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ABSTRACT
This study explored the effectiveness of the game Snakes and Ladders as a tool for improving the
oral skills of Al-level English as a Foreign Language (EFL) students at a public school in Carchi,
Ecuador. The main objective was to determine whether the game promoted oral participation,
vocabulary use, and fluency in an interactive classroom setting. The intervention focused on
personal information and basic vocabulary, incorporating oral activities such as asking and
answering simple questions during the game. This study adopted a mixed-methods approach,
integrating quantitative and qualitative methods. Data collection included a pre-test, a post-test,
assessment rubrics, and self-assessment surveys administered to students to evaluate linguistic
progress and affective variables. The results showed a notable improvement in students' oral
expression skills, particularly in fluency, vocabulary production, and active participation.
Furthermore, the students demonstrated increased motivation and confidence during oral
expression activities. Therefore, the Snakes and Ladders game created a pleasant, low-stress
environment, which encouraged spontaneous language use and interaction among the students.
Overall, the results supported the integration of gamified strategies into elementary school
English as a Foreign Language classrooms as a practical approach to fostering communicative

competence and positive learning experiences.

Keywords: elementary school students, EFL, gamification, snakes and ladders, speaking
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RESUMEN

Este estudio exploro la eficacia del juego Serpientes y Escaleras como herramienta para mejorar
las habilidades orales de los estudiantes de inglés como lengua extranjera (EFL) de nivel Al en
una escuela publica de Carchi, Ecuador. El objetivo principal fue determinar si el juego promovia
la participacion oral, el uso del vocabulario y la fluidez en un entorno de clase interactivo. Se
utiliz6 una intervencion en el aula centrada en el tema de la informacion personal y en el
vocabulario basico, que incorpord actividades orales, como formular y responder preguntas
sencillas durante el juego. La presente investigacion adopté un enfoque mixto, integrando
métodos cuantitativos y cualitativos. Para la recoleccion de datos se utilizaron una prueba previa,
una prueba posterior, rabricas de evaluacion y encuestas de autoevaluacion dirigidas a los
estudiantes, con el propoésito de evaluar el progreso lingiiistico y las variables afectivas. Los
resultados mostraron una mejora notable en la capacidad de expresion oral de los alumnos, en
particular en la fluidez, la produccién de vocabulario y la participacion activa. Ademas, los
estudiantes evidenciaron una mejora en su motivacion y confianza al participar en actividades de
expresion oral. De este modo, el juego de Serpientes y Escaleras proporciond un ambiente
agradable y de baja ansiedad, lo que favorecio el uso espontaneo del lenguaje y la interaccion de
los estudiantes. En general, los resultados respaldaron la integracion de estrategias gamificadas
en las aulas de inglés como lengua extranjera de primaria como una estrategia practica para

fomentar la competencia comunicativa y las experiencias de aprendizaje positivas.

Palabras clave: estudiantes de educacion primaria, EFL, gamificacion, juego de

serpientes y escaleras, habilidades orales
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INTRODUCTION

One of the most essential aspects of learning English for EFL primary school students is
speaking, as it plays an important role in building confidence, facilitating practical
communication, and enhancing the development of other language skills. According to Babiker
(2018), speaking is a productive skill that involves producing speech sounds. It is the interactive
process of constructing meanings that involves producing, receiving, and processing information.
Additionally, Kehing et al. (2021) highlighted that speaking practice helps consolidate vocabulary
and grammar acquired through reading and writing, thereby developing a more comprehensive
language-learning experience.

However, speaking remains a significant challenge for teachers and students, especially
in countries where English is taught as a foreign language (Alvarez et al., 2024). According to
Yan et al. (2024), in contrast to receptive skills such as reading and listening, oral abilities require
learners to produce language in real time while simultaneously addressing grammar, vocabulary,
fluency, and pronunciation. This integration requires not merely cognitive development, but also
emotional, interpersonal, and linguistic competencies, making speaking one of the hardest skills
to master (Ambawani et al., 2025).

In this context, games have emerged as an effective instrument for fostering motivation,
participation, and language use in the classroom (Cruz & Suarez, 2019). It is a widely played
activity that helps students learn the language (Hayuningtyas, 2022). One notable game that has
attracted attention in EFL classrooms is Snakes and Ladders, an instructional game designed to
help students practice speaking quickly. Therefore, students' speaking skills can potentially be
enhanced through the use of Snakes and Ladders as they experience increased enthusiasm and
enjoyment in class, creating a learning environment that encourages greater activity and
interaction (Taka, 2019).

In Ecuador, the Ministry of Education has implemented an English-as-a-Foreign-
Language curriculum that aims to "support the policy of developing citizens in Ecuador who can
communicate effectively in today's globalized world" (Ecuadorian Ministry of Education, 2016,
p- 2). This curriculum establishes that pupils should reach an English proficiency level aligned
with the Common European Framework of Reference for Languages (CEFR) for their grade, from
Al to B2. It is expected that graduate students have an exit profile at the B2 level. To achieve
this, the core principles of the Ecuadorian EFL Curriculum (2016) demanded the development of
communication skills and the conception of the student as the center of education. While this
policy effort emphasizes communicative skills, many Ecuadorian schools remain rooted in
traditional approaches and rely on textbook-based methods that offer minimal opportunities for

speaking (Benalcazar & Ortega, 2019). Consequently, learners often struggle to express
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themselves orally in English due to limited exposure to the language both inside and outside the
classroom.

Several studies have shown that many students experience difficulties with oral
communication in learning English (Bravo et al., 2019). For instance, educational authorities have
analyzed the effectiveness of English in the current situation, especially within public institutions
(Sevy et al., 2020). This outcome underscores the need to adopt and implement innovative
teaching methodologies, such as games like Snakes and Ladders, to increase student participation
and improve their oral English skills (Rismasari et al., 2025).

While many researchers have examined how communicative activities affect the
development of speaking, few have specifically focused on using traditional games like Snakes
and Ladders to encourage oral language acquisition in EFL environments. Ochoa and Cabrera
(2016) agreed that there are many benefits to using dynamic, participatory activities as
motivational learning techniques that help improve oral skills. Nevertheless, these board games
have not been fully exploited, especially in Ecuadorian primary schools (Chuquitarco, 2024).
Moreover, most current research focuses on the progress of adolescent and adult students, leaving
a significant gap in the development of younger students in the use of these game-based strategies,
which aim to improve oral expression skills (Hikmawan et al., 2023).

Given that oral expression is often the most neglected of the four language skills in
classrooms for young learners (Al-Sobhi & Preece, 2018), incorporating a fun, student-centered
activity such as Snakes and Ladders can help educators and students overcome or improve their
oral skills. Therefore, this study aims to examine the effectiveness of the Snakes and Ladders
game as a teaching tool for improving primary school students' oral skills. Specifically, it seeks
to determine whether applying this game in the classroom enhances their confidence in expressing
themselves, using appropriate vocabulary, constructing complete sentences, and participating
more actively. Consequently, the relevance of this study lies in its focus on the common
difficulties EFL primary students face in developing speaking skills, including limited practice
opportunities, teacher-centered instruction, and affective barriers such as anxiety and fear of
making mistakes. To accomplish the aim and objective of this research, the following research
questions were established:

RQ1: How effective is the Snakes and Ladders game in developing speaking skills in
EFL students at the Al-level learning English as a Foreign Language?

RQ2: How do Al-level EFL students perceive their learning experience using the Snakes
and Ladders game to improve their speaking skills?

Literature Review
Gamification

Gamification in education has become an innovative strategy to transform traditional

learning experiences into more interactive and motivating experiences for students. According to
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Shoubashy et al. (2020), gamification is a ludic strategy that uses game-like elements across
different environments to create game-like experiences, thereby promoting activities and
behaviors. Gamification not only captures students' attention but also creates environments and
conditions conducive to learning, facilitating understanding through rapid, constructive feedback
cycles (Surendeleg et al., 2014).

According to Shoubashy et al. (2020), gamification has been understood in three
fundamental approaches: the first is the use of game design components in non-game
environments. Besides, this definition relates to two distinct activities: paidia, which refers to
spontaneous, free behavior, and /udus, which involves a game with precise rules, objectives, and
outcomes. On the other hand, the second approach defines gamification as a voluntary and
enjoyable activity, known for its uncertain character, disconnected from the real world, lack of
tangible productivity, and its function based on pre-established rules; finally, the third approach
understands gamification as a process that enriches the gaming experience through the
implementation of a system that promotes the creation of value by the user. Thus, gamification
has been employed not only to strengthen each student's personal motivation across different
contexts but also to shape students' behavior toward specific or desired activities (Mérell, 2022).
Snakes and Ladders Game

Snakes and Ladders is an ancient Indian Board game regarded today as a worldwide
classic game. Two or more players play it on a game board with numbered, gridded squares; some
"ladders" and "snakes" are pictured on the board, each connecting two specific squares (Annex
3). Thus, the main objective of the game is to navigate one's game piece from the start (bottom
square) to the finish (top square), helped or hindered by ladders and snakes, respectively (Golchai
etal., 2012).

According to Prabantari et al. (2017), "the elements used for playing snakes and ladders
are the snakes and ladders board, a dice, question packs, and playing pieces or tokens" (p.4). The
Snakes and Ladders game is ideal for teaching vocabulary to elementary students; it can be fun
and active, helping them learn and engage with the material. The teacher can use it as a tool for
practicing vocabulary across any content area (Naharuddin & Megawati, 2018).

Speaking Skills

One of the main skills that students must acquire when learning English is speaking.
According to Babiker (2018), "speaking is the productive skill that refers to the production of
speech sounds. It is the interactive process of constructing meanings that involve producing,
receiving, and processing information" (p. 139). On the other hand, Marjonet et al. (2020) argued
that speaking skills depend not only on communication but also on the use of a linguistic code,
adequate vocabulary, and proper pronunciation in specific situations. That is why several

components influence speaking communication, such as fluency, vocabulary, grammar, and

pronunciation.
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According to Jong et al. (2012), speaking fluency is understood as the speaker's ability to
produce speech fluently, quickly, and automatically, even under time pressure. Also, vocabulary
learning is essential for language proficiency, and vocabulary instruction must be approached
systematically, explaining meaning, form, and appropriate use in context to enable understanding
and accurate, fluent expression (Nation, 2005). Furthermore, grammar is necessary because it
provides the rules that organize words, sentences, and messages, giving them understandable
meaning when spoken (Kusumawardani & Mardiyani, 2018). Likewise, pronunciation is crucial
in speech and integrates individual sounds, rhythm, accentuation, and intonation, which facilitate
effective oral communication (Burns & Seidlhofer, 2019).

Applying Snakes and Ladders in EFL Contexts

Gamification constitutes an alternative instructional strategy for teaching EFL learners.
"English as a Foreign Language (EFL) is a term used to describe the study of English as a foreign
language in a non-English speaking country" (Zhang & Hasim, 2023, p. 2). According to Waer
(2021), the implementation of gamification in EFL environments is very effective, as it can
enhance content retention through motivation, participation, and achievement satisfaction; thus,
it is ideal for teaching and strengthening vocabulary learning, as this is crucial within the
communication skills in the mastery of a language. Research by Zhang and Hasim (2023) found
that gamified inverted classrooms were favorable for both teachers and students, as they were
motivating, engaging, effective, and useful for learning, though they also posed certain
challenges. From a teaching perspective, this approach strengthened engagement and increased
motivation, as well as skills, confidence, and self-regulation in the learning process.

Hutama and Khoiriyah (2024) conducted a study with second-grade students in
Indonesia, using the Skanes and Ladders game. They found that using this game helped students
improve their comprehension and vocabulary. According to Naharuddin and Megawati (2018),
the Snakes and Ladders game is effective in strengthening students' vocabulary. They believe that
teaching English to young students requires creative, dynamic approaches and that it is essential
to use appropriate teaching resources to motivate students throughout the learning process.
Furthermore, a study by Azizah et al. (2025) found that Snakes and Ladders is an effective
resource for strengthening oral expression skills, as it promotes active participation and increases
students' confidence.

MATERIALS AND METHODS

Research Design and Methodology
A quasi-experimental mixed-method design was applied in this study. It involves both
quantitative and qualitative approaches, collecting, analyzing, and interpreting data within a

single study that investigates the same underlying paradigm (Carlisle et al., 2023). According to

Creswell et al. (2018), qualitative data is defined as information collected in the form of words,
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personal experiences, images, cultural texts, and observational data, aimed at understanding
participants' perspectives, and quantitative data is the information that can be quantified and
analyzed statistically, used to describe and determine patterns and relationships among variables.
The game was adapted according to the teaching purpose (Annex 3). Therefore, quantitative data
were collected through pre- and post-tests to validate the effectiveness of the Snakes and Ladders
game during development and to measure students' satisfaction with game-based learning during
implementation. Moreover, qualitative data were collected through a speaking survey that
explored students' perceptions of the Snakes and Ladders game's effectiveness in enhancing their
speaking skills.

Participants and Research Context

The research was conducted at a public primary school in the Highland region of Carchi
Province, Ecuador. The participants, aged 11-12, are taught English as a Foreign Language in
three 45-minute weekly lessons. The participants included 20 seventh-grade students (7 females
and 13 males). The learners were selected using a convenience sampling technique, which,
according to Taherdoost (2016), involves selecting participants based on their availability,
accessibility, and ease of contact. The students' diverse language abilities provide valuable
insights into the effectiveness of using the Snakes and Ladders game in enhancing oral
communication. The study was carried out in students' regular classroom settings, allowing them
to engage in the activities in a natural, comfortable environment that helped foster authentic
responses, interaction, and confidence during the game's implementation.

Research Instruments
Speaking evaluation rubrics for pre-test and post-test (Annex 1)

Rubrics are conceptualized as effective formative assessment tools for managing the
assessment process (Robertson et al., 2022). In addition, they are defined as versatile and
objective matrices that can be used in various ways to assess and monitor students' work (Crespo-
Cabuto et al., 2021). This tool allows each category to be evaluated under an assessment criterion,
with specific descriptions and precise indicators, designed in a double-entry matrix. It facilitates
the evaluation of observed performance and presents levels of progression based on the student's
ongoing achievements (Brookhart, 2018). This rubric is based on four assessment criteria:
fluency, vocabulary, grammar, and pronunciation. Each criterion is scored on a scale of 1 to 4,
with a maximum total score of 16. The rubric was aligned with the CEFR A1 speaking descriptors
and reviewed for developmental appropriateness. It enabled standardized comparison of oral
performance over time.

Speaking Survey (Annex 2)
According to Gul (2023), a survey is the collection of information from a sample of

individuals through their responses to structured questions. This sort of study allows for a variety

of methods for selecting participants, using various instruments, and collecting data (Cohen et al.,
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2014). A speaking survey was the primary instrument for collecting students' perceptions of the
Snakes and Ladders game's use in developing speaking skills. It includes 10 items grouped into
several aspects of oral performance: confidence, fluency, vocabulary, pronunciation, grammar
use, listening comprehension, interaction, motivation, participation, and general perception. A
four-point Likert scale (Strongly Agree, Agree, Disagree, Strongly Disagree) was used to measure
students' responses. Expert suggestions were incorporated to refine the indicators and better align
them with the characteristics of Al-level students.

During the intervention, qualitative data were collected and analyzed through students'
perceptions and classroom observations. The results showed that students felt more motivated and
less anxious when speaking English through the Snakes and Ladders Game activities. Learners
agreed that the game made speaking practice more enjoyable and interactive. Moreover, a
significant increase in spontaneous participation and peer interaction was observed during the
classes. These qualitative findings provide evidence of the game's effectiveness as a pedagogical
strategy for enhancing oral communication among primary students. Descriptive statistics were
used to analyze the quantitative data gathered from the speaking survey. The findings revealed a
noticeable improvement in learners' speaking proficiency after the Snakes and Ladders game was
applied.

Intervention Procedure

This study was conducted over 4 weeks, comprising 12 classes of 40 minutes each.
During the first six classes, the students engaged in various activities based on the topic “Talk
About Yourself,” asking and answering related questions. Then, a pre-test (Annex 1) was applied
to evaluate the students' initial speaking performance. After this stage, the Snakes and Ladders
Game on the topic "Talk About Yourself' was implemented across four classes. The class
consisted of 20 students, organized into five groups of four. Each group received a die and a
colored counter (red, blue, green, or yellow) to play on a board numbered from 1 to 50 that
contained 32 questions about personal information, such as family, hobbies, sports, and personal
preferences.

During each round, one member of every group rolled the dice and moved forward the
corresponding number of squares. Depending on the square reached, the student had to answer
the question related to that number in English. If the answer was clear, coherent, and complete,
the team remained in that position and waited for the next round; however, if the response was
incorrect or incomplete, the team moved back two squares. When a team landed on the tail of a
snake, they moved down to a lower square, and when they landed on the base of a ladder, they
advanced to a higher square.

Throughout the activity, the other teams listened to the answers and interacted with one

another while waiting for their turns, thereby encouraging collaborative learning and oral practice.

The game continued until one team reached the final square (50), and the teams received academic
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recognition in order of arrival. After the game was implemented, two additional classes were used
to administer the post-test to evaluate progress in students' speaking skills. Finally, during the last
two classes, a speaking survey was administered to gather students' perceptions of the game's use
as a learning strategy.
Ethical Considerations

In this study, which used the game Snakes and Ladders, several ethical considerations were
taken into account. Before conducting the study, authorization was obtained from the educational
institution to conduct the study with the participants. Participants were informed about the
purpose of the research, and their participation was entirely voluntary. As this research involved
children, parental consent was obtained before the photography activity and the use of the
instruments. The privacy and confidentiality of participants were protected by not including their
names in the article and by keeping all data collected anonymous. In addition, the activity was
conducted in a safe and respectful environment to ensure the game remained a positive and
enjoyable experience for all participants throughout. These procedures were guided by
established ethical principles for research involving human subjects (American
Psychological Association, 2017).

RESULTS

This study was guided by the following questions: 1. How effective is the Snakes and
Ladders game in developing speaking skills in EFL students at the Al level learning English as a
Foreign Language 2: How do Al-level EFL students perceive their learning experience using the
Snakes and Ladders game to improve their speaking skills? To present the empirical results,
evidence from pre- and post-tests was analyzed. As shown in Table 1, students' speaking skills

performance demonstrated a noticeable improvement after the intervention.

Table 1
Descriptive statistics of pre-test and post-test speaking scores
Criteria Mean Sample Sample Range Variance  Standard
Maximum Minimum Deviation
Pre-Test 9.45 16 4 12 18.05 4.25
Post-Test  13.95 16 9 7 7.00 2.65

The mean score increased from 9.45 in the pre-test to 13.95 in the post-test, indicating a
substantial gain in students' outcomes following the implementation of the Snakes and Ladders
game. In addition to the increase in the mean score, there was a clear reduction in the range,
variance, and standard deviation from the pre-test to the post-test. The range decreased from 12
to 7, while variance dropped from 18.05 to 7.00, and the standard deviation was reduced from
4.25 to 2.65. These changes suggest that students' scores became more consistent over time,

reflecting more homogeneous progress among participants.
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Furthermore, Table 2 showed notable improvements by students across all criteria.
Significant increases were observed in speaking confidence, interaction, and participation,

suggesting that the Snakes and Ladders Game improves students' willingness to speak.

Table 2

Comparison of pre- test and post-test scores
Criteria Pre-Test Post-Test Improvement
Fluency 2.35 3.50 49%
Vocabulary 2.30 3.50 52%
Grammar 2.15 3.40 58%
Pronunciation 2.65 3.55 34%

According to the results, grammar showed the greatest progress, with a 58%
improvement, indicating that learners were able to form short, accurate sentences during oral
activities. The use of specific vocabulary increased by 52% as students became more confident
using words related to personal information. Fluency also improved by 49%, reflecting continuity
and greater ease when speaking English. On the other hand, pronunciation showed a smaller
improvement of 34%, indicating that further practice is needed. Overall, these results demonstrate
that using the Snakes and Ladders Game improves the development of oral skills in primary
students.

In addition, the results in Table 3 of the speaking survey showed a very positive overall
perception of the Snakes and Ladders game. In general, over 90% of students strongly agreed that
the game helped improve their speaking skills. Specifically, 95% of students reported increased
confidence, 90% reported improved fluency, and 95% reported improved vocabulary learning.
These results suggest that the game created a supportive and low-anxiety environment that

encouraged students to speak English more comfortably.

Table 3
Results of the speaking survey
Aspect Statement Strongly Agree Disagree Strongly
Agree Disagree
Confidence I feel more confident 65% 30% 5% 0%
speaking English after
playing Snakes and
Ladders.
Fluency When playing Snakes 45% 45% 10% 0%

and Ladders, I can speak
more fluently and
naturally when talking
about myself.
Vocabulary Through the Snakes and  90% 5% 0% 5%
Ladders game, I learned
and practiced useful
words related to
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personal information,
family, food, and
hobbies.
Pronunciation My pronunciation 70% 25% 5% 0%
improved through
repetition and
interaction while
playing Snakes and
Ladders.
Grammar Use I can use short, correct 55% 40% 5% 0%
sentences when talking
about myself while

playing Snakes and

Ladders.
Listening The Snakes and Ladders  100% 0% 0% 0%
Comprehension  game helped me better

understand my

classmates' questions
and answers when
speaking English.
Interaction The Snakes and Ladders  60% 25% 10% 5%
game helped me interact
and speak more with my

classmates in English.

Motivation I felt more motivated to  80% 20% 0% 0%
speak English because
the Snakes and Ladders
game was fun and
enjoyable.

Participation I participated actively in =~ 70% 30% 0% 0%
the speaking activities

during the Snakes and
Ladders game.

General The Snakes and Ladders  85% 15% 0% 0%
Perception game was effective for

improving my English-

speaking skills.

Moreover, the findings reveal significant improvement in other key aspects of speaking.
95% of students agreed that their pronunciation and grammar use improved while playing the
game, and 100% stated that their listening comprehension increased through interaction with
classmates. Additionally, 85% or more of learners reported higher motivation, active
participation, and positive interaction, reinforcing the effectiveness of the Snakes and Ladders

Game as an engaging strategy for developing speaking skills in the EFL classroom.
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DISCUSSION

The purpose of this study was to determine the effectiveness of the Snakes and Ladders
game in developing speaking skills among A1-level EFL students and to analyze their perceptions
of'its application. The results of this study showed a significant improvement in students' speaking
skills after the Snakes and Ladders game was applied. According to the pre- and post-test
comparison, the students improved their vocabulary, grammar, and fluency. The increase in the
mean score from 9.45 in the pre-test to 13.95 in the post-test indicates that the strategy positively
influenced learners' oral production. Moreover, the reduction in range, variance, and standard
deviation suggests more consistent and homogeneous progress among participants.

These findings support the theoretical foundations of gamification proposed by
Shoubashy et al. (2020), who describe it as the integration of game elements into non-game
contexts to promote engagement and meaningful learning, and the structured nature of the Snakes
and Ladders game reflects the concept of ludus, as it involves rules, objectives, and clear
outcomes while encouraging active participation. Likewise, Surendeleg et al. (2014) emphasize
that gamified environments facilitate learning through interaction and feedback, which may
explain the improvements observed in students' speaking components.

Regarding specific speaking criteria, grammar showed the greatest improvement (58%),
followed by vocabulary (52%) and fluency (49%), while pronunciation demonstrated a smaller
increase (34%). The improvement in grammar supports Kusumawardani and Mardiyani's (2018)
claim that grammar provides the structure necessary to convey meaningful messages when
speaking. Similarly, the vocabulary gains align with Nation (2005), who highlights the
importance of systematic vocabulary practice to achieve communicative competence. The
repetitive, contextually appropriate use of language during the Snakes and Ladders game likely
strengthened retention and accuracy.

Fluency development may be explained by the activity's interactive and dynamic
characteristics. According to Jong et al. (2012), fluency involves producing speech smoothly and
automatically, even under time pressure. During the Snakes and Ladders game, students were
required to respond spontaneously to questions, which may have reduced hesitation and increased
speech continuity. However, according to Burns and Seidlhofer (2019), the smaller improvement
in pronunciation suggests that this component may require more explicit and focused instruction.

The findings also align with previous research on EFL contexts, particularly regarding
the teaching of English in areas such as vocabulary, grammar, and listening comprehension before
language production. These results are supported by Hutama and Khoiriyah (2024), who found
that implementing the Snakes and Ladders game in the EFL classroom improved vocabulary and

comprehension, and by Naharuddin and Megawati (2018), who reported its effectiveness in

strengthening vocabulary learning among young learners. Furthermore, Azizah et al. (2025)
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concluded that the game enhances oral expression and students' confidence. Furthermore, the
present study similarly revealed high levels of confidence, participation, and motivation among
learners.

In addition, students' perceptions reinforce the strategy's effectiveness. Over 90% of
participants agreed that the game improved their speaking skills, confidence, and vocabulary.
Additionally, high percentages for motivation and interaction suggest that the activity fostered a
supportive, low-anxiety learning environment. This supports Waer's (2021) assertion that
gamification increases motivation, participation, and satisfaction in EFL classrooms.
Furthermore, the results indicate that students felt more comfortable and confident during oral
activities when learning was presented through a game-based approach. This positive perception
may also contribute to greater engagement and a willingness to communicate in English during
classroom interactions. Consequently, gamified activities, such as the Snakes and Ladders game,
can help create more dynamic and student-centered learning environments.

In summary, implementing the Snakes and Ladders game proved an effective gamified
strategy for enhancing speaking skills among Al-level EFL students. The intervention in primary
students improved grammar, vocabulary, fluency, and self-confidence while fostering motivation
and active participation. Therefore, incorporating structured, gamified activities as learning
mechanisms can contribute to more engaging and effective oral language instruction in EFL
contexts.

CONCLUSIONS

This study revealed that the Snakes and Ladders game is an effective, structured
pedagogical strategy for improving Al-level EFL primary learners' speaking skills. By
incorporating this game into the classroom and using prompts for speaking exercises as well as
tasks that supported the activity's interactive nature, students showed significant improvement in
fluency, vocabulary development, grammar production, accuracy, and participation in classroom
activities. Meaningful communicative opportunities were created by implementing the game in
an engaging, supportive environment.

Quantitative results show that participants improved in fluency, vocabulary use,
grammatical accuracy, and pronunciation. Specifically, students showed notable progress in
using topic-related vocabulary and in constructing short, accurate sentences more confidently.
Furthermore, the game, in particular the structured and repetitive speaking tasks, gave rise to
dialogic situations that allowed students to practice oral production with their peers and enhance
their communicative skills in a safe classroom context.

Students' perceptions support the effectiveness of using the Snakes and Ladders game in

speaking practice. The game's interactive and amusing characteristics helped reduce learners'

T UNIVERSIDAD
U l c TECNOLOGICA . .
INTERCONTINENTAL Vol. 13/ Num. 1 2026 pag. 3310




anxiety, promote participation, and create a stress-free environment conducive to language
learning. Learners' confidence, motivation and willingness to use English were higher.

Overall, the results suggest that structured game-based learning can assist young learners
with their language and affective development. The Snakes and Ladders Game was used in this
study to improve the students' speaking abilities, increase their motivation to participate in
speaking activities, and enhance their confidence when speaking.

Consequently, this study recommends to EFL teachers include Snakes and Ladders as a
standard instructional strategy for spoken practice in primary classrooms as there are many
advantages to using an interactive, structured yet playful instructional method for enhancing
language development through interaction, providing a fun way to reinforce a target language,
and developing a supportive and low-anxiety classroom atmosphere where students can reach
their communicative competence and maintain oral participation.

Future studies could expand on this research by including larger samples and longer
implementation periods to obtain more robust and generalizable results. In addition, future
research could employ comparative or experimental designs to examine the effectiveness of the
Snakes and Ladders game relative to other game-based or communicative teaching strategies in
EFL classrooms.

Moreover, it would also be valuable to explore its impact on different language skills,
proficiency levels, and educational contexts. Furthermore, qualitative approaches such as
classroom observations or interviews with teachers and students could provide deeper insights
into learners' attitudes, motivation, and interaction during game-based activities. These future
investigations would contribute to a broader understanding of how structured games can support
language development and communicative competence in primary EFL learners.

Despite the positive results from applying the Snakes and Ladders game, some limitations
should be acknowledged. First, participants in the study were relatively few and thus, the ability
to generalize from those results may be limited. Second, the intervention period was not very long
and thus may not accurately reflect long-term effects on speech development. Additionally,
external variables such as students' prior experience, differences in students' ability to learn, and
students' levels of motivation influenced outcome measures and may have contributed to variance
in the findings. Finally, using self-reported surveys to gather data will ultimately mean that the
researchers may have biased the data collection due to the subjectivity of the surveys, therefore

producing inaccurate findings.
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Instrument 1: Pre-test and Post-test

Skill: Speaking

Topic: Personal Information

ANNEX 1

Purpose: To evaluate the students'A1 level of oral expression before and after the application of

the Snakes and Ladders game.

Questions:

1. What is your full name?

How old are you?

Where do you live?

When is your birthday?

Who is your best friend?

What is your favorite color?

What is your favorite sport?

2
3
4
5
6. Who is your mother?
7
8
9

What is your favorite food?

10. Do you like vegetables?

Speaking Evaluation Rubric for Pre-test and Post-test

Criteria 4- Excellent 3- Good 2- Basic 1- Needs

improvement

Fluency Answers quickly Answers with Hesitates Very shy or
and confidently small pauses; frequently; silent; does
without hesitation. | shows some needs teacher not answer.

confidence. support.

Vocabulary Uses accurate Uses correct Limited Very limited
words for all vocabulary for vocabulary; vocabulary;
answers (e.g., most answers. repeats or cannot
colors, foods, hesitates. answer
names). without help.

Grammar Uses complete and | Mostly correct Uses short or Makes
correct sentences sentences; minor | incomplete frequent
(e.g., My name is mistakes. answers (e.g., mistakes;
Ana. /| I am nine.). Ana, Nine). answers
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Instrument 2: Students' Speaking Survey

unclear or
incorrect.
Pronunciation | Speaks clearly and | Pronounces most | Some Many
pronounces words | words correctly; pronunciation pronunciation
correctly and small errors don't | errors that errors;
naturally. affect affect clarity. difficult to
understanding. understand.
ANNEX 2

Purpose: To evaluate Self-Perception on the Effectiveness of Snakes and Ladders game.

Aspect

Statement

Strongly
Agree (4)

Agree (3)

Disagree

2

Strongly
Disagree

(0))

1. Confidence

I feel more confident
speaking English after
playing Snakes and
Ladders.

2. Fluency

When playing Snakes
and Ladders I can
speak more fluently
and naturally when

talking about myself.

3. Vocabulary

Through the Snakes
and Ladders game |
learned and practiced
useful words related to
personal information,
family, food, and
hobbies.

4.

Pronunciation

My pronunciation
improved through
repetition and

interaction while
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playing Snakes and
Ladders.

5. Grammar I can use short and O O O O
Use correct sentences when
talking about myself
while playing Snakes
and Ladders.

6. Listening The Snakes and O O O O
Comprehension | Ladders game helped
me understand my
classmates' questions
and answers better
when speaking in

English.

7. Interaction The Snakes and O O O O
Ladder game helped
me interact and speak
more with my

classmates in English.

8. Motivation I felt more motivated O O O O
to speak English
because the Snakes
and Ladder game was

fun and enjoyable.

9. Participation | I participated actively O O O O
in the speaking
activities during the

Snakes and Ladders

game.
10. General The Snakes and O O O O
Perception Ladders game was

effective for improving
my English-speaking
skills.
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ANNEX 3
Snakes and Ladders Game Board

[FimisH

Questions About Yourself

What is your What is your Where do When is your Who is your
3 full name? 5 name? 7 you live? 8 birthdaz? 9 mother?

10 fWhat is your 1 1 What is your 14 What is your 16 How old are 17 Who is your

avorite color? favorite sport? last name? you? brother?

Who is your What is your Who is your Who is your What is your
1 8 best friend? 1 gfavorite Song?z 1 uncle? 2 2 grandfather? 2 3Ecua[:|a(;';'?anr§efood?

i i f hat is your .

Who is your Who is your What is your P Who is your
24 sister? 2 5gramdmc-ther? 2 7favorite drink> 28 fa‘gf’%igg?me 31 avorite singer?
3 2 Who is your 3 3f What is your 3 4W?g\t,ésri¥:m 3 5 W?g\tfésri%’;ur 3 6 What is your

aunt? avorite animal? weather? subject? favorite hobby?
Do you like Who is your What is What is your
) your Where are :

39 vegetables? 40 cousin? 4 1favorile fruit? 43 you from? 44 ng;gg;%

Who is your What is your
46 fathey? 48 pet's naz’le?
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