
Journal of English Language Teaching and Applied Linguistics 

ISSN: 2707-756X  

DOI: 10.32996/jeltal 

Journal Homepage: www.al-kindipublisher.com/index.php/jeltal  
 

Page | 30  

Using Pick and Speak Board Game to Enhance Pupils’ Speaking Skill 
 

Michelle Ng1   , Faizatul Azira Hassan2 , Aliceson Linda3 , Noor Ashikien Ahmad4   , Melor 

Md Yunus5     and Ashairi Suliman6  

123456Faculty of Education, Universiti Kebangsaan Malaysia, Bangi, Malaysia  

 Corresponding Author: Michelle Ng, E-mail: michellecatherynna@gmail.com 

 

ARTICLE INFORMATION       ABSTRACT 

 

Received: May 09, 2021 

Accepted: June 08, 2021 

Volume: 3 

Issue: 7 

DOI: 10.32996/jeltal.2021.3.7.3 

 

 

English as a Second Language emerges as an essential language to acquire and 

impacts most of the education system. The scenario also requires our young learners 

to master the language to polish their interpersonal and communication skills to 

prepare them for a developing nation. This research aims to study whether using the 

Pick and Speak board game can help enhance speaking skills among primary school 

pupils. The research applied quasi-experimental research to obtain data. 67 Year 3 

pupils from four suburban schools in Sarawak were identified as the research sample. 

The researchers grouped them into high achievers, intermediate and low achievers. 

Pupils were given questionnaires to get their feedback to support the data finding 

from the pre-test and post-test. With the aid of this board game intervention, pupils 

are expected to construct sentences using present continuous tense and describe 

their daily routines orally. The study indicated that using Pick and Speak board game 

impacts pupils' speaking performance, especially in vocabulary and pronunciation, 

followed by grammar and fluency aspects during the learning process. The 

researchers hoped that this board game innovation would benefit both the teachers 

and young learners as the alternative teaching aid to teach and develop their 

speaking skills with grammatical errors free. Most importantly, the Pick and Speak 

board game offers an effective way of improving teaching efficiency, encouraging the 

element of collaborative and competition in a non-threatening environment. 
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1. Introduction 1 

During this global digital era, English has been the language widely spoken in any formal or informal occasion to deliver and 

convey messages. The young generations nowadays are urged to actively enhance themselves in English language proficiency in 

line with the transformation of the 21st Learning Century. Learning to speak English benefits those who understand it, especially 

for gaining knowledge and elevating skills, but also exposes one to career opportunities worldwide. Those people who know the 

language will not face difficulties when they travel to communicate and interact with others from other parts of the world (Garg 

& Gautam, 2015). The opportunity to learn, read, write and speak English is an additional advantage for all. Since many resources 

are available such as the internet, social media, mass media, and reading materials, making the English language much easier to 

acquire. 

 

Nevertheless, learning English as a second language is less easy for those learning it outside of English-speaking countries. 

Erben, Ban & Castaneda (2008) recommend that five principles be considered to create effective dual language learning 

environments and related educational activities. The first principle is that the English Language Learners (ELLs) should be given a 

lot of chance "to read, write, listen to, and discuss oral and written English texts expressed in various ways". The second principle 

is to "draw attention to patterns of English language structure. The third principle is the teachers should give time to the ELLs to 

practice their English effectively. The fourth principle is that ELLs should be given chances to "notice their errors and correct their 

English". The last one is to "construct activities that maximise opportunities for ELLs to interact with others in English" (p. 8). 
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However, speaking skill in the English Language is frequently the most fearful part of dealing with among Malaysian young 

learners in the teaching and learning context. Bueno, Madrid and McLaren (2006) supported by stated that speaking is the most 

difficult skill for language learners. Although the language is learned for so many years, learners found it difficult to speak in real-

life situations when required. Noori and Ng (2013) noted that learners' cognitive and affective parts keep in mind in their 

language learning experience are their beliefs and perception. The past research discovered that there are many worries that the 

students' experience in speaking English. For example, Gopal and Wei (2018) stated that "… fear of making mistakes, fear of 

being laughed at by their friend as they have no idea about pronunciation and grammar that they use" (p. 220). Derakhshan et 

al. (2015) agreed that the inconsistency between class and course goals often holds up their opportunities for authentic practice. 

Speaking in English requires pupils" active participation in the classroom during oral tasks in teaching and learning. Malaysian 

young learners have been exposed to learn the English language for years. Yet, the fact is that there are still many young learners 

in some of the rural and suburban schools who are not able to speak English fluently and being passive in class during the 

English language lesson. Anthony and Abdul (2012) found out that the students have low self-confidence regarding oral 

communication in English. The scenario has become a severe issue as it will affect how they acquire the language well and be 

progressive towards language proficiency. Our Malaysian National Education Blueprint 2013-2025 intends to create a 

transformation to overcome the weaknesses of English language proficiency among graduates. As claimed by the Ministry of 

Education Malaysia (2015), spoken English is a skill that requires urgent upgrading to serve the purpose of national desires and 

to uplift the graduates" employability. 

 

Speaking skills involve pronunciation and social expression and expressing opinions and ideas smoothly and confidently. 

Therefore, the use of integrated teaching materials can help to boost our learners" interest, motivation, confidence and fluency 

in expressing their point of view and ideas through speaking. Because of this speaking skill issue, research has been done 

regarding the use of intervened board game called Pick and Speak as a teaching and learning material to improve pupils" 

language proficiency in constructing sentences orally using Subject-Verb Agreement. Pick and Speak is an editable board game 

that can be both in soft copy and hard copy. According to Chang and Hwang (2019), board games in the language classroom 

can be effective, low-anxiety, and enjoyable for students to learn and practice speaking skills. Board games also develop the 

students' communication strategies that can be ready to apply in their daily lives and global economic purposes. Marzano (2007) 

also points out that "Human beings are typically interested in puzzles and games even though they may be of little consequence 

in terms of long-term goals or deeply held values …" (p. 101). A QR code version has been created to make it convenient to 

apply. Resnick (2007) spelt out that "… the changes in technology all around us can both demand creativity and flexibility to 

adapt, and also provides tools to allow more creative activities" (p. 229). Myhill et al. (2012) emphasized that to assist children in 

familiarizing specific aspects of language for certain effects, it is advisable to clearly and in detail the teaching of English-

language features that apply "discussion, exploration, investigation, and experimentation". 

 

The research aims to study the use of the Pick and Speak board game to enhance speaking skills by taking into account the four 

speaking components: fluency, pronunciation, vocabulary, and grammar among primary school pupils. The study also intended 

to observe whether the use of the Pick and Speak board game can enhance the pupils' speaking skills by practising Subject-

Verb-Agreement in constructing sentences orally. 

 

2. Literature Review  

2.1. Using board game in ESL classroom  

Teaching and learning have rapidly changed in this current world, and 21st-century learning has been emphasized to cater to 

students in this challenging world per se communicative skill. However, students nowadays are lack interest to learn the English 

language in school due to many reasons. According to Larasati et al. (2019), a teacher should attract students‟ interest by 

providing the students with interesting teaching aids during the lesson that will motivate the students to be less anxious in the 

teaching and learning process. Harmer (2016) stated that “Motivation means a kind of drive that encourages somebody to 

pursue a course of action.” The learners will be motivated and interested in learning the English language. Board games will 

usually increase positive feelings among the learners and will improve their self-confidence as well. This is because there would 

be no fear of punishment and criticism while they are practicing the language freely. Chang and Cogwell (2008) stated that 

board games could be an effective and meaningful tool for teaching and learning as long as the board games are aligned with 

the national curriculum and match specific learning objectives. While Schwarz and Braff (2011) stated that learners could learn all 

the language skills better through games. In this context also, vocabulary is one of the important language components that 

should not be forgotten. As agreed by Smith (2006), “Vocabulary teaching, especially in the initial stages of learning, plays a 

crucial role in foreign language learning” (p.4). Further, the previous study by Dewi et al. (2016) also agreed that “…using the 

communicative game as means of instructions improved the students‟ achievement and results of speaking skill” (p. 69). 

 

Meanwhile, Akdogan (2017) stated that games should give many vocabulary inputs for the learners to enhance their speaking 

skills through playing. Aside from that, according to Schwarz and Braff(2011), the benefit of using board games in the ESL 
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classroom is that they promote turn-taking skills among the players, which can help to create a friendly environment that 

includes cooperative learning, friendly competition, fun, creativity, and curiosity. Sujay and Smriti (2016) also believed that 

learners could learn the English language without knowing that they are learning and be less anxious through games. 

 

2.2. Using board games to enhance speaking skill performance among student  

The proper technique that involves students in the classroom activity can create a communicative classroom that supports the 

improvement of speaking ability. According to Azzahroh (2015), by applying the students in classroom activities, they can build 

interactive activities like talking to each other using English, the target language. One of the communicative activities that the 

students can implement is by using a board game. As stated in Azzahroh (2015), the term "board game" can be defined as a 

game that involves counters or pieces moved or placed on a pre-marked surface or "board", according to a set of rules. Thus, 

Azzahroh (2015) agreed that in using games to teach, the students would be able to get other functions of games besides 

mastering speaking skills. According to Mayer and Harris(2002), board games can help students gain various life skills, including 

authentic experience, student engagement, social and life skills, and higher-order thinking. In the context of teaching speaking 

through a board game, Azzahroh (2015) also reviewed Rahmawati's (2012) thesis, "Improving the Fourth Grade Students' 

Speaking Skill through Board Game". Rahmawati(2012) concluded that teaching English through board games was reasonable 

and improved the students' speaking skills.  The results of the study by Rahmawati (2012) also showed that the use of board 

games in combination with applying various media in the presentation, using songs, using classroom English and conducting 

listening activities was also able to improve students" speaking skills (Azzahroh, 2015). 

 

Yunus (2007) also had done one study on the effects of the board game on the speaking ability of low-proficiency ESL Learners. 

The board game "What Say You" had been implemented in their study. The results from the experimental and control groups 

showed a significant difference in the pre-and post-treatment speaking test scores. Their research also showed the speaking 

performance of the experimental group revealed significantly higher scores. Yunus (2007) also stated that initially hesitant and 

passive students were more willing to speak and present and justify their ideas more confidently compared to the control group 

after the treatment. Besides, in the research findings, Cut et al. (2016) showed that using a board game can im-prove speaking 

skills for the students. They have assumed that board games improve speaking components (vocabulary, fluency, grammar, and 

pronunciation). Thus, playing a board game is one of the helpful techniques that can enhance students' speaking skills is one of 

the helpful technique that can enhance students' speaking skills. 

 

2.3. Application of technology along with board game (digital board game)  

As stated by Yunus and Suliman (2014), "ICT supports the modern principles of learning and language acquisition" (p.6). The 

digital board game as a teaching aid is very convenient if it is portable and can be taken everywhere. The usage of the digital 

board game is relevant to create and sustain teaching and learning among students inside and outside the classroom. At 

present, digital board games, for instance, mobile board games, can be downloaded from various applications available in the 

Google play store for Android users and Apple Apps store iPhone (iOS) users. As sup-ported by Zulkhairi et al. (2010, as cited in 

Halili & Sulaiman, 2018), board game inspires children of various age groups to collaborate as they need to do all the time in 

their life. Thus, by having digital board games downloaded and installed via a computer or mobile phone, parents with the child 

can collaborate to solve the board games on the devices. In a way, it strengthens the bonding between them while enjoying the 

moment within a relaxing environment. Cheung and McBride(2017) found that children in the "Game with parent training" group 

improved more than children in the "Game without parent training" group on all four outcome measures (rote counting, 

numerical identification, mathematics interest, and addition) after a 4-week intervention. Each intervention included two 15-

minute sessions per week as set by the researchers. Other researchers, Yong and Yeo (2016), also claimed that when there are 

more people involved, more positive emotions are produced, which will encourage the play and thus lead to creating an even 

more positive feeling. According to Putri(2018), a board game could help students improve their speaking skills. Results showed 

significant differences in speaking skills among the students after being taught using board games. 

 

According to Ali et al. (2017), "Technology will not only help us to design better games but will also allow us to create effective 

new learning opportunities and tools" (p. 1). At the same time, most digital board games can encourage students to think 

strategically by requiring them to plan a strategy while playing. It correspondingly helps to boost one's patience besides 

focusing on developing techniques and goals.  Some games take hours to complete. To do so, one needs to remain patient until 

the end of the game (Hall, n.d.). Bologna (2019) suggested that playing board games is an alternative way to learn to build 

rapport with everybody. In other words, playing board games help to develop emotional intelligence among the players. 

Throughout playing the board games, the players will learn to be aware of their feelings and have self-control on words and 

actions that might hurt others. Subsequently, it would turn up to be a valuable process of lifelong learning, especially when it 

comes to learning and acquiring language along the way while playing the board game. 
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2.4. Benefits of using ICT  

Yunus et al. (2013) mentioned that students would open up to more learning opportunities to learn the language using ICT. A 

study by Yunus and Azman (2019) also showed that ICT could help develop the teaching and learning process. By integrating 

board games with technology, the teacher can edit the board game by inserting and changing the words, pictures, and grammar 

items to suit the pupils' learning needs. It makes even more sense if existing teaching and learning use either of these 

educational applications to make even monotonous and complex grammar parts more exciting and related to the learners, 

particularly the young ones (Zander, 2019). Another benefit of using ICT in the teaching and learning process is that Chaudari 

(2013) stated a change from a traditional authoritative role to a facilitator, whereby teachers will only facilitate the whole process 

while the learners will be more independent responsibility for their learning. Language teachers also could provide individual and 

personalised guidance to the learners. Language learners could also benefit from using a few media audio, videos, authentic 

contents, and real-world experiences with different learning styles. 

 

A QR (Quick Response) code and soft copy version are available to make it more fun learning, whereby the board game acts like 

a chess mat. As stated in Petrova et al. (2016), “QR codes can be created easily and cheaply, often at no cost”. For that reason, QR 

codes can save teacher‟s time, save space and expose the learners to applications. Bakla (2018) also agreed that both teachers 

and learners could quickly generate the QR code without much practice. Hence, the QR code can be an application that 

promotes active learning in the classroom. As revealed in a study by Rikala and Kankaanranta (2012, as cited in M. Specht et al., 

2012), the learners were eager and motivated to learn and use the QR codes. The study found that the QR codes could draw 

their attention to the lesson since the codes support learning and allow learners to be independent and cooperative in the 

learning process. Besides, the QR codes should support the learners to access the information independently. It could be a 

handy tool for teachers to teach language as they could share answers, new words, pronunciations, audios, videos, videos, 

spelling, and more information. Therefore, the QR code is an essential element to be developed in the board game to initiate 

21st-century learning in the classroom. 

 

2.5. Challenges faced in using ICT  

Although ICT has many benefits to be implemented in the classroom, there are also challenges in using ICT. As for the schools 

with no access to the Internet could have difficulty integrating the technology in using the board. As Yunus et al. (2009) stated, 

many factors challenge the students in the process to learn a language, and one of the factors is the school environment. The 

school environment must be conducive and equipped with facilities that can provide long-term learning resources to smooth 

teaching and learning. However, most rural areas have inadequate facilities such as computer labs, internet coverage, and a 

netbook. The main issue is that students are not allowed to bring smartphones to school. Therefore, this will be a hindrance to 

use ICT in the classroom. Furthermore, there is a time constraint for setting up the projector, which causes the students to lose 

interest in language learning. 

 

Due to specific issues, it would be more challenging for rural school teachers and students to integrate ICT in teaching and 

learning. There is still a digital gap of limited computer literacy in students from indigenous, lower socio-economic or 

regional/rural backgrounds (Hyndman, 2018). In terms of organizational aspects, most of the students in rural schools are lack 

interest and expertise in integrating ICT. There is no urge to develop in ICT due to the low quality of the internet services 

provided by the communication service centre. Most of the private sectors also lack interest in developing and maintaining ICT 

in rural areas since it is cosy, long-distance to approach, and the risk of losing profits. 

 

According to Schmitt (2010), the rural community faced problems and challenges mainly regarding the limited infrastructures, 

unaffordability to buy ICT equipment, lack of knowledge, skills, and training in using the ICT tools. Zulkhairi et al. (2010) stated 

that literacy and broadband penetration rates are still low in less than one per cent in rural areas. This condition shows that both 

the cellular and Wi-Fi internet coverage in rural areas is still in abysmal performance. Subsequently, it can easily demotivate the 

teaching and learning concentration among the whole community surrounds. Moreover, despite recent attempts to incorporate 

ICT into classrooms, many families still do not know about using ICT resources in their everyday lives, especially in rural areas. 

Not all households have routine use of computers and Internet facilities (Ghavifekr et al., 2016). Therefore, the authorities hope 

to help provide better equipment to expand ICT use in the future, especially in rural areas. 

 

3. Methodology  

3.1. Research Design 

This research applied the quasi-experimental research design. According to Cook and Campbell (1979), quasi-experimental 

research implies manipulating an independent variable without the random assignment of participants to conditions or orders of 

the states. This research aims to study the impact of using the Pick and Speak board game in enhancing speaking skills among 

primary school pupils, and thus, the data collection was done quantitatively. The use of the Pick and Speak board game is the 

independent variable (X) of the research; meanwhile, the speaking skill performance is the dependent variable (Y). Therefore, the 
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speaking skill performance score was used to indicate that the use of the Pick and Speak board game can enhance pupils’ 

speaking skills. 

Table 1. Pretest-posttest design 

 

 Pre-test Post- test Treatment 

Participants A O X 

 

Information of Table 1: 

A : Speaking Pretest 

O : Class treatment with ‘Pick and Speak’ board game 

X : Speaking Posttest 

 

3.2 Research Sample 

Four teachers from four National Primary Schools in suburban Sarawak, Malaysia, conducted the research. The schools are SKT, 

SKF, SKL, and SKH. Those teachers had encountered a similar problem among the pupils who are lacking proficiency in speaking. 

This study employed purposive sampling to select the research participants.  According to Fraenkel, Wallen, and Hyun(2012), the 

researchers rely on their judgment to choose a sample, unlike convenience sampling. It will also provide necessary data as 

required based on their past knowledge, known as purposive sampling. There were 67 participants of Year 3 pupils from the four 

schools involved in this research; without any controlled group. The level of proficiency of the participants in this research was 

from low to high. It will also provide necessary data as required based on their past knowledge, known as purposive sampling. 

There were 67 participants of Year 3 pupils from the four schools involved in this research; without any controlled group. The 

level of proficiency of the participants in this research was from low to high. 

 

3.3 Research Instruments 

The instruments used in this research were pre-test, post-test, and questionnaire. The pre-test, which consists of five questions, 

was given before the treatment and followed by three intervention sessions. Meanwhile, during the last intervention session, the 

post-test was administered. In addition, the students were given questionnaires after the treatment. Followed this, a post-test 

has been undertaken to obtain feedback on the Pick and Speak board game. The questionnaire, adapted from Kementerian 

Pendidikan Malaysia (n.d.), consisted of five items with the scale from 'A little', 'Okay' and 'Very Great'.  The information was 

gathered, analyzed, and presented using percentages. 

 

3.4 Research Procedures 

This study was conducted within two weeks, which was twice a week during the English Language lesson. According to the 

Ministry of Education's guidelines, the duration for each lesson was one hour. The researchers conducted four lessons specifically 

for this study.  

 

For the planning stage, analyzing pupils' learning problems by considering the need to overcome the problem has been done 

and later transferred in the problem statements. A determined target group and the duration to conduct the study were also 

included during this stage. During the designing stage, several drafts of samples for the board game, consisting of lists of 

targeted vocabularies (action verbs), were created via discussion among the four teachers. The researchers decided the primary 

source of the vocabularies taken from the current Year 3 CEFR-aligned curriculum textbook entitled 'Get Smart' and the 

curriculum syllabus. 

 

The board games are available in two formats: manual and digital (Microsoft Power-Point). The next step was developing the 

lesson plans. The teachers-in-charge (researchers) introduced sentence structures and verbs to the pupils during the first lesson. 

The researchers performed the implementation on the intervention stage during the second, third and fourth lessons. During the 

second lesson, the manual board games were introduced as a practice stage to prepare the pupils to play the digital version, 

which they managed to do during the third and fourth lessons. The second and third lessons were the treatment stage applied in 

this research. The post-speaking test took place during the fourth lesson, followed by handed out the questionnaire after that 

lesson. 

 

The data gathered through the test were classified, organized, tallied and tabulated. Then, the researchers treated the data to 

answer the research objective. The overall score and percentage were calculated based on the four speaking components for the 

speaking pre-test and post-test. For the questionnaire result, the data - presented using percentage, gained from collecting the 

total marks of the feedback on the Pick and Speak board game from the participants based on the three criteria: A Little, Okay, 

and Very Great. 
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3.4.1 Procedures to play the game 

(A) Manual version (board) 

i. Players play in minimum with 2 persons or groups of 5 (according to their proficiency levels). 

Set A: Advanced, Set B: Beginner). 

ii.  Players review the vocabulary lists needed to playthe game.  

iii. Players take turn to pick the ice-cream stick (question number) and then construct sentences using the words or 

pictures given. For example - I am dancing. 

iv. Players check their answers using the cue cards provided and award marks as followed: 

 

▪ 5 marks – Subject + Verb 

▪ 10 marks – Subject + Verb + Agreement 

▪ 0 mark – Not answering or inaccurate answer 

 

(B) Digital version (MicrosoftPowerPoint) 

i. Click the ‘Pick and Speak Game’ application. 

ii. Players select the board: Set A (Advanced), Set B (Beginner) 

iii. Players review the vocabulary lists needed to play the game.  

iv Players click on the question number and provide their answer orally based on the clues (pictures/words) that appear  

    on the screen. 

v.Players check their answers using the cue cards provided and award marks as followed: 

 

• 5 marks – Subject + Verb 

• 10 marks – Subject + Verb + Agreement 

• 0 mark – Not answering or inaccurate answer 

 

3.4.2 Procedures of conducting the research  

Step 1 : Introduction of the structure of Subject-verb Agreement (SVA). 

Step 2 : Pupils were given pre-test before the treatment.  

Step 3 : In groups, pupils were playing the manual ‘Pick and Speak’ board game during the first session of the  

               treatment. 

Step 4 : Individually, pupils took turns to play the digital “Pick and Speak’ board game during the second and third  

              session of the treatment. 

Step 5 : Pupils were given post-test after the treatment. 

 

Figure1.Introduction to SVA structure. 

 

 
 

Figure 2 : Pre-test 

 

 
 

Figure 3 : Playing manual version of ‘PickandSpeak’ board game 
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Figure 4 : Playing digital version of “Pick and Speak’ board game 

 

 
 

Figure 5 : Post-test 

 

 
 

4. Findings and Discussion  

The first part of the findings presented the progress of each criterion analysed during the speaking pre-test and post-test. The 

second part of the findings reported the feedback gained from the pupils about the Pick and Speak board game through a 

questionnaire. 

 

4.1. Progress of each criterion analysed during the speaking pre-test and post-test. 

 

Table 2. Overall result for speaking skills 

 

Pre-test 

score 

Score Percentage 

(%) 

Post-test 

score 

Score Percentage 

(%) 

Improvement 

Percentage 

(%) 

Fluency 155 46.3 Fluency 190 56.7 10.7 

Pronunciati

on 

175 52.2 Pronunciat

ion 

227 67.8 15.5 

Vocabulary 176 52.5 Vocabular

y 

231 69.0 16.4 

Grammar 171 51.0 Grammar 210 62.7 11.6 

 

Table 2 illustrates the overall result for the speaking skill that involved the four schools. To evaluate the speaking skill, the 

researchers focused on four criteria: fluency, pronunciation, vocabulary, and grammar. During the pre-test and post-test, the 

participants' speaking abilities were assessed using five questions. The data, shows that all the participants showed improvement 

after the implementation of the board game. There is an increment of 10.7 % (35 scores) for the pupils' fluency, followed by 11.6 

% (39 scores) in terms of pupils' grammar. In Yunus (2007) research findings, they have stated that board games are a powerful 

tool when used purposefully although students may not demonstrate uniform improvement in their scores. However, in their 

research, one improvement was in the student's fluency when carrying out the task set in the post-test. Thus, the board game is 

also helping in improving students' fluency in speaking skills. For the pupils' pronunciation, there is an increment of 15.5 % (52 

scores). Cut, Bustami and Chairina (2016) also had done a quantitative study about a board game to develop students' speaking 

skills. In terms of pronunciation, a survey by Cut, Bustami and Chairina's (2016) result showed that hypothesis testing of the 

students' pronunciation performance is significantly improved. They had concluded that the technique improved students' 

speaking skills in the target language and their accuracy. 
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The above findings show that there is a 16.4 % (55 scores) increment in the participants’ vocabulary after the implementation of 

the board game, which made it the highest criterion acquired by the participants among the four criteria. Smith (2006) claimed 

that vocabulary teaching, mainly in the initial stages of learning, plays a crucial role in foreign language learning. Therefore, the 

findings show that this Pick and Speak board game has helped the participants improve their vocabulary knowledge. The 

previous study by Dewi, Kultsum and Armadi (2016) also agreed that using the communicative game as a way of teaching 

increased the achievement of the students and the outcomes of speaking abilities (p. 69). Moreover, Akdogan (2017) believed 

that games could provide learners with many vocabulary inputs to develop their speech skills through play. The learners do not 

need to work hard to memorize the vocabulary. Instead, the learners can comprehend the vocabularies by relating them to their 

contexts by playing the board game. Hence, this technique could enhance their vocabulary acquisition, motivate and provide 

enjoyable learning for the learners. 

 

4.2. Feedback gained from the participants about the Pick and Speak board game 

 

Table 3. Participants’ feedback on the impact of the board game 

 

Statements A little 

 

Okay Very 

Great After playing the board game, I know how to: 

a. Say what I’m doing now  

 

3 

 

28 36 

b. Say what other people are doing  

 

8 

 

29 30 

c. Talk about different activities  

 

15 

 

19 34 

d. Talk about jobs to do in the house  

 

9 

 

17 41 

e. Construct at least 3 correct sentences by using  

  verb with ‘ing’  

 

8 21 38 

Total answers   43  114 179 

Percentage (%) 12.8  34.0 53.4 

 

Table 3 illustrates the data collected from the questionnaires.  The researchers used five statements (items) to get feedback from 

the participants on the impact of the board game on them. The feedback gathered was rated using the category 'A little', 'Okay' 

and 'Very Great'. A total of 43 (12.8 %) responses agreed with the item in the category of 'A little,' 114 (34.0 %) responses agreed 

with the item in the category of 'Okay,' and 179 (53.4 %) responses agreed with the item in the category of 'Very Great.' The 

agreed statement showed that 53.4 % of the participants could fulfill the criteria as stated in the information above. 41 

participants or 61.2% have decided that they could talk about jobs in the house after playing the board game, followed by 38 

(56.7 %) of them stating that they could construct at least 3 sentences using verbs with 'ing'. 

 

The data above shows that the board game's implementation had brought positive feedback in enhancing the participants' 

speaking performance. Indirectly, integration of ICT – implementing QR code and digital version of the Pick and Speak board 

game is also viewed as beneficial techniques that lead to the participants' intrinsic motivation to speak and hinder their fear of 

making mistakes while playing the board game. Yong and Yeo (2016) claimed that "The more people play, the more positive 

emotions are generated, which in turn makes play easier and thus helps to generate even more positive emotion" (p.214). As a 

result, the researchers found out that 53.4% of participants have confidently claimed that they felt 'Very Great' as they agreed to 

the five items shown above. Putri's (2018) study also discovered a similar result where there was a significant difference in 

students' speaking skills after being taught using the board games, whereby she also concluded that board game could be used 

to improve students' speaking skills. 

 

5. Conclusion  

The research employed a quasi-experimental research design to study whether the use of the Pick and Speak board game can 

help in enhancing speaking skills among the primary school pupils based on the four speaking components as mentioned earlier 

namely vocabulary fluency, pronunciation, and grammar.   

 

After applied the board game in language learning, the finding shows that using Pick and Speak board game can enhance the 

pupils’ speaking skills based on some increment showed during the post-test, especially on the vocabulary knowledge. Besides, 
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the use of the Pick and Speak board game also had shown a significant impact on their fluency, pronunciation, and grammar 

(Subject-Verb Agreement) during the learning process. It is believed that this game is a helpful material to enhance pupils’ 

speaking skills in the long run if the pupils keep practicing and utilizing the board game in their learning.   

 

To conclude, Pick and Speak board game can enhance pupils’ speaking skills and teach grammar items such as Subject-Verb 

Agreement. For further research, other researchers can use board games to analyse the enhancement of speaking skill by using 

different grammar items and apply other interesting technology integration in the language learning classroom. This study has 

two limitations: the possibility of QR-code ineffectiveness and time constraints. The manual version of the Pick and Speak board 

game includes a QR code. However, it is only useful in schools that do not have access to the internet and for those who do not 

have a compatible mobile phone. Researchers could probably invent cue cards to replace the clues that appear on the mobile 

phone’s screen when we scan the QR-code in the future. Our goal is to get them to speak and actively learn to construct the 

Subject-Verb-Agreement sentences besides the main vocabulary. Replacing the QR-code with cue cards will pique their interest 

in learning meaningfully. Another limitation would be the study’s time constraints. The study was completed in two weeks, 

according to the research procedure section (refer 3.4). Thus, in future research, the researchers could extend the time spent 

playing the board game by modifying some items (illustrations and vocabulary) to ensure that the pupils actually practice their 

speaking skills. It is hoped that Pick and Speak board game can be multipurpose teaching aids for ESL teachers to teach 

grammar items and increase pupils’ proficiency, confidence level and motivation to tell oral stories and give speeches 

spontaneously. 
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