkina, and Krivoshlykova
(2019), who found that using interactive teaching methods with young learners not only
improved their speaking skills but also created a more engaging and collaborative
environment. Their research highlighted how these kinds of activities helped students feel
more comfortable and willing to interact with both the teacher and their classmates,
supporting both their academic progress and personal development. These insights align
closely with Bruner’s Constructivist Theory (1966), which states that students learn best
when they are discovering knowledge for themselves, exactly what ludic activities aim to

promote.

Yet, even though most teachers expressed positive attitudes toward using ludic
pedagogy, not all of them were able to put it into practice on a regular basis. While some
used it frequently, others only used it from time to time. The main challenges they reported
were lack of time, limited resources, difficulties managing classroom behavior, and not
enough training or support. These findings are quite similar to those of Sdnchez-Mena and
Marti-Parrefio (2017), who found that although teachers were generally open to playful
teaching methods, they often struggled with the same obstacles—especially time
constraints, lack of professional development, and classroom management concerns. These
are not minor obstacles. According to Fullan’s Educational Change Theory (2007),
meaningful innovation in education cannot happen without proper support. Teachers need
the time, tools, and training to make changes work. Otherwise, even the most effective

ideas remain theoretical and unused.

Still, teachers are finding creative ways to bring fun into their classrooms. They use
flashcards, educational songs, games, and digital tools to make lessons more enjoyable.
They also try to build strong relationships with their students to improve behavior and

encourage participation. These practices show how adaptable teachers can be when they
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are committed to their students. They also connect well with Gardner’s Multiple
Intelligences Theory (1993), which argues that students learn in different ways, some
through music, others through movement, social interaction, or visuals. Ludic pedagogy
gives teachers the chance to address these multiple intelligences in ways that traditional
methods often do not. It offers teachers a powerful way to reach students with different

strengths and learning styles, something that more traditional methods often struggle to do.

This idea is supported by a study conducted by Winarti, Yuanita, and Nur (2019),
which explored how using strategies based on Gardner’s theory of multiple intelligences
impacted junior high school students. Their findings showed that when lessons were
designed to include a variety of activities that tap into different intelligences like visual,
bodily-kinesthetic, musical, and interpersonal, students became more engaged and showed
noticeable improvement not just in their understanding of science, but in their overall
learning skills. This supports the view that ludic instruction does not just make learning
more enjoyable, it also helps meet the diverse needs of students in ways traditional

methods often cannot.

Conclusion

In conclusion, the findings showed that combining a comfortable physical space,
effective teacher management, and playful learning activities led to better student
participation, motivation, and language use. They also support the idea that ludic pedagogy
can be a powerful approach for teaching English in primary schools. It helps make learning
more engaging, student-centered, and emotionally supportive. However, for it to be
effective, structural and professional challenges must be addressed. Teachers need more
time for preparation, more training in classroom management, and access to playful
teaching materials. Bridging the gap between theoretical potential and practical application
is the next essential step toward making learning English a joyful and effective experience
for every child. These findings align well with well-known learning theories, showing how
social interaction, emotional comfort, and learner-centered methods can make a big
difference in the learning experience. When teaching is flexible and interactive, it creates

an environment where students are more engaged and learn more effectively.
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General Conclusion

This research study aimed to explore the role of ludic pedagogy, also known as
learning through play, in increasing motivation and active participation among primary
school pupils who are learning English as a foreign language (EFL). The study focused on
fourth-year pupils at 08 March Primary School in Biskra, Algeria. It was based on the idea
that English is becoming more and more important in Algeria, not only in education but
also in everyday life, work, and global communication. As English continues to grow in
importance, teachers are under pressure to find better and more effective ways to help

pupils learn and enjoy the language.

In many primary school Algerian classrooms, traditional teaching methods such as
grammar-focused lessons, memorization, and teacher-centered instruction are still
common. However, these methods often lead to problems like low student motivation, lack
of interest, and passive learning. Pupils may become bored or anxious, especially when
they do not feel included or successful in the learning process. These issues made it
necessary to look for new teaching strategies that could make learning English more
enjoyable, active, and meaningful for young learners. The idea was to discover whether a
playful teaching style could bring more life into the classroom and help children learn in a

more natural and joyful way.

The main belief behind this study is that ludic pedagogy has the power to transform
the classroom into a space that is not only educational but also emotionally supportive and
socially inclusive. This study aimed to examine the role of ludic pedagogy in fostering
engagement to learn English among fourth-year primary school pupils at 08 March
Primary School in Biskra. It explored how playful and interactive teaching strategies can
enhance learners’ engagement in English classes. The study also investigated the

effectiveness of ludic methods and the challenges teachers face when applying them.

In order to achieve the stated objectives and to answer the research questions, a
mixed-methods approach was used to gain a clear and detailed understanding of how
teachers use playful methods and how pupils respond to them. Quantitative data was

collected through structured questionnaires given to (n=6) English teachers working in
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different primary schools in Biskra .while qualitative data was gathered through classroom
observations conducted with a sample of fourth-year class at 08 March Primary School,
where the researcher observed naturally occurring classroom interactions and ludic
teaching practices. This combination of data helped provide a well-rounded view by
comparing what teachers said about their practices with what actually happened in real
classroom situations. By doing this, the research aimed to show the real impact of ludic

pedagogy on English language learning in Algerian primary schools.

The present research investigation consisted of four chapters. The first two chapters
were concerned with the theoretical part of the research study. The third chapter was
concerned with the study’s research methodology, whereas the fourth chapter was
concerned with the results and data analysis. The latter dealt with the practical part of the
study, which analyzed, interpreted, and discussed the findings obtained from the data

collection tools.

More specifically, the first chapter laid the theoretical foundation by examining
what learner engagement truly means. It highlighted how early exposure to foreign
languages can positively influence children’s cognitive and emotional growth, provided
they are engaged actively in the learning process. It also unpacked different forms of
engagement, behavioral, emotional, and cognitive, showing how these dimensions work
together to impact students’ academic success. Importantly, this chapter shed light on
factors within the teacher’s control, such as classroom atmosphere and material relevance

that would significantly shape engagement.

Moving to the second chapter, the study focused closely on ludic pedagogy itself,
what it entails, its guiding principles, and how it can be practically applied in primary
classrooms. The discussion centered on the four pillars of ludic pedagogy: play, fun,
playfulness, and positivity. The chapter detailed various ludic techniques, from language
games and role-plays to storytelling and songs, illustrating how these activities cater to
diverse learning styles and make learning more appealing. Yet, it also acknowledged
real-world challenges, such as classroom management, resource shortages, and a lack of

teacher training, which can hinder widespread adoption.

As far as the third chapter is concerned, the research methodology, it was devoted
to presenting a detailed theoretical description of the methodological framework used in

the study. This chapter outlined the research approach and design, the data collection tools
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used (the questionnaire for teachers and the observation grid), the participants, and the
procedures that were followed to collect and analyze data. It focused solely on describing
how the study was conducted. Additionally, the fourth chapter was devoted to presenting
the key findings of the study. After carefully analyzing the data, the chapter provided a
detailed interpretation, discussion, synthesis, and summary of the results. It also revisited

the initial research questions that guided the investigation.

The findings of the current study revealed a broad awareness and positive attitude
towards ludic pedagogy. Some teachers recognized its benefits, noting improvements not
just in motivation and behavior but also in academic performance. However, they also
pointed out significant barriers: limited teaching resources, lack of specific training,
overcrowded classrooms, and the complexity of managing multiple grade levels
simultaneously. These challenges sometimes made it difficult to maintain consistent use of

playful methods despite teachers’ genuine interest and enthusiasm.

The findings highlighted that different playful activities were used to teach English
for fourth grade pupils at 08 March primary school, Biskra, which created an interactive
and engaging classroom atmosphere. The results also showed that using playful activities
clearly helped to motivate pupils and increase their focus. It also encouraged more
participation and cooperation among them. This practical experience gave a clear
comparison between the playful teaching method and the traditional one. We can say that
using play in teaching is not just for fun, but it is an effective way to support engagement

and help pupils develop their skills in a positive learning environment.

The study’s findings themselves were both encouraging and insightful. Classroom
observations clearly showed that when teachers incorporated ludic activities effectively,
pupils became noticeably more engaged. Their enthusiasm, participation, and willingness
to communicate in English increased. These playful activities helped to lower students’
anxiety and created a welcoming, inclusive environment especially beneficial for shy or
less confident learners. Teachers reported using games and songs to foster a relaxed
atmosphere where mistakes were seen as part of the learning journey, encouraging

risk-taking and active involvement.

Overall, the results validated the assumption that ludic pedagogy holds great
promise in transforming primary EFL classrooms. It aligns well with key educational

theories such as Vygotsky’s sociocultural theory, Piaget’s cognitive development theory,
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and Krashen’s affective filter hypothesis. All of which emphasize social interaction,
emotional safety, and learner-centered education as crucial to effective learning. Therefore,
the alternative hypothesis H1, which stated that when primary school pupils are taught
using ludic pedagogy, their engagement to learn the English language increases
significantly compared to traditional teaching methods, is accepted, and the null hypothesis
HO, stating that Ludic pedagogy does not affect young learners’ engagement to learn the

English language in primary school, is rejected.

To conclude, this study underscored a vital message: to truly engage young
learners, especially in foreign language classrooms, we must embrace teaching approaches

that are interactive, student-centered, and enjoyable.
Implications and Recommendations

Inspired by the attained research findings regarding the issue of interest, a number
of recommendations for policymakers, school administrations and primary school teachers

can be listed below:
e For Policymakers:

1. The teaching overload should be reduced, especially in multi-grade settings, by

hiring more teachers to ease the pressure.

2. Playful pedagogy should be included in national teaching guidelines for primary
education because some of participants ignore to use all ludic Activities which are

included in the curriculum.
e For School Administrations:

1. It is necessary to provide classroom resources (clothes, screen, speaker, and digital

tools) to support ludic pedagogy.

2. Allowing teachers time in their schedules for collaborative planning and reflection

1s recommended.

3. Fostering a positive school culture that values joy, play, and creativity in teaching

can be highly rewarding.
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e For Primary School Teachers:

1. Teachers should continue building strong emotional bonds with pupils, which helps

with both behavior and engagement.

2. The use of a variety of activities (as they are already scheduled) to reach different

types of learners (visual, musical, kinesthetic, etc.) is highly recommended.

In essence, this study invites educators, school administrations, policymakers, and
researchers alike to rethink how we approach language learning in young children
encouraging a shift from traditional, rigid practices toward more playful, engaging, and

effective pedagogies that inspire a lifelong love of learning.

Indeed, the current study’s findings highlighted the significant role that ludic
pedagogy can play in enhancing the quality of English instruction in primary schools. By
integrating playful activities into classroom practice, teachers can create a more engaging,
student-centered learning environment that supports emotional well-being and active
participation. The study demonstrated that when pupils feel comfortable, motivated, and
involved, their willingness to participate increases. These outcomes not only validated the
effectiveness of ludic strategies but also provided practical guidance for educators seeking
to make learning more inclusive and enjoyable. Importantly, the research also shed light on
the structural and professional challenges teachers face, underscoring the need for systemic
support such as training, resources, and adequate instructional time. Addressing these
needs can bridge the gap between theory and practice, ultimately leading to more effective

and joyful learning experiences for young learners in Algerian primary schools.
Limitations and Suggestions for Further Research

Despite having answered certain research questions, this study confronted a number

of limitations:

e Time constraints: The duration of the classroom observation was limited (most of
the time sessions was only 45 minutes). This short time may not reflect all the
teacher’s strategies or students’ behaviors throughout the whole academic year.

e Contextual limitations: The study was conducted in a specific public school with its
own unique conditions in terms of available resources and materials. These factors
affected the effectiveness of play-based activities, making it difficult to generalize

the results to other contexts.
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e Sample size: This study involved a relatively small number of participants (n=74),
which may not reflect the wider population of teachers and students. Because of
this, the findings cannot be generalized with confidence.

e No long-term measurements of outcomes: The study could not measure long-term
effects of ludic pedagogy on the pupils’ engagement because it was too short or did
not track learners over time. Without follow-ups, it is unclear if the benefits of
playful (ludic) activities lasted or if learners retained the language skills. Other
factors, like additional practice or fading memory, could also influence results,

making it hard to know the true long-term impact.

Looking ahead, this research opens exciting avenues for further exploration. Future
studies could examine the long-term effects of ludic pedagogy on language retention, its
impact across different age groups and contexts, and how it can be integrated more
systematically into official curricula. Additionally, there is a pressing need for policy
reforms that prioritize student engagement and champion creative, learner-centered
teaching methods within Algeria’s primary education system. Furthermore, future inquiry
can focus on larger samples and conduct observations in various primary schools within
the Algerian territory in order to draw insights into the use of ludic pedagogy and to
achieve more generalizable findings. Moreover, experimental research can foster in-depth
findings as it can offer real application of playful learning and examine its effects on young

learners.
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People’s Democratic Republic of Algeria

Ministry of Higher Education and Scientific Research

Mohamed Kheider University — Biskra
Faculty of Letters and Foreign Languages
Department ofEnglish

A Questionnaire for Primary School Teachers

/E'car teacher, \

You are kindly requested to answer this questionnaire, which is a part of my

Master dissertation. It is about “The Role of Ludic Pedagogy in Fostering
Engagement to Learn English among Primary School Pupils”. Please, tick the
appropriate answer(s) and write full statement(s) whenever necessary. Be sure that

vour responses will be anonymous and will be used for research purposes only,

\ Thank you for your time, effort and collaboration.

Prepared by: Supervised by:

"¢

2024-2025

Section One: Background Information
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Q1. Would you specify your educational level?

a) BA (License)
b) MA (Master/Magister)
¢) Doctorate

If others, please specify

Q3. Did you participate in any kind of training before starting your career as a primary

school teacher?

a) Yes D b) No D

Q4- Which grade(s) do you teach? You may choose more than one option.

a) 3" grade D b) 4™ grade D ¢) 5™ grade D
Section Two: Attitudes about Teaching in Primary School

Q5- Do you enjoy teaching primary school pupils?

a) YesD b) No D ¢) Somehow D

Q6. How do you find teaching English language to primary school pupils?

a) Easy[] b) Somehow difficult __J o) Difficutt _J

If it 1s difficult, is that because:
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a) It needs patience and persistance D

b) It needs lot of preparation and hard work D

¢) It needs knowledge about the language itself D
d) It needs knowledge about how pupils learn and how language

should be taught? D

e) Itrequires the teacher to play different roles in the classroom D

O

f) All of the above
Others? Please specify:

Q7. Which of the following tasks do you find more difficult?

a) Preparing the course D
b) Teaching the course I:
c) Assessing pupils’ achievement

d) Maintaining classroom discipline B
e) Maintaining pupils’ engagement D
f) All of the above D

Section Three: Teacher’s Roles in Maintaining Pupils’ Engagement

Q8. How do you consider maintaining primary school pupils’ engagement?

a) Crucial D
b) Optional D

¢) Not needed D

Justify your answer please.

Q9. How can you evaluate your pupils’ engagement to learn English language?

OJ OJ
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a) Engaged b) Disengaged
c) Depends on teacher’s tasks D d) Depends on their mood and attitude D

Q10. Which of the following aspects can be a sign of pupils’ engagement? Choose just one

option please.

a) Pupils’ attendance

b) Pupils’ attention and concentration

c) Pupils’ interaction, participation, and cooperation
d) Pupils’ questions

e) All of the above

00000

Q11. What are the main strategies that you use to engage your pupils in the classroom?

Q12. According to you, which of the following factors affect(s) pupils’ engagement? You

may choose more than one option.

a) Pupils’ motivation and attitude towards learning English language

b) The teaching approach

d) Teacher’s character

e) Teacher’ strategies, tasks and activities

f) All of the above

O
O
c) The syllabus or the content to be taught D
O
O
-

If other, please specify:

Section Four: Implementation of Ludic (Play-based) Pedagogy in EFL
Primary School Classrooms
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Q13. How familiar are you with ludic (Play-based) pedagogy as a teaching approach?

a) Very familiarD b) Somewhat familiar D c¢) Not familiar D

Q14. Ludic pedagogy is an effective method for fostering student engagement in primary

education.

a) Strongly agree
b) Agree
¢) Neutral

0000

d) Disagree
e) Strongly disagree D

Q15. How often do you incorporate ludic (Fun) activities into your English lessons?

a) AlwaySD b) OftenD c) SometimesD d) RarelyD e) NeverD

Q16. What type of ludic activities do you use in your English teaching?

a) Word games (crossword, puzzles) D

b) Role-playing activities
c) Story-telling and drama
d) Songs and rhymes D

If other, please specify:

Q17. What are the main challenges that you face when implementing ludic pedagogy in

your English lessons?



LUDIC PEDAGOGY AND YOUNG LEARNERS’ ENGAGEMENT

a) Lack of time D

b) Lack of materials and resources

¢) Lack of teachers training in ludic pedagogy
d) Classroom management difficulties D

Section Five: Impact of Ludic Pedagogy on Pupils’ Engagement

QI18. In your opinion, which aspects of student engagement would improve the most

through ludic pedagogy?

a) Attention and focus D
b) Motivation and autonomy D
c) Collaboration and social skills D
d) Creativity and problem-solving D

If other, please specify

Q19. Do you think ludic pedagogy helps improve academic performance?

a) Yes D b) No D

Q20. How do you find ludic pedagogy compared to the other traditional teaching methods

in terms of student engagement?

a) Highly engaging D
b) More engaging D
c) Equally engaging D

d) Less engaging D

Q21. How do your students respond to different types of playful learning activities?
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Your collaboration is highly appreciated. Thank You.

Appendix 3: Classroom Observation Grid
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Teacher:

Observer

Subject Matter of the Lesson:
Rating Scales: Obs: Observed

Session n°:
Date:
Time:

N.Obs: Not Observed

Aspect Indicators Obs N.Obs
Classroom The physical setting
Environment The seating arrangement
Type of activity Name of activity

The Implementation
of Ludic activities

Aspect

Indicators

Obs N.Obs

Teacher’s Roles and
Behaviours

a) The teacher controls pupils’ behaviors:

v/ Teacher keeps their attention.
v/ Teacher involves pupils in the lesson.
v/ Teacher is aware of pupils’ needs.

v/ Teacher provides positive

reinforcement.

b) The teacher is able to present Enthusiasm

¢) The teacher communicates effectively

d) Teacher corrects pupils’s errors :

v/ On the spot

v/ Delayed

e) The teacher encourages pupils to use

English

f) The teacher uses different ludic activities

v/ Games

v/ Role plays

v/ Videos and songs
v’ Group work

v/ Pair Work

v’ Storytelling
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v’ Rewards

v/ Other

Comments

Pupils’ Roles and
Behaviours

Positive body language

v/ Eyes on the teacher/ classmates

during the game

v/ Non-verbal response (nodding ,

moving )

Consistent focus

v/ Discussion on topic

v/ Staying in assigned area

Participation

v/ Volunteering appropriately

v/ Willing to discuss and to participate

v/ Asking questions

Pupils’ confidence

v/ Working independently

v/ Expressing ideas and thoughts

v/ Show high self-esteem

Comments

Pupils’ Engagement

How many pupils?

0-25%

25-50%

50-75%

75-100%

Pupils show interest in the activity

Pupils do their best
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Pupils show enjoyment while
playing/performing

Pupils show willingness to take risks

Pupils show physical, mental, and

emotional energy

Comments

Aspect

Indicators

Obs

N.Obs

S N

Ludic Activity 4
characteristics

It is fun, enjoyable and exciting.
It is challenging and Competitive.

It is encouraging, motivating and
engaging.

It lowers anxiety, pressure, and
stress.

It encourages shy students and
introverts.

It is suitable for different learning

styles.

Comments
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Appendix 4: Crosswords
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Appendix 5: Song “Healthy Food”
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Appendix 6: Role play
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.
W 1 play roles
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