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ABSTRACT 

The present research thesis project takes place at Vicente Rocafuerte High School, 

where a problem was identified. The problem is that students of 10th grade of Basic 

General Education have difficulty developing their speaking skills. Through the collected 

data with instruments like surveys, observation guide and interview guide that were 

applied was possible to corroborate the problem. So, it was decided to create a new 

resource that helps the teacher to create a positive class and in the same way, that it 

can encouraged students to participate in the English class. This innovative proposal is 

based on designing a booklet with practical exercises of guessing games to be applied 

in the English class because this kind of activity can catch the students' attention and it 

will change the traditional way of teaching. This project will engage students to feel 

motivated to participate which will help them to improve their speaking skills. 
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RESÚMEN 

El presente proyecto de tesis de investigación se lleva a cabo en la escuela secundaria 

Vicente Rocafuerte, donde se identificó un problema. El problema es que los 

estudiantes de 10º grado de Educación General Básica tienen dificultades para 

desarrollar sus habilidades para hablar.A través de los datos recopilados con 

instrumentos como encuestas, guía de observación y guía de entrevista que se 

aplicaron, fue posible corroborar el problema. Entonces, se decidió crear un nuevo 

recurso que ayude al maestro a crear una clase positiva y de la misma manera, que 

pueda alentar a los estudiantes a participar en la clase de inglés.Esta propuesta 

innovadora se basa en el diseño de un folleto con ejercicios prácticos de juegos de 

adivinanzas que se aplicarán en la clase de inglés porque este tipo de actividad puede 

captar la atención de los estudiantes y cambiará la forma tradicional de enseñar. Este 

proyecto hará que los estudiantes se sientan motivados a participar, lo que los ayudará 

a mejorar sus habilidades para hablar. 

xv 
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INTRODUCTION 

The present research thesis project has aspect related to the use of guessing games 

in the English class for the development of the speaking skills’ students. It was 

developed with the participation of student of 10th grade of Basic General Education at 

Vicente Rocafuerte High School where the problem was identified, students have 

problems to participate in the English class. For this reason, a solution was given the 

author provide a design of a booklet with practical exercises to improve the 

development of speaking skills.  

The present research thesis project is divided in 4 chapters: 

Chapter I: The problem; research context, scientific fact, causes, problem 

formulation, research objectives, research questions, justification  

Chapter II: The theoretical framework: background, information about both variables, 

philosophical foundation, sociological foundation, psychological foundation, pedagogical 

didactic foundation, linguistic foundation, contextual framework, legal framework. 

Chapter III: Methodology, process, analysis, and data results: methodical design, 

types of research, operationalization of variables chart. population and sample, 

research methods, techniques and instruments of investigation, analysis and 

interpretation of results (analysis of the survey, observation class and teacher 

interview). 

Chapter IV: The proposal: title, justification, objectives, theoretical aspects , 

feasibility of the proposal , description of the proposal ,explanation of the proposal, 

units, conclusion, recommendations.

xvi 
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CHAPTER I 

THE PROBLEM  

RESEARCH CONTEXT  

Nowadays, many public educational institutions have problems with English language 

learning, mainly when students are developing the ability to speak and Vicente 

Rocafuerte National High School is not an exception. 

The present research work was carried out in Vicente Rocafuerte National High 

School with students of 10th Grade of Basic General Education in the 2019 - 2020 

school period, the High school is located in the north of Guayaquil and has 345 

students. 

In a survey conducted by Education First (EF) in 88 nations of the planet, Ecuador 

ranks 65 in the English language which places it with a low level in the acquisition of this 

language.   

According to the Nacional Foreign Language Curriculum of the Ecuadorian ministry, 

students must have an A2.1 level in 10th Grade of Basic General Education. In the 

same way, the Common European Framework of Reference for Languages: Learning, 

Teaching, Assessment points out students of 10th Grade as basic users for the English 

language and they must comply with the following standard:  

Students can understand basic information like introduce themselves, information 

about their family, information about activities in a shopping day information about local 

geography or information about jobs, they can say expression about the topics already 

mentioned, these same expressions may be used by them.  
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To continue, students can keep a simple communication about routine tasks, they 

can exchange information about familiar and routine topics, they can talk about topics of 

the past (e.g. childhood), about immediate matters in areas of necessities.     

However, through an observation, it was evident that these students do not meet the 

quality standards mentioned above. This is demonstrated in the following external 

manifestations:  

1. Limited speaking skills and low participation in communication activities.  

2. Inappropriate development of speaking skills. 

3. Lack of the use of simple phrases about their daily life in English. 

4. Deficiency in the development of questions with immediate answers.  

This establishes that the conflict situation relates to the speaking skills. Therefore, the 

dependent variable is speaking skills with which students of 10th Grade of Basic General 

Education has an inadequate development. This is shown when they speak in English, 

they are not aware of its importance for future academic and professional goals.  

SCIENTIFIC FACT:  

Deficiency in the development of speaking skills in 10th Grade of Basic General 

Education students of Vicente Rocafuerte National High School in the 2019 – 2020 

school period. 

CAUSES: 

1. Insufficient use of activities with practical exercises of guessing games that 

enhance the speaking skills.   

2. Limited knowledge of dynamic activities.  

3. Limitation in the use of verbal activities that involve the speaking skills.  
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4. Little use of guessing games as dynamic techniques that improve the 

development of the speaking skills.  

This determines that the independent variable is guessing games. 

PROBLEM FORMULATION 

How do guessing games influence the development of speaking skills on 10th Grade 

in students of the Vicente Rocafuerte National High School located in the city of 

Guayaquil during the period 2019- 2020? 

RESEARCH OBJECTIVES  

GENERAL OBJECTIVE: 

To determine the influence of guessing games in the development of speaking skills 

through a field, bibliographic and statistical research to design a booklet with practical 

exercises to improve the development of speaking skills.  

SPECIFIC OBJECTIVES 

1. To determine the development of speaking skills in the 10th Grade of Basic 

General Education in students of Vicente Rocafuerte National High School 

through field, bibliographic and statistical research. 

2. To assess the guessing games in the development skills through field, 

bibliographic and statistical research. 

3. Design a booklet with practical exercises of guessing games through the 

interpretation of the theoretical and empirical data obtained. 
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RESEARCH QUESTIONS 

1. What is the current situation of the students of 10th Grade of Basic General 

Education of Vicente Rocafuerte National High School in the period 2019-2020 

regarding the development of speaking skills?  

2. How do guessing games influence in the development of speaking skills? 

3. Will a booklet of guessing games with practical exercises allow students to 

improve their speaking skills? 

JUSTIFICATION 

Language development is an elemental process for communicating in different 

situations between people, therefore it is necessary that humans must establish  

communication using appropriate words and even more if it is a foreign language.        

Nowadays, English has great importance in society, it is essential to develop 

language skills for the acquisition of a new language, which can take place in a 

communicative environment where it is essential to speak a lingua franca. Due to 

observed poor use of guessing games for the development of speaking skills, it is 

intended through this project to provide a resource that helps to improve these skills so 

that students are able to communicate easily.  

This research work is appropriate since it contributes to the development of speaking 

skills through the use of guessing games so that 10th Grade students can catch up to 

the A2.1 level, established in the national foreign language curriculum. Guessing games 

contribute to the progress of language speaking skills, this activity helps students to 

participate during class, that is where they develop the speaking skills with other people. 
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“Verbal games place emphasis on the playful and creative character of the language 

and on the exploratory attitude of possible meaning” (Condemarín, 2009), therefore, this 

research project is very relevant, it allows to create a direct relationship among students 

and the speaking skill in order to avoid the manifestation that happened in the conflict 

situation. 

The use of guessing games as a dynamic resource used for students to develop their 

speaking skills has as direct beneficiaries both students and teachers, it allows them to 

have resources to work effectively on the ability to speak. Also, it creates a trusted 

environment of dynamism, which will lead them to have a positive learning experience. 

On the other hand, there are the educational community and society in general, which 

benefit as indirect users. They create qualified young people with correct development 

in speaking skills.  

In order to contribute to the development of speaking skill of the students of Vicente 

Rocafuerte National High School, it is proposed to make a guessing games booklet with 

practical exercises that teachers can apply the content of their classes and create a 

dynamic and participatory class. It is presented as an educational proposal since it is 

created to promote speaking skills within the classroom. 
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CHAPTER II 

THE THEORETICAL FRAMEWORK  

BACKGROUND 

To carry out this research project, it was necessary to investigate the variables 

presented in this thesis, this information from the last years to the present, which shows 

that there has been a constant study on them. Reviewing these research contributions, 

the following antecedents were found 

In a work related to the development of language in preschoolers, Garcia, Monchola 

& Sossa (2006) mentioned a similarity with the dependent variable of this project. The 

variable that they used was oral language which showed that students had difficulty 

talking using the English language in the classroom. In order to improve the oral 

language, an institutional pedagogical proposal was designed to develop and generate 

a class environment of freedom where dialogues arose spontaneously. 

It is worth mentioning the importance of oral language which is essential in the 

classroom since it favors the interaction and learning of a foreign language, in this case, 

English and in turn, create a participatory environment among students. 

 On the other hand, educational games can be an enhancer of free oral expression in 

the teaching and learning of foreign languages. Moreover, the social importance of 

games as well as their relevance in learning is manifested because these games are a 

positive way for students to gain appropriate knowledge in their classroom environment. 

(Arias, 2013). 

The author mentioned the importance of educational games as a simulator of free 

oral expression. For this reason, this project suggests a booklet with practical exercises 
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of guessing games to improve the speaking skills of students of 10th Grade of Basic 

General Education. 

Guamán (2013) mentioned that the lack of motivation on the part of teachers to apply 

verbal games may cause that students become passive without enthusiastic 

participation in their learning process, as a result it would cause a low level of 

involvement in the English class. Additionally, the author identified the need to design a 

didactic guide with verbal games in order to facilitate the work of teachers, and also 

students can have the confidence to participate.  

Without a doubt, verbal games such as guessing games are very important 

resources that can enhance student performance, in turn, they help the instructor to 

create more interactive classes such as the ones that are expected in this educational 

project.      

The use of verbal games can be one of the best ways to improve the professional 

performance of teachers as well as to transcend positively in the learning process and 

academic performance of students. Furthermore, “the aim of verbal games is that 

students play to read based on oral tradition, where they will participate individually, 

demonstrating that they are overcoming their problems of shyness and fluency errors.”  

(Chiclla, 2015, p.27). 

Verbal games have a strong influence in the development of a new language and the 

creativity of students, with these entertaining activities beneficiaries are motivated to 

continue with the practice for the constant improvement of second language acquisition, 

additionally, verbal games set up a dynamic environment and motivate students to 

participate until they get the correct answer.  
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Ramírez (2017) stated that games have great importance in student’s communicative 

skills to improve their pronunciation, vocabulary, and interaction.  

The use of guessing games creates the opportunity to change in a better way the 

speaking skills of students. However, despite of multiples investigations and purposes 

are given, it is considered that English teachers still need orientation in the use of 

guessing games to develop an interest in students. The use of guessing games inside 

the classroom will make those students feel confident to produce and develop their 

speaking skills. Even more, these games allow them to work with the development of 

that which is considered essential in their second language acquisition process, in this 

case English.  

CONCEPTUAL FRAMEWORK  

INDEPENDENT VARIABLE: GUESSING GAMES 

Guessing games are activities where the players compete in a specific way, 

moreover the main objective is to identify something that needs to be deciphered 

(Wahyuni & Yulianti, 2016).  

Zhu (2012) establishes the fundamental role of guessing games, that is easier 

because one participant has knowledge about topics that another person would like to 

know about. Objects, words, animals, devices, activities and different things can be the 

topics of guessing game. It could mean that the application of guessing games activities 

can be combinates with different topics related to English class.   

Similarly, Rojas (2017) said that guessing games are one of the best ways for 

students to have fun while in the game process students can use different words that 

are right to give the correct answer.  
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Based on these definitions guessing games can help students in their academic life 

to get better speaking skills in their new language acquisition process. Using guessing 

games in an English class gives entertainment, this playful activity can be enjoyed by 

students and teachers to acquire a new language. 

THE BENEFITS OF USE GUESSING GAMES 

Wahyuni & Yulianti (2016) cited Webster (2001: 8) where it was mentioned that 

speaking process through guessing games, could cause that students are expected to 

be involved actively in any speaking class activity; this kind of activity helps students 

and encourage to keep up their interest for work. The use of guessing games motivated 

students inside the classroom they are much courageous to express their ideas and 

whatever they want to say.  

     On the other hand, guessing games also help teachers to create a playful and 

participatory class environment in which students can develop their linguistic ability and 

create a more active class in the process of new language acquisition.  Handoko (2017) 

stated that language learning games can provide “intense and meaningful practice” 

because the language learning process is a challenging task which can cause some 

frustration to students at certain times. Additionally, he emphasized that games are 

highly motivating to give practice in all language skills because the games are amusing 

and interesting for students. 

THE IMPLEMENTATION OF GUESSING GAMES 

According to Herliani (2013), there are tasks that teachers can instruct the students 

to do in the development of guessing games in the classroom. Herline (2013) cited 

Byrne (1980, p.21) in Amir (2010, p.4) states the following that “name of an object, spell 
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the object, say something about the object and make up sentence using the object.” It 

means that students can mention something of the above and finally the players can 

guess considering the clues given.  

PRE-TEACHING ACTIVITIES  

The teacher begins giving greetings and checking students’ attendance. Following 

the teacher checks that students are ready and make a review of the previous lesson. In 

this phase, Herline (2013) said that “the teacher builds the students' background 

knowledge related to the lesson that will be given.” Also, the teacher mentions the next 

topic that will be taught and explained the indicator and objectives. Pre-teaching 

activities are developed at the beginning and they help students enter the classroom 

with confidence during the session. 

WHILST TEACHING ACTIVITIES  

     This is the main phase where the teacher introduces the topic with the use of 

guessing games techniques. Herline (2013) stated that different procedures that can be 

used to apply guessing game techniques in the classroom in order to improve the 

speaking skills.  

1.A way is that the English class can be divided in groups, each group will 

have a leader, this student will receive a picture about any object.  Based 

on Herline (2013) cited (Dwi, 2009, p.24) The teams must ask yes or no 

questions to find the answer. The first team that had done and answer 

twenty questions correctly, this group will have won.  

2.Another procedure to play guessing games is that the teacher has a 

picture that students cannot see, then he or she presents a little 
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information about the picture, students must ask different questions in 

order to find out the picture or look about. Herline (2013) cited (Doff, 1990 

as cited in Shojaee, n.d, p.7) said that to execute this game one student 

should stand at the front of the class with a picture and other students give 

the possible answers and try to guess. The author said that hiding a 

picture it gives students interest to find the answer. 

3.A way to develop guessing games in the classroom is that two 

participants stand at the front of the class, one of them shows the picture 

to the other students except to the player while the group of students tries 

to answer in chorus. Herline (2013) believes that this kind of game can be 

worked in small groups, the teacher as a guide gives a picture to one 

person of the group and the rest of students try to guess the correct 

answer.  

4. Herline (2013) cited (Sheryl Carvalho in Shojaee, n.d, p.11) where it 

was explained to put or hide an object in a box and then get the students 

to guess what is in the box, students have to ask different questions. The 

student who guesses takes over from the teacher and it helps students 

take over of the game, this activity can be played as the teacher decide 

the objective is that all students have a participation in the English class.  

Another way to play this guessing game is that two students must out the 

classroom, then some minutes students return to the class to ask 

questions about the object and where the other believe that it could be, 

they must ask different questions about the possible object. 
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5.Guessing games in the English class can be applied in different ways. It 

is another idea; one student chooses pictures and he or she mimes to the 

rest of the class to give clues and the group of students have to guess by 

asking some questions.  

6. Twenty questions Herline (2013) cited Harmer (2001), the main rule of 

this game is “someone knows something and others must find out what it 

is” (Wright et al., 1984). This guessing game is a very useful technique, it 

can improve the communication between students and practice the 

language while having fun.  

Some rules to play twenty questions are: students should divide into two 

groups and each group thinks something. The team tells to the other team 

about if the object is an animal, vegetable, or mineral. The team which is 

not in charge must ask yes or no questions like “can you use it in the 

bathroom?” and the other group answer yes or no. To win any team that 

guesses the object in twenty questions or less it will win the point. 

Additionally, the teacher guide decides how many points the team will get 

if they find the answer in twenty questions or less.  

POST-TEACHING ACTIVITIES  

     This is the last part of the class, the teacher guide asks to volunteer her or she 

chooses any student to make a brief or conclusion about the class given for today. 

Then, the last point the teacher guide gives feedback about pronunciation while 

students follow the instruction to do the guessing games activities.  
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     These are the three parts to develop an English class using guessing games. The 

teacher can choose any way to apply guessing games in the classroom the main 

objective is that students improve their speaking skills and can get the standards set by 

the Common European Framework of Reference for Languages. 

DEPENDENT VARIABLE: SPEAKING SKILLS    

Speaking is one of the most important abilities in English whereby speakers express 

and produce information. According to Herliani (2013) through speaking skills humans 

can communicate orally themselves, the purpose of speaking skills is that humans can 

express thoughts and feelings.  

In addition, Wahyuni & Yulianti (2016), mentioned the important role of speaking 

skills, it is that people communicate with others. If people have verbal contact with the 

society, they can build relationships with the rest of humanity. The author considered 

that speaking skills have great importance because through this ability the people 

express their ideas and they can communicate with society.  

COMPONENTS OF SPEAKING SKILLS  

COMPREHENSION 

“The capacity for understanding fully” is defined as comprehension by Merriam-

Webster (2019).  Mora (2010) states that the oral communication really needs a person 

who respond to speech and clearly people began the oral communication. It means that 

in speaking comprehension in English students must maintain attention and understand 

the information provided by teachers.   



 14  

 

GRAMMAR 

According to the Merriam-Webster Dictionary (2019), grammar is speech or writing 

evaluated according to its conformity to grammatical rules. Grammar in English is 

important because students need to make correct sentences in a basic conversation, it 

follows different rules to write or speak in English.  Wahyuni & Yulianti (2016) claim that 

Grammar is a group of structure words that are arranged to be well formed sentences to 

give meaning, it is a necessity for students to arrange any sentence using the correct 

rules in a conversation.      

VOCABULARY  

Based on Merriam-Webster Dictionary (2019), vocabulary is a list or collection of 

news words or phrases usually alphabetically, most of the time the vocabulary words 

have their own meaning. English vocabulary helps to express ideas or feelings; hence it 

is very important because it is the first component to keep a conversation. If students do 

not have enough vocabulary, it could be difficult to interact socially and speak fluently.  

PRONUNCIATION 

Mora (2010) cited Gerard (2000:11) to state that pronunciation is the means in which 

students produce their language when they speak. it is a phonological process that 

applies different elements that determine how sounds vary and point out patterns in a 

language. To acquire a correct pronunciation, it is important to know the formation of the 

words.   

FLUENCY  

Fluency is considered as the ability to speak easily, in the process of new      

language acquisition. To achieve fluency dedication and persistence are required.        
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Based on the Merrian-Webster Dictionary (2019), fluency is known as the ability to 

speak a foreign language easily and effectively. Meanwhile, Wahyuni & Yulianti (2016) 

said that the purpose of teaching speaking is oral fluency, in the same way, fluency is 

the objective of many learners of a new language.  

THE ACTIVITIES TO PROMOTE SPEAKING SKILLS 

According to Kayi (2006), several activities that can be used to promote speaking 

skills such as: 

DISCUSSION  

To create a discussion first of all, the teacher must provide a topic and students try to 

find conclusions, solutions and share their ideas.  Following these points, students do 

not spend their time chatting with each other about irrelevant things. Kayi (2006), 

believes that in class or group discussions, whatever the aim is, the students should 

always be encouraged to ask questions, paraphrase ideas, express support, check for 

clarification, and so on. This kind of activity help students to take an important decision 

also to talk politely even if they disagree with the others. 

ROLE PLAY AND SIMULATION 

Role play is used for students in the process of the new language acquisition, the 

situation can be different it means that the participants can present something outside 

the class. Kayi (2006) cited (Richard, 2003: 222) where it was pointed out that the role-

play activities catch student's attention because students have the opportunity to show 

their creativity and imagination when they are in the place of another person for a period 

time. On the other hand, simulation is very similar to role-play Kayi (2006) claimed that 

the difference is that simulation is more elaborate, students can bring objects to the 
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class to create a real situation. It means that simulation needs more organization to 

present it. 

INFORMATION GAP   

This is an activity in pairs, Kayi (2006) said that in pairs each student will have the 

information of another participant, then they will say the information that each one had. 

the participants have an important role because without them the activity cannot 

develop, they have to share the information that is needed.  So, information gap could 

be very useful because students have to talk for a long time while they are collecting 

information.  This exchange of information enables students to reinforce their speaking 

skills.  

BRAINSTORMING 

It could be one of the most used in the classroom. Kayi (2006) stated that 

brainstorming activity is effective; students have the opportunity to formulate and share 

their ideas in a free environment. one of the characteristics of brainstorming is that 

students can say any ideas without to be criticized. The use of brainstorming gives 

advantages to the teacher because every student can participate and all their ideas will 

be accepted.  

STORYTELLING 

Storytelling could be a tool to develop the speaking ability in the classroom, students 

have to tell a story inf front of the class. Based on Kayi (2006) to work with storytelling " 

it fosters creative thinking " and also students can talk about a story following an order 

like the beginning, the development, and the end. they can talk about the characters or 
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create a story. Storytelling in the classroom engages students and consequently, they 

will have concentration. 

INTERVIEWS 

According to Kayi (2006) interviews with different people help students to practice  

speaking skills in other places outside the class. When students have had their 

interviews, they have to show the final result to the class also they can do an 

introduction of their interviewees.  

STORY COMPLETION 

Kayi (2006) pointed out that to develop this activity effectively, the first person to 

begin is the teacher who tells a story and after that, he or she must stop. Then each 

student has to continue from the part where the previous one stopped. All students have 

to use their imagination to go on with the story.  

REPORTING  

Reporting could be used as homework; teachers ask students to read different news 

and the next day students must tell it to the rest of the class.  Kayi (2006) said that the 

students have the chance to talk about their own experiences that occurred in their life 

before the class. 

PLAYING CARD  

To apply this activity is necessary to work in a group of four people because each 

student will have a different topic to ask questions about. According to Kayi (2006), the 

topics are “Diamonds: Earning money, Hearts: Love and relationships, Spades: An 

unforgettable memory and Clubs: Best teacher.” The author suggests to teachers that 
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students are not allowed to ask yes-no questions in the activity because they won’t 

practice their speaking skills. 

DESCRIBING AND NARRATING PICTURE  

There are some ways to use a picture in the classroom to practice speaking skills. 

Kayi (2006) explained to use sequential pictures to tell a story related to. On the other 

hand, pictures can be used for describing what it is in the pictures and try to find 

differences between them. Both activities could be done individually or in groups and 

the teacher can apply a rubric that includes different standards to evaluate.   

TYPES OF SPEAKING 

According to Suárez (2008) the types of speaking are three:  

INTERACTIVE 

Interactive speaking skills include activities like face-to-face conversations and 

telephone calls. To realize these activities the members can listen and speak while they 

keep a conversation. Besides, the participants have the chance to ask for clarification, 

repetition, or fluency in a conversation with partners. (p.4). It means that people can 

interact freely.  

PARTIALLY INTERACTIVE 

Suárez (2008) claims that the activities that include speaking situations with partially 

interactive such giving a speech to a live audience, the public will have the convention 

of do not speak while the speaker talks, and in the end the speaker could admit the 

comprehension from the audience´s faces. (p.4). The interaction is little and at the end 

of the situation, the public can interact. 
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NON- INTERACTIVE  

For non-interactive speaking skills, Suárez (2008) suggested that the activities such 

as recording a speech for a radio broadcast can be no-interactive if the leader develops 

activities like singing, reciting a poem, or performing in a play. (p.4). It means that the 

person who has the control must be focused on the activities, not with the audience. 

THEORETICAL FOUNDATION  

PHILOSOPHICAL FOUNDATION 

For humanity, acquiring and implementing good values is essential since the values 

make each person unique, and they can create pleasant relationships with the 

environment and in turn create a fairer society. Respect, responsibility, justice, social 

conduct, are some values that help people to make a just and civilized society. It is 

important to recognize that without values it would be difficult for people to create a 

harmonious society. Biesta (2015) mentioned that the axiology of education comprised 

the values which give direction to education, so this philosophical point has significant 

importance in this study because this is based on axiological aspects that are related to 

students. 

Tomar (2014) claims that education with values is a tool which will provide a 

profession and a purpose in the life for the future of each person, a valued based 

education is necessary to build peace, justice, responsibility, equality and all positive 

values necessary in the society for its development. So, by including the axiology in the 

field of education it will help students not only in the knowledge of the subject also to be 

a moral person with the capacity for critical thinking and moral judgment (Biesta, 2015).  
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The use of guessing games contributes to the development of student’s values, in 

other words guessing games require collaboration among students, work in groups, 

patience, respect those are just some human values. The axiology has an important 

role in this study, it will try to improve the needs like the lack of participation of students 

in speaking skills. Besides, it is expected to motivate students to use human values that 

are missing in the classroom.  

SOCIOLOGICAL FOUNDATION   

The interaction inside the classroom is essential to develop communicative 

relationships between students and also, they can build their knowledge through their 

skills. Johnson (1981) argued that “Constructive student-student relationships are 

probably an absolute necessity for maximum achievement, socialization, and healthy 

development.” (p.5). It means that student’s relationship is the best way to promote the 

learning among them because their interaction is more frequent and direct which 

enables them to learn topics that sometimes could be difficult.  

Gordillo (2019) cited KeenGwe (2009) to express that the principal function of 

learning construction is that the school, the social life and real life can have a 

rapprochement. As a result, the learning obtained comes from relations with students, 

teachers and class environment.  In the process of the construction of learning those 

factors have an important role since in any way, they have an influence inside the 

student.  

Zhu (2012) referred to the use of games as a communicative method easily accepted 

by students where they contend with other students respecting a group of rules. In her 

study, she indicated that games are communicative tools and using them in the 
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teaching and learning process can well achieve the fundamental idea of the 

communicative language teaching approach. It can be said that in this case guessing 

games can develop the communicative ability among students because it is a 

communicative process where students have to maintain communication.  

PSYCHOLOGICAL FOUNDATION 

Motivation is a factor that fulfills an important role in each person because in all 

situations humans are motivated by different factors in order to achieve their aims. 

Within the psychology, the motivation influences in human behavior as mentioned by 

Dörnyei (2009) “motivation is responsible for determining human behavior by energizing 

it and giving it direction” (p.117). For that to be possible, the teacher has an important 

role that is the implementation of new resources in the class that helps to get the 

interest of students in the learning of a foreign language and motivate them to continue 

learning every day. 

According to Mirhadizadeh (2016) students can be intrinsically or extrinsically 

motivated to succeed, he mentioned Extrinsic motivation as the motivation influenced by 

external outcomes as grades or reward, this is the result that students feel that their 

effort is rewarded which helps them to do their best work to achieve their goals. On the 

other hand, intrinsic motivation is not influenced by external factors it means that there 

is not a reward only the pleasure of complete some activities. 

In the classroom, motivation is essential to successful learning. Therefore, it is 

important that in a second language acquisition process teachers engage students 

using motivational activities to realize their dreams and keep the level of interest. So, 
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the implementation of guessing games activities can be used as a resource to motivate 

students that will help them to improve their speaking skills in an English class. 

PEDAGOGICAL DIDACTIC FOUNDATION 

Constructivism is a model about how the learning process is in construction using 

pedagogical tools that encourage participation in students. Cobern (2010) claims that 

the constructivist model implies that students are active agents whose learning occurs 

by interpretation and it is developed by prior knowledge. Thus, one can say that 

constructivism inside the classroom shows importance because students base in their 

previous experiences and are to be able to create their knowledge. Besides, teachers 

can use different strategies for the reconstruction of knowledge and they can discover if 

students are learning or not. 

As to different points of view of constructivism, some philosophers or psychologists 

who talk about constructivism as was the psychologist Jean Piaget in which theory 

explains that knowledge construction is developed when the new knowledge is actively 

assimilated and accommodate in existing knowledge. (Brader 2002).  It is supported by 

Iran-Nejad (1995) who refers to Piagetian theory and says that “knowledge is not known 

by organisms simply employing obvious acquisition, but all knowledge is self- created” 

(p.19). It means that constructivism in the educational field is very important because 

the teacher’s role can change the new knowledge acquired by students, it will depend 

on how he or she explains the class.  

Araje (2002) mentioned another important figure in constructivism. Vygotsky with the 

theory of social constructivism in the social educational setting said the important role of 

community in the process of learning and that the language is first interpersonal and 
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then intrapersonal. So, it means that learning is the result of interaction among children 

and the external world. Furthermore, it is important that through oral interaction using 

guessing games, the teachers create an adequate environment for a new language 

acquisition process since students are the ones who create their knowledge thanks to 

their interaction within the classroom. 

LINGUISTIC FOUNDATION  

It is important to know the grammatical structures of a new language learning 

process because it will enable the acquisition and correct development. However, the 

communicative approach explains that not only  the new language should be known 

grammatically but also the learner needs to go further; in other words, learners should  

communicate it and live it, the new language will help them interact with other people 

and they can know and share more about other cultures. 

According to Eliss (1996), the communicative approach has as a finality that students 

can keep communication with native speakers in a correct way it could be orally or 

writing to express their necessities.  This affirms the objective of the communicative 

approach that is to broaden the knowledge of people who learn a second language 

trying to create real communication. 

The proposal of this educational project goes beyond fulfilling any objective since at 

the moment of use guessing games to promote the speaking  skills in students they can 

develop communicative competence and promote interaction between them to learn a 

new language while maintaining a communication adequate and they can understand, 

express, and produce learning about their environment. 
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CONTEXTUAL FRAMEWORK 

Vicente Rocafuerte is a public High School located at José Vélez Villamar street  

2203 and 11 S.O avenue in the center of  the city of Guayaquil, this institution was 

founded in December, 26th in 1841 by Mr. Vicente Rocafuerte who requested to the 

Ecuadorian president in that time Mr. Juan José Flores to build an educational 

institution which was called “Colegio del Guayas” on February 1st in 1842.  

The first rector of this institution was Mr. Teodoro Maldonado Cora and on December 

4th in 1847 the name of this institution was changed to “San Vicente del Guayas” to 

make honor to Mr. Vicente Rocafuerte who had died in May 17th. Finally, in December 

10th in 1900 the name “San Vicente Rocafuerte” take a new name as “Colegio Nacional 

Vicente Rocafuerte”.  

Vicente Rocafuerte National High School has as its mission to generate technical and 

technological knowledge, training students capable of competently performing both 

social and productive processes in line with the National Plan for Good Living and the 

constant construction of knowledge that students are part of.  

In this institution, a problem was identified which is considered for this study, the 

problem in students of 10th Grade of  Basic General Education that have a number of 

112 students and in turn it has one English teacher,  students have difficulty in 

developing the speaking skills for this reason a booklet with practical exercises can help 

them and students can reach level A2.1 the National Foreign Language Curriculum of 

the Ecuadorian ministry. 
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LEGAL FRAMEWORK 

This thesis project is based according to laws that support the education and learning 

of English as a foreign language.   

Article 3: One of the state’s prime duties is “Guaranteeing without any discrimination 

the true pleasure of the rights outlined in the Constitution and international instruments, 

especially the rights to education, health, food, social security and water for its 

habitants.” (p.9) 

Article 26: “The education is a right of people throughout their life and an 

unavoidable and mandatory duty of the State. It constitutes a priority area of public 

policies and state investment, the guarantee of equality and social inclusion and 

indispensable condition for good living. People, families and society have the right and 

responsibility to participate in the educational process.” (p.15) 

Article 27: “The education will be focus on the human beings and ensure their 

holistic development, in the framework of respect for humans rights, a sustainable 

environment, and the democracy; should be participatory, compulsory, intercultural, 

democratic, inclusive and diverse, of quality and warmth; it will promote gender equity, 

justice, solidarity, and peace: it will encourage critical sense, arts, and physical 

education, the individual and community initiative, and the development of competences 

and abilities to create and work. ” 

 These articles explain the importance of education as a fundamental right for human 

beings. It should be clear that education is the main right to change the society through 

the development of skills it will be possibly create an equal and responsible society.  
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CHAPTER III 

METODOLOGY, PROCESS, ANALYSIS, AND DATA RESULTS  

METHODOLOGICAL DESIGN:  

The present thesis project has as modality qualitative- quantitative that is to say of 

mixed modality because there is a combination of techniques and methods.  

It is of qualitative aspect because the analysis and interpretation process of the 

information obtained is applied during all investigation´s logic for example; for the 

assessment and interpretation of the qualitative and quantitative results, it was 

necessary the use of instruments applied like the survey to students, the observation of 

a class and the interview to the teacher.  

On the other hand, it is of quantitative aspect because quantitative and statistical 

data are processed and tabulated, for example through the application of surveys to 

students is obtained information to be processed and tabulated and determinate 

population and sample.   

This research was successfully carried out with students of 10th Grade of Basic 

General Education at Vicente Rocafuerte National High School in the school period 

2019-2020. 

TYPES OF RESEARCH 

The types of research that are part of this thesis project are the following:  

DESCRIPTIVE, EXPLANATORY AND PURPOSEFUL RESEARCH 

According to its gnoseological objective this thesis project is descriptive, explanatory 

and purposeful.  



 27  

 

This research is descriptive because it is described the current situation that has 

students in 10th Grade of Basic General Education about their development of speaking 

skills.  

Furthermore, the investigation is explanatory because investigate the causes that 

affect the development of speaking skills in students in 10th Grade of Basic General 

Education.  

Also, this is a purposeful research because it is focused in solving a problem, its 

purpose is designing a booklet with practical exercises which will help students to 

improve the development of their speaking skills.  

FIELD RESEARCH:  

According to its purpose it is a field research also known as a research of applied 

type because it was required to be in the place where the problem was found. This 

research was applied at Vicente Rocafuerte National High School with students of 10th 

Grade of Basic General Education where the conflict situation about the speaking skills 

was analyzed.  

NON - EXPERIMENTAL    

In the same way, according to variables’ control, it shows that the research is non-

experimental because the purpose won’t be executed, only the purpose is considered 

as a design.  
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OPERATIONALIZATION OF VARIABLES CHART 
TABLE  #1 

VARIABLES  
      ASPECTS/ 

DIMENSIONS  
INDICATORS 

INDEPENDENT 
VARIABLE                                                          

GUESSING GAMES 

·   The benefits of use 
guessing games  

  

·         Actively in speaking class activity  

·         Create a playful environment  

  

  

·         The implementation of 
guessing games   

  

·         Pre-teaching activities  

·         Whilst teaching activities 

·          Post-teaching activities 

  

DEPENDENT 
VARIABLE                                                

SPEAKING SKILLS 

·         Components of 
speaking skills 

  

·         Comprehension 

·         Grammar 

·         Vocabulary 

·         Pronunciation 

·         Fluency 

  

·         The activities to 
promote speaking skills 

  

·         Discussion  

·         Role play and simulation  

·         Information gap  

·         Brainstorming  

·         Storytelling  

·         Interviews  

·         Story completion  

·         Reporting  

·         Play card  

·         Describing and narrating picture  

  

·         Types of speaking 

  

·         Interactive  

·         Partially interactive  

·         No-interactive   

  
Researcher: Shirley Zambrano 
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POPULATION AND SAMPLE  

The population of this research thesis project is comprised of 112 students of 10th 

Grade of Basic General Education of Vicente Rocafuerte National High School in which 

the problem was identified. So, due to the population is greater than 100 students it is 

necessary to follow a statistical formula with the aim of taking the sample corresponding 

to the population. There are 345 students, one English teacher. Thus, the sample would 

be 112 whom the surveys will apply.  

TABLE #2 

 
Source: Vicente Rocafuerte National High School 
Researcher: Shirley Zambrano 
 

 

 Population Sample 

Students  345 112 

Teacher  1 1 

Total  346 113 
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The kind of sampling used in this research thesis project is non-probabilistic sampling 

within the most appropriate is the quota sampling which consists of selecting the 

population according to some specific characteristics like age, profession, interest and 

so on. These characteristics will serve as a quote to obtain the sample. So, through 

quota sampling was possible to obtain a reliable sample who apply the survey 

instrument. 

RESEARCH METHODS 

The scientific methods used in this research thesis project are:  

HISTORICAL – LOGICAL METHOD  

This method was used during all investigation´s logic because it was necessary to  

investigate information about the topic that is “Influence of guessing games for the 

development of speaking skills”, particularly in the study of the historical background to 

know how the investigation was developing. This method is developed by chronological 

order.  

ANALYSIS- SYNTHESIS METHOD  

The application of this method helped the researcher to identify the problem that 

affects students of 10th Grade of Basic General Education of Vicente Rocafuerte 

National High School, using this method was possible to interpret, analyze and 

discompose the analysis of the variables to reach the essential ideas.  

INDUCTIVE – DEDUCTIVE METHOD  

The inductive-deductive method was used in this research project from a specific 

study through observation of particular to general cases. So, it was based on the 

particular case that affects students in 10th Grade of Basic General Education of Vicente 
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Rocafuerte National High School recognizes the situation about their speaking skills, 

and also offers a proposal that allows them to reach scientific generalizations and at the 

end can be applied in other educational contexts.  

SYSTEMIC – STRUCTURAL METHOD  

The implementation of this method was necessary because it enabled the design of 

the proposal of this research thesis project focused on practical exercises of guessing 

games that will give a solution to improve and promote the development and 

improvement of speaking skills. 

STATISTICAL METHOD 

 In this research thesis project, the statistical- descriptive method was used because 

it allows processing through tables and graphs the quantitative data as a result of 

instrument application for the tabulation.   

It is important to know that empirical methods are not used because this research is 

not based on experimentation.  

TECHNIQUES AND INSTRUMENTS OF INVESTIGATION  

RESEARCH TECHNIQUES  

The techniques applied in this research thesis project are survey, interview and class 

observation: 

SURVEY  

The survey is one of the techniques that was applied to students of 10th Grade of 

Basic General Education of Vicente Rocafuerte National High School to collect 

information about the influence of guessing games on the development of speaking 

skills.  
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The survey has as instrument a questionnaire created by the research which has 

statements valued with the Likert scale which helped the researcher during the study.  

INTERVIEW  

The interview technique was applied directly to the English teacher of the 10th Grade 

of Basic General Education of Vicente Rocafuerte National High School.  

The instrument of the interview consisted of using a guide created by the researcher 

was given relevant information about the use of guessing games and the development 

of speaking skills in the classroom.      

OBSERVATION  

This technique was applied inside the classroom, where the research can identify 

activities that are used to improve the speaking skills and also the application of 

guessing games.  

The observation guide as the instrument was made by the researcher and was 

applied to know and verify information about the students and their participation in the 

classroom at the moment of developing their speaking skills.  

ANALYSIS AND INTERPRETATION OF RESULTS 
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1) The Little or no use of guessing games creates a boring class environment.  

TABLE #3 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 34 30% 

AGREE 51 46% 

INDIFFERENT 14 13% 

DISAGREE 8 7% 

TOTALLY DISAGREE 5 4% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley Yadira 

 

 

Comment:  Based on the answers given by the students, the highest percentages 

stated that they agree that the little or no use of guessing games creates a boring 

environment with a 46%, a 30% of students indicated to be in total agreement, a 13% of 

students were indifferent, a 7% were disagree and a 4% indicated to be in total 

disagreement. This might mean that the majority of students do not use guessing 

games and it makes them feel bored.  

 

30%

46%

13%

7% 4%

GRAPHIC #1

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE
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2) I often use guessing games to develop my speaking skills.  

TABLE #4 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 2 2% 

AGREE 7 6% 

INDIFFERENT 20 18% 

DISAGREE 45 40% 

TOTALLY DISAGREE 38 34% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

 
Comment:  In the result of this item, is evident that most of the students disagree with 

the statement that they often use guessing games to develop their speaking skills, with 

a 34% who totally disagree and 40% disagree, an 18% of students were indifferent, a 

6% agree and a 2 % totally agree. The majority of students said that they did not use 

guessing games in the English class to develop the speaking skills.  

 

2%

6%

18%

40%

34%

GRAPHIC #2

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE
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3) I know guessing games in English that can be applied in class.  
 

TABLE #5 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 8 7% 

AGREE 5 5% 

INDIFFERENT 20 18% 

DISAGREE 34 30% 

TOTALLY DISAGREE 45 40% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

 
Comment:The results in this statement indicated that most of the students showed to 

totally disagree about if they know guessing games in English that can be applied in 

class with a 40%, a 30% disagree, a 18% of students indicated to disagree, a 5% 

showed agreement and a 7% was in agreement. The cause may be that they do not 

know how to use guessing games in English class because they do not usually apply 

them.  

 

7%
5%

18%

30%

40%
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TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE



 36  

 

4) It is easy for me understand guessing games in order to guess the answer. 

TABLE #6 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 5 4% 

AGREE 4 4% 

INDIFFERENT 20 18% 

DISAGREE 62 55% 

TOTALLY DISAGREE 21 19% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  
 

  

Comment:  The result in this item shows that the 55% of students disagree with the 

statement if it is easy for them understand guessing games in order to guess the 

answer. The 19% expressed to totally disagree, the 18% were indifferent, the 4% of 

students agreed and other 4% was in total agreement. In conclusion, students are not 

able to understand guessing games since they rarely use them, as a consequence they 

can´t answer.  

  

 

4% 4%

18%

55%

19%

GRAPHIC #4

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE
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5) I consider that the guessing games could help me to improve the 

development of my speaking skills. 

TABLE # 7 

 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  
 

   
Comment:: According to the result, the 38% of students considered that guessing 

games could help them to improve the development of their speaking skills, in the same 

way the 35% agreed with the statement. 15% of students were indifferent, 7% 

disagreed and 5% was in total disagreement. It means that it is necessary to apply 

activities like guessing games to encourage the practice of speaking skills. 

 

38%

35%

15%

7% 5%

GRAPHIC #5 

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 42 38% 

AGREE 39 35% 

INDIFFERENT 17 15% 

DISAGREE 8 7% 

TOTALLY DISAGREE 6 5% 

TOTAL 112 100% 
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6) I believe that the development of my speaking skills in English class is still not 

enough. 

TABLE #8 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 14 13% 

AGREE 62 55% 

INDIFFERENT 25 22% 

DISAGREE 7 6% 

TOTALLY DISAGREE 4 4% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  
 

 
Comment: Based on the obtained results of this statement, most students, 55% agreed 

that the development of their speaking skills in English class is still not enough, 13 % 

expressed to totally agree with the statement, 22% of the students were indifferent, only 

the 6%  disagreed and a 4% said to be in total disagreement. One reason could be that 

they have difficulties to express their ideas which does not help them develop their 

pronunciation. 
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7) There is a variety of exercises in the classroom for the development of 

speaking skills such guessing games.  

TABLE #9 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 3 3% 

AGREE 7 6% 

INDIFFERENT 22 19% 

DISAGREE 40 36% 

TOTALLY DISAGREE 40 36% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

 

Comment: According to these results, 36% students indicated to be in total 

disagreement that there is a variety of exercises in the classroom for the development 

of oral expression such as guessing games, another 36% shared the same idea—they 

disagreed, 19% of students were indifferent about the statement, but a 6% considered 

to be in agreement and a 3% considered to be in total agreement. All things considered, 

there is not a variety of exercises that are useful for improving the speaking skills.  
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8) I am fluent when I practice guessing games.  

TABLE #10 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 10 9% 

AGREE 11 10% 

INDIFFERENT 13 12% 

DISAGREE 17 15% 

TOTALLY DISAGREE 61 54% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

 

Comment:The results in this statement show that almost half of the students with a 

54% admitted to totally disagree about if they are fluent when they say guessing games 

followed by 15% of students who disagreed. The 12% were indifferent, the 10% 

recognized to be in agreement and 9% said to be in total agreement.  To conclude it, 

students do not have enough fluency to start a guessing game. 
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9) I think that speaking skills is important in the learning English process.  

TABLE #11 

 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley 

  

 
Comment: In the result of this item, 54% of students think that speaking skills are 

important in the learning English process, it is followed by 21% who agreed, 15% were 

indifferent. However, 6% disagreed with the statement and the 4% said that they were 

in total disagreement. As a conclusion, the majority of students consider speaking skills 

as one of the most important skills to learn in English.  

 

 

54%

21%

15%

6% 4%

GRAPHIC #9

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 61 54% 

AGREE 23 21% 

INDIFFERENT 17 15% 

DISAGREE 7 6% 

TOTALLY DISAGREE 4 4% 

TOTAL 112 100% 
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10)  I enjoy the speaking practice exercises during the English class. 

TABLE #12 

 

Source: Vicente Rocafuerte High School  
Autor: Zambrano Santana Shirley  

 

  

Comment: According to this table, most of the students with 31% indicated to be 

indifferent about the enjoyment of speaking exercises during the English class, 24% 

expressed to be in total disagreement about the statement and 21% disagreed. On the 

other hand, a considerable percentage of students (15%) agreed and a 9% said to be in 

total agreement. It could mean that the students do not use enough speaking exercises 

during the English class.  

 

9%

15%

31%
21%

24%

GRAPHIC #10

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 10 9% 

AGREE 17 15% 

INDIFFERENT 35 31% 

DISAGREE 23 21% 

TOTALLY DISAGREE 27 24% 

TOTAL 112 100% 



 43  

 

11) I consider that the development of my speaking skills is related to the use of 

activities such guessing games.  

TABLE #13 

 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

Comment: This table shows that the majority of students gave positive responses a 

35% who totally agreed followed by a 30% of students who agreed with the 

development of their speaking skills is related to the use of activities such as guessing 

games. 20% of students were indifferent, 12% showed to be in disagreement and only 

3% was in total agreement. To sum it up, students believe that guessing games are 

considerable activities to develop their speaking skills.   

35%

30%

20%

12%
3%

GRAPHIC #11

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 39 35% 

AGREE 34 30% 

INDIFFERENT 22 20% 

DISAGREE 14 12% 

TOTALLY DISAGREE 3 3% 

TOTAL 112 100% 
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12)  I express my interest and desire during the application of guessing games 

activities.  

TABLE #14 

 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

Comment: According to the results, the interest and desire during the application of 

guessing games activities is not evident because the 44% of students were indifferent 

with the statement, 28% disagree and 17% was in total disagreement. However, 11% 

agreed with the statement. No students chose the option totally agree which means that 

the majority of students do not know or recognize when they use guessing games 

activities. 

0% 11%

44%
28%

17%

GRAPHIC #12

TOTALLY AGREE AGREE INDIFFERENT DISAGREE TOTALLY DISAGREE

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 0 0% 

AGREE 15 11% 

INDIFFERENT 58 44% 

DISAGREE 37 28% 

TOTALLY DISAGREE 22 17% 

TOTAL 112 100% 
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13)  I consider that the level of English that I have is suitable to speak.  

TABLE #15 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 9 8% 

AGREE 15 13% 

INDIFFERENT 8 7% 

DISAGREE 40 35% 

TOTALLY DISAGREE 42 37% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

Comment: According to these results 37% of students indicated to be in total 

disagreement followed by 35% who disagreed, 7% were indifferent with the statement. 

13% agreed and the 8% showed totally agreed, it can be noted that the majority of 

students consider that they do not have the level to communicate in English inside or 

outside the class.  
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14)  I believe that a booklet with practical exercises of guessing games will help 

me to improve my speaking skills. 

TABLE #16 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 41 37% 

AGREE 51 45% 

INDIFFERENT 11 10% 

DISAGREE 4 4% 

TOTALLY DISAGREE 5 4% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

 

Comment: Based on the obtained results of this statement, the majority of students 

(45%) was in total agreement followed by 37% who agreed, but in contrast a 10% was 

indifferent, 4% said to be in disagreement and 4% was in total disagreement. In brief, 

the use of booklet with practical exercises about guessing games could encourage them 

to speak in English.  
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15)  I would like the teacher to use guessing games to improve my speaking 

skills.  

TABLE #17 

CATEGORY ANSWER  PERCENTAGES 

TOTALLY AGREE 64 57% 

AGREE 28 25% 

INDIFFERENT 11 10% 

DISAGREE 4 4% 

TOTALLY DISAGREE 5 4% 

TOTAL 112 100% 

Source: Vicente Rocafuerte High School  
Author: Zambrano Santana Shirley  

 

 
Comment: According to this result, most of the students would like to the teacher to use 

guessing games in the class with 57% of students showing their total agreement 

followed by a 25% who agreed. 10% of students were indifferent and only 4% disagreed 

and the other 4% was in total disagreement. In closing, the students want the teacher to 

use guessing games inside the class to improve their speaking skills.  
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ANALYSIS OF INTERVIEW TO THE TEACHER 

UNIVERSIDAD DE GUAYAQUIL 
FACULTAD DE FILOSOFÍA, LETRAS Y CIENCIAS DE LA EDUCACIÓN 

TEACHER’S INTERVIEW 
 

1. How do you consider that students' level of English is for the development 

of speaking skills?  

Answer: I consider that students have a low level to express their ideas in 

English, they still do not reach the level A2.1 as 10th grade students.  

 
2. How often do you develop activities that involve speaking skills? 

Answer: I apply readings every week but despite this, they don't like to 

participate, sometimes I like to play the role play activities. 

 

3. What kind of activities do you usually use in class to develop speaking 

skills? 

Answer: Almost always readings and in the end each student must present a 

summary about it. When there is enough time each student must give their 

personal opinion in front of the class. 

 

4. Do you believe that guessing games are important to motivate students to 

have an active participation in class? 

Answer: Yes, it is a way to have their attention and in turn, the guessing 

games could motivate them to participate, as a teacher I must find the ways that 

motivate the students to participate in the class. 

 

5. How will a guessing games booklet with practical exercises help to develop 

students' speaking skills? 

Answer:  In my opinion, being something new or little used in English class 

guessing games will help students to speak, they have to try again and again to 

find the answer, obviously, this will help them improve their speaking skills. 

 

Comment: the interview allowed the researcher to know the teacher´s 

opinion. The teacher said that the students do not reach the level of speaking in 

English (A2.1), she considers that different methods must be applied for students 

to participate in class.  

When the proposal was mentioned to the teacher, she was interested, the 

teacher considers that guessing games will engage students´ and as a result, 

they will feel motivated to participate which will help them to improve their 

speaking skills.  
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ANALYSIS AND INTERPRETATION OF THE OBSERVATION GUIDE  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Comment This instrument helped to know the lack of guessing games activities in the 

classroom, they do not have enough practice speaking skills activities with guessing 

games also the insufficient use of guessing games create a boring environment and the 

disinterest of students that do not cause them to participate. 

 

 

 

Teacher  Yes No At 
times  

Teacher spends time on activities that involve 
speaking skills, for example guessing games. 

 X  

Teacher uses resources such as guessing 
games for the development of speaking skills 
in English class. 

 X  

Teacher uses a variety of resources other than 
guessing games to hold conversations in 
English with students. 

  X 

Teacher presents popular guessing games at 
the time of applying them. 

 X  

Students Yes  No At 
times  

Students participate in speaking skills 
activities.  

  X 

Interact properly with the rest of the class.    X 

Students have fluency to express 
something. 

 X  

Students dominate guessing games when 
they apply them.   

 X  

Students have difficulty to understand 
guessing games.   

X   
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CHAPTER IV 

THE PROPOSAL  

TITLE  

Design of a booklet with practical exercises to improve the development of the 

speaking skills.  

JUSTIFICATION  

The application of some instruments like surveys, guide interview and guide 

observation helped to identify the problem in students of 10th Grade of Basic General 

Education in Vicente Rocafuerte National High School. It was possible to recognize that 

a great number of students have problems in English communication.  

There are different factors that affect the development of speaking skills in the 

students, which could be confirmed with the application of the surveys and the class 

observation, one of the reasons is that there is not enough use of activities to improve 

the students´ speaking skills.    

Knowing the problem which affects students in the English class of 10th Grade a 

possible solution is given. The solution is to design a booklet with practical exercises of 

guessing games in order to improve the speaking skills of students, also it will help to 

create a trusted environment of dynamism where students feel thee motivation to 

participate with speaking skills activities in the English class.  
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OBJECTIVES  

GENERAL OBJECTIVE  

To improve the development of speaking skills in students of 10th Basic General 

Education through practical exercises of guessing games to obtain the A2.1 proficiency 

level.  

SPECIFIC OBJECTIVES  

To make the speaking skills easy and fun.  

To promote the practice of guessing games activities. 

To implement a booklet with practical exercises that will catch the students´ attention.    

THEORETICAL ASPECTS  

The design of this proposal from the philosophical field is based on the axiological 

aspect because the axiology in education has an important role while students are 

educated. Education with values is a tool that will provide a profession and a purpose in 

the life for the future of each person, a valued based education is necessary to build 

peace, justice, responsibility, equality and all positive values necessary in the society for 

its development. (Tomar 2014) 

From the sociological foundations, this proposal is based on the construction of 

learning through relations with students, teachers and the class environment because 

the interaction among students is essential to develop communicative skills. Johnson 

(1981) argued that “Constructive student-student relationships are probably an absolute 

necessity for maximum achievement, socialization, and healthy development.” (p.5) 

From the Psychological foundation, this proposal is based on the motivation 

influence inside the classroom where the teacher has an important role that is the 
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implementation of new resources in the class that helps to get the interest of students in 

the learning of a foreign language and motivate them to continue learning every day. 

“Motivation is responsible for determining human behavior by energizing it and giving it 

direction” (Dörnyei ,2009, p.117). 

From the pedagogical didactic, foundation, this proposal is based on 

constructivism, students base in their previous experiences and are to be able to create 

their knowledge. As mentioned by Cobern (2010) that the constructivist model implies 

that students are active agents whose learning occurs by interpretation and it is 

developed by prior knowledge.   

From the linguistic foundation, this proposal is based on the communicative 

approach that explains that not only the new language should be known grammatically, 

but also the learner needs to go further. So, guessing games to promote the speaking 

skills in students so they can develop communicative competence. According to Eliss 

(1996) “the instrumental aim of a communicative approach is to produce students who 

can communicate both orally... with native speakers in a way appropriate to their mutual 

needs.” (p. 214) 

FEASIBILITY OF THE PROPOSAL  

FINANCIAL 

The economic resource of this proposal is not high. Thus, the total of this proposal 

will be supported by the author which has a minimum cost.  

LEGAL 

This proposal is based on the laws of the Constitution of the Republic of Ecuador: 

articles 3, 26 and 27. These articles explain the importance of education as a 



 53  

 

fundamental rights for human beings. It should be clear that education is the main right 

to change the society through the development of skills it will be possible to create an 

equal and responsible society. 

TECHNOLOGICAL  

In this proposal, it was not necessary to implement technological resources. It is an 

easy design to apply in the educational process.  

HUMAN 

The human feasibility is based on the author´s proposal to create a resource that 

improves the speaking skills of students, in this case, the design of a booklet with 

practical exercises to the development of speaking skills.  

DESCRIPTION OF THE PROPOSAL   

This proposal was designed for 10th Grade students of Vicente Rocafuerte National 

High School, to improve the development of speaking skills through practical exercises 

of guessing games.  

It starts with an explanation about how guessing games must be applied. The 

proposal is composed by five units and all of them focused in the development of the 

speaking skills. 

It is important to know that before applying these activities the English teacher 

already has worked with the objects that students must guess. So, students will have 

previous knowledge and it will be easy for them to actively participate in the guessing 

games.  

The first unit is about food and drinks guessing games, the second unit is about 

works and jobs and the third unit refers to services guessing games, the four unit is 
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about appliances and the last unit has exercises about objects classroom with this 

proposal is expected that students can improve their ability to speak in English.  
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Practical exercises to improve the 

development of speaking skills 

by Shirley Y. Zambrano 
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The class must be divided in two groups (team A and team B), each group will have 

five minutes to play the game. The teacher provides a box with pictures, any team (A or 

B) must participate until time runs out, they have to try to guess the majority of the 

figures.  

 

The game begins: 

• A team member from the first team will take a picture of the box. 

• He or she will have to give clues to his or her teammates while they try to guess 

the name on the paper. 

• If they guess the name of the object another student of the same team takes the 

place with another picture. 

• The person who takes the control keeps giving clues until the time is over. 

 

NOW THE OTHER TEAM'S TURN TO GUESS 

 

The game continues: Team members should alternate who is giving the clues so 

that everyone gets a turn. 

 

How to Win:  The winning team will be the one that has had the most correct 

answers. It is easy to keep score because each team should have the picture for each 

clue they have correctly answered. 

 

 

 

 

 

EXPLANATION 
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Unit 1 

 

1. Pizza 

Its origin is Italian 

It is cooked in an oven  

It is a flat round piece of bread 

People sometime order by phone call 

It is covered with tomato, cheese, pepperoni…  

 

2. Chocolate 

It is a sweet and brown food  

It has a high fat content 

Its size and shape are varied 

It is made from the seeds of the cacao tree 

Different things can be included it like a drink, a cake... 

 

3. Ice cream 

It is a sweet and cold food 

It is made from frozen milk 

It feels smooth and really cold in your mouth  

Could be crunchy too if you put chocolate chips in fruit, spices, or candy 

There are different flavors such as vanilla, strawberry, chocolate… 

Food and drinks   
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4. Banana 

It is a long-curved fruit  

This fruit has yellow skin when ripe 

This fruit grows in large, hanging bunches. 

It contains a lot of potassium  

It can be found in other colors, including red 

 

5. Coffee 

It is a hot drink 

People usually put sugar 

This drink keeps you awake 

This drink can be mixed with milk  

You can drink it at any time of the day 

 

6. Yogurt  

A thick and liquid food 

It is made from milk 

It is taken for breakfast 

It has different flavors  

It is eaten with cereal or fruits 
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Unit 2 

 

1. Actor 
 
Is an entertainer 

Can belong to any sex 

Someone who portrays a character 

Someone who is a performer in a play 

One who acts in a movie, television show...    

 

2.  Secretary  

Someone who works in an office 

Someone who arranges new meetings and appointments 

Managing the daily/weekly/monthly agenda 

A person who is in charge of typing letters, answering the telephone  

This person has the ability to use standard software packages 

 

3. Journalist 

Someone whose job is writing for newspapers, television, or radio 

A person engaged in journalism 

A person who presents news  

Someone who interviews people in different circumstances 

Work and jobs  
 

https://dictionary.cambridge.org/es/diccionario/ingles-espanol/works
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/office
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/job
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/newspaper
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/television
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/radio
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Someone who is in charge of attending press conferences and asking questions… 

 

4. Teacher  

Someone whose job is to teach  

She is patient, caring, and kind 

This person works in a school, college… 

Someone who has passion for their subject matter. 

A person who has the ability to build caring relationships with students.  

 

5. Doctor  

Can belong to any sex 

A person who works in the hospital 

Someone who treats with medicine  

Someone who takes care of people's health 

A person whose job is to treat people who are sick or hurt 

 

6.  Singer 

This is a famous person  

They can be a man a woman or children 

Someone who has a good voice 

Someone who sometimes plays a musical instrument 

Someone who may be accompanied by an orchestra 

  

https://dictionary.cambridge.org/es/diccionario/ingles-espanol/job
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/teach
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/school
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/college
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/person
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/job
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/treat
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/people
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/sick
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/hurt
https://simple.wikipedia.org/wiki/Accompaniment_(music)
https://simple.wikipedia.org/wiki/Orchestra
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Unit 3 
 

 

1. Bank 

It is a financial institution  

A place where you can keep or borrow money 

You can open an account (savings or checking) 

This place helps to protect your money  

There are different institutions around the world      

 

2. Cinema 

A building where you go to watch movies 

You have to pay for a ticket  

When you are inside you should not talk  

You cannot bring food in this place  

This is a place for entertainment 

 

3. Library  

A place with a lot of books 

There is no noise in that place 

Educational institutions have one of it  

There are a variety of books                                

People usually don’t pay to read a book 

Services  

 

https://dictionary.cambridge.org/es/diccionario/ingles-espanol/place
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/keep
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/borrow
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/money
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/building
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/watch
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/movie
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/place
https://dictionary.cambridge.org/es/diccionario/ingles-espanol/book
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4. Restaurant  

A place where meals are prepared and served to customers 

People can choose a meal to eat  

In this place people pay for eat 

This place provides different kinds of food                      

It is located in a public area 

 

5. Supermarket 

It is a large shop 

You can use trolly or basket 

In this place people cannot get in with bags                               

This place is divided by sections 

It sells most types of food and other goods needed in the home 

 

6. Park  

Children can play 

This is a large area of land with grass and trees 

This place is used for recreation 

There is diversity of games                                         

People of all ages can go 

 

https://dictionary.cambridge.org/es/diccionario/ingles/place
https://dictionary.cambridge.org/es/diccionario/ingles/meal
https://dictionary.cambridge.org/es/diccionario/ingles/prepared
https://dictionary.cambridge.org/es/diccionario/ingles/serve
https://dictionary.cambridge.org/es/diccionario/ingles/customer
https://dictionary.cambridge.org/es/diccionario/ingles/people
https://dictionary.cambridge.org/es/diccionario/ingles/choose
https://dictionary.cambridge.org/es/diccionario/ingles/meal
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Unit 4 

 

1. Camera  

It is a device for taking photographs 

It is used to making films or television programmers 

It is used by a professional photographer 

It is an optical device 

It has some functions and performance…  

 

2. Cell phone 

This object access to the internet 

You can register contacts 

You can send messages 

You can download different apps 

It has a battery that powers the device for several hours…    

 

3. Computer  

It is an electronic machine  

It can store large amounts of information 

It calculates data very quickly 

It helps you to control other machines   

Appliances  

 

https://dictionary.cambridge.org/es/diccionario/ingles/calculate
https://dictionary.cambridge.org/es/diccionario/ingles/data
https://dictionary.cambridge.org/es/diccionario/ingles/quick
https://dictionary.cambridge.org/es/diccionario/ingles/atm
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It must be manipulated by a person… 

 

4. Radio  

It is a piece of electronic equipment 

It is used for listening to radio broadcasts 

It is a communicative tool 

It must be manipulated by a person 

Music is transmitted through this equipment…   

 

5. Television  

It is an audio-visual medium  

It allows us to watch new programs 

It has some channels  

It receives electrical signals 

It is a device shaped like a box… 

 

6. Refrigerator 

It is a piece of kitchen equipment  

It uses electricity 

It uses  to preserve food 

It must be with cold temperature 

It is located in the kitchen… 

 

https://dictionary.cambridge.org/es/diccionario/ingles/piece
https://dictionary.cambridge.org/es/diccionario/ingles/kitchen
https://dictionary.cambridge.org/es/diccionario/ingles/equipment
https://dictionary.cambridge.org/es/diccionario/ingles/electricity
https://dictionary.cambridge.org/es/diccionario/ingles/preserve
https://dictionary.cambridge.org/es/diccionario/ingles/food
https://dictionary.cambridge.org/es/diccionario/ingles/cold
https://dictionary.cambridge.org/es/diccionario/ingles/temperature
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Unit 5 

 

1. A book 

It has pages 

It has information 

It has pictures 

We use it in English class                            

We consult information… 

 

2. Desk 

It is a type of table 

It has drawers 

Its surface is flat  

you can read, write, or do other work.  

It is a piece of furniture… 

 

3. Calculator  

It is used in math class 

It is used for doing calculations 

It is manipulated by a person  

It is a device that performs numbers  

Classroom objects 

 

https://dictionary.cambridge.org/es/diccionario/ingles/type
https://dictionary.cambridge.org/es/diccionario/ingles/table
https://dictionary.cambridge.org/es/diccionario/ingles/calculation
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It has many keys… 

 

4. Backpack 

It is designed to carry on the back  

It usually has two straps 

there are many colors 

It can be used by any sex  

It is a piece of equipment designed for use to go to high school… 

 

5. Pencil case 

It is a small bag 

It is often used at school 

It is used for holding pens, pencils 

Many of it has design a design  

Its color can change … 

 

6. Glue  

It is a sticky substance 

Its color is white 

It is very cheap 

It is used for repairing broken things 

It is used for joining things together permanently…            

 

https://dictionary.cambridge.org/es/diccionario/ingles/small
https://dictionary.cambridge.org/es/diccionario/ingles/bag
https://dictionary.cambridge.org/es/diccionario/ingles/school
https://dictionary.cambridge.org/es/diccionario/ingles/holding
https://dictionary.cambridge.org/es/diccionario/ingles/pen
https://dictionary.cambridge.org/es/diccionario/ingles/pencil
https://www.collinsdictionary.com/dictionary/english/repair
https://www.collinsdictionary.com/dictionary/english/break
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Well 

Done 
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CONCLUSIONS  

- This booklet can provide a solution for the problem which affects the 

development of the speaking skills of students.  

- The new didactic material can encourage students to participate in the English 

class it also creates a great environment  

- The teacher can use this material with any topic of the class.  

- Students with A2.1 level proficiency might benefit with the activities of this 

booklet.  

RECOMMENDATIONS  

- It is recommended to implement other playful activities in order to improve the 

development of speaking skills. 

- It is recommended to use the booklet´s activities in the English class. 

- It is recommended to practice more frequently speaking skills using simple 

images.  

- It is recommended that the teacher provides attractive images with the guessing 

games.  
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Tutoring plan agreeement 
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Ecuación 1Tutoring progress report 
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Ecuación Tutor’s evaluation rubrico of the research 
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Ecuación Tutoring completion report 
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Ecuación 2Certificate of similarity percentage 
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Ecuación 3URKUND screenshot 
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UNIVERSITY OF GUAYAQUIL 
FACULTY OF PHILOSOPHY, LETTERS AND SCIENCE OF THE EDUCATION 

SCHOOL OF LANGUAGES AND LINGUISTICS 
 

SURVEY TO THE STUDENTS 
Objetivo: To know the relationship of guessing games inside the classroom to improve the development 

of speaking skills. 

 Totally                       Agree                       Indifferent                   Desagree                  Totally 
                 Agree                                                                                                                                  desagree                        

Con una escala del 1 al 5, siendo 1 el menos frecuente y 5 el que más veces se repite. Responda a las 

siguientes preguntas: 

 ENUNCIADO 1 2 3 4 5 

1 The Little or no use of guessing games creates a boring class 
environment.  

     

2 I often use guessing games to develop my speaking skills.      

3 I know guessing game in English that can be applied in class.       

4 It is easy for me to understand guessing games in order to 
guess the answer. 

     

5 Considero que la adivinanza me ayuda a mejorar el desarrollo 
de la expresión oral.  

     

6 Considero que aún no es suficiente el desarrollo de la expresión 
oral en la clase de inglés. 

     

7 Existe en clase una diversidad de ejercicio para el desarrollo de 
la expresión oral como las adivinanzas. 

     

8 Tengo fluidez en mi lenguaje cuando digo una adivinanza. 
 

     

9 Considero que la expresión oral es importante en el aprendizaje 
del inglés. 

     

10 Disfruta los ejercicios de practica oral durante la clase de 
inglés. 

     

11 I consider that the development of my speaking skills is related 
to the use of activities such guessing games. 

     

12 I express my interest and desire during the application of 
guessing games activities. 
 

     

13 I consider that the level of English that I have is suitable to 
speak.  

     

14 I believe that a booklet with practical exercises of guessing 
games exercises will help me improve my speaking skills. 

     

15 I would like the teacher to use guessing games to improve my 
speaking skills. 

     

Le agradecemos su colaboración y garantizamos la confidencialidad de los datos. 

5 4 3 2 1 
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UNIVERSITY OF GUAYAQUIL 
FACULTY OF PHILOSOPHY, LETTERS AND SCIENCE OF THE EDUCATION 

SCHOOL OF LANGUAGES AND LINGUISTICS 
 

INTERVIEW TO THE TEACHER 

How do you consider that students' level of English is for the development of 

speaking skills? 

 

 

 

How often do you develop activities that involve speaking skills? 

 

 

 

What kind of activities do you usually use in class to develop speaking skills? 

 

 

 

Do you believe that guessing games are important to motivate students to have an 

active participation in class? 

 

 

How will a guessing games booklet with practical exercises help to develop 

students' speaking skills? 
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UNIVERSITY OF GUAYAQUIL 

FACULTY OF PHILOSOPHY, LETTERS AND SCIENCE OF THE EDUCATION 
SCHOOL OF LANGUAGES AND LINGUISTICS 

 

ANALYSIS AND INTERPRETATION OF THE OBSERVATION GUIDE  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Teacher  Yes No At 
times  

Teacher spends time on activities that 
involve speaking skills, for example guessing 
games. 

   

Teacher uses resources such as guessing 
games for the development of speaking skills 
in English class. 

   

Teacher uses a variety of resources other 
than guessing games to hold conversations 
in English with students. 

   

Teacher presents popular guessing games 
at the time of applying them. 

   

Students Yes  No At 
times  

Students participate in speaking skills 
activities.  

   

Interact properly with the rest of the class.     

Students have fluency to express something.    

Students dominate guessing games when they 
apply them.   

   

Students have difficulty to understand 
guessing games.   
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