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RESUMEN EJECUTIVO

La ensefianza del idioma inglés en estudiantes de nivel Antaedesafios
relacionados con la comprension lectora, debido a factores como la falta de
motivacion, vocabulario reducido y escasas estrategias didacticas aplicadas en el
aula. Ante esta problematica, la presente investigacion tuvo como objetivo disefiar
una propuesta didactica denominada Juega y Lee: La guia divertida para el dominio
del nivel A2, basada en la aplicacion de estrategias ludicas orientadas a fortalecer
la comprensién lectora en este nivel. La idea central que se defiende es que el uso
de actvidades dinamicas y recreativas facilita el proceso de aprendizaje, incrementa
el interés de los estudiantes y mejora su desempefio lector. Metodol6gicamente, el
estudio se desarrollé bajo un enfoque cualitativo con nivel exploratorio, utilizando
como instumentos una prueba diagnéstica y una ficha de observacién aplicada a
25 estudiantes, lo que permitié identificar las principales limitaciones y necesidades
en el proceso lector. Los resultados evidenciaron que las dificultades en
comprension lectora se dem en el reconocimiento de vocabulario, la
interpretacion de ideas principales y la retencion de informacion, lo que fundamento
la creacion de una propuesta didactica innovadora compuesta por planificaciones
de clase estructuradas en diversas estratdgidisas como juegos de rol,
rompecabezas, competencias de lectura y recursos digitales interactivos. La
propuesta, organizada y aplicada en un formato préactico, se constituye en un aporte
académico y pedagogico que busca mejorar de manera significaiva la
competencias lectoras de los estudiantes de nivel A2, promoviendo un aprendizaje
mas motivador, dinamico y efectivo.

DESCRIPTORES: aprendizaje de Inglés, comprension lectora, estrategias
lidicas, propuesta didactica.
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ABSTRACT
PLAYFUL STRATEGIES FOR THE DEVELOPMENT OF ENGLISH READING
COMPREHENSION IN A2-LEVEL STUDENTS

The teaching of English to A2-level students presents challenges related to reading
comprehension. These result from factors such as lack of motivation, limited vocabulary,
and the scarce application of didactic strategies in the classroom. In response, the present
research aimed to design a didactic proposal entitled "Play and Read: The Fun Guide to
Mastering the A2 Level." This proposal is based on playful strategies to strengthen reading
comprehension at the A2 level. The central argument is that dynamic and recreational
activities facilitate | earning, i ncrease
Methodologically, the study employed a qualitative approach with an exploratory scope.
The instruments used were a diagnostic test and an observation sheet, both of which were
applied to 25 students. These allowed the identification of the main limitations and needs
in the reading process. The results revealed that reading comprehension difficulties
primarily centered on vocabulary recognition, interpreting main ideas, and retaining
information. These findings were the basis for an innovative didactic proposal. The
proposal consists of lesson plans structured around playful strategies, including role-
playing, puzzles, reading competitions, and interactive digital resources. Organized and
implemented in a practical format, the proposal aims to improve the reading skills of A2-
level students and foster a more motivating, dynamic, and effective learning process.

KEYWORDS:

didactic proposal, English learning, playful strategies, r
eading comprehension.
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INTR ODUCTION

Importance and Relevance

In recent times, the need to learn a foreign language has increased significantly
due to the high commercial demand required to reach more populations and the
necessity of learning about a new cultdteis alreadyknown that the English
language is the language of international communication, thus being the third most
spoken language around the world after Mandarin Chinese and Spanish, which

makes it a highly potential and growing languégiva, 2023)

Nowadaysthe demands of the educational field evergreater,emphasizing
the importance of the mastery of a foreign language, particularly Enjiestefore
this research mentions the importance of ludic strategies for the developiment
reading ability in students of the A2 level studeitscordingto Miletic (2017)
the incorporation ofudic strategies in English classes favors the development of
students' language skills more effectively, since it encourages their motivation and

active participation, which facilitates their meaningful learning process.

This studyfocuseson Language Learning and Teachberause ludiactivities
can be applied as tools for enhanadiegding comprehension in EnglishA2 level
students As noted byGlobal Launch(2023) learning a foreign languadike
English enhances communication, expands career opportunities, and fosters greater
intercultural understanding, helping individuals succeed in a globalized world.

Hence, mastery second language impeojob prospects, broadens access to global
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opportunities, and strengthens cultural connections, highlighting the importance of

exploring teaching methods that foster meaningful and effective learning.

Moreno et al(2022)foundthe following:

fiLearninga foreign language is a basic need for professipnaljust a
supportor complement. Nowadays, in order to be successful in professional
life and makeour lives easier, it is essential to improve our English language
level since it is thainiversal laguage that is spoken, read, and written in

many parts of the woré(p. 5)

Currently, mastery this language is beneficial when reaching a job position that
allows personal and professional growth, as it is in modern companies that aim to
communicate withan international audience. In the same way, there are also
internal achievements, through which it encompasses the interest in getting to know
a new culture and delving into thderstandingf wordsandphraseghat differ
from one's owrtanguageas well as the experience of traveling to anywhere around

the world and being immersed directly to a specific speech community.

Nevertheless, various challenges may emerge during this process, hindering the
meaningful learning and acquisition of a foreign largguAn essential aspect that
emerges when a student is exposed to a real context of a target language is reading
comprehensionAccording toSatriani(2018), "there are several difficulties that
students face when analyzing a text in English, since readingprehension is
more than recognizing and understanding the meaning of words and sentences, but
rather giving meaning to the sentence, connecting ideas from what they read with

previous knowledde (p. 18). Although the four language skills are taught in
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educational institutions, true acquisition happens when they are practiced and
reinforced in realvorld contexts. However, not all skills are equally developed in

students, as some may find certain skills more challenging than others.

Among the skills thaforeign language students find makfficult is reading
comprehension, which has made teachiagnistruction a challenge feducators.
According to Grabe (2009yeading comprehension in a second language is a
complex process that involves various mitige skills. Students face greater
challenges when reading in a foreign language compared to their native language,
making the teaching of this skill particularly difficult. Therefore, teachers must
consistently guide students, acting as organizersamilitdtors of each activity to
foster the development of students as creative individaaldensue that their

learning isbased ormpersonal experience.

This researclexploresthe importance and impaof usng ludic strategiego
developreading compreension,with a particularfocus on A2i level English
languagestudentsCangoet al.(2023)found the following!'Ludic activities center
on social interaction through enjoyable games and activities. It encourages the
growth of interpersonal relationsksipskills, and a sense of humor in people and

primes the student's mind for learning motivati¢m 6).

A study published irthe Sustainabilityjournal states thaludic strategies have
been developed through which teachers can adapt them to theiroahassr
methodology and make classes dynamic and different, fostering students' interest

and motivation in acquiring new knowled@en et al, 2023)
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fiThe role of an English teacher in the classroom is very important in promoting
the learning process and niadgit more favorable and effective. Each teaching style
and objective can change or improve, alicerves a specific purpose which is to
help students achieve learning and improve their languagedgkyjl<Cong, 2024,

p. 84)

Teachers have the respdribiy of being immersed in the knowledge of new
tools or appropriate strategies which can be implemented in the methodology, in
order to facilitate the teachirlgarning processAccording to Morar (2020)
teachers should plan innovative activities thatairage students to use various
strategies, thus improving creativity in language learniigs, English teachers
must experience the use of ludic strategies in the classrotinesashelpseinforce
and strengthen knowledge while maintaining studesugosity, creativity, and

interest in learning the language.

Furthermore, it is worth mentioning thratreational strategies play enportant
role in the acquisition of a foreign language, as they provide dynamic and engaging
activities that foster stwmhts' creativity and facilitate the learning process.
According to Conti (2015) integrating creativity into language teaching
methodologies enhances second language acquisition by encouraging students to

explore and apply various learning strategies iammegful ways.

The research has a qualitative approach since it is based on observgditheto
non-numerical data, it focuses on the development of the readingns&ifioreign
language,specifically English, and collects relevant informatiorthat benefits
teachers and student$ho useludic strategiesAdditionally, it aims to highlight the
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importance ofludic strategies fodevelopng readingcomprehension in A2 level
students through the analysis of different sourc@sfofmation,such asrticles or

reliable academic works.

Problem Statement

The 21st century faces various challenges, a globalized world that presents great
transformations every dalgle Carlos Izquierdo, 2018These changes demand
adaptive learning ggoaches and innovative educational strategies to prepare
individuals for the complexities of a dynamic and interconnected society.
ThereforeJearning aforeignlanguage isecognized as essentfal both personal
and professional developmeiithe educabnal system must be directed towards
the implementation and developmentludic strategies that favor the acquisition

of aforeignlanguage in a natural and spontaneous (Régz et al.,2016).

In some institutions ifEcuadoy there is a noticeabldefidt in the teaching of
English this is reflectedr thepublication bythe global language training company
EF Education First (268, whichrankedthe country80" globally, indicating dow
level of proficiencyand placing itl8th in Latin Americathis highlights the need
for teachers to use appropriate playful strategies in their teaching. Therefore, this
research is important as it demonstrates how the incorporation of these strategies
facilitates language learningnd helps A2level students developeading

comprehension in English.

Nowadaysteachers aranmersed in a vast amount of information that offers
specific strategies, such as tdsdsed learning, communicative activities, and

collaborative techniques, which help students develop the essitarequired
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in the process of learning a foreign languagk.is important to highlight that these
strategies will enhance students' reading abilitssl foster their creativity
throughout the learning procegscording toGuzman(2018) i L u dciivities are
important, since they allow the psychosocial development of studermstddition

to the development of personality, the evidence of values, as well as the
achievement of knowledge already that involves a wide range of recreational

activities where students can interact, the pleasure, joy, creativity and knowledge

(p.10).

In the same wawccordingo Romero(2019) the educational system in Ecuador
has undergonémportant reforms since teachers have the opportunity to take
training, attendseminars, take exams every three monthsidentify the most
effective methodologies, techniques, and strategies that help students learn English
Neverthelessit is important to recognize that these efforts have not always been
enough as ®me studentstill struggle to develop all the skills required for full

language mastery

It is difficult to cover all the needs, demands and interests of all students
belonging to a private institutiotherefore this study will be carried out in order
to find solutbns to these demands that currently exist and, in this way, achieve
important changes in the educational systdaverthelesst is a challenge for both
teachers and students to find appropriate strategies that help students obtain

information more easilgnd thus achieve meaningful learning.

One of the limitations is the lack of understanding and knowledge of ludic
strategies for developing reading comprehension in English, hindering in some way
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the student's progresa&nother limitation is the use of tfaional methodology in
class taught by the teacher, since not finding creative tools causes the student to
lose interest in learning, thus becoming a traditionalist class lacking activities that

fosterconcentration and motivation in students.

On the othehand, it is important to consider that students acquire knowledge
more effectively in a dynamic and active environment. Therefore, this research will
introduce and outlinaubic strategies that will help studershanceheir creativity
while acquiring essential knowledge. Additionally, these strategies will be
presented to foreign language teachers, enabling them to implement these methods

and bring about meaningful change in the educational environment
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Figure 1

Problem Tree

Low engagement with
reading activities

|

Decreased motivation to
improve reading skills

Slow progress in reading
comprehension

|

CONSEQUENCES

PROBLEM: Difficulties of A2 level students
in developing reading comprehension.

CAUSES

Use of traditional
teaching methods

Lack of teacher training
on modern methodologe

Limited knowledge of
ludic strategies to
enhance reading

Elaborated by: Viera,C. (2025)

Source:Problem tree
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Research Question

How do ludic strategies influence the process of developing reading

comprehension?

Research ldea

The objective of this resedr is toanalyzethe use ofudic activities that can be
adaptecandapplyingby teachers of a foreign language. In addition to analyze the
positive effect that they could have on the learning of a language, on motivation
and in the active participation @tudents in the classroom, as well as in the

development of reading comprehension in A2 level students

Beneficiaries

The beneficiaries of this research proj
Bl ai se Pascal , 06 | ocat ed ocuses &Azleve o , Coto
English students who are able to communicate in everyday situations using basic
vocabulary and expressions. As the institution is private, students come from a
middle-income background. The primary goal of this research is to exphlenese
of ludic strategies for developing reading comprehension, aiming to enhance
students' engagement, motivation, and overall language proficiency through

interactive andudic learning techniques.

Delimitation of the research

9 Field: Education.

1 Area: Teaching English as a foreign language.
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1 Aspect: Ludic strategies for developirienglishreading comprehension.

1 Spatial Delimitation: The research is conducted at the UniBddcativa

iBl ai se Pascal o

1 Temporal Delimitation: The study is carried out duriniget academic year

20242025

1 Observation Units: Students with Adevelin fifth, six and sevegradesof

EGB at the Unidad Educativa Blaise Pascal

Objectives:

General Objective

To explore the use of ludic strategiasdevelopingreading comprehensian
English amongA2-level, through understandingheir effectiveness irorder to

foster a more engaging and collaborative learning environment.

Specific Objectives

To identify the different types of ludic strategies that can be applied to develop

readingskills in English.

To design a creative didactic guideat promote the process of developing

English reading comprehension

To describe ludic strategies and the benefits of adopting them for the

development of English reading skills.
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CHAPTER 1

THEORETICAL FRAMEWORK

The Importance of Ludic Strategies in Language Learning

The Role of Play in Education

Ludic strategies in language learning incorporate elements of games, play, and
fun activities to enhance the learning process. An international btuéyharbi
and Alzahrani (2020) relates that play is widely considered a fundamental
component of cognitive development because it promotes both emotional and
intellectual growth; so, when it is used in language learning, d¢msed
approaches can reducéress, promote motivation, and increase engagement.
According to Johnson et a2019) video games and other interactive elements
encourage students to immerse themselves in the language task, making learning

interesing and effective.

The role of play has long been recognized as a key element of human
development and learning, with important implications for early childhood
education as well as more advanced stages of learning, including second language
acquisition SLA) (Rahman et al.2020).In language learning, especially for A2
level learners, ludic strategies are powerful tools for improving reading
comprehension, so, the integration of games into educational environments is based
on the understanding that lesrg through games promotes cognitive development
and also increases engagement, motivation and emotional connection with the

content(Athey, 2018)
25



From a macro perspective, the role of games in education is multifaceted,
influencing both, the theoretical basis of language acquisition and the practical
application of teaching strategi€caylor & Boyer, 2020) Gamebased approaches
to language learning have been advocated from educational theorists such as
Vygotsky, who emphaze the importance of social interaction and play in cognitive
development; according to Vygotsky, learning works best in a social context, and

games are an ideal platform for this interac(®molucha & Smolucha, 2022)

When it comes to English reading comprehension at A2 level, gaming strategies
provide students with a social and interactive space to interact with the text, and
encourage them to actively manipulate language in ways that are not possible with
traditional metods (Banchero, 2021)The role of gaming in education is not
limited to the development of cognitive skills, it also plays an important role in the
emotional and motivational aspects of learning. On the other hand, reading
comprehension can often seem daunting to A2 level students, and incorporating
games into the learning process can help reduce anxiety and build confidence, so,
this is especially when trying to understand and interact with foreign languages,
make mistakes ral learn from their mistakes without fear of negative consequences
(Da Silva & Coutinho, 2024)he fun nature of these activities shifts the focus from
simply fAgetting the right answemasest o enj (
motivation and inspires students to continue appealing to the readitegials

(Karaojlu, 2020)

Furthermore, the use of game strategies in language learning reflects a shift

towards a studerdentered teaching approachvhere students are active
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participants in their learning journey, in this case, games, puzzles, aipdayley
foster a sense of i ndependence and i
Kennedy and Tunnicliffe (2022) mentioned that these activities make reading
comprehension more fun, and they also allow students to take responsibility for
their own learning. Viea et al.(2023)mentioned that is important for A2 learners

as trey begin to move from basic language recognition to deeper understanding and
independent use of language skills. Additionally, these strategies promote the
development of critical thinking and problesnlving skills, which are essential for
reading compretmsion. Game strategies such as reabaged scavenger hunts or
story reconstruction games require students to actively process information, make

predictions, draw conclusions and synthesize ideas from théCtebetrind, 2022)

All of the activities go beyond surfad¢evel understanding and force students to
engage with the text at a deeper, more analytical level, so, the process of active
participation helps develop the basic skills necessary for successful reading
comprehesion, such as the ability to recognize key details, identify main ideas, and
understand the structure of a té®tktarind 2022) At a macro level, the role of
this games in education can be seen as part of a broader shift toward more dynamic,
interactiveand studycentered teaching metho{&nastasiadist al.,2018) This
information can represent a move away from traditional reaching, that focus on rote
learning and repetitive practice, and became to promote a holistic approach to
language learning thattegrates social interaction, critical thinking, creativity and

emotional engagement, helping and improving learning skills.

Ludic Strategies in Second Language Acquisition (SLA)
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In second language acquisition, ludic strategies have been shown toldneak
the barriers of anxiety and fear, allowing learners to engage with the language in a
low-pr essur e envi r on mdzB)emphabized thesimpartance Al d an
of taskbased learning that is meaningful and eafdg, highlighting that play
facilitates natural learning by incorporating elements of profdelwing and
interaction, so, games can allow students to test with language iffleeastontext,

thereby boosting their confidence and willingness to comnatmic

In the context of SLA, ludic strategies aim to foster communication, enhance
vocabulary retention, and promote fluency. Activities such asplalgng, word
games, and storytelling allow learners to practice language in meaningful, eontext
rich situdions. These strategies help bridge the gap between theoretical knowledge
and realworld language use, facilitating a more holistic and dynamic approach to

language acquisitof Gaz ar z, 2020)

Moreover, ludic strategies provide a social and collaborative aspect to language
learning, encouraging interaction and pgepeer communication. This social
dimension mirrors the way language is used in atibhesettings, further
reinforcing learners' ability to navigate diverse linguistic and cultural contexts.
OsmarandRabu(2020)researchhasshown that incorporating ludic strategies into
SLA improves language skills diinelps to increase motivation and boosts learners'

confidence.

Overall, ludic strategies represent a valuable pedagogical tool in SLA, offering
both cognitive and affective benefits, because when there is integrated playfulness
into the learning procesgducators can create a more engaging and effective
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environment that supports the development of second language proficiency

(HeidartShahreza, 2018)

Motivation and Engagement Through Ludic Approaches

Engagement is a core cponent of successful language learning, especially for
beginner levels such as A2. Ludic strategies tap into intrinsic motivation by making
learning a fun, interactive experience. As players engage in competitive or
cooperative games, they invest emotipnah the process, which enhances
retention and comprehensi@i®ocher, 2022) At the macro level, the integration of
ludic strategies is an effective pedagogical approach to sustaining learners' interest

over time.

Ludic appraches, which integrate playful and galike elements into the
learning process, have emerged as a powerful tool to foster motivation and
engagement among learners. These approaches capitalize on the inherent appeal of
play, transforming traditional edu@atal experiences into dynamic, interactive,
and enjoyable activities. Zharfg022) mentioned that where there are introduced
fun and creativity into the learning environment, ludic strategies capture students'

attention and encourage sustained participation and active involvement.

Motivation playsan importantole in the success of any learning process, and
ludic approaches have been shown to significantly enhance both intrinsic and
extrinsic motivation. Through gamesle-playing, and interactive challenges,
learners are able to experience immediate rewards, such as a sense of
accomplishment, while also developing a deeper interest in the subject matter

(TamayeSerrano et al2020) The element of competition and thpportunity for
29



mastery in a playful context often led to increased perseverance and a positive

attitude toward learning, helping to overcome obstacles and buHda#ltience.

Moreover, ludic approaches create an environment where engagement is
fosteral naturally. Learners are not passive recipients of information; instead, they
become active participants, solving problems, making decisions, and collaborating
with peers. This handsn involvement promotes a deeper connection to the
material, as learneese more likely to retain information and apply new skills when

they are engaged in enjoyable and interactive actiitas, 2021)

The incorporation of ludic elements into learning also caters to diverse learning
styles, dfering opportunities for visual, auditory, and kinesthetic learners to engage
in different ways. This adaptability enhances the overall learning experience,
ensuring that all students can find an entry point that resonates with their

preferences.

Ludic Strategies and their Relevance to Reading Comprehension at the A2
Level

Understanding the A2 Level Learner

The A2 level, according to the Common European Framework of Reference for
Languages (CEFR{[2001) represents th "Waystage", these students typically
have a foundational understanding of grammar and vocabulary but may struggle
with more complex sentence structures or unfamiliar topdepez et al.2022)

They can understand simple texts, such as advertisemmiaiits,eand short stories,

and can handle routine interactions that require a simple exchange of information.
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However, their ability to express themselves clearly and fluently may be limited,
often requiring repetition, clarification, or the use of basicabulary to convey

their ideagZamecnik et al.2022)

At this stage, learners often benefit from a focus on expanding their vocabulary
and reinforcing grammar concepts that will help them communicate more
effectively, with activities such as refgays,dialogues, and vocabulary exercises
can support them in overcoming common challenges, such as finding the right

words or maintaining a conversati(®chutet al.,2020)

In terms of motivation, A2 learners are typically motivated by the desire to
communicée in reallife situations, the students want to be able to order food at a
restaurant, ask for directions, or make small talk with native speakers. It seems to
be important to consider that the key to maintaining their engagement lies in
presenting praatal, meaningful tasks that connect to their personal interests and

everyday needs

Finally, it is important to recognize that A2 learners may experience moments
of frustration as they encounter challenges in expressing more complex ideas,
because, at thistage, providing consistent positive feedback and creating a
supportive, nojudgmental learning environment can help build their confidence

and encourage continued progress

Challenges in Reading Comprehension at the A2 Level

For A2 learners, challenges ieading comprehension often stem from limited

vocabulary, difficulty inferring meaning from context, and trouble identifying the
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main idea or specific details in a téxtapp et al., 2023)Ludic strategies, such as
puzzles or rolglaying, encourage leaers to focus on context and work
collaboratively to overcome these barriers. These strategies can make the reading
process feel less intimidating and more approachable by providing immediate

feedback and rewards for success.

One of the main challenges thie A2 level is vocabulary limitation, because
learners at this stage typically have a basic range of words, they may struggle with
unfamiliar terms or idiomatic expressions commonly found in texts. This can hinder
their ability to fully grasp the meaningf a text, especially when the vocabulary
goes beyond their current knowled{fdatalina, 2024) Therefore, vocabulary
expansion plays a key role in improving reading comprehension, because, without
an understanding of essehtiards and phrases, A2 learners may miss key details

or misinterpret the context of a passage.

Another challenge is sentence structure. At the A2 level, learners are still
mastering basic grammar rules, but they may find it difficult to process more
compkex sentence structures. Texts may include longer sentences, relative clauses,
or conjunctions that introduce new ideas, all of which can overwhelm learners who

are more accustomed to simpler grammatical fq®odtani & Taghizade, 2023)

Additionally, A2 learners often struggle with reading fluency, because, reading
at this level is typically slower and requires more effort, as learners frequently pause
to translate or decode individual wor@dusmann et al.2022) This candisrupt
their ability to comprehend the overall meaning of the text, as they may become
overly focused on worthy-word translation rather than the broader context.
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Cognitive Benefits of Ludic Strategies for A2 Learners

Ludic strategies activate a rangecognitive processes essential for developing
reading comprehension. Activities like stdygsed games, word searches, or
quizzes encourage learners to engage with the text actively, rather than passively
reading through i{Clarindo et al., 2022)This ative engagement helps learners
improve their ability to predict, infer, and synthesize information, which are key
components of reading comprehension. Ludic strategies also promote vocabulary

retention through repetition in a fun context, enhancing lékivawledge.

An international study by Guarnig@2024) which was made in Italy, mentioned
that ludic strategies incorporate elements of play and gimactivities into the
learning process and they offer a rangeajnitive benefits for A2 learners, so,
these strategies make learning more engaging and enhance cognitive functions such
as memory, problersolving, and critical thinking. For A2 learners, who are at a
pivotal stage of language development, ludic apgresican significantly support
their cognitive growth while also improving language acquisition. This study
demonstrates the importance of ludic activities in the process of language
acquisition and the way how students can get a better understandibyg pliaying

games and doing some dynamic activities.

On the other hand, a study made in Brazil by Clarindo €2@22)concludes
thatone of the primary cognitive benefits of ludic strategies is the enhancement of
menory retention, this happens because games and ludic activities often involve
repetition, which is essential for reinforcing vocabulary and grammatical structures.

A2 learners, who are still building their language base, benefit from the repeated
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exposured language in a fun and interactive context. For example, word games or
matching activities help learners recall new words and reinforce their connection to
realworld contexts, thereby improving their lotgrm retention. This type of study
helps currentesearch to gain greater awareness of the importance and benefits of
usingludic strategies in learning, in addition to the impact it can have on students'
lives, as it improves their vocabulary, attention, retention and motivation so they

can continue adancing to a higher level.

In addition to memory, ludic strategies stimulate probsatving skills. Games
often present challenges that require learners to think critically and make decisions
based on their language knowledgti et al.,2023) This strenthens their ability
to navigate the language and promotes cognitive flexibility, as they learn to adapt
their strategies to different contexts. For instance, in aplal or simulation
activity, A2 learners may need to adjust their language use depeodlitige
situation, which encourages them to think on their feet and apply their knowledge

in dynamic ways.

Furthermore, ludic strategies foster highmrel cognitive processes such as
attention and concentration. Many games require focused attentiontatih de
whether it's listening for specific information, following rules, or reacting to time
constraints. For A2 learners, engaging in these types of activities can enhance their
ability to concentrate for extended periods, a skill that is transferabléhéo o

learning task¢Guerrero & Calderdibesano, 2023)

Social interaction, which is often a key element in ludic strategies, also has
cognitive benefits. Collaborative games or group activities allow A2 learners to
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engage wh their peers, promoting language practice and cognitive processing in a
social context. This peer interaction supports the development of metacognitive
skills, as learners reflect on their language use, compare strategies, and provide

feedback to one arfwer (Manoilov, 2023)

Specific Ludic Strategies for Enhancing Reading Comprehension

Role-Playing Games (RPGSs)

A study made by Leth(2021)in Gotlandmentioned that rolplaying activities
allow students to immerse themselves in the content of the text by taking on
characters and acting out scenarios. This method deepens comprehension by
requiring students to understand the context, motivations, and relationships between
characters in a texnd it also is particularly useful in reading comprehension as it
encourages students to pay close attention to the details of a text, such as dialogue
and plot structure, while also improving speaking skills. This study is important
because it demonsteas t h a't motivation and student ¢

activities during classes help them to have better relationships with their partners.

Role-Playing Games (RPGSs) are a type of game where players assume the roles
of charactersin afictionalsettg, maki ng deci si ons based or
background, and the situation they are placed in. These games can be played in
various formats, including tabletop games, video games, andhdii@n role
playing (LARP)(Grande De Prado et a020. The core of RPGs lies in narrative
driven gameplay, where players interact with the story, other characters, and the

environment through their actions and choices.
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In a typical RPG, players create or choose a character, which can range from
warriors towizards or entirely imaginative creatures, each with specific abilities,
strengths, and weaknesses. As the game progresses, players navigate through
quests, solve puzzles, and interact with-ptayer characters (NPCs), all while
developing their characte&rs s ki | | s, rel ationships, and
often involves a combination of strategy, creativity, and social interaction, with
decisions made by the players affecting the direction and outcome of the story

(Arenaset al.,2022)

These gameare known for their rich narratives and complex worlds, which can
provide immersive experiences that blend entertainment with predmérmg and
storytelling. Whether through tabletop dice rolls or complex video game mechanics,
role playing encourage stants to think critically, collaborate with others, and

explore different perspectives within a structured framew@rkger, 2019)

The appeal of RPGs lies in their flexibility and depth. Players are not simply
following a linear path; they actively shape the narrative through their choices,
creating a dynamic and often unpredictable experience. This freedom of action,
combined with the opportunity to engage deeply with fictional worlds, makes RPGs
particularly compelling forthose who enjoy both strategy and creativithe
importance of this resource is to emphasize the importance of RPG in students

learning, and the dynamic it allows at the moment of applying them in class.

Story Cubes

About story cubes, authors like Stroagd Amodei(2024)in Pennsylvania,

explore that there are dice with pictures or words that students roll to create stories
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or complete reading comprehension tasks. These cubes can be used in combination
with a short rading passage, where students roll the dice to generate a sequence of
ideas that they must incorporate into their retelling of the story. This interactive
approach fosters creativity and reinforces the understanding of narrative structure,
vocabulary, andhemes from the reading, and this is important because students

can be part of different activities alone or in groups.

Story Cubes are a creative and interactive tool designed to stimulate imagination
and storytelling. They consist of a set of dice, esith different images or symbols
on their faces. When rolled, the cubes generate random combinations of images that
serve as prompts for creating stories, in this, the main objective is to use the images
to spark ideas and construct a narrative, allowlaggrs to engage in spontaneous

and imaginative storytellinfZsiray & Koos, 2022)

These cubes are versatile and can be used in various ways. In an educational
setting, Story Cubes are often used to encourage language aeeptopnhance
vocabulary, and improve narrative ski{Batianiet al, 2021) Students can work
individually or in groups to create short stories based on the images rolled, fostering
creativity and critical thinking, and the unpredictability of the inzagkso helps
break through mental blocks and encourages a more flexible.emoea approach

to storytelling.

Story Cubes can also be used as a fun;dmgsure activity in both language
learning and general play. They are an excellent tool for overcommiteg's block,
helping players develop their creativity while enhancing their ability to think on
their feet. Moreover, since the cubes rely on visual stimuli, they offer a more
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engaging experience for learners who may be more visual or kinesthetairin th

learning style.

Word Search and Crossword Puzzles

In Abbey Gate, Fitrig2023)mentioned that the word searches and crossword
puzzles are excellent for reinforcing vocabulary and reading comprehesksisn
in these activities, students must identify key terms and phrases from the text,
improving their recognition of important vocabulary. The challenge of completing
a puzzle enhances focus and retention, as students become familiar with the words'

spellings and meanings in context.

Word search and crossword puzzles are popular word games that promote
cognitive skills, enhance vocabulary, and provide an enjoyable way to engage with
language. While both types of puzzles involve finding words, theyrdiffe
structure and the skills they challenge. In a word search, players are tasked with
finding a list of hidden words in a grid of letters. These words may appear
horizontally, vertically, or diagonally. Word searches help improve pattern
recognition, atntion to detail, and memory as players search for familiar words

within a sea of random letters.

On the other hand, crossword puzzles present a more complex challenge, where
players fill in a grid with words based on given clues. The clues can range from
simple definitions to more cryptic hints, requiring a deeper understanding of
language and word associations. Crossword puzzles can boost vocabulary and

encourage problersolving, lateral thinking, and knowledge recall, so, solving
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these puzzlescanbdaun way to expand oneds | exi

brain( ¢ zZd O¢ B Otcsoa ®© & 4 02Idzj tsoa ©, 2024)

These activities can be used during classes, as a way of playing and to reinforce
vocabulary related to a specific theme orjeab this caught the attention of

students and improve their learning.

Reading Relay Races

In a reading relay race, students work in teams to read and comprehend a text.
Each student reads a section of the text aloud and then answers comprehension
guestons based on what they have read. The next teammate continues the reading
and answers further questions. This strategy fosters cooperation, reinforces
comprehension through repeated interaction with the text, and increases motivation

through the competite element of the activitiZhang, et al., 2020)

Reading relay races are an interactive and fun activity designed to improve
reading skills, promote teamwork, and engage learners in a dynamic learning
environment, so, parijgants are divided into teams, and each team member takes
turns reading a portion of a text alo{g&taff Association, 2024)'he goal is to read
as quickly and accurately as possible, passing the "baton" (a marker or abject) t

the next teammate after finishing their section.

This activity encourages active participation, improves fluency, and enhances
comprehension. Since it involves both individual and group efforts, reading relay
races also foster collaboration and commuiocaamong learners. Additionally,

the competitive element motivates students to stay focused and perform their best,

39

c al



in this case, reading relay races can be adapted to suit different levels of learners
(Annafiah, 2024)Forbeginner levels, shorter and simpler texts can be used, while
more advanced learners can tackle longer and more complex passages. The format
can also be customized to focus on specific reading skills, such as pronunciation,

accuracy, or speed.

Interactive Digital Games

In US, digital games and apps designed for language learning provide interactive
ways to engage students with reading comprehension tasks. For example,
"gamified"” quizzes or word matching games challenge students to answer
comprehension quasns correctly to move to the next level. These games provide
instant feedback, which is crucial for reinforcing learrifynn et al., 2019)They
also offer the benefit of being highly engaging, which can increase students’

willingness to engage witleading materials outside the classroom.

Interactive digital games are a popular form of entertainment and learning that
combine technology with active participation. These games engage players by
offering a dynamic environment where they can interact wittual elements,
make decisions, and solve problems, unlike, traditional, passive forms of
entertainment, interactive digital games require players to be actively involved,

influencing the outcome of the game through their actignsnaranet al, 2023)

In the context of America, education, interactive digital games can enhance
learning by making it more engaging and immersive. They provide opportunities
for learners to practice skills in a variety of subjects, such as language, math, and

science, in a fn and motivating wayfeltreroet al, 2023). The use of games often
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incorporates elements like rewards, challenges, and immediate feedback, which

help to keep players motivated and encourage them to continue progressing.

One key advantage of interactivigithl games is their ability to cater to different
learning styles. Whether visual, auditory, or kinesthetic, these games can be
designed to appeal to a wide range of preferences, making learning more
personalized and effective. Additionally, many intékecgames promote problem
solving, critical thinking, and teamwork, which are valuable skills both in and

outside of the classroom.
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Variables Explanation

Dependent Variables

Student Motivation

As it is known, motivation is important in human life and beside to in learning a
second language, and this motivation becomes in an intrinsic way by the student
personal interest, and extrinsic, which is related to external rewards such as grades
or recognition(Purnamaet al., 2019) In the case of reading comprehension,
motivated students tend to engage more with texts, make inferences and actively

participate in discussions about the content of them.

To foster motivation in A2 level studenisis advisable to use relevant texts that
go with their interests and implement playful strategies such as games, competitions
and interactive activitieglsmail, et al., 2022) Studies have shown that using
playful strategis in the classroom increases participation and improves learning
retention, and also, integrating elements such as interactive storytelling and
gamification can make reading comprehension a more interesting and effective

experience.

Meaningful Learning

Meaningful Learning, proposed by David AusubEd61) happens when new
i nformation is substantially related to
learning is longasting and deep compared to rote memorizatiomiwiends to be

temporary and less effective for real world applica{i®exton, 202Q)
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In the context of reading comprehension in English, meaningful learning is

promoted when students can link information from a text witkqreal experiences,

prior knowledge, or personal interegigargasHernandez & Varga&onzélez,
2022) For example, if a student in learning vocabulary related to the environment
and has participated in ecological activitiesyill be easier for them to understand
and retain the new vocabulary. Pedagogical strategies that foster meaningful
learning include the use of graphic organizers, prdyased learning and
gamification, so, these techniques allow students to acewnglstge with the content

and apply what they have learned in real contgxgsa, et al., 2019)

Interpretation of texts

Text interpretation is a cognitive process that involves analyzing, understanding
and taking out the maang from a written text. This process depends on the ability
to decode words and on the skill to identify main ideas, make inferences and

establish connections between different parts of thgedne, 2020)

For A2 level English students, text interpretation can be challenging due to
vocabulary limitations and grammatical structures, however, using strategies such
as highlighting key ideas, summarizing paragraphs and guided discussion can help
improve interpretation skill@Butterworthet al.,2019) An important aspect of text
interpretation is critical understanding, which allows students to evaluate
information and form welfounded opinions. In this regard, the use of epeded
guestions and analyzing text from diffeteperspectives can enrich the reading

experience and strengthen textual interpretation.
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Learning Environment

A learning environment refers to the physical, social and cultural context in
which students engage with educational content. This concepd@sdie physical
space, such as classrooms or virtual settings, besides the psychological and
emotional aspects that affect learning, such as motivation, student interactions and
the availability of adequate educational resources, so, a positive learning
environment fosters curiosity, creativity and active participation, helping to develop

both cognitive and social skil{&(ttler, et al., 202Q)

An essential feature of a good learning environment is the diversity of teaching
methods and the flexibility to cater to students' needs. This involves the use of
technology, collaborative techniques, personalized learning, and formative
assessments, additionally, an inclusive and supportive environment, where students
feel safe and exouraged, significantly impacts academic suc{dssdquist, et al.,

2019)

Furthermore, the learning environment must align with educational objectives
and the culture of the place. The integration of resources such akedigitational
materials, online learning platforms, and the presence oftiaglled educators are
critical elements that contribute to creating an environment conducive to

meaningful learning.

Resource Availability

The resource availability refers to sichnologies and educational support that

students have at their disposal during their learning process. This includes both
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tangible resources, such as books, computers, anecgugipped classrooms, as
well as intangible resources like internet accesring, or the opportunity to

interact with experts and pedisdomako & Ahsan, 2022)

Adequate resources ammportantfor the success of the educational process
because they provide students with the necessary informaitibtoals to develop
their skills and knowledge. In a digital environment, for instance, access to online
learning platforms, educational apps, and multimedia content can enrich the
educational experience, enabling a more dynamic and accessible learm@sspro

(Jiet al.,2020)

Moreover, resource availabilitgvolves nojustthequantity but the quality and
relevance of the resources. It is important that resources are current, inclusive, and
aligned with the pedagogical objectives of the educatiomgram. In areas where
resources are limited, innovative approaches such as the use of open educational
resources (OER) or collaboration between institutions can maximize learning

opportunitiegJanke, et al., 2021)

Storytelling

Storytelling is a communication technique that uses stories or narratives to
convey messages, teachings, or values. In an educational context, storytelling has
become a powerful tool for capturing students' attention, promoting reflection, and
making complex concepts easier to understand, so, this technique helps to
contextualize learning in real or imagined situations that students can relate to their

own experiencefBayer & Hettinger, 2019)
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Through storytelling, studésm develop cognitive skills, such as reading
comprehension and memory, besides emotional and social skills. Stories can help
students understand different perspectives, increase their empathy, and foster a
sense of communitfandrumet al., D16). Additionally, storytelling has a positive
Impact on creativity and imagination, as it encourages students to create their own

narratives or interpret those of others critically.

In an educational setting, storytelling can be applied to various areas of
knowledge from literature to history, sciences, and ethics. In the classroom, it can
be used to teach lessons on morality, justice, conflict resolution, or even to make
abstract subjects more accessiMao, et al., 2019)The use ofmultimedia tools

such as videos or interactive presentations can further enrich this technique.

Role playing

Role-play is a dynamic teaching strategy that immerses students in simulated
reatlife scenarios, allowing them to adopt different roles and emgaguthentic
communication, which fosters active participation, enhances speaking skills, and
promotes a deeper understanding of content. By acting out situations, students
practice language in context, improving fluency and confidence, while also
develping empathy and perspectitaking as they consider various viewpoints

and respond accordingly.

In addition, roleplay functionsas an effective tool for reinforcing vocabulary
and grammar structures because it provides astosss environment where
stucents can experiment with language use without fear of making mistakes.

Moreover, according to Sotillo (2000jhese activities facilitate the development
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of discourse functions and syntactic complexity, thereby contributing to improved
language proficieng and by integrating rolplay into lessons, educators can create
engaging and meaningful learning experiences that support both linguistic and

cognitive growth.

Independent Variables

Reading

Reading is one of the foundational skills in the learnirac@ss, as it allows
access to information and the development of critical thinking. Through reading,
students gain knowledge in various fields of study and they can improve their
vocabulary, concentration, and ability to analyze and synthesize inforniatgoa.
cognitive activity that involves decoding symbols, understanding texts, and making

inferences and judgmen(@anditvilai, 2020)

There are different approaches and strategies for teaching reading, which vary
dependingon the educational level and the type of text. In primary education, for
example, the focus is on developing phonological awareness and reading fluency.
At more advanced levels, reading becomes a tool for analysis and reflection, where
the goal is not justo understand the text but to question, interpret, and connect it

to other knowledgéStahlet al.,2019)

Reading also playsnamportantrole in fostering student autonomy, as it is an
activity that can be done individually, allowing students to expi@w topics and
develop independent thinking skills. Additionally, exposure to different literary
genres and types of texts (scientific, historical, philosophical, etc.) enriches the
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educational experience and prepares students for the challenges sdiprafkand

personal life.

Critical Thinking

Critical thinking is a cognitive skill that allows individuals to assess, analyze,
and judge information in a logical and objective manner. It involves the ability to
guestion assumptions, identify fallacieshiases, and draw conclusions based on
available evidenceTanking it into an educational contexditical thinking is
essential because it enables students to learn information and evaluate, question,

and use it constructively in new situatiqiaber, 202Q)

Developing critical thinking in students involves teaching them to be reflective,
autonomous, and skeptical of the ideas they encounter. This skill is nourished
through exposure to diverse perspectives, solving conpptéstems, and practicing
analysis and argumentation, so, students who think critically are more capable of
making informed decisions, facing challenges, and actively participating in society
(Dwyer, 2017) Critical thinking ismportant in academic subjects and is a valuable
skill in daily life and professional settings, because it helps individuals solve
problems, make ethical decisions, and understand the world in a deeper and more

nuanced way.

Prior Knowledge

Prior knowlede is the foundation upon which new learning is built, so, in the
context of reading comprehension, it refers to the information, experiences and
skills that a student already has before encountering a new text. This knowledge is
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essential because it allsvgtudents to relate new information to what they already

know, making it an easier understanding and reterftdede & Kidd, 2019)

From a cognitive perspective, prior knowledge activates mental schemas that
help interpret ath make sense of new information. For example, a student who has
read about a specific topic in their native language will find it easier to understand
a text on the same topic in English, as they can make meaningful connections

between the two languagé&&monsmeier et al., 2022)

In teaching English as a foreign language, iingportantto activate prior
knowledge through strategies such as discussing ideas before reading, predicting
the content of the text, or using guided questions, and this help bhdgap

between what is known and what is new, improving text comprehension.

Text Engagement

It refers to how actively students interact with a text, both intellectually and
emotionally, and engagement is not just about reading words; rather, iteavolv
making connections, asking questions, and reflecting on the content. Moreover,
according to Guthrie and Wigfield (2000), students who are engaged with texts are
more likely to understand, remember, and enjoy what they read. FtevalR
English learnersengagement is especially important because it motivates them to
explore meaning even when the language is challenging, thereby promoting deeper

comprehension.

Engagement can be enhanced through playful and meaningful activities, as

strategies such as sytelling, roleplay, and interactive games help students connect
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with characters or scenarios, capture their attention, and motivate participation.

When learners find a text relevant or interesting, they are more likely to read
attentively, discuss ideagnd complete comprehension tasks with confidence,

which strengthens reading skills and fosters independent learning. Moreover, text
engagement i's influenced by personal and
motivation, prior knowledge, and curiositffect how they approach reading, while

supportive classroom practices, accessible resources, and teacher guidance improve

focus and involvement. For A2 learners, combining scaffolding with enjoyable

reading experiences ensures that students do not merebdel sentences but

actively interpret and reflect on the text, ultimately enhancing their reading

comprehension.

Reading Fluency

Reading fluencywhich involves reading a text smoothly, accurately, and with
appropriate expression, important for readingcomprehension because fluent
readers can focus on understanding meaning rather than decoding individual words,
and for Azlevel learners, developing fluency allows them to process language
more efficiently, recognize familiar vocabulary quickly, and catndeas across
sentences and paragraphs, while also reducing cognitive load and enabling students
to engage with texts more confidently and interpret content independently;
moreover, fluent reading fosters motivation and enjoyment, encouraging learners

to participate in reading activities and explore texts beyond the classroom.

Instructional strategies such as repeated reading, guided oral reading, and

expressive reading can significantly enhance reading fluency, and according to
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Rasinski (2011), these mtéces improve the mechanics of reading while also
strengthening comprehension and students' ability to interpret texts meaningfully.
Rasinski emphasizes that fluencynmgortantfor building longterm literacy skills
because it bridges word recognitiondaunderstanding, which helps learners
become more confident and independent readers, and fdevAPR students,
practicing reading fluency provides the foundation for tackling more complex texts

and improving overall academic performance in English regidisks.

Cultural Context

Cultural context refers to the social, historical, and cultural environment in which
a text or phenomenon is produced and interpreted. This concept is essential in
various disciplines such as literature, history, and socialestuzcause it allows
for understanding how the values, beliefs, and traditions of a particular culture

influence the creation and reception of idéskolovsky, 202Q)

Cultural context is also key to interpreting textstressame message or theme
may have different meanings depending on the cultural background of the
participants. For example, a literary work created in a specific cultural context may
convey values and attitudes that can only be fully understood if ttoeited and
social circumstances in which it was created are kn@arandashev, 2017)
Knowledge of cultural context also promotes respect and appreciation for diversity,
helping students develop a broader, global perspethiigas particularly important
in an increasingly globalized world, where intercultural understanding and the
ability to work with people from different cultures are highly valued skfilsnink,

2017)
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Vocabulary

Vocabulay refersto the set of words that a person knows and uses in their
language, both spoken and writtehis important to consider thaedeloping a
broad and precise vocabulary is fundamental for effective communication and
academic succes@Boers, 2022) Inside of an educational context, expanding
students' vocabulary is considered one of the foundations for improving reading

comprehension, writing, and oral expression.

A rich vocabulary allows for smoother understanding amudiyction of texts,
and helps students access more complex and specific concepts across different
subjectqSchmitt & Schmitt, 2020)For example, a student who masters technical
vocabulary in a field like science or matheiosiwill be better able to understand

and apply the key concepts in that area.

There aressomestrategies to improve vocabulary, such as frequent reading, using
dictionaries, exposure to different types of texts, and deliberate practice of new
words, howeve vocabulary should be learned passively and be actively used in

different contexts to improve communication skfl@oxhead, 2019)

Text Analysis

Text analysis is a critical skill that allows students to break down, retegnd
deeply understand the content of a text. This process involves identifying key ideas,
discourse structures, arguments, inferences, and underlying meanings in the text,
this analysis goes beyond literal comprehension; it also seeks to explavattd,c
stylistic devices, and the author's intentifikackartz & Radiker, 2023)
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To conduct effective text analysis, students must apply critical and reflective
thinking skills, questioning the ideas presented and evalutteig validity and
relevance. Additionally, text analysis helps develop argumentative skills, as
students must support their interpretations with concrete evidence from the text

(Arya et al.,2019)

Text analysis is a valuable tool across various diswgli from literature to
social sciences and humanities, as it promotes the ability to analyze data, identify
patterns, and understand complex phenomena. In education, this iskgbigant
for shaping students into independent, critical thinkers whoeog@age with the

information they consume.
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CHAPTER I

METHODOLOGICAL DESIG N

The main objective of this chapter is to present the methodology that will be used
in this research, which, through the collection of information from books,
magaznes, articles, documents, among others, as well as through the analysis of
the perceptions of English language students, will allow solutions fiouipel for
the problenraised focused on the area of English and takingl&zl students as
the target popation. The research explores the experiences and perceptions of
students regarding the incorporation of ludic strategies in the development of
reading comprehension in English. The first sectleacribeghe research design
and its approach, while the cemd section describes the process of selecting
participants, data collection tools, addition to he description of the technical
methods and instruments used. Finally, the last section addresses the validity and
reliability of the researchalong with the analysis of the results and the

corresponding procedures.

Research approach and design

This research aims to highlight the benefits of usiidic strategies to improve
reading comprehension in English among A2 level students, specifically in the 6th
and 7th grade®f Basic General Educatiom the city of Salcedo, Cotopaxi

Province, Ecuador, during the 202025 school year.

Due to thenature of the studythe research adopts qualitative approacto

gather the information for a dippanderstandingf the topic and generate new
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ideas. As Bhandari (202@)entions, qualitative research focuses on the collection
and analysis of nenumerical datasuch as text, videos, or audio, in order to
explore ideas, opinions, and experiences. This type of redsapshto gain a more
detailed understanding of a problem and propose new directions for future studies.
In other words, its purpose is to analyze and explain the underlying causes of the

research problem to achieve a deeper understanding of it.

On the otler hand, according to Creswelhd Creswell (2018) "qualitative
research is a method that helps the researcher to investigate and understand the
meaning of a social or human situation or problem" (p. B3 suggestshat the
researcher can use the qtadive approach to contribute and solve a problem, the
researcher is the one who describes and understands reality, as gathers
information that serves as a contribution to achieve effective purposes in the

research.

Research Level

The research iexploratoryand includesa didactic proposaby implementing
this method, the researchwiill explore the benefits of using creative ludic
strategies such as playin learning the English languag&ith a focus on

developng English reading comprehensiin A2-level students.

According to Tegan (202 Exploratory research is a methodological approach
that investigates research questions that have not been previously studieddn depth
and his research is based on the collection of information onttity yariables
where the researcher analyses, synthesizes, organizes ideas and new information to

be studied in depthmoreoverthe exploratory level helps the researcher to explore
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the perceptions, benefits, and interests of foreign language teachers whe

incorporating and relating them to the learning of a foréagiguageAlso, at the

end of the research, a didactic proposal will be designed basedton dent s 6

experiencewith the use ofudic strategies in learningvhich can be implemented

by teachersvho wish to incorporate these strategies into their teaching practices

Research modality

Bibliographic Documentary Research

This research idibliographic and documentarynature as the information
collected comes from previous studies, such as boaksgls, articles, theses, and
other documents, which analyze, synthesize, and present results that contribute to a
deeper understanding of the background, theories, and approaches related to the
research topic. According to Creswell (2014), the literatewesw is a key step in
any study, as it allows the researcher to place the study within the context of
previous research and existing theories, identifying gaps and providing a solid
theoretical foundation that guides the development of the study. éwaalily, it was
complemented with the application of a diagnostic test and the use of an observation
sheet, tools that allowed the collection of empirical and relevant data to enrich the
theoretical analysis and provide valuable information about the tr@ntslic

strategies in the development of reading skills in English.

Field Research

This study follavs a fidd research approach, as it involves the usgvofmain

instrument§ or data coll ection I1AsCréslwell 2QEAr t i ci p
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expains field research involves collecting data in its natural context, either through
direct interaction with participants or through observations, with the aim of gaining

a deeper understanding of the phenomenon being stldibds study, a diagnostic

test was initially applied to assess the reading comprehension level-le/éi2
students before the implementation of ludic strategies, and an observation sheet was
subsequently used to record the students' reactions, participation, and behaviors
during he ludic activities with both instrumentsfacilitating the collection of
empirical and qualitative dateshich enrichedthe analysis ofhow ludic strategies

influencethe development of reading comprehension.

Description of the sample and the research coext

This research was conducted at the "Blaise Pascal" Educational Institution,
located in the city of Salcedo, Province of Cotopaxi, with a group of students at an
A2 level in the English languagevhere he institution provides educational
services, @ining students to obtain a high school diploma in sciences. In addition,
it is characterized by offering an academic education of excellence, with a focus on
values and a famibpriented environment that fosters the comprehensive
development of studentahile its commitment to high educational standards, the
institution also promotes the learning of the second language, English, as a

fundamental part of its curriculum.

Participants

The patrticipants in this research are 25|82l English student$rom the 6th

and 7th grades of Basic General Educatmath agesangingfrom 10 and 12 years
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old. The students were intentionally selected, and the research instruments were
applied to all of them individually. Furthermore, it is important to note that the
selection was based on their English proficiency level, which served as a key

inclusion criterion for the study.
Table 1

Participants information

Group Participants Age Range  English
level
Students of 7 women 10to 11 A2
6th grade of years old
Basic General 7men
Education
Students of 5women 11to 12 A2
7th grade of years old
Basic General 6 men
Education

Elaborated by. Viera, C. (2025)
Source: Participants information

Data collection process

This researchwhich follows aqualitative approachemployedthree primary
data collection techniques: documentary analysis, diagnostic testing, and
observation. Thesanethods were selected tooffer a comprehensive and
contextualized understanding of how ludic strategigsportthe devéopment of
reading comprehension in A2 level students at the "Blaise Pascal" Educational

Institution.
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Documental Analysis

The objective of this documentary analysis was to collect and explore
information from various sources regarding the effectivenéiglic strategies in
improving reading comprehension among A2 level studé@asument analysis
involves a structured approach to evaluating both physical and digital documents,
which may include materials accessed via computers or the internet. Thamet
like other qualitative research techniques, requires careful examination and
interpretation of content to uncover meaning, foster understanding, and build

knowledge based on empirical déBowen, 2009)

In this procesghe research identifiedifferent types of ludic strategies that can
be implemented in English classes to develop reading,skills data collection
conductedthrough the review of classroom activities, the analysis of student
participation, and the evaltian of their reading performance. Furthermore, the
study included an assessment of the effectiveness of ludic strategies in enhancing
reading comprehension skills. Ultimately, the findings obtained from this data
collection process will contribute to imguing teaching practices and optimizing

the use of ludic methodologies in English language teaching.

Diagnostic Test

In this study, the researcher used a diagnostic teestssessthe reading
comprehension skills of ARevel studentsand #hough the tet had a diagnostic
focus, itsmain objectivewas to identify thes t u d strangtesé@and weaknesses

their ability tocomprehenadvritten texts The results provided detailed information
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about the areas that required more attention and how ludic stsateild intervene

to improve those specific areas of reading comprehension.

Observation Sheet

The objective of this observation is to examine the use of ludic strategies in
reading comprehension activities for A2 level students, focusing on how these
strategies influence student engagement, motivation, interaction, and
comprehensionThe datagathered through obsvations providén-depthinsights
into i ndi v iactiwuted, vahaviors, actions, and the various interpersonal
interactions and organizatial processes thatonstitute observable human

experience¢Patton, 2002)

Throughout the class sessions, the use of games, interactive activities, and other
ludic strategies aimed at improving reading comprehension wiltdrefully
observedAssessing students' involvement in tasks, their understanding of reading
materials, and how ludic elements support language acquisition and problem
solving, the observation will provide valuable insights into the effectiveness of
ludic learning technigues in enhancing English reading comprehension.
Additionally, this process will allow for the recording of students' participation
levels, motivation, and attitudes toward learning to read through ludic methods,

ultimately contributing to @eeper understanding of their impact.

Validity and reliability

To ensure the accuracy and consistency of the sthdyresearcher adopted
differentstrategiego validatethe reliability and validity of the instruments used in
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data collection. In thigase, the researcher employa® main instruments: the
diagnostic test and the observati@electing bth carefullyfor their ability to

provide a deep understanding of the phenomenon being studied.

Validity

Two experts in the fieldeviewedthe instrunents to verify the validity, drawing
on their professionalexperience andacademic backgroundrheir evaluation
ensured alignment with the required academicand pedagogical standards

confirming thatthe collectediata accurately reflected thesearch mblem.

Furthermorecontentvalidation ensured that each item or question effectively
addressed kegspects of the phenomenon under study. Criterion validity was also

consideregdindicatingthat the resultalign with thosefound in previais research.

Reliability

In this researchdata collectioninvolved two instrumentsa diagnostic test and
an observation sheetheseinstruments were designed to assess the students'
reading comprehensiakills and theirengagemenin ludic strategiesGiven the
qualtative nature of the studyhe research did naipply statistical methodsuch
as Cronbach's Alphao evaluate reliability Instead, theyrelied on qualitative
criterig, including responseonsistency, coherence in student performance, and

triangulationwith additional data sources, to ensureitfsgrumentd r e l.i a b i
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Reliability of the Diagnostic Test Instrument

1. Internal consistency of responses

This section analyzed student performamceoss the different parts dfie
instrumentThe consistentesults among students who excelile multiple sections
suggest that thenstrumenteffectively measures the targeted skills and that its

components are coherently linked

2. Structural clarity of the instrument

The diagnostic test presents a logical stmggtwvith clear instructions and
appropriately designed activitieghich helped stdents understarttie tasks more
easily This clarity contributed to obtaining genuine andnsistent responses,

thereby reinforcing the reliability of the instrument frore ttesign stage.

3. Triangulation with the observation sheet

To enhance the reliability of the findings, the study employed methodological
triangulation by comparing the results of the diagnostic test with the data gathered
through the observation sheet. Aatiog to Patton (1999), triangulation is an
effective tool for validating data by contrasting it with information from multiple
sources. This process all owed for a cl ear
during the reading activities and the test Hssuwvhich in turn confirmed the

coherence between the instruments and reinforced the validity of the data obtained.

Moreover, triangulation helped verify the consistency of the results betiveen
instrumentswhile provided a deeper and more comprehengnaerstanding of the

factors influencing the studentsd | earni
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diagnostic test and the observation sheet during the sessions, it was possible to
identify that the ludic strategies promoted a more dynamic, patoeipaand
meaningful approach to readietements that had not been fully reflected in the

initial results.

Finally, by integrating multiple sources of information, methodological
triangulation strengthened the validity of the reswltsl provided a broade
framework for interpreting the students' achievements and areas for improvement.
This approach supported more informed decis@mking regarding the
effectiveness of the ludic strategies implemented, as it clearly showed how these

strategies contributetd the development of key reading comprehension skills.

Results of the Diagnostic Test

Thediagnostic testesults displayed eonsistent distribution acrogs sections,
reinfordng the instrumerd@ s r el Tha bfolldwing yable presents the

percentges of student responseghin each testategoy:
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Table 2

Results of the diagnostic test

Test Category

Excellent

Good

Satisfactory

Insufficient

Pre-Reading
Question
(Personal

Connection)

40%

36%

16%

8%

Reading
Comprehension
(Comprehension

Questions)

60%

24%

8%

8%

True/False
(Accuracy of
Responses)

72%

24%

4%

0%

Vocabulary
Usage
(Definition and
Context)

52%

28%

12%

8%

PostReading
Reflection

40%

32%

16%

12%

Elaborated by: Viera, C. (2025)
Source:Results of diagnostic test

The distribution ofesponsesacross all sections of the test remained consistent,

suggesting stable performance from the students in the evaluated areas. This

consistency shows that the instrument has an adequate levelatiflitglifor

assessing reading comprehension and vocabulary skills. Additionally, triangulating

with the classroom observation further strengthens the reliability of the results,
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confirming the coherence between both approaches within the qualitative

framework of the research.

Reliability of the Observation Sheet

For this instrument, theesearcheevaluatedthe reliability using theKuder -
Richardson (KR-20) coefficient, which is suitable for instruments with
dichotomous items (yes/no). This method kelgerify whether the students'
responses remained consistent throughout the observations and if the items aligned

with the intended evaluation goals.

The observation sheet consisted of 22 itetoscalculate its reliability, we
analyzed the proportions @ifffirmative (yes) and negative (no) responses. The
results showed thdi8 itemsreceived affirmative responses, ahidems received
negative responses, reflecting a high level of participation and coherence in the
observed behaviors. Based on these ddte, researcheapplied the Kuder

Richardson formula, which allowed to determine the instrument's reliability.

Table 3

Reliability Statistics According to kRO.

Items with Yes Items with NO Total Items KR-20
Responses Responses Coefficient
18 4 22 0,8181

Elaborate by: Viera, C. (2025)
Source:Reliability results
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After applying the formula with the obtained data, which consistdd afems
with affirmative responses andl items with negative responses, theR-20
coefficient resukd in a value 00.8181.This value indicatedigh reliability ,
meaning that the instrument consistently measures the observed behaviors and that

the items are weltructured.

Results of the Observation Sheet

Most of the items on the sheet showed a hpgbportion of affirmative
responses, reflecting that the students actively participated and demonstrated
behaviors consistent with the observed indicators. These results demonstrate that
the observation sheet provides sufficient reliability to asseskethéehaviors of

students during the implementation of thdic strategies.

To provide a more detailed view, key behavioral dimensions organized in the
following matrix. It highlights the number of students who met each indicator

before and after the im&ention:
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Table 4

Reliability of the Observation Sheet: Before and After the Intervention.

Category Yes (Before Yes (After
Intervention) Intervention)

Engagement and 10 students 23 students
Participation

Understanding and 8 students 21 students
Comprehension

Interaction and 5 students 23 students
Communication

Application of Strategies 6 students 22 students

Motivation and Progress 5 students 25 students

Elaborated by: Viera, C. (2025)
Source:Reliability before andfter observation

Theseresultsindicatean |1 mport ant | mpr ov eaon@gss&lk i n

observed dimensions after the implementation of ludic strategies.

Finally, the obtaineR -20 value supports that this instrument is reliable for
evaluatingstudents' participation, comprehension, and interaction, fulfilling its role

within the qualitative approach of this research

Analysis of the results

In this research, the data collected through diagnostic tests and observations will
be analyzed, focusgnon the main issu@he results will center on how the use of

ludic strategies in foreign language learning influences the development of reading
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comprehension in English, particularly in A&el students, and how these

strategies facilitate the learnipgocess more effectively

The first instrumentused wasa diagnostic test, aimed at investigating the
strengths and weaknesses of the students in reading comprehension, using a passage
titted "The Tom Cat" suitable for the A2 levelalong with comprehenisn
guestions, true/falsstatementsvocabularyexercisesand reflectionThe answers
evaluated according to a rubric that covers different criteria sudraReading
Questions (Personal Connection), Reading Comprehension (Comprehension
Questions), Tue/False (Accuracy of Responses), Vocabulary Usage (Definitions

and Context) and Pestading Reflection

This table presents the results of all students in each category, detailing the
percentage they achieved for each grade: Excellent, Good, Satisfactory
Insufficient, for each of the criteria assessed in the diagnostidtesarry out the
analysis, the researcher used a simple method to calculated the number of students
corresponding to each performance category ih eathe criteria evaluated the

diagnostic test
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Analysis of Diagnostic Test Results.

Table 5

Results of Diagnostic Test Instruments.

Criterion Excellent Good Satisfactory Insufficient

(4) 3) (2) 1)

Total
(%)

Pre-Reading
Questiors (Personal

Connection) 40% 36% 16% 8%

100%

Reading
Comprehension
(Comprehension

Questions)

60% 24% 8% 8%

100%

True/False
(Accuracy of

Responses) 72% 24% 4% 0%

100%

Vocabulary Usage
(Definitions and

Context) 52% 28% 12% 8%

100%

Postreading

Reflection
40% 32% 16% 12%

100%

Elaborated by: Viera, C. (2025)
Source:Results of diagnostic test

Interpretation of results

1. Pre-Reading Questions (Personal Connection)

Out of the total 25 studentd0% (10 students)achieved arexcellentlevelin

the Prereading criterionshowingthat a significant percentage of the studeotdd

activate their prior knowledge before engaging with the text. These studadés
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clear and detailed connectionghich suggest they had &olid understandingf

the topics addressed in treading

Similarly, 36% (9 students)reachedagood leve] demonstrating theability to
make connections or recall prior knowledge related to the contbithindicates
that theyunderstood the material generally andldddentify key ideasrom the

text.

On the other hand,6% (4 studentsyeached aatisfactory leve| meaning their
connections wersuperficial and lacked depth or specifigityhich suggests that
this grouphad a imited ability to link the content ofhe text with their prior

experiences.

Finally, the remainin@% (2 students)received amnsufficient level, indicating
that they struggled to make relevant connections and lacked the prior knowledge
neededio understand the text. THikely reflectsa leck of personal experience with

the topic or difficulty inferring the contefitom the questions presented.

2. Reading Comprehension (Comprehension Questions)

According to the reading comprehension criterion, the majority of styd®sits
(15 students) demongrated anexcellent level of understandingof the text,
reflecting a deep and detailed comprehension of its content. This high percentage
showsthat most students were able to grasp the nuances and important details of
the text,indicatingstrong readinglglls and adequate preparation to engage with

the material.
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In contrast24% (6 students)answered most of the comprehension questions
correctly, achieving good level However, they made some minor mistakes or left
certain details incomplete, suggestthgt, although thegraspedhe general idea,

they had smalflaws ininterpretingspecific aspects of the text.

Similarly, 8% (2 students)achieved aatisfactory leve| indicating that they
mostly understood the text but made significant errors in ird&fon or in
identifying key detailswhich reflects a limited or partiainderstanding of the

content.

Finally, the remainin@% (2 students)received ainsufficient level, indicating
thatthey struggled to comprehend the text adequately. Althougpehientage is
low, these students had difficulty grasping the essential elements of the content,

suggestingmportant areafor improvement intheir reading skills.

3. True/ False (Accuracy of responses)

Regarding this criterion/2% (18 students) received an excellent level,
demonstratinghat they accurately understood the facts presented in the text. Since
the questions were true or false, these studshtsveda clear and detailed

understanding of the key elements of the content.

Similarly, 24% (6 students) showed agoodlevel performanceanswering most
of the questions correctly, though with some minor errors. This indicates that, while
these students hadsail general understanding of the tetttey missed certain

details that prevented them fransvering the questionaccurately
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As for the4% (1 student),they reached satisfactory levelwhich suggest they
made several significant errors in interpreting the text. Although true or false
guestions argenerally straightforward, this student striegbto comprehend some

key aspects of the content.

Finally, no student scoredan insufficient level for this criterion, which is a
positivesignthat most students were able to understand the text in general terms,

even if some made minor mistakes or hdtiatilty interpreting specific details.

4. Vocabulary Usage (Definitions and Context)

According to this criterion52% (13 students)achieved excellent performance,
indicating that they correctly understood the definitions of the key words in the text
and wee able to use them appropriately in context. These students demonstrated
strong vocabulary skills, identifying word meaniraggdapplying them accurately

acrossvarious contexts.

Meanwhile, 28% (7 students) reached agood leve] showing a generally
adequée understanding of the definitions and vocabulary usage. Howtbesr,
made some minor errors or struggled to use the vocabulary in alternative gontexts
this suggests thathile they understood the words and their function in the text,

they need to impnee their ability to apply vocabulary in different situations.

On the other handl2% (3 students)were placed at theatisfactory level,
indicaing significant difficulties in understanding the definitions and using the
vocabulary appropriately. Althoughey recognized some key words, thegre

unableto apply them correctly or provide accurate definitiaghgs highlights the
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need for additional support in vocabulary comprehension and usage across different

contexts.

Finally, 8% (2 students) received aninsufficient level, reflecting serious

difficulties in understanding or using the key words from the text.

5. Postreading.

The results for this criterion show th#1% (10 students)achieved an excellent
level, demonstratingdeep and welldeveloped refleabns that meaningfully
connected the content of the text with their own ideas or prior experiences. This
indicatesthat these students understood the text, but were also able to reflect
critically about it, establishing personal connectiorand offering de@er

interpretations.

In contrast 32% (8 students)performed at ajood leve] with responses that
were gpropriate but less detailedreflective.While these studentiid makesome
personal connections showreflecion on the text, their answers wetended to

be moregeneral osuperficialcompared to those at the excellent level.

Meanwhile,16% (4 students)showed asatisfactory level, with responses that
reflected a basic understanding of the text but lacked a clear connection to their own
ideas or gperiences. This suggests thia¢y may have struggled tengage more

deeply with the content or to relate it meaningfully to their personal context

Finally, 12% (3 students)received arnsufficient level, indicating that thie

reflections were minimal rolacked meaningful connectionsto the text. These
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students wouldenefit fromadditional support to develaeir critical thinking

skills andengage more thoughtfully with written material.

Analysis of Observation Sheet

Throughouthe implementation ohe ludic strategies, an observation checklist
wasused with agroup of 25 students from 6th and 7th graddisat the A2 level
This instrumentprovided valuable information on the following indicators:
Engagement and Participation, Understanding and @smepsion, Interaction and
Communication, Application of Strategies)dMotivation and Progresbased on

thest udent sdé peactivileseemance i n the

Throughoutthe process, whicimcluded roleplaying games, story cubes, word
search and crossword puzzleeading relay races, and interactive digital games,
studentsdemonstratedhigh levels of participation and enthusiasfaditionally,
these strategidselpedcreatea dynamic and engaging classroom environnieadt
promoted concentration aatlowed stuénts tointeract onfidertly with the texts

presented

The following table summarizethe results of all students in each category

assessed through the observation sheet, detailing the number of students who

achieved nYesoO or ANooO f or each criterdi
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Table 6

Results of Observation Sheet.

Observéon Iltem Yes (n) No (n)
Engagement and Patrticipation 23 2
Understanding and 21 4
Comprehension
Interaction and Communication 23 2
Application of Strategies 22 3
Motivation and Progress 25 0

Elaborated by: Viera, C. (2025)
Source: Results of observation sheet

Interpretation of results

1. Engagement and Participation

During the implementation of the ludic strategiemststudents showed a high
level ofengagement and enthusigsas tkey actively participated in the activities,
took on an active role, and felt more confident interacting with the textide Wost
students stayed engaged, not all remained fully focused throughout the entire
activity, with some moments of distraction, hewer, the overall participation was

still positive.

Compared to their initial motivation levels observed in the diagnostic test, this
reflects a significant improvement, since at the beginning only 40% of students
made an excellent personal connection i text during the preeading stage,

while 16% were placed at lower levels. These results suggest that many students
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initially lacked motivation for reading tasks; nevertheless, the observation
confirmed that the ludic activities sparked greater intenasgading, which in turn

encouraged a more active and positive attitude in the classroom.

2. Understanding and Comprehension

By comparing the results from the diagnostic test with the obsensitertused
during the implementation of the ludic stratsgisignificant progress bhifferent
aspect®f reading comprehension became evidstast sudentsdemonstrated the
ability to clearlyunderstand the text, recognizititge main ideas, keyocabulary
and effectively used visual aids to enhance ttmmprénension. Additionally,
students related the content to their personal experienoghich further
strengthened theiunderstandingHowever, not all students were able to infer

meaning from context clues or make predictions about the contest before reading.

In the diagnostic test, although 60% of students achieved an excellent level of
comprehensionyhile 16% still performed at lower level§his suggestshat while
many students started with a soil understanding, stranggledinitially, also he
use ofludic strategieseems to have madeeal difference. These activities created
a more engaging and accessible learning environment, which helped students
improve and deepen their understanding of the texts. As a result, they were able to
engage more actly with the material and connect it to their personal experiences,

making their leaning mommeaningful.

3. Interaction and Communication
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On the other hand, during the observed sessions, studbotged active
interacton andcommunication throughout the agties, as theyollaborated with
their peersand expressedtheir understanding through both oral and written
responsedMoreover most studentasked questions and sought clarificatidmew
needed which refleced genuineinterestand engagement with thasks, alsca
significant number of students providémpical justifications fortheir answer,
indicating comprehensiorand the develop ofcritical thinking. Overall these
behaviorssuggest that the ludic strategies fostered a collaborative environment
whichstudents felt comfortable expressing themseliesscreating a participatory

andcommunicative environment

This progress is particularly relevant as the diagnostic test did not directly assess
oral or written group interactighowever, the lowesults in posteading reflection
indicated limited participatiomat that stageTherefore, the datadicatesthat the
ludic strategies benefited reading comprehensamd contributed to the

development of essential communicative skills for learningeidorianguage.

4. Application of Strategies

According to this indicator, it waslear that students followednstructions
correctly, applied previously learned reading strategies, and showeticaable
improvement inidentifying text structureand organizabn, such as heading,
paragraphs and sequencésirthermore, most studergagaged irself-corrections
during the activitiessuggestinghat ludic strategieplayed asignificantrole in

supporing the application othesestrategies.
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In relation to thediagnostic test, the pestading reflection and vocabulary
usage highlighted areas flrtherimprovement. Although theverallresultswere
positive, aspectsuch agpostreading reflection showed the need to strengthen the
autonomous application of ategies. This suggests thdtile these strategiesere
effective, there is still room for grown in encouraging students to independently

apply their reading skills and strategies

5. Motivation and Progress

Finally, in the last indicator of the observatidmest, studentslearly showed
motivation to readas they maintained a positive attitude toward the tasks and
demonstrated retention of vocabulary and concepts during later actiVities
enthusiasnremainedsteadythroughout the sessions, aseveral gen expressed
interests in continuingith similar strategies the future which reflects a genuine

engagement with the reading process.

In contrast, in the diagnostic tedid not reflect consistent improvement in
reading comprehensipmsthat specificaspect was not marked as achieved, the
motivation generated by the ludic strategies appeared to positively influence
studentsod attitudes and per f orreadimgc e .
reflection, wher@8%of students were rated as satisayg or insufficient, contrast
with the active participation and interest obsertedng the phasesuggesting that

motivation played a key role in fostering gradual progress.
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CHAPTER lll: THE PRODUCT

Introduction

This chapter presents an innovatididactic proposal based on ludic strategies,
designed to improve reading comprehension inléV2| studentsDeveloped in
response tthe needs identifiethrough a diagnostiest and observation shetkie
proposal offers a creative and effective alédive for fostering reading skills in
classroom. It outlines the pedagogical product, its theoretical and methodological

foundations, and the validation process conducted with educational specialists.

This didactic guideffersa series of engaging andenactive activities aimed at
improving the reading comprehension skills of-l&2el students through ludic
strategies. This proposaivolves creating neweducational materialvhile also
offering a different approach to teaching and learnaming topromoe method

thatengagestudens andfosteractive participation.

The activities included in the guide are designed to be dynamic, motivating, and
accessible. They include games, storytelling, dramatizations, and collaborative
work which, in addition todeveloping reading skills, aim to create a positive
reading experience. The goaltdshelpstudents understand texteore effectively

enjoy the reading experience, and stay motivated to continue improving

Proposal Name

"Play & Read: The Fun Guide &2 Level'
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Definition of the Type of Product

This proposalsuggestghe creationof a didactic guideaimed at improving
reading comprehension among-Ael students through the use of ludic strategies.
A didactic guide is a tool that offetructured deigned to provide structured
support to for educators by offeringcearand organized approach to teaching,
incorporating specifianethods techniquesand activities that encouraggudent

engagement and learning

Didactic guidesserve asimportant instuments for improving educational
outcomes by offering clear instructions, resources, and strategies for effective
teaching(Gagné, 1985)In this context, the focus on creating a guide that
integrates ludic strategies inttoe reading procesA.ccording b Vygotsky (1978)
learning through play or games encourages the development of cognitive and social
skills in a way that traditional instructional methods might hadic strategies,
such as educational games, plays, and gamified activities, create a fun,
engaging environment that motivates students while reinforcing key language skills

(Gee, 2003)

In addition,ludic learninghas been shown to improve student engagement and
comprehension Yo promoting active participation and critical thinkir{Bates,
2005) As Prensky (2001points out learning through games helps bridge the gap
between formal education and reabrld challenges by providing context and

relevarce to abstract concepts.

Based on these features, the didactic guetesrgeas suitable option for this

project, as it incorporates i mportant
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particularly in reading comprehensiddy fosteringautonomousearning offering
meaningful instructional resources, and increasmgtivation, ths proposal
becomes a promising alternative for enhandimglish readingcomprehension

through ludic strategies.

Objectives of the proposal

General Objective

1 To improveA2-1 e v e | student s 6 threugida didagcticc o mpr e |
guide with ludic strategies, to foster meaningful learning and student

engagement.

Specific Objectives

1 To createa didactic guide with ludic and interactive strategid¢sat help
studentstrenghen their reading comprehension in a dynamic and enjoyable

way.

1 To implement ludic strategies such as games and storytelling to promote

active participation and enharmce stude

1 To encourage autonomous readitigough engaging tasks that support
studentduild lasting reading habits and improving their language skills over

time.
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Structure of the proposal

Introduction

This didactic guide is designed to suppBrglish teachers byproviding a
flexible tool that can bedapted resource to different student levéhile the
activities wereoriginal for A2-level learners, educators can modify the vocabulary,
content, or instructions to suit the specific needs of their classrooms. The guide
includes a variety didic actvitiessuch as games, storytelling, and dramatizations
which aim to makeeading more engaging and meaningfabreover, it seeks to
enhancereadingcomprehensiorand foster a positive learning environment that

motivates students and encourages activecpgzation.

Steps to Develop Ludic Strategies for Reading Comprehension

This proposal isorganizedin two main parts: the firstoutlines the process
followed in the ceaton of the didactic guidewhile the second describes its
components anstructure The purpose is to presentkear and adaptable sample

thateducatorganusein similar contexts.

1. Measure studentsd Reading Comprehensio

A diagnostic reading comprehension téailored for AZ2level studentsis
administered to identify their cumeabilities. This assessment serves as a baseline

to determine specific needs and to guide the selection of appropriate ludic strategies.

2. ldentify Ludic Activities to Enhance Reading Skills
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Based on theof the diagnosticresults ludic strategies such agames,
storytelling role-playing, andinteractiveexercisesre identified. The selection is
guided by the specific difficulties detected and aims to address them in a meaningful

and engaging way.

3. Select activities through a Documentary Review

An extensie review of academiditerature,educational journals, aratevious
researclhs conducted to support the selectiofualic strategiesThe most effective
and relevant activities for enhancing readaagnprehensiomre chosen bases on

evidence

4. Create theDidactic Guide

The selected activities should be organized intstracturedand visually
engaging didactic guidesing digital tool such as Canva, Kahqobr similar
platforms. Each activity must be clearly presented, accessible to students, and

practicalfor teachers to apply in the classroom.

5. Share and Demonstrate Activities

The guidas presented to students|llowed bya demonstration sessitmshow
how the ludic activities are implemented, helping students understand the steps and

motivating thema participate.

6. Implement the Activities in the Classroom
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Teachersise theguide with studentduring classroomsessionscarrying out the
activities as plannedto make the reading process enjoyable and address the

comprehension challengetentified

7. Evaluate the Effectiveness of the Didactic Guide

At the end of th@nplementationa postassessmeit carried out using a similar
reading comprehension test. The results are compared with the initial diagnostic to

observe potentiamprovements and refleon the effectiveness of the proposal.

Elements of the proposal Didactic Guide

The didactic guide is organizedthrough lessonsspecifically focused on
improving reading comprehension using ludic and interactive strategies. Each
lesson is centered on a pewlar topic and include dynamic activities that

encourage students to engage actively with texts.

Topic: The central content of each lesserdefined herefocusingon a specific

aspect of reading comprehension

Duration: Each lesson hamnestimatedime for comprehension, the duration will

vary depending on the complexity of the topic and the type of activities.

Target vocabulary: This sectionlists the specific vocabulary that students are

expected to learn in each lesson.

Lesson Objective:The lessa objective clearly defines the expected outcomes of

each lesson.

Materials; The materials\eedfor each lesson are listed here.
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Lesson procedure This describes the sequence of activities within each lesson,

including the introduction of the topic. Intetave tasks, and the closure.

AssessmentThe assessment i s designed to eval ua

|l essonbdébs content

88



IPLAY/&
READ

The Fun Guide to
A2 Mastery

Didactic Guide to Improve Reading
Comprehension in A2 Level Students
Through Ludic Activities




INTRODUCTION

Innovative strategies to improve English languakils areimportantin the teaching and
learning process. In this context, the use of ludic strategies to enhance r
comprehension in ARvel students offers a meaningful and creative alternaiiigen
learners engage games, storytelling, dramaations, and interactive taskbgse activities
foster motivation promotea deeper understanding of texesd help create an actjv

participatory, and studeftentered learning environment.

This didactic guide is designed for A&vel studentsand isorganized around 5 ludi

strategies, including20 carefully planned lessonaimed at strengthening readi

comprehension in dun and accessible wayEach activityis thoughtfully crafted to
encourage active participation, spark interest, and promote reflective thinking, all
students to engage meaningfully with texts and develop essential comprehension s
this context, ludic strategies awdnsideredpowerful pedagogical tools dh enhance
motivationandunderstanding, transforming the learning process into a dynamic, eng

and effective experience.
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CONTENTISITOFIDIRDAECTI C
PILAY DAND READ
THE!T FIUNDIGUNDEVIEQ A2

Get ready to:

0Act outl freeadi al ogues
ol nvent your own stor
0Search for hidden wo
oCompete in reading g
oPl ay and | earn with (

Ol n this didactic uni

foll owing strategies
Step into character and bring English
i mmer se thems-blf/essbanaeabgimlgrdmgmocgrml
reading scripts. Rol e P! a2 i oo Camoc
fluency, boost confi de i )
comprehensi on by enc { : q
participation and aut he i
in a fun, interactive e
[Lessons included in this section:
‘Iv'u
Lesson One: At the Restaurant
Order food and handle customer inte

Lesson Two: At thfePSapermar&kBopping
conversations

Lesson Three: A LehenDootexpress sy
advice
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Lesson Four: AtStdhreer€l @&t hbngt shopp
on cl ot hes

LUDIC STRATEGY: STORY CUBIES

006 Unl eash creativity and{
& T These | essons encour ag
N I maginative narratives
S (A and 't nking I mages I nj
. Stro Cubes enhance voc
) Y .
skill s, and reading
making |l earning playfu
Lesisconisded incliwedteod: in this section:
Lesson Namag:ati ve C8teaty original st or
cubes prompts
LessDOwmoSol viMys tagirDyevel op critical th

mystery tales

Lessmr ePe Day i n t WMeEX¥plrcersd snat ure t
i maginative storytelling

LessPouA Funny Morni ngi GQrdavfetnthurreor ou
|l ively morning scenari os

LUDIC STRATEGY: WORD SEARCH AND CROSSWORID
PUZZILES

Boost vocabulary and spNOFAMCOWPE

word search and crossw | (FfERATION
RHAMSTERHU

|l essons help students ENEVHPWDO O
reinforce meani ngs, an|TNBEEGECKO
comprehension through- [YP GEERGHA

RNTAPARROT]

based activities. CALPACAMAYE

included in this 2
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Lessons included in this section:

Lesson Mnebaily Réubdnaend sol ve voca
everyday activities

LessOwmol:n My HolHsgl ore common househ
puzzl es

Lessmr efeni mals Arodouwrdrlds ani mal name
through word games

LessPauke® Go t o tihei Packer outdoor
with interactive puzzl es

LUDIC STRATEGY: READING RELAY RACES

4 b Ge't students moving and
“—@ " lessons turn reading pra
‘\;)7 '5'/ encouraging ccqmprcekhensi]
\‘\\\ cooperation. Reading R
i ‘“‘i flu.ency., speed, and wund

—_— motivating atmosphere.

Lesson Mneravorifi®elhdodand share abolu
di shes

LesswmoA Day atliSExhmwl ore daily schoo
gui ck readings

LessOmrefet theidDascover animals and
chall enges

LessfoommuThe Weat heifi Piraddy ce weather
exciting relay games
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Engage students Hdasbkbdf ue
These | essons use intera
devel op reading skills
comprehensi on t hrough d»
activities that captivate

w

[Lessons included in this section: e & \eF
Lesson FOQrua:its and Vegetabl es

|l denti fy and read about heal Waydwab
LesswmoReadi ng De dicRrigpcttiiocne descri pt
interacti vKEahaeks on

LessOmr ePeni mal HdbExtpaltosr e envi ranmma
via digital Blhaokethges on
LessonuThe Lost iRBoobovte puzzles and f
tech adverLtiwreewoarksheets
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DI DACTI C UNI T

Ti tDiedactic unit to devel op ERpHFRelsdgy irGa:
( RPGs)

I ntroddbpuobpose of tihsios edni hdaanccte ncp reuan etm-g
l eswéeludent s t hramidg kit ioc mtt eiga gepsir @ ¢ ien,g g taune
engaagceo nitre x tamall iezngdegahbl egpcespedin this
simul atlei fee rsaaluati on by actiinnrga sa satule tac
di alogue cards, they wil/l practice rea
vocabul ary acguwinsition and interact:.

LESSON @NETHE RESTAQRRBERI NG FOOD

Topi c: Durati on:

At t he fQersdtearuirnagn 45 minutes

Target Vocabulary: Objective:

Menu, waiter, cust Students winlde rbset aanbd
bills, pteank you, vocabul ary p er fraesairdm
di aliogua restaur ant

Mat erCarmput er, projector, internet, di e
whiteboard, markers.

Lesson Procedur e

Warimup (1@ eminu

T Show flashcards wiréhafeddi aemsrest a
T Ask students .to name the items

T AsiwWhat do you usual?(ye necaotu raatg et hoer arle
T Show & &shdanpl e menu eatdo ¢ éakesh éao acrlda s s

Pr-eeadl@Ggminut es)

Di strsbeaire dd ehogue-WaCu trg mer

Students read sndwnidrydsand underl in
Teacher expl aiunssi nkge yv ivsoucaa bsu laanrdy e x an
Ask comprehensifiWmo gqiue sd /fWbiarsi rag ket he

= =4 =4 4
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Whil e reading / Role play (15 minutes)

T Distribute role cards (Customer [/ W
T I'n pairs, students raclaodudand rehears
f Students per fwhrinh et hcd arsoslnmeatpel dyi st en
T Rotate rolesraotieaedh Bobukbdeahapacter
Postading (5 minutes)

Students complete a short worksheet:

1 AWhat food awas ordered?
f "fHow muchRd was it

Group reflection question:

T AWhat didtg®ayl earn
T Whewas easy or difficult?

Wr app (5 minutes)

1T Revi ew kseyf oprhm atshree di al ogue.
T I'nviBt ewod unteers to share theplfaw.or i

Assessment

1T Teacher pabdercveati onamareo rsw maida tgipd ra
T Provide feedbackfbonepcyganfuampdlaitthe nas|

Vi sual R.eessosuornc eQn e

Di al ogue: TRalse otheardand \

Cust okhelrl o! I would Iike
Wai tWoul d you | i ke somet
CustoYes, a glass of wat
Wai tGrreat . &Alnyehing
CustoNey :thank you.

Wai tYeour total is $5.
Cust okhenmr e yTohua ngko .y o u!
Wai tYeo@re wel come. Enj oy
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Menu Pri

ntouts

Play & Read

The Fun Guide to A2 Mastery

-~ =
Menu
Starters
338 salad $ 4
Soup $3
Main Courses
Roasted Chicken $9
Pasta $8
@ Hamburger $7
Drinks
Soda $2
Juice $2
@ Desserts
Cheesecake $4
Ice Cream $4
N A

Wor kshAg e tt th e

Restaur ant

Name: _
bate: _
1. What did the?customer orde
Piaz Hambur gerSandwi ch
2. What did the customer drink?
Juice Soda Wat er
3.How much was the bill?
$3 $5 $7
4 True or False: The customer ordered
True Fal se

RUBRICESSON ONE:
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CriterlExcellen Good (3 Fair (2 Needs
| mprovem
pt)
Correc|] Under st Shows p Struggl
) under st gmost g8 under st under st
Readin  gnswerg with m answers/dialogue
Comprehe comprehe¢ mistak some quior missiH
qguesti correc
identi fi
from di
Uses t g Uses m Uses | i| Rarely u
vocabul targe vocabul vocabul
Vocabull menu, ol vocabu| frequen| communic
Use etc.) ad with f affect uncl ea
and flu mi st ak
durilng p
Speaks Pronung Freque|lHard to [
with namostly pronunc| due to f
Pronunc rhythm| some pi{ errors; | mispronu
& Fluel correc but mea delive and | ac
pr onun;c cl ear fluenc
mi ni mal
Acti ve Partic Limite Little
_ ) parti,cispl wel | ; partici|particip
Particlit i n char|l apses mi ni ma|] not eng
Interad; nteract| interalinteract acti vi
and sup partne
peers.
Shows Positi Partici Unmot i vg:
. enthusi| attitu¢reluctan shows |
At TTLULG confijder some | encour a( intere
Engagen respec| hesita

demonst
enj oymen
pl ay.

TotSaxlor e 20/ pt's
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DI DACTI C UNI T

Ti tDiedactic unit to develop EnglPlsdyirreg
( RPGs)

| nt roddamt itomi:s |l esspoopleasy haepmikpae wiiéence
vocabulary related to food and grercperrd
shopping |listthaddicfatl € ms& i ti.@ dei sy

LESSONOQO ATSUMERMARKET

Topi c: Durati on:

At dlheer mar ke 45 minutes

Target Vocabulary: Objective:

Cart , cashier, ve Students wiildenkha fghb
price, recehiedtfgrac vocabul ary of Pobadg ¢
based on a super marKk

MaterCamput er, pr ofjleacsthocrar disnt esrtnoep b i h g
mar keresr aser .

Lesson Procedur e

War mupl@i nut es)

T Show flashcammen groceries and have
T Ask stiwbdamhtdo you wuswually buy at t h

Prreeading (10 minutes)

T Distrsboth®mpoi ng i senwebhhbhebasi
T Studenarsd rieradder |wanred unk nown
T Discuss unfamiliar vocabulary toget

Whil e reading / Role play (15 minutes)

T I'n pairs (customer and cashier), st
Use the shopping list as the readin
T Sedents read f rpolnayt haes kliinsgt faonrd trhoe ei

=
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Pogstading (5

Students compl ete a

f AWh att e ms

di d

T What i sothe

Group reflection

T What di dahoutl eaderitag?20bhaodod

mi nut es)

s h

ort

wor ksheet :

t e customer

tot al

T AWha't new phrases

Wr app (5 minutes)

T Review key
T I nvi3t ev 024 unt ewhast

Assessment

M Observat
T Provide

i on

chec&kabstafpycusengr eadi.

?

or

guestion:

buy?

at a r

ex@ressions di

p hr astesg & tolhr enr

fveoecdabbaucl ka royn u s e.

Vi sual

o @

tahse ad i call aosgsu.

and

R_Leessosuornc eT: w o

ttoh esyh aorreder ed at a

reading

SHOPPI NG LI ST PRI NTOUT

Play & Read
The Fun Guide to A2 Mastery

Shopping List

|

D
"l
-

Milk
Apples
Bread

Eggs

Cheese

$2.00
$3.00
$2.50
$3.50
$4.00
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GROCERY FLASHCARDS

)
% |
\ = |

L g\ B J\ ) ink saving Eco

Wor ksAgettthe Super mar ket

1. Answer the foll owing questions.

V What items did the customer buy?
V How much did everything cost?

V What was your favorite item?

How much did everything cost?

7 7 Lz

A | oaf édfé érér.ead
lbottl|l €@ ée@fé. mi l

ldozené &g s

\Y
\Y
V 6appeééesé
\%
V1 blodclkchéése

RUBRICESSON TWO: AT THE SUPERMAI

Criter|] Excell ¢ Good (I Fair (1 Needs
pts) | mpr ove

(1 pt

Correct| Uder st Par ti Strugg
Readinfand ans/{most qu  under st under s
Compreheg worksh minor m most an
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guesti|lin idenn some an incorr
Il dentifitems o Il ncorr mi ssin
it ems a
accur a
Uses t Uses mM Uses |i Rarely
vocabu targel vocabu targe
(cart, vocabu|l errors vocabu
Vocabull vegeta| with m claritcommuni
Us e repej ¢ mistak uncl e g
accur at
fluent |
role p
Speaks Mostly Freque Diffic
with tc{pronunc pronunc/ unders
Pronunc|pronunc/ occasi|errors;| pronunc
& Fl ue mai nt a pause speech and f |
natur al| meani n¢( poor .
during clear
pl ay.
Activeg Partic Limite Little
partic wel | ; partici|] partici
foll owg | apses mi ni mg di gage
Partici | I ntergor inteinterac| from agc
Int erac| politel part neg
partne
engages
acti vi
Shows Positi Partici UnmotiyV
enthus| attitu reluct shows
Attitu¢confide mi nor needs i ntere
Engagen intere hesita encour a effor
activit
role p
Tot al Scor/le:20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop EnglPlsdyirreg
( RPGs)

Il ntroduotitbns | eseogaget udemat s owiel Ipl ay
patientsll|l Thegdwsymptom desc#ieptait@mds v
i mprove compr elhiefnes isocne nianr iao r e al

LESSONMREE TAHIE DOCTOR

Topi Durati on:

O

At ddeet or 45 minutes

Target Vocabulary: Objective:

Headache, fever, ¢Studenrntesadvidnd under
appoint ment, sympirel ated des@iiayt iaosm.e
doctor.

Mat erCamput er, pr eyeapt anmdoslientteargnse t(f,d acsth

stet hoswlipteelh mayr, d ermareker s

Lesson Procedur e

War mupl@i nut es)

9 Show fl asmeadirdal wit édnKSNS 2 ¢ Shlatmatic o @ ¢
T Ask students .to name the items

T AstWhat do you do wlerc owa peagfete ieodriad a tc ik
1T Showh®wrvo#édsiompl e conver s atainan plad ti veene
T Watch and discuss the key points to

Pr-eeading (10 minutes)

1T Provide students with short descri
headachad,i"zz"yl" )f.eel

1T Read together and explain vocabul ar

1T Teacher newptabwmsiamg visuals and exar

1T Teacher checks the understanding by
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Whil e reading / Role play (15 minutes)

Di vide studendtpsl aiyntacs pdaoicrtsort canrdo pat
Students practice a dialogue.
Studemhbe Ithe doctor, and student 2
Af ter a f ew wnitrolateesls ,p ttahtetyi par t s .

= =4 =4 A

Postading (5 minutes)
Students complete a short worksheet:

T AWhat symptom di d the patient have?
T How | ong has the patient felt 1ike
T " What did thedo doctor suggest?

Group reflection question:

T What did yow |l earn today?
f What was easy or diffioult for you

Wr app (5 minutes)

T Inviteohuhewers toplpaeayfoomthédeclkas®
T Encourage them to use the vocabul ar

Assessment

1T Teacher pabdercveati on, pronunci at ipdne
T Provide feedbackemmny,praomdintcheatu soen,of

Vi sual R.eessosuornc eT-hr e e

VI DEO GCBONANERSATI ON BETWEEN A DOCTOR

Good morning. How
are you feeling today? Good morning, Doctor,
I'm not feeling well.
|
™

https://yout-a? ie-yiRPw
pagON382
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https://youtu.be/12odpPDfX-g?si=ybuo7-pagON382--
https://youtu.be/12odpPDfX-g?si=ybuo7-pagON382--

FLASHMASR MEDI CAL

| TEMPS

DI ALOGUE: DOCTOR AND PATI ENT
Pai eHetl:l o, dactterl Iwedd
Doct®hr :no ! Whraotn g ?
Pai dnthiave a headache a
DoctHomw: | ong have you f
Pai eémotr: t wo days.
Doctbor you have a fever
Pa eMes, | feel hot.
DoctYoruu should rest and drink | ots of v
Pai e&@mtaink you, doctor!
DoctYoru're welcome! Feel better soon!
Wor ksAeett:he Doctor
Name: _ _ _ _ _ _ _ __ _ __ Date: _ __ _ __ _ ___.
Read the dialogue and answer the quest
1. What symptoms does the patient have
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2.How | ong has the patient felt 1|ike
3.Does the patientYB&ve a fever? N O
4 What adwitclee ddbeect or give?
5.What medicine does the doctor recom
RUBRICESSON THREE: AT THE DOCT
CriterlExcell en Good ( Fair ( Needs
| mpr ove
(1 pt
Correctl| Under s Parti Strugg
all wor mo st under st| unders
Readin guesti guestil some an most ar
Compreh¢g idenal f mi nor incorrl incorr
symptonn mi st ak mi s si i
advice, sympto
recommen advic

accur at

Usegettg Uses n Uses || Rarely
vocabul targe vocabu targe
(headach vocabu frequen vocabu
n fect
K

Vocabullmedi cine with af commuc a
Us e doctor mi st a uncl e g
sympt oms
accur at
fluent|
pl ay.
Speaks Mostly Freque Di flic

Pronunc

& Flue|maintain pause speecl and f |
rhyt hm meanin poor .
rol e p cl ear

with copronung pronuncg under s
pronunc occasi|lerrors;| pronund
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Active| Partic Limiteg Little
participl well; par ttiicof parti ci
Pa iciJin role,l apses mi ni mg di seng
I era¢ politeljor intginterac| from ac
partner part ng
engages
acti vi
Shows Posit Partic|Unmot i v
Attitu( enthusi|jattitu r elawmd tl shows
Engagen conf i der mi nor needs i ntere
i nteres| hesitaencour a ef for
acti vity
role p
Total _Score20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop EnglPlsdyirreg
( RPGs)

Il ntroduaoatiteans, | et B5dadtesnt wp llvdiyl la rsohloep p i
clothing store. They will read short di
common expressions used when buying cl

LESSGNOUR TAHIE CLOTHI NG STORE

Topi c: Durati on:

At Gl hoe hi ng St 45 minutes

Target Vocabulary: Objective:

Shirt, pants, skir Students wil/l be abl
room, price, cashi buying clothes and a
Mat ersCamputer, projRat t PANKR AIZN tOd 12 1 &vthyl 3t db
mar kers, eraser.

Lesson Procedur e

War mupl@i nut es)

T Shoew ot hi ng(él@ashcahidist, pants, ndames
item.al oud

T Wri tee ntalmes on the boamd ahémhawvges h

T AskwWhdét your f adEorciotue aoguet fsittudent s t o

T Show assiomel @i spl ay i mag@&Caonr ycoaut arl eo
t-s hior t ?

Pr-eeadi ngut(d®) min

9 Di strsihlbbputte shoppien@tceidaltmg baisyi ngt acd &«
and explain vocabul ary.

T Read the dialogue together as a cl
assistant) .

T Ask st uudnednetrsl itnoe (leefigo whmaesde,$Gnfs| o @ Rior
iCan | ©O)y it on?
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T Clarify wunfamiliar v oc arbeud dartyh ea npdlo reé
fluency

Whil e reading / Role play (15 minutes)

! Students work in pairs as customer
T Readche shopping di al opgeuref osrcnm iiptt u soigre
and i ntonati on

T After theswap srhodlireosepeé at tHef tdeabkogu
from the vocabul ary | ist.

T Encour age potiwnde ntos ptioca sabsc atshdesy ome n't i
reinforce reading and meaning.

Pogstading (5 minutes)
Students complete a short worksheet:

T "\ Whattem did the cidstomer want t o bu
f What size and color did they ask fo

Group reflection question:

T What di degoih today?
f What was easy or diffioult for you

Wr app (5 minutes)

T I'n a group, students share what the
1T Encourage them to use compl-sehier ts"e nai
pants. "

Assessment

f Students evaluate their partner's p
use.

1T Teacher observes participation, ppgloec
1T Teacher <checiksaleialciht y triuenl eamigeadb el @t lyi 1

Vi sual R.eessosuornc eFou r
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DIALOGILAEI' THE CLOTHI NG STORE
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RUBRITCESSON FOUR: AT THE CLOTHI
Criter] Excell ¢ Good (] Fair (1] Needs
pts) | mprove
(1 pt
Correcl Under s Part. Strugg
answer mots que|lunder st under s
Readin wor ksh{mi nor n some an most an
Compreh¢g questi|in iten i ncorr| incorr
i denti f| si ze, ( mi s sin
color,
price a
Uses t Uses nm Uses | i Rarely
vocabu targel vocabu targe
(shirt, vocabu| errors vocabu
Vocabuljskirt, with m claritcommuni
Us e try ong mistak uncl e g
room, ¢
accur at
fluent |
pl ay.
Speaks Mostly Freque Diffic
wi tohr rcef pronunc pronunc/ unders
Pronunc| pronunc| occasi|lerrors;| pronunc
& Fl ue| mai nt a pause speech and f|
natural| meani n¢( poor .
and int cl ear
during
Activeg Partic Limite Littnloe
partici well; partici| partici
stays il apses mi ni mg di seng
Partici | intergor intginterac| from acg
|l nterad politel part neg
partne
engages
activi
Shows Positi Partic|i Unmoti v
ent husi attituf( reluct showg |
Attitu(confide mi nor needs i ntere
Engagen interes hesitaencour a effor
activit
role p
Tot al Score20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop E®Sgloiryh Cuddg

| nt r odulchtei qoruir pose of this di dampire he n=
| eweélusienhr ou g ha nildutdeét v aact teigwmeesr vy cubes, s
ioontextaondl| enlpadyramil g experi encescr daitt
using story <cubes. This activitnyplwvei |Isle
structure through a fun and i maginatiyv

LESSONENARRATI VE STORY

Topi c: Durati on:

Creating a narrat 45 minutes

Target Vocabul ary:JObj eeiti v

Mor ni ng, house, nfStudentboe wibl kadtd s e
find, animal, hel plsi mple story events
Mat er iCoalmput er, projseorgr ,cubeser nelda, &ls d
whiteboard, markers, eraser.

Lesson Procedur e

War mupl@i nut es)

T Shosmdent s a picture of a mysndr iemigs
visually

T Ask stiwdent 8o you thioBEkcbapapgabdnhbkasdg
predictions.

T Wr i3tde key vocabel argd wioo dshe mysdrary

1 Have sfodentsshort sentences using t
vocabulary with potential stories.

T Briefly read a short, mysterious se

to predict what might happen next i
Prreading (10 minutes)

T RoBI Story Cubes and display the i ma
T Write the words associated with the
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T Ask students tost pa QELdliCd]’thEHTII"EHjtV\AMdritETﬂth(Ihﬂ
them to think artouutmihgtwt tfhiets ei retl @ ma
T Have students read short exampl e se
words, thhelmpicmgnnect the words to con

While reading (15 minutes)

T Handaoshort story based omyt Cebiemag

T Ask students to read the story and
already | earned.

T I'n pairs, students match the senten
them make connections kethwernt .t he t

1T Encourage students to discuss why

promoting deeper comprehension and

5

Pogstading ( mi nut es)

Students compl ete a short worksheet

T Whatas the main ?2vent in the story
1T Whedied the st2iory take place
T AaWhat happened t@® the main character

Group reflection question:

T AaWhat did yow | earn today?
f BWhat was the most surprising part of
T "How did the i mages hel poyou under st

Wr app (5 minutes)

T Ine23 students to share their own
encouraging them to use new vocabul
T Give feedback on their storytelling
reinforce | earning.

Assessment

1T Tacher o@plasenvepati on,copnrparethremisa toino 1o

T Students complete a worksheet wher
sequence events.

T Provide afseecleraleld to support | anguag
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Vi sual

R.eessosuornc eQn e

PI CTURE OF

MYSTERI OUS HOUTSERY CUBES

N ey &
(> S @‘ O/
@ ¥

SHORT STORY

WORDS FOR FLASHCAR

It w as morning. A AUELEE Dog
noise came from Window Scared
the house. | looked
through the Key Map
window. A cat was Night Noise
scared. | had to
find help. ~ Mysterious Dark
N
Wor ks iNeetrrati ve Story
Name: _ __ Date: _ _ _ _
Answer the following questions.
1 . Whatas the main ?vent in the story
€Eééeééeéécécéeeeeeéeée.
2. Where did the& story take place
eéeéeéeéeécececeéeée.
3.What happened t® the main character

,,,,,,,,,,,,,,,,,,

eeeeeeeeeeeeeeeeeece.

RUBRICESSON ONE:

NARRATI VE STA(
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Criter|Excellen Good (3 Fair (Nee%'sllftﬂlﬁ)’r
p
Correcl Under st Parti Strugagl
answer | most gqujlunderst| under s
wor kshmi nor m some arn most an
Readin guesti|in iden incorr i ncorr
Compreh¢gidentif events i ncomp mi ssin
event, det ai
and cha
actio
accur a
Accur at Uses m Uses | Rarely
targe targe|l vocabu targe
vocabu vocabu/ frequen vocabu
(morni with m affect |communo
Vocabull house, mi st ak uncl eag
Us e wi ndow,
find, 4
hel p)
di scus s
storyt ¢
Correc/lMostly Par ti Il ncorr
sequen sequen sequen sequen
events | minor m reason unabl e
Story Story ( i n ord uncl e g expl ai
Sequenc i mages¢s reason
expl ai
reason
clear|l
Speaks Mostly Frequg Diffic
with c¢(pronunc/ pronung uder st
Pronunc| pronunc occasi|jerrors;/ pronunc
& Fluel and na pause speec and f|
rhyt hm meani ng( poor .
storyte clear
di scus
Activeg Partic Limitg¢ Mini mal
partici| well; partici parti ci
Particigdiscuss| hesital rel utca shows
Engagen storyt g | ack share I nt er ¢
demonst confid
creatiy
i nt er ¢
Total _Scorve20 pts
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DI DACTI C UNI T

Ti tDiedact i c

|l ntroduaont itohni:s

uBnglrieamldd emge lcopmpr ehensi on

|l es exmp, og temydsetrsthhsyrwb Yl lu s i

1

guide their reading. They will conntexcts
a simple mystery. This activity promot
thinking, and visual storytelling.

LESSONOSOLVI NG A MYSTERY
Topi c: Durati on:

Sol vi ng wa tnhy sstteorr) 45 minutes
Target Vocabul ary:JObjective:
Detective, clue, njStudentsadvial short g
| ostsafe, friend. sequenemrt sevusi ng Vi

vocabul ary.
Mat erCamput er, projector, il nternet, st
mar kers, eraser.
Lesson Procedure
War mupl@i nut es)
1T Shoaw creative image of a defWWeat i dge
d 00?

T I'ntroduce vocabulary words and writ

T As k s ttuwdematkse s h éTrhte sdeentteecntciévse: f ound

T Read a short riddle to engage stude
Pr-eeading (10 minutes)

T RoBI Story pCobestanthe i mages for the

T El'icit and introduce vocabulary rel

support recognition.

1T Display 3 short sentences using the

happen imtaormydtnevroy ving those el eme
While reading (15 minutes)
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T Distribute a short mystery text bas
Students read the story silently an
T I'n small groups, they woeerchomeitstucd ¢ n
sequ.ence

1 Guide a class discussion to chemkaht
structure.

=

Pogstading (5 minutes)
Students complete a short worksheet

T Match the questions with answer s.
T Order the phrases.
T Answ quédWwhi dmaund t e footprints?

Group reflection question:

1 AWhahtel ped you understand the story?
1T . What was youa favorite part?
1 AWha't new word did you |l earn?

Wr app (5 minutes)

T Ask a few students to sharesiamgahe¢w
1T Teacghew eeddbmad kprai se on vocabulary (

Assessment

1T Teacher pabdeéemndvne@sateiaadn ng and sequenci
T Reiew the worksheet and sentence or

Vi sual R_eessosuornc eT:w 0

| MAGE DEFECTI VE ON

MAGNI FYI NG GLASS
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MASTERY CLUES

MAGNIFYING | FOOTPRINT DOOR QUESTION
GILASS MARK
®oo,
<L (¢7 HE ?
CRYING FACE | TREASURE |SHADOWY MAP

CHEST FIGURE

oSS
A »

— 3

SENTENCES STRI PS
oThe Footprintso by the Door
0l was a quiet afternoon when Anna saw
OThemwere muddy footprints on the fl oo
0Sheicked up her magnifying glass and
OTheoor was open, but no one was ther
OAnnhooked around carefully and saw a

0l saicBind me if you can.

Wor ksisemdtvii ng a Mystery

Foot prints

Door

On

Magni fying gl ass
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2.Put the eve#dA)s in order (1

 Anna found a note wunder the mat .

5 Annfaol |l owed the footprints.

[e

Anna saw muddy footprints.

5 The door was open but no one was t

3.Short answer questions

,,,,,,,,,,,,,,,,,,,,,,,,,,,

éééééeéeéeéecececeeceeeceecececece.
Wh at t ool did Anna wuse?

€ééeééeéecécécécéeeeéeéeéeécéecece
What did the note say?

,,,,,,,,,,,,,,,,,,,,,,,,,,,,

eeeeeeeeeeeeeeeeeeeeeeeeeecece

4 . Draw a scene from the story.

RUBRICESSON TWO: SOLVI NG A MYST

Criter|] Excell g Good (3 Fair ( Needs
pts) | mprove

(1 pt

Correcl Under s Parti Strugagl

answer  most gulunder st under s
Readi n wor ksh/mi nor M some amn most an

Compreheg quest. in det i ncorr i ncorr
i derst ikfs event I ncomp mi ssin
event :

charact
clues a

Acur at e Uses m Uses | Rarely

targe targel vocabu targe

vocabu vocabu|frequen voacbul a
Vocabull(detect with m affect |[communi
Us e door , mi st ak uncl e g



footpr
magni f
gl as s,
di scus g
storytg¢
Correc/lMostly Par ti Il ncorr
sequen sequen sequen sequen
Story events | minor nm reason unabl e
Sequeng sentenc i n or ¢ uncl e g expl ai
and St reason
Cubes;
reason
clear|l
Speaks Mostly Frequg Diffic
with c{(pronunc pronung unders
Pronunc| pronunc occasi|errortsal pronunc
& Fluel|l and na pause Sspeec and f|
rhyt hm meani ng( poor .
di scus g cl ear
storyt ¢
Active Partic Limitg¢g Minimal
partici well; particif partici
contri heattorn reluct shows
Particiyp i1ideas, ' i mit]| share i i ntere
Creati demonst creati| sugges ef for
creati
propos
al tern
endings
connect
Total Score20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to depeéclben&inghi shr oeg

I ntroddaontitdin:s | esseap] osteudeshsrwi hhrr a
Cubes as visual prompt s, connecting 1in
under stand he staodiyngancdomgeeblkeapi orne
coll aboration.

LESSOMRERBR DAY I N THE FORESTS

Topi c: Durati on:

A day in the 45 minutes

Target Vocabul ary:JObjective:

Forest, wal k, anifjStudents weadi degved mm
friend, safe. i nterpreting a shor

experience, using St
MaterCamput er , projector, Il nternet, st
paper, c¢crayons, wlirteboard, markers, e

Lesson Procedur e

War mupl@i nut es)

T Shoawn i mage of aiWh @ar estanagyouase&et ih|
knowl edge.

T I'ntroduce target vocabulary related
vi sual support.

T Studentvwowuaslultdarey t o cr eafiTdesiamp Imel
reinforce word recognition and cont
T Read a-semoboenc2 foresitt swaseqal eudi 6
a sound cameodmdmashesteedewthatt oni gh
encouraging inference and engagemen

Pr-eeading (10 minutes)

T Rol | 3 St odriys pdudnya st ehsen d
T AskiWhat do you thinkoEmeostaoageyg mriedi
i mages.
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T Write alnodud e2admaoad el sentences on t he

T Tell siWed eamrtes:goi ng to & eagsle at khoea t |
under stand whoat mi ght happen.

While reading (15 minutes)

T Hand out t fiTeh es hLooostt sMaopr y

f Stents read the story individually

T I'n pairs, students draw three scene
and end.

1T After drawing, students act out thd

sentemcddhef rsa ory.
T Share drawings with the class and by
on vocabulary and sequencing.

Pogstading (5 minutes)
Students complete a short worksheet

T . Where wasdothe story?
T aWhat happenea in the forest?
T fHowddt he st ory end?

Group reflection question:

T i\Was t he foresto safe or dangerous?
T AHow did the images hed p you under st
f AWhat would you @o in that situation

Wr app (5 minutes)

f 'a1 adGdzRSyda G2 ONBIGS 2yS SB8yiSyOS dza
T Teacghe eedbmacpgr onunci ation and creatf

Assessment

T Teacher pabbg e ravngdsa tciodd abor ati on.
1T Evaluate drawings and answers for ¢

Vi sual R.eessosuornc eT-hr e e
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| MAGE OF AT FORES STORY CUBES

) 4 :"‘ = '. ‘
',‘“! ﬁ['ll "" IH‘/J 0 ‘1 A II_

FOREST WALK ‘ _—
ANIMAL SOUND | i bushes | riverbnk
RUN HIDE
 FRIEND SAFE | it
- - o | o | flln g | fems

SHORT STORY

“"The Lost Map"

One day, Anna went to the fores
She had a map in her backpa
Suddenly, the wind blew the n
Anna foll owed a bird to fin
Then, she saw a cave with somet |
It was IRRearndmaap gol den key!
She smiled. Her adventure was |

Wor ksAedtaly i n the Forest

Na me :

1 . Where was the story?

rrrrrrrrrrrrrrrrrrrrrrr

eeeeeeeceeeeeeeeeeeeeeececce.
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2.iAWhat happenedoin the forest?
eééeeéeecééeecéeéeecéeéeecéecced
3.iHow did the story end?
eéeéeéeéeéeéeéeéececéeece.
4Was the place safe or dangerous?
5 Saf ed Dangerous
5. Draw your favorite part:
RUBRICESSON THREE: A DAY I N THE
Criterl] Excell enf Good (] Fair ( Needs
| mpr ove
(1 pt
Accur atf Answer sAnswer g Answer ¢
answers quest. guestil quest.
wor kshe corredq correqshows |
Readin guesti ¢shows ¢ parti no
Compreh¢g demoatsdg|{under stfunder st under st
under st a of the| ofet#d#t
story e
setting
ending
Consiste Uses nLimiteqgq Rarely
target vocabu  vocabu| vocabu
Vocabull (forest, with m frequ it t 1 ¢
Us e sound, r mi st ak errorj connecHt
friend, story
correct
speaking
Dr awi ngs Dr awin Par ti Sequwen
Sequenc| show beg mostly sequen mi ssin
Represel middl e, sequen drawin drawin
explains  minor ¢ unclea not r e
| ogical explan| i ncomp story
Adds or| Shows Mi nimi Little
ideas W creat. creati creati
Creatividrawi ng, retel llreliwislfmini mal
Exeress retell s hown




demonst|{mostly on t ea
i maginat the t¢ gui dan
engagem
Actively Partic Li mit Rar el
Par ti with pa well vwWwparticl|l partic
shares i|minor t relamdt| shows
engages suppot col |l ab inter
di scuss
Total Score20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop English res
l ntroddaant itdhn:s | es sxopnl,o rset uad ehnutnso rwoiulsl s h
mor ni ng, using Story Cubes as visual pl
and sequence events to understand the
i magi nati onacatnidonp.eer i nter

LESSGNROUMR FUNNY MORNI NG ADVENTUR

Topi c: Durati on:

A funny ameoremit ug 45 minutes

Target Vocabul ary:JObjective:

Breakfasltagt esoctkal,[jSt udentesadviamnd wunder
school, friend narratiivdkee ntbiyf yi ng 4
v 0 c a bwil talr Yutboersy.

MaterCamput er , projector, Il nternet, st
paper, c¢crayons, whiteboard, markers, e

Lesson Procedur e

War mupl@i nut es)

T Shoawart momstafdent having a messy mor

T Ask stiwhemt slo you dofWawaér g amoogoi wg @

T I'ntroduce vocabul ary aniHea sk |65 debenmd
a bot.

1T Read a-sfennreync2e sitMbmae aodl| a@soRappen 1

Pr-eeading (10 minutes)

T Roll 3 Stosrhyawapes. and
T Predict a funny story using the i ma
T Read example sentences on the board

While reading (15 minutes)

T Give students a short, funny story.
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T They meddfilt]l in missing words usin
T Then, in pairs, they act out a shor

Pogstading (5 minutes)
Students complete a short worksheet

T . What happéened first?
T "Why did the @haracter | augh?
T . Where did Dhe story end?

Group reflection question:

T What made thme story funny?
T MDid the pictures heéelp you guess the
T AaWhat part diad you | i ke most ?

Wr app (5 minutes)

T Ask few students to change one part
1 Te acghiepes tfieveedbbiaghk!| i ght creative voc

Assessment

1T Teacher pabsercve@at.iog and

T Worksheet accuracy and informal ffee
Vi sual R.eessosuornc eF.o u r
CARTOONMAGE STORY CUBES
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WORDS FOR FLASHCARDS

Breakfast Socks
The first meal of thel adtalyes you wea

Late Fal l
Not on ti me. To drop down by
Laugh
To make a happy sound when s
Door School
You open and close itA tml emd ewh ear a oW
Friend
Aperson you | i ke and spend

SHORT STORY

A Funny Morning Advent{

Tom woke up | ate.

He jumped out of bed and pu
He ran to the Kkitchen, but K
oOh d@hoe! shout ed.

Then, he grabkednhdi s &@bhatbkpt

but he tripped and f el

OQutsi de, his friend Anna

She saw Tom and started
oYou | ook heusmayd.
Tom | aughed too.

They went to school togeth

Name: Dat e:

Wor ks Aedtunny Mornieng Adventu
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2. What happened to his breakfast?
3. Who | aughed at Tom?
4. Where did Tom and Anna go?
5. Draw your favorite part of the st
RUBRIFCESSON FOUR: A FUNNY MORNI NG
CriterlExcell en Good (]| Fair ( Needs
| mproven
pt)
AccuratAnswer g Answe| Answer s
answerg4 quest:i s ome none; |
Readin wor ksh corred questil compreh
Compreh¢g questio|shows ¢ parti shown.
under stiunder stiunder s
sequenc of evgq
humor o
story
Consisteg Uses n Limit Rarely
Vocabull traget w vocabul vocabu vocabul
Us e (breakfg with muse; f unrel at
l ate, | { mistak error story
etc.) c
sentence
Correcj|ldentif Parti| No sequ¢
identii eventg sequen mi sunder
Sequenc begi nn| order littl] of the
Humor |mi ddl e, recognrecogni cont ex
Recognijclearly humor humor
the fun| S 0me
g_;uidan

129




Adds Shows Mi ni m Littl e

originajcreati v creat:. creat.i
Cr ewittiy twists |or retgrelies| miinmal ¢
Expresy retellifew adgqon t éa

acti ng pr omp]

demonst
i magi nat

ent husi

Actively Partic Li mit Rar el y

i n pairl well JVypartiec partici
Partici|) acting,small | hesitg shows |
Coll abo di scus: suppof| col |l ab inNt er e s

col |l abg

effecti

¢c20GFft WP P2KBNY A LI A
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DI DACTI C UNI T

TitDiedactic uni't to develop English r e
Crossword Puzzl es.

| nt r odulchtei goruir pose of this di daampir erh eink
| ewsetludent s t hrankdhdsitcnaesegiwps de sear ch
puzz|l sesudents cwinltle xdanngidd gezndibng e bl s g Eh @

games offer meaningf ul exposurat ént Ua
practice in an engalgn ntghiasn dl d snstsdnr,a mdgtt ¢
reading skills by identifying key voca

word recognition.

LESSONEMY DAI LY ROUTI NE

Tei c: Durati on:

My dail.y rout 45 minutes

Target Vo(cwdmubsarfyolObjecti ve:

Ge't up, wake up, Studenrtesadwia Ishort p
sl eep, pl ay, read,fJr oiunes and identify
get, write, |istenjword search puzzl e.

MaterCamput er , pr opjre cnttoerd, wonrtde rsneeawocrhk, s
flashcards, whiteboard, mar kers, erase

Lesson Procedur e

War mupl@i nut es)

1T Shoaw pi cda ud ®i loindobaveestudents watc
morning.

T AskWhat do you do every morning?

T I'ntroduce target vocabul ary, dgiamsd c

T Students forfin de nutsdn ongesl tdecickk &6 at 7 o

Pr-eeading (10 minutes)

1 Read a s ho.fltucpyarweagkreasphup at 7. She D
T Ask comprehension question:
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AWhat ti me doexs Anna wake up?
AWhat does she 6o after waking up?

T Underline target awdc aylakle®nr y ghhreesa)k,e avg
students wil/l | ater search for in t

While reading (15 minutes)

T Handt betword search puzzl e.

f Students | ook for the .target words
T Then, st edent hrer gcarragreaphheanvdcabul g
1 Finally, students match each word w

Pogstading (5 minutes)
Students complete a short worksheet

T AWhat ti me does oshe eat breakfast?
T AaWhi ch wordeddid yvé@ae puzzle?
T Students complete extra fun activit

Group reflection question:

T AaWhat did yow | earn today?
T BVhegptart &f rlowdy ne 18" similar to you
T fHow dipd ctlue es and paragraph h2®l p vy

Wr app (5 sminute

T Ask to Mdhadedd syou do first every d
T I nv2ad3t est udenttlseitro dceialrye routi ne usin
T Encourage fulliveerteeeadbaseskahdr cge co
sentence structure.

Assessment

1 Te acchheerc k s :
Compl eted word search puzzl e
Accuracy i n comprehension questions
Or al use of wvocuwpul ary during wrap
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Vi sual R.eessosuornc eQn e

DAI LY ROUTI NE PI CTURE LI NK VI DEO

* o " https://yout.be

FLASHCARDS

2 |

bush my
tonth
e

13

eat dnner

i

WORD SEARCH PUZZLE
Crossword Puzzl e

Clues: B R U S H A B C F G

Acr oss
R E AT S C H O O L

1You do this with your, teet ver mo.r
(5 | &tBtreaurssh) e A T D E FYETH MY

. . A B R E A K F A ST
2The first meal Yof the day (9 |l etters)
Breakf ast K L M NO P S O C K

Down ) E|QR|S|T|E|E|T | H|U
éggzsput these oN ycwer fKeeEtV(\R/ J(e\l(;tzerAs
4. The place youYgo to study (6 letter
School
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https://youtu.be/819gVNeP1Ko

SHORT PARAGRARSY Day Adv
0
= wt £‘® Luowakes up at 7 o' clock.
breakfast. After that, s
and grabs her school b a
house and wal ks to scho
me ehtesr friend. They go t
Luowal ks back home. She
snack, and relaxes bef
Wor ksbaetl.y Routine
Name: Date: ]
Redt he short pasagrapgiheardadl! | owi ng qu
1. What time does Anna wake up?
6oc |l ock 7okl ock 8ok | ock
2.Color the activities Lucy does in t
Wake up at 7 o' cl oE&t breakfast
Put on socks n Go to school
Study with a friermd home
3.Match the correct meaning.
Wake wup a small meal or food
Brush teeth get out of bed.
Go to school clean with a toothbr
Snack where you | earn.
4 Write true or false
Lucy walbeds | op&éacte é .
Lucy eats | unécéhé éaét. school
Lucy meets her foriéeénédese at the schoo
5.Write a shabdyutmar d gr aphut i ne.
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RUBRIFCESSON ONE: MY DAILY ROUY
CriterlExcellen Good (3 Fair ( Needs
| mpr ove
(1 pt
Answer § Answer s Answer s| Answer §
compr eh guesti guestilor none
Readin guest.i correc I i mi t T O
Comprehg accuralshows gcomprehfunder st
demonstrunder st of the| of the
under st @
L uyurto
Finds l denti fll denti f| Strugg
correc/ vocabu words find
Vocabull identif words mi sses recogn
Recogni| t aertg wor mi nor key tel target
t he wor mi st ak
and par
Uses nev Uses mLimited Rarely
Applicalwords aqwords <c¢| target |target
Vocabullin oral with m frequeguses urn
and wri error mi st akf vocabu
paragr
Writes Writes Write|{Unabl e
paragrajlparagra i ncomp sent en
dai liynel some e senten about
Senten with c|but mea uses | rout.i
Construjstructunrn clear| vocabu
vocabul
compl e
senten
Actively Partic Li mit g Rar el
in reaf{well wi| partici partic
Particif puzzl e t each requin shows
Engagen di scuss Ssupport freque effor
wWr aip ; prompt
col |l abd
effecti
Total _score20 pts
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DI DACTI C UNI T

TitDiedactic uni't to develop English r e
Crossword Puzzl es.

I ntroddantitdhn:'s |l essomengt heant & ewirpl | Foera df
text aboThewi Wiemlsefy key vocabul ary re
spelling and word recognition, and re
crossword puzzle.

LESSONQI N MY HOUSE

Topi c: Durati on:
Il n my house. 45 minutes

Tar Yyetcabul ar y: Objective:

Kitchen, bat hroom,|]Students awidl | unrdeeards t

sofa, table, bed, description o f a h
vocabul ary through 1
wi | | al so develrogpc esp
skills by connectin
physical representat

Mat eriCamput er, proheuastser modaet er nceato,s s w

f |l as hwoarrkdsshreet , whiteboard, markers, er

Lesson Procedur e

War mupl@@i nut es)

T Shoa8 D house model and name each roo
T Ask to MhadenddobDdyWihereead 0you sl eep?
T Presents flashcards with room names
f Students guess and match the words

Pr-eeading 60 minute

T Read a shoitn myohgouaseh.
1T Ask comprehension question:
iWwhere do you eat
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fiWhere is dhe shower ?

fiWhat roomohas a sofa?

fiWhere do oyou sl eep?

T Underl ine target vocabulary in the

While reading (15 minutes)

1 Hand ocuto stshwepe.ld p

T Read clues aloud and guide students
T St udentisnangaetscvhocabul ary words befor e
T Encour age pédéWherdd sicaosidiiaotnt:dd | y@u d od

Pogstadi nmgut(&s )mi
Students complete a short worksheet

f Student st uemdtearlgemte words in the texf{
T AWher e i s?20t he sof a

T AaWhat do you find in the bathroom?
T Students complete extra fun activit

Group reflection question:

T AaWhat did yow | earn today?
T " Whatyadw think aboudt the house model
T AaWhi ch room i sdwhopl?r f avorite an

Wr app (5 minutes)

T I'nvite students to point to that r
remember .

T Pl @™emor yolBattdss a soft baFfWhato daoodg
remember andc wh &t

Assessment

1T Observe student participation in al
T Check accuracy in crossword compl et
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Vi sual R_eessosuornc eT:w o

MODEL OF THE HOUSE

/N\
I
House Kitchen Bedroom
i e, J | E.
] R ——- Qﬁ?ﬂ"i"ill'lgi!ﬁ
i -

SHORT PARAGRAPH
I n My House

My house has four rKkodmhbaeldhrearodaait $ir @ oan
i ving. room

Il n khe cheln eat with my famabdmed Theur d
mom cooks delicious food there.

I n beedroom sl ebpdiin amybooksadnd play w

Thdat hr hbamslaowera si nk, and a toilet.
shower every morning.

Il n t hei ng, rtohoent e siogaanad bai gsmal | tabl e. W
together in the eveningse Itlosecmyyha
moment s.
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WORD SEARCH PUZZLE

Crossword Puzzl e
B K G/ISIH A B C F|B
Acr oss
R I E|I [T|IS|C|U|I |O|E
1. The place where you eat with your
fami(lbyletters) B YA T HR O OM I D
2. The place whegteoryeosu sl eep and
your things. (9IAetSteQrsE)CKRAST
3. The place whetreekesou wash and
a shower . (9Iett*ﬂeros)'v"\IOHSOCK
4. The place where vy reI
wat cThve.2 (llett er s) e "F INTET E L
W A K I VW X N Z A
Down
, .. S Q V ED R URMH
1.A piece of furniture where you sit
the | iv(idgl gatotoemr.sy | B E D R O O M L
2. The placecovhieoed. yOu
letters) LVI\/IOORHTAB
3.The piece of furniture you sl eep on
(3 letters)
4 . The room where you brush 9y duert tteerest)h
Wor kshemetMy House
Na me: Dat e:

V Choose the correct answer :

1 . Where do you sl eep?
D Kitch®nBat hropnmBedr oom
2 Where is the sofa?

9 Living poBbedr oo Ki t chen

3.What do you find in the bathroom?

D Tabl ® Showeb Bed
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V Col or the things you read in the

Bed
Shower
Tabl e
Sof a
Door
Appl e

V Write 2 sentences about your hous

///////////////////////////

,,,,,,,,,,,,,,,,,,,,,,,,,,,,

eeeeeeeeeeeeeeeeeeeeeeeeeecece

V Answer True or Fal se

rrrrr

1. The house has fouééeeéé&éms.
2.The bed is in theédédddéd.r.oom.

3.The family eats iénéétéhéee kit chen.

4 . There is a sofa iBpéekhé.living ro
5.The shower is in tkeééke&dr oom.

RUBRICESSON TWO: I N MY HOUSIH

Criter|] Excell ¢ Good (3 Fair ( Needs

pts) | mprove

(1 pt

Answer | Answer sifAnswer sAnswer s

guest. guest. guet i ofnone; |

Readin correccorrect | i mit{compreh
Comprehe demonst genergunder st
full compr eh of the
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under st
of the
about
house
l denti{l dentif|ldentif| Struggl
target targe wor ds recogni
Vocabull (rooms|vocabul {mi sses recal
Recogniffurnitu minotawm| key te vocabu
text, ¢
and fl a
Uses t Uses m Uses al Rarely
wor ds vocabu wor ds targe
accura correctifrequen vocabul
Applica when some ern in con uses un
Vocabull descri t er ms
rooms
object
oral / w
t asks
Writes Writes Write Unabl e
clear s/ sentenc|incomplsentenc
Sentenl about mi narstny one co| their
Construl house |meaning|sentencq
corre [ i mit
vocabul vocabu
struct
ActiveParticip Li mit | Rar el
particilbut nee| partici partici
Particigmodel a suppor requi | shows
Engagencrosswo frequg effor
Wr aufp g ¢ pr ompt
(Me mor
Bad)l.
Total _Score20 pts
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DI DACTI C UNI T

TitDiedactic uni't to develop EnWbéidhSed
Crossword Puzzl es.

I ntroddantitdhn:s |l essomengt heeant rewirl Fread
and engaging story about ani malosx.abTuH ay
word recogniti ormadamdg ceoimpfremensi on by

LESSONREERANI MALS AROUND US

Topi c: Durati on:

Ani mal s ar oun 45 minutes

Target Vocabul ary:JObjective:

Cat , dog, bird, hfStudent mpmwovede readin
cow, donkey, roosjby dennafiymames i n a
pi geon. finding t hemath raii

vocabul ary and atten

MaterCamputer , pr ocsjheoatto ra niinmatt eendh evtitd e ow
puzahemhbhshcards, worksheet, whiteboar

Lesson Procedur e

War mupl@i nut es)

T Pl ay s hdFratr nviAdneiomal &ounds for Kkids
T Show pictures @OWhaaniamalnsa |l asbd d oa syko:u K
T I'ntr oduwoec abaulgaerty wi th | mages.

T Ask students to make short sentence

iThe cow AifBebdgck swi ms.
T Ask stiwbdanhtiss yourofavorite ani mal ?

Pr-eeading (10 minutes)

T RedAd oudh®ttory
T Askwhat ani mal s dare in the story?
1T Highlight twoe dsod alaul ampypyear in the

Whil e reading (15 minutes)
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T Give stwodelntsseaavchhptubel earget ani mal
T Ask them to find and circle each wo
1T Reread the story al oudalan dnesnttu doenretds.
T Hand out a word&aslhere ttamehyearlesatdheaypout .

Postading (5 minutes)
Students complete a short worksheet

T Students underline the target words
T Underl ine animals in the text.

T Whi ch ani mal olives on a far m?

f AWhat sound doés a cow make?

f Draw or color their favorite ani mal

Group reflection question:

T aWhat did yow | earn today?
T aWhi ch animal do yow | i ke the most 4
f AdDid the video helpoyou understand t

Wr app (5 minutes)

T Let studemad asotunawst oanimovement s.
T Play a quickiWhadtashromiamal qius zt hi s?
T Give feedback and cel ebrate partici

Assessment

T Check the completed word search and
T Observe participation and oum.l resp

Vi sRabsoulrecsesson Thr ee

FARM ANIWAREO

B
-

! https://www.vyoutube. com/ \
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https://www.youtube.com/watch?v=_6HzoUcx3eo

FLASHCARDS

| v wat / 2 Yy
il . =h T\ y g
e Q gie, &y §
.
® e
- =

Pig Cow Sheep Horse

| ||| €S

Chicken Duck Donkey Cockerel

&

chicken
B

SHORT STORY

A Day on QGnhea Fsaurnnmy f ar m

4many ani mals. The cow mo

grass in the field. The

green meadow, while the

pond, making splashing s

above the sfianrgmng a cheefy

the barn, the horse trot

dog barked excitedly, wa

swam peacefully in the |little pond, an
beauti ful sunny day.

WORD SEARCH PUZZLE

Crossword Puzzle c oW A H O R S

|l nstructioms t he foIIow'iAng gnicmglleolré:s
the grid. Words can gogig §nhy i rpe gt igo
horizontaallyy, vertdi agonal | y.

B H R WC K R H
Ani mal : wor ds
cat , dog, bird, cow, hor e 0 NI ©h H ssh ge
R F | S H E E E

D u ¢ K S wW X P
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Wor ks Ametmal s Around Us
Name: _ __ Date: _ _ _ _ |
1. Write the animals that you | earn

2. Answehrese questions:

Where do yeceeéseeécews?éce
What sound doé&éé @aé aaoméne ammaékee?
Whi ch ani mal swéeémeéeréekeéwater?
What <col orééiés éa éxléeep ?
3.Fill in the blanks using the ani mal
T The _ flies_ in the sky.
T The gives us mil k.
T The _ swims in the pond.
9 The _ _eat carrots
T The __ fmi au says
4 Answer the following questions.
Whi ch animal from the story would vy
How do t he pemipmal snhal g ar m?
What part of the story was your fav
RUBRIFICESSON THREE: ANI MALS ARQ
Criter|] Excell ¢ Good (3 Fair ( Needs
pts) | mpr ove
(1 pt
Answer | Answer sitAnswer sAnswer s
gutison guest. guestilnone; |
correccorrect| | i mi t|]compr eh
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Readin demonst genergunder st

Compr eh g full compreh| of the
under st
of the
story
ani mal
Il denti{l dentif |l denti| Strugagl
Vocabull target targe| some w recogni
Recogni| words jvocabul { but mi recal
story,|minor m| several vocabu
search ani mall
fl ashc
Uses t Uses m| Uses a Rarely
wor ds vocabu wor ds targe
Applical accuratf correct|{frequen vocabul
Vocabull senteng some ern in con uses un
or al re ter ms

about 4
Compl etfCompl et{ Compl e Compl et

activi|l activit S 0ome or none
Wor ksh¢ accural/minor m acti vi mi st ak
Compl et col ori sever
under | | mi st ak
f iil#l he
bl anks
guest.i
ActivePartici | Li mit Rar el
particilbut neej{participartici
Parctiipat|vi deo, prompt requi shows
Engagen word s frequqd effor
and -wp prompt
games
ent husi
TotSxlore: | 20 pts

146



DI DACTI C UNI T

TitDiedactic uni't to develop English r e
Crossword Puzzl es.

I ntroddaontitdin:s | esson, students wil/ im
a Sha&rtdepmarr i pti on. They wil|l practice
reinforce their | earning through a cro

LESSGROURE® GO TO THE PARK

Topi c: Durati on:

Led# go to the 45 minutes

Target Vocabul ary:JObjective:

Swi nge, stlrieae, gras|Studentrseawi | dand Vi s
run. description, identi f|
reinforce their un

crossword puzzle.

MaterCamputer, projector, pamk eraxt, cr
i magewor ksheet, whiteboard, markers, e

Lesson Procedur e

War mupl@i nut es)

T Show an i magamvhhtadpayhbu 6do at t he
T I'ntroduce k&howopabtiuaeyg and askh st
correct word (swing, slide, etc.).
T Sent ence:Haowremasttiuaddrent s use t he ilorpmals

t he oIfii dei,t om® the bench.

Pr-eeading (10 minutes)

T Read Al oud.a short story

T Asktudents to answechscknipledguesanad
iWwhere do the children play?

fiwWwhat i s nexdt¢ to the bench?

fiwhat is the weather [|ike?
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T Identify kedy ghdcathul avoy ds i n the te
the students to focus on during the

While reading (15 minutes)

1T Give stwodelntsseaa ch puzzl e

Students solve the crossword puzzle
T Rer ead tAfet etrextthe crossword activity
to match the words to the i mages.

1 Vi suapr echoemsi Ask ceieeddents to point
vocabul ary from the reading.

=

Pogstading (5 minutes)
Students complete a short worksheet

T "Where do céildren play?
T i Wha@st next ©o the tree?
T aWhat do the childdren do on the gras

Group reflection question:

f What did yow |l earn today?
f AaWhat i s your faoworite part in a par

Wr app (5 minutes)

T Have sduoudené&smi nand alrakb eslc eante | east {
bench).

T Once compl et esdh arset atdieangrs hdwial Ipart ner
park using the target vocabul ary.

T Give feedback and cel ebrate partici

Assessment

1T Teacher reviews the completed cross
1T Teacher checks studenhstUreaerawdegst g
vocabul ary.

Vi sual R.eessosuornc eFou r

PARK | MAGE
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sand box

spring horse

tunnel seesaw

SHORT TEXT

Led Go to the Par
The park is a fun pl acem
trden the middl e. Chil d
chil dre

thewi agdl i. 8@me
running mnn@m@eklcwahﬂmhcle

suns shining
the tree, where peopllhe
park is a great place to have

WORDBEARCH PUZZLE

Crossword Puzzl e
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D 0O B A L L R S

Across
G C E S N B | F
1.You sit on(btlentehse)park.
2.You play wit(h3 iltetatteltts®e Np&r 8. O D S
3.This is where you can_ find chil dren
(4 letters) Jw Cc K P K

own : K I H G R S S |

D

2. 't 1 s shininydd eldrtieghst)l y,, i,n h ky . o (
4. Chil dr en | Blveet tteor )l aLy I\(I)nHi\{.F?(é £ D
6

I

7

. A tree grows here, ang¢g Yol garng rge st
etters)
.l green and softt; (Shikledrt gm ) yn o o
Wor kshe@@t Go to the Park
Name: _ Date: _ _ _ _ _ __ _ _ |
1. Answer the following questions:

*What do the childr®eWhapl ag bnPght in

*Wh a t do the childrewhaundon®he chil d

*Where can you sit in the park?

2. Circle the correct word.

9 The children run on the ___ (bench
T The sufbirsght [/ dark).

9 The children play with a _ = (ball
T They sit on the _ _ (bench [/ swing)

3Draw and | abel your favorite park ac

4 . Refl ect Woantquesyboban: favorite thing

RURI CLESSON FOU®R: GOETO THE PARK
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Criter| Excell¢ Good (3 Fair ( Needs
pts) | mprove
(1 pt
Answer | Answer sitAnswer gAnswer s
guest.i guesti guestilnone; |
Readin correclcorilrye;cts ' i mi t{compr eh
Comprehg demonst genergunder st
full compreh| of the
under st
of the
ldentifl dentif l denti] Strugagl
target targe|l some w recoghni
Vocabull (swing,,vocabul but mi recal
Recognijtree, g/minor m| several/ vocabu
sun, be t er ms
i n tth,e
wor d €
and fl a
Uses t Uses mf Uses a Rarely
wor ds vocabu wor ds targe
Applica| accurat correct{frequen vocabul
Vocabullsent emrg some ern i nh con uses un
respons t er ms
| abel i
dr awi n
Compl etfCompl et Compl ef Compl et
activi|j activit s ome or none
Wor kshe|l acctuglaymi nor m| acti vi mi st ak
Crossw( Ccrossw sever
Compl etf] word s ¢ mi st ak
l abel in
guest.i
ActivegPartici Li mit Rar el
particijbut nee|{participartici
wa r-ump , prompt requi shows
Particiygreagdi npd frequi effor
Engagen acti vi prompt
dr awi ng
di scus
ent husi
Tot al Score: ! 20 pts
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DI DACTI C UNI T

TitDiediacti c unit to devel op EnRgelaidsihngr eRed

ntroduldhtei qpruir pose of this di daepire he m-s
evsetludents thrancighdsitcn ¢ egmgiavda ng 1 ewd

I

I

provides dynamic and cooperative actiyv
reading structures while fostering tea
experilemcedi s |l esson, studeamndti srg wifll lue
comprehension of short texts, and de\
environment .

LESSONEMYFAVORI TE FOOD

Topi c: Durati on:

Myf avorite fo 45 minutes

Target Vocabul ary:JObjective:

Pizza, rice, chijStudents wislelnteeaaas
vegetabl es, mil k, Jand complmattee hi ng a of
sowmpag.hetti I fnor mati on gathered
Mat erCarmputer, proresctem.enicretsersnet pwor i
whiteboard, markers, eraser.

Lesson Procedur e

War mupl@i nut es)

T Star the | esson Mapr ésenybbiumg faverv

T Show flashcards ofiWdiat f dipokeey buE nbeoadusr? aj
sentence responses.

T I'ntroduce key vocaaulfdraysrmixcdeid sphenwil
students repeat.

T Show fl ashcards of di fferent f oods

T Write three example s@ht &rOehhzlaka , itod
iBananas @amrnedyekbdwthem aloud toget!f

Pr-eeading (10 minutes)

T Divide thMMtelaanss i nt o
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T Explain the Reading Relay Race: one
tabl e, read auts efnotoedn,c ea nsdt rriet uvarbno t o
their team.

T Emphasize t®akmwogk, androaref ul read

T Model the activity by demonst r atiA pnpgl
areo)naed return to share it with the

T Ensure students understand the rul e
the sentences.

While reading (15 minutes)

T Begin the Reading Relay Race. Each
about food and returmrsectto fnoaotdc hi m@&
wor ksheet .

T Once all sentences have been coll ec
the full paragraph by putting the s

T Read the completed paragraph al oud

T Underlineokalufaonyg together and bri{

Postading (5 minutes)
Students complete a short worksheet

T " Whawatshe «clisarfaacvtoerdi t e f ood?
1 fWhat did thedodcharacter dri nk?
T Students compl ete an eixtty ar aradtcend ntgc

Group reflection question:

T AWhantew f ood ywar deadindt oday?
T What food do you | i ke that was in t
T fHow dipd cthhesesté@md es you ustd@drygt and

Wr app (5 minutes)

1T Each gawspthdgir favorite meal, usin]
T Groups present their drawings and
vocabul ary.

Assessment

f Teacrheevri ews t he compl eted paragraph
undaending.
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T Provide feeddusek odn votcuadbaiitagy y and s

Vi sual R.eessosuornc eQn e

VI DEO LI NK

BRT TEE®T S KT

BABY SHARK

What lsYour - https://vyoutu. be
Eavonite]F00d?
\____/

FLASHCARDS

Ve hidl )

sausage icake :ream  [ckle y cheese pple
v e

>
oy
= )

watermelon |zq i vberr! i —
@ f b Jrype j () ink saving E :o,:

SENTENCES STRI PS

Il | i ke pizza. b Bananas are yell

Mi |l k i s white. Apples are red.
|l |l ove sandwi ches. Or anagrees or ange.

| drink water ever Yadayts are oran

j I I'ike chocol ate c&ggs are white.
Cheese is yell ow and@at asitgye wi th v
Tomat oreesd .ar e | eat breakfast
Lemons are sour. Grapes are purpl
Corn is yell ow. Bread is soft.

Wat ermel ons are bi Chamck ejnuiicy .my f
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https://youtu.be/RGcjh7oPtz4

Wor ksiMgetFavorite Food

1. Match the sentences with the <cor

Is round and cheesy

I Bmportant to drink every day
They e purpl e

Is yell ow and tasty

They e big and juicy

2. Answer the folWowia@gangdedtawntshe
*What was té&hef avarriatcd efrood ?
*What cwdtoar mealeoamsd, pa pnpelaepspl|l e s ?
*What do you drink every day?
*Wat food damme®mmownd and

*What did you | earn today?

3Read the sentidmoesF alode wr i t e

Pizza is square. (___ _ _ )

Bananas are green. (___ _ _ )

Mil k 1 s wh)ite. (___

Water is a fruit. (_____ )

Sandwi ches are made with bread. (

4Draw your favoriaateeméeahcaeandbwuit €

RUBRICESSON ONE: MY FAVORI TE F(
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Criter| Excell ¢ Good (3 Far (2 Needs
pts) | mprove
(1 pt
Answer | Answer sifAnswer sAnswers
guest. guest. guestilnone; |
Readin correccorrect l i mi t{compr eh
Comprehg demonst gener g undtearsd
full compr eh of the
under st
of the
about
|l denti{fl denti f |l denti Struggl
target targe| somerw recogni
Vocabull words vocabul but mi recal
Recogni senten minor m| several vocabu
fl ashca foods
mat c hi
acti vi
Uses it Uses m| Uses a Rarely
wor ds vocabu wods ; targe
Applica| accurat correct{frequern vocabul
Vocabul senten some enn in con uses un
dr awi ng t er ms
or al re
about
Compl etfCompl et Compl ef Compl et
activi|j activit S 0ome or none
Wor kshe| accura/minorakm acti vi mi st ak
Acti vi mat c hi sever
Compl etf] truel/f mi st ak
dr awi n
answer
guest.i
ActivePartici Li mit Rar el
particilbut neef{participartici
wa r-ump , prompt requi shows
ParticiypgReading frequi/ effor
Engagen Race, d prompt
and gr
present
ent hus
Tot al Scor e: 1l 20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop English resg
I ntroduecent i tomi s |l esson, student s wi ||

comprehension of short texts, and de\
envirohmemugh a reading relay based or
par ttieciipna ordering events and identifyi

LESSONQA DAY AT SCHOOL

Topi c: Durati on:

A day at schc 45 minutes

Target Vocabul ary:JObgcti ve:

Mat h, Engl i sh, pl gStudents will read
classroom, noteboojdaily schoel eatpsarotnis
readi ngce anay op d ehec te
from the story.

Mat er i Calmputer, pr oj ectsotrogtyr inpg sag n €th,ad §|
wor ksheet, whiteboard, mar kers, eraser

Lesson Procedur e

War mupl@i nut es)

Begin by asfkvhag d0bugendEshoc oautr asgeeh cao If
Show fl ashcanrealsatwed hvissihalod .

Present and r epelaaflshié st & glchéhsst Wist ba ti
Practice pronunci ati ohfl asntdu dnyo dnealt hs jli
write in omy notebook.

T I'nvite volunteers to make their own

= =4 4 A

Pr-eeading (10 minutes)

T Intr ¢dec &ftoom ygoes to school . First,
his fori ends.

T Read it aloud with expression.

1T Present sequencing wfiridsakaméefnihea lblow

1T Ask students to repeat haensde ogwnovred ss.i m
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T Explain the Reading Relay activity:
form the story.
T Model the activity briefly with one

While reading (15 minutes)

T Organize students Riemtdo ngne®Rlel atye &ms

T One by one, students run t o Ga stcahbd celf
return to teld]l or write it down.

T Once all strips are pmguwt |telcda edt, o rt yeuwasmy
sequencimigr wior dea¥Xty then, fi

1 As a rcelaads st,he fwodetsheory @idadatdi ci ng
T Highlight key vocabul ary and expres

Postading (5 minutes)
Students complete a short worksheet

T AWhasubdec T admg £Aiu st
T aWhat hdido af?2ber writing

Group reflection question:

1 AWh ante svwc hwot dg odii d ead n today?
T Whetart &@f sTbwmol day os similar to
f fHow did the pictures and sentéence d

Wr aapp ( bteisinh

T St udmaittcsh t he story (Sempenagege) powain
sequence and time expressions.
9 Di sciwbat do you dodb in the afternoon

Assessment

T Teacehvearl uates group sentence order aI

Vi alb Re sloeusrscoenn Two
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| NTRODUCTORY SLI DE FLASHCARDS

~N

\notebook

(" N

~

classroom|| play

\ A\

English

SENTENCES STRI PS

A Day at School

Tom goes to school in the

First, he studies math in tI

He writes in his noteboo

Then,eaens$ English with his

Tom | i kes to read books.

After that, he plays outside

Next, he eats |l unch in the

He drinks water after eat

Il n the afternoon, he studi

He | istens to the teache

Finally, hegesdawys hgosodb i ends

Tom goes home feeling hap
TI ME CARDS *,’
fMorning h-ﬁn‘-

Example Sentence: "1 hajlle e cl|maeesill | N

TAfternoon
Example Sentence: " We p

7 NN
BEFORE CLASS AFTER LUNCH

We have a group
i ion
........... discuss|
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fBef ot ass

Example Sentence: "1 review my notes b
TAf tleurnc h
Example Sentence: " Wefthavel angholup di s
Wor ksARedtaty at The School
Name: _ __ Date: _ _ _ _ |
1. Read the story and answer the quest
o What subject does Tom study firs
o What dmelsi Kleo to do in his free ti
o Where does Tom eat | unch?
o What does Tom do after | unch?
o How does Tom feel at the end of
. Sequencing Activity: Put the events
the sentences:
o ___ Tom pl ayhsi so utrsiiedned swi t h
o __ Tom studies math in the cl as
o __ Tom eats lunch in the cafete
o __ Tom |istens to the teacher.
o __ Tom goes home feeling happy.
o __ Tom writes in his notebook.
o __ Tom says goodbye to his frie
o __ Tom | ear nseaecnhgelri.sh wi th his
3Draw 4 pictures of Tom doing differen
l unch, and |istening to the teacher).

RUBRICESSON TWO:

A DAY AT SCHO
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Criter|] Excell ¢ Good (3 Fairt g Needs
pts) | mprove
(1 pt
Answer { Answer siAnswer gAnswer s
guest.i guest. guestilnone; |
Readin correccorrect l i mi ticompr eh
Comprehg demonst genergunder st
full compr eh| of stthoer
under st
of ®omc
day.
ldenti fl dentif |l denti Struggl
target targe| some w recoghni
( mat h, vocabutlth but mi recal
pl ay, mi nor m| severa vocabu
Vocabul write, t er ms
Recogni cl assr
not eboo
story
fl ashca
activi
Uses t Uses m| Uses a Rarely
wor ds vocabu wor ds targe
Applica| accurat correicttffrequen vocabul
Vocabullsentenc/, some ernn in con uses un
respons t er ms
dr awi ng
Correct Orders | Orders| Order s
Sequenc|all stojegnts c|levents; none;
Wor ksh¢ compl el and con mistakf mistak
Compl etfwor kshemost wo| wor ksh| wor kshge
| abel s tasks | abel i drawin
accur a
ActivgPartici Li mit Rar el
particilbut nee|{particl| partici
wa r-ump , prompt requi shows
ParticiygReading frequ effor
Engagen R aec, a prompt
dr awi n
acti vi
ent husi
coll abag
Tot al Scor e: ! 20 pts
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DI DACTI C UNI T

Ti tDiedai ¢ unit to develop English readi

I ntroduatiteoms | esson, students will en
descriptive texts whelatedpaondabgli whwgie
relay activity, |l earners will engage W

describing their features and actions
way .

LESSONREERT THE ZOO

Topi c: Dur ati on:

At the zoo. 45 minutes

Target Vocabul ary:JObjective:

Lion, elephant, zejlStudents wil/| i mpr o\
smal | ,, rtuanl,| ,f Isymal jby participating in
descriptive selny emate
to the correspondi ng
vocabul ary and det ai

Mat er Camputer, proamreicmal , | madgesthreitdes c
wor ksheet, whiteboard, mar kers, eraser

Lesson Procedur e

War imupl @i nut es

T Beghyw showing col orf ul pi ct @Wheisc hofan
you kEow®urage them to name any the

T I'ntroduce the new vocdbuwlngr yelwvwgprhdas
monkey, big, ssmallll,., run, fly, tall,

1 Say each word aloud and have studen

T Provide simple di€ker | pwnTviiees smeonngkeenyt figl
zebra vamaé rmiamit¢ the actions to sup|

T Ask students to mateclg.gegtoared i Wiet ha
to make it engaging.

Pr-eeading (10 minutes)
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T Read a sampHhlet dheassc rail pltoidégg i neebcfkf. e )

T Explain the activityeatdelnlg seladagnt s

T I n teams, trhseyr wndilng atke rnneiad short
one to the correct ani mal picture o

1T Emphasi ze that they must read caref

While reading (15 minutes)

1 Begi RebdengcReviawwiyde students into s
point and a reading station with se

1T One by one, each runner from the te
aloud (depending on | evelhei rmetnecarm.z

T The team di scusses and places the 3
board or wall

T Continue until all sentences are ma

T Once all teams finish, read MVhecHdeas
t hotsa? ree ndompr ehensi on and vocabul a

Pogstading (5 minutes)

Students compl ete a short worksheet

f Whi ch ani mal 0is big and gray?
T AaWhi ch ani mal ohas a | ong neck?
T AWhi ch ani mal dia@d you | ike the most 7

Group reflection question:

T AWhat new ani mdleawnrnd 0 ddiyd® you
T Whi ch ani mal would 9ou | i ke to see
T How did the sentences hel@p you unde

Wr app (5 minutes)

T Ask st uwdeantei rt of avorite zoo ani mal ¢

T Afterward, desachhbnisndagintt o the cl ass
as: "The giraffe is tall and has a

1T Encourage creativity in their drawi

Assessment

T Teacher circul atcehsesckku dbamidma h e ma b o Ime
rel ay.

163



T Revitehwe sGsweddmrtnces t o ensure they urf
the new vocabulary correctly.
Vi sual R.eessosuornc eT:hr e e

NTRODUCTORY SLI

DE

FLASHCARDS

Camel

il

=

Deer Fox

Orangutan

SENTENCES STRI

PS

1." 1 tt alsl and has 4d(¢iomgf hex k.
2."1't lives in the water"afNtdi pbpspat bmmnog)
3."1't has a mane an't(lIriocar)s | oudl y.
4."1t has a beak "@bhidrdpan fly.
5."1t has big ears and 'l(irkaebsbittg eat carr
6."1t iandl bws a"(sthertll e)
7."1t has a long tail "@mankeyes bananas.
8."1t has black and white fur"(ampmadnda)kes
9."1t has a |l ong neck and (gikreaffteo) eat |
10'.1t has a big neséehaghbhg)ears.

ANl MAL DESCRI PTI ON SLI DES
The el ephant has bighearebra has bl ackh
The kangaroo jumps MmMhghtiger i s orangd
The owl i's wise. The bear is strong
The rabbit has | ongThaar sshale is very
The dog barks | oudl Yyhe cat is small a
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Wor kseettthe Zoo
Na me: Dat e:

|l nstruRdadnsach sentence and guess whi ¢

ani mal in the space provided.

1.1t is tallnearkd has a | ong
Ani mal_:

2.1t l'ives in the water and has a | on
Animal : _

3.1t has a mane and roars |l oudly.
Ani mal

Ani mal .
5.lhas big ears and | i kes to eat <carrtr
Ani mal

Animal : _

7.1t has a |l ong tail and | oves banana
Ani mal .

8.1t has black and white fur and 1|i ke
Animal : _

9.1t has a |l ong neck and |l i kes to eat
Ani mal

10.t has andilgi mosar s .

Ani mal

Bonus Drasswk :one of the ani mals descri bed

RUBRICESSON THREE: AT THE Z0OO

Criter|] Excell ¢ Good (3 Fair ( Needs
pts) | mprove
(1 pt
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Answer{ Answer siAnswer sAnswer s
guest. guesti qguestilnone; |
corgeclcorrect Il i mitjcompr eh
Readin demonst gener gunder st
Compr ehe full compr eh of th
under st descri
of the
descrifj
l dentiffl dentif |l denti| Struggl
target targe| some w recogni
(i on, vocabul but mi recal
zebr a, mi nor m| several vocabu
Vocabyull monkey, amial s
Recogni| smal |, adj ect
tall)
senten
fl ashca
activi
Uses t Uses m Uses a Rarely
wor ds vocabu wor ds targe
Applical] accurat correct|{frequen vocabul
Vocabullsentenc, some enn in con uses un
respons t er ms
dr awing
Compl etfCompl et Coml et| Compl et
activi|l activit S 0me or none
accuralminor m| acti vi mi st ak
Wor kshe mat c hi sever
Activi|descrip mi st ak
Compl et ani mal
dr awi ng
wr it
senten
ActivegPartici Li mi t € Rar el
particilbut nee|participartici
Particiy warump, prompt requi shows
Engagen Reading frequgd ef for
dr awi ng prompt
di scus
ent husi
engage
Tot al Scor e: __ 1l 20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop English resg
Il ntroddamnt itshsisrnt Weéent s wi | | expl ore comn
clothing vocabulary through a <coll abo
statement s, i nterpret their meaning, a
anddcomons. The activity encourages af(
comprehension in a fun and energetic ¢

LESSGOUR HE WEATHER TODAY

Topi c: Durati on:

The weat her t 45 minutes

Target Vocabul ary:JObjective:

Sunmw, ny, cloudy, |Students wil|l i dent
umbrella, col d. weat her descriptions
activity, and accur a
corresponding cl oth

symbol s.

Matre aCemputer, proweat ey cat dsnditlsant
wor ksheet, whiteboard, mar kers, eraser

Lesson Procedur e

War mupl@i nut es)

T Show pictures of di f fiwhraetnti swetahtelbewe
1 Teachwomredss using gestures (e.g., shi
rainy) .

T Write the sentihee oh thenbpahduceal
students to repeat.

Pr-eeading (10 minutes)

T Readiai Mobday: i s wandyao Jabkewe
1T Explain the reading relay activity:
and match it with the appropriate w
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While reading (15 minutes)

f Students participate in the Readdng
them to weather i mages.

1T As a group, arrange the weather®ddwseé
T Read the story aloud and match each

Pogstading (5 minutes)

Students complete a short worksheet

1 Whats wahe weatb@er | ike today?

T AaWhat did theocharacter wear?

T AaWhi ch weat her condi ®ion do you I|i ke

Group reflection question:

T AWhat new weather woadds did you | ear
T What Kkind of «c¢l| ot lsi nsgu ndnoy /yraaui nvwe/awinvl
f fHow dddngetahe sentences help Ogou un

Wr app (5 minutes)

1 Ask sttwdeanrtasw t he weather descri bed
vocabul ar yil twoird qwenmgy ,todawy) and | |
T Have volumtheersdshhai@ags and sentenc

Assessment

T Observe student engagement during t
sentences with weather 1 mages.

T Review the completion and accuracy
newcvabul arvy.

Vi sual R.eessosuornc eF. o u r

FLASHCARDS
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dils WEATHER FLASHCARDS:, <l
"P-'I I""-II 'P‘n:

G
| %
CLOUDY STORMY

) | N
) "y o
WINDY RAINBOW SNOWY FOGGY
- = DL

| &

53
o
A

WEATHER SYMBOLS

Umb 1 Rai N
mbr e a ( aln):/‘“\: @ %) @

Sungl asses (Sur 7

S =30 F S

Snowfl ake (Sno\

0 g X
Cloud (Cloudy \7% OOO @%%
Sunurmly Weather % 5 % @

Wind (Windy Weatner)

SENTENCES STRI PS

Wow! &l 6§60 s@annpwiftlng on my cool sung
Oh na¥ riagi @ni gglabbi ng my col or f ul umi
The sky is all c¢cloudy, time to wear

Whooshs! slot wi hdy, imyflying away!
Brrrd snowimnlgundling up in my warm c

Hoor a@! wlar m and & uwenayr, duert shorts!

Chilly, &chsiol Icyo!l di,t | need my fuzzy (¢
The fog is thick, | better put on m
Thunder, | iG@hdmmimgst daying inside wi
Whew,8 isto hot! Time for a cold drink
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Na me:

1.Compl et e

Wor d Buamlkriieslunag liax 0 &g at
Whers istunny, |l wear _ _ _ _ _ _ _ _____
Whers irtai ny, I use my _ _ _ _ _ _ _ _ ____
Whems ictol d, | wear a  _ _ _ _________
Whers iwindy, my ___ _ _ _ _ _ ____ flies 3

2. Tal krot

Wh at was

Wh at new

Wh at do

Wh at do

Whi ch we

Wor ks Teneet Weat her Today

Dat e:

t\wiet seamtwhreed bforxom

ewyour answer s

your favorite kind of weat

word did

yo usae nwhgr? i_t

ather word was the funniest

RUBRICESSON FOUR: THE WEATHER T¢(¢
Criter|] Excell ¢ Good (3 Fair ( Needs
pts) | mprove
(1 pt
Answer Answer sitAnswer gAnswer s
guest. guesti guestilnone; |
coecatl correct Il i mi t{compreh
Readi nf demonst gener gunder st
Compr ehge full compreh| of the

under st

of the
sentenc
story
l denti ffl dentif l denti] Stmgblegs
target targel some Ww recog_ni_
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Vocaaruyll (sunny, vocabul but mi recal
Recognijcl oudy,|mi nor m| several vocabu
snow, t er ms

umbr el |
i n sent
fl ashca
acti vi
Uses t Uses m Uses a Rarely
wor ds vocabu wor ds target
Applica|] accurat correct|frequen vocabul
Vocabullsentenc some enn in conuses un
respons t er ms
drawing
Compl etfCompl et Compl e Compl et
activi| activit S 0me or none
Wor kshe| accura|/minor m| acti vi mi st ak
Acti vi|l matchi-n senveal
Compl et/ i+ Rbel an mi st ak
dr awi ng
answer
guest.i
ActivegPartici Li mi't Rar el
partici|lbut nee|participartici
Particiyg warump, prompt r e ewsi shows
Engagen Reading frequ ef for
dr awi ng prompt
di scus
ent husi
engage
Total Score: /| 20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop Enlgnt etha ate
Games.

t

v~ —s - -
® 5 @ O S S

t
r
S
e
I

Tar

sch

Ma t
wor

1

rodddtei qoruir pose ohitthis dObdatehdgmTted |
eractive anddl gga mé sKidrhadtoet g i eldb oudsiunddi g
kshbeats promote motivation, partiaij
son, St uodveen ttsh ewirl Ir giandpnrh @ gf Buengyi b
mteract with stories and tasks in
ected games that support reading fo

LESSONEFRUI TS AGBHDT AEL ES

Led read and ma Durati on:

Fruits and Vec 45 minutes

get Vocabulary:/Objective:

e up, brush tee Students wi ldndlee s tad

ool , study, pladescriptionegdt dlnlda
them with <correct a
game.

er Calmputer, progliegi bal g atveart ¢ &o,upw

ksheet, flashcards, whiteboard, ma r

Lesson Procedur e

mupl@i nut es)

Shwi mages of different fruits and Ve
Ask stiwhatnhtfsruits and vegetables do
Write answer s iomt rt@den e®o avrodc asbru@ ea.rgy. ,
banana, carrot).

Model Rl @xdmkelapptesaroots for | un

Pr-eeading (10 minutes)

1
il

Present a short paragraph about fru
Ask students to underline the words

172



T Discuss the @&Whdaetr forfui &t ednoyesst atl hkeiWah la
vegetabl edocomes next ?

While reading / (15 minutes)

T Play the digital gdme : ( es.tg.d,e nWar dvea
them to the correct fruit or vegeta

T I'n pairs, have stutgnmatcbmplgefeuat
descriptions.

T Read the completed sentences togeth

Pogstading (5 minutes)
Students compl ete a short worksheet

T AWh &t your favorite fruit?
1T What vegetable cdo you eat at |l unch?
1T What do fruiesshanre WegebDamon?

Group reflection question:

T What did yow |l earn today?
T Whd&t your favorite ofruit or vegetab
T How did the pictures help you ander

Wr app (5 minutes)

T I nv2a3t est ude mtesicr i bav o hiet e f2i3sient emn cv
T Provide positive feedback on their

Assessment

1 Teacohbesrestvedent s' participation in t
T Student s compl et e t he wor ksheet b
descrjpdemomsstrating understanding.

Vi sual R_eessosuornc eQn e
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Il MAGE OF FRUI TS AND VEGETABLE

-1 } Lo oo

ﬁu‘hﬁ@t‘

DI GI TAL GAME WAORBWAMHL UP
Bl @lcd] =]~ ol R e|[&]&
A0~ BHEHERIRG e 2
fig grapes plum banana blueberry lemon pear raspberry  tomato apple potato cherry
pepper peach peas carrot apricot g;enr; orange onion mandarin blackberry strawberry cucumber
E] [ Submit Answers ] ) Ne
LINKttps://wordwall .net/resou
SHORT PARAGRAPH
Fruits and Vegetables in My D¢
I eat an appl e &vereyd naonrdnicrrgu.n clhty . I al
| unch. They are orange and crunchy too
day, arnrdotcsa hel p me stay healthy. I [
and good for my body. Someti mes, I ad
great in soup. Apples are sweet, and |
in vitamins that ke&eapgimy dyes tsst rammdg .v e
for my health.™"
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https://wordwall.net/resource/1150645

Wor ks Feat it s

and

Dat e:

1 Answer

Wh dst
Wh a t
Wh at
Whi c h
Wh &

How do

2. Guess

Thi s
Thi s
Thi s
Thi s
Thi s

O

your

do

fruidt

fruit
vegetabl e

fruidt

fruidt

you

t he

vegetabl e

fruits

vegetabl es

fruits

t he

i s

i s

vegetabl e i

i s

coul d

l nstructions:

3.Draw a
sentences

pictur

favorite

and

correct

red

foll owing

and

Veget abl es

guestions.

fruit?

U TR R RURCITTST UL TR ) R RURURURUNURTRURURUR

dap oy b ey poh pepd Y p Egn

yell ow and

s green

be a

e of

explaining

RUBRICESSON ONE:

fruit

fruidt or

or

sweet_ .

why

FRUI TS

vegeanwabhbesyyeplypyy oy

veget abl

vegetabl ¢

t hoeu Ifdr uci ht o\dbasrieXi@eog ek
y ou

chose

AND VEG

Criter

Excel | ¢
pts)

Good (3

Fair (

Needs
| mprove

(1 pt

Readi n

Compr ehg

Answer
guest.
correc

demonst

Answer s
guest.
correct|

Answer g
guest.
I i mi t

Answer s
none:; |
com@hen
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full genergunder st
under stfcompr eh of the
of the
paragr a
fruits
veget a
Il dentifl dentif Il denti| Strugagl
target targe|l some w recoghni
Vocabul (appl e, ,vocabul but mi recal
Recognijbanana, minor m| several vocabu
senten t er ms
fl ashca
di gital
Uses t Uses m Uses a Rarely
wor ds vocabu wor ds targe
Applica|l accuratt correcti{frequen vocabul
Vocabullsentencfl some ern in con uses un
respons t er ms
dr awing
Compl etfCompl et| Compl e Compl et
activi| activit S 0me or none
Wor kshe| accural/minor m| acti vi mi st ak
Acti vi|l mat chi-n sever
Compl et/ i+ Rbel an mitsa k e
dr awi ng
wri ti
senten
ActivgPartici | Li mit Rar el
particijbut nee|participartici
wa r-ump , prompt requi shows
Particiyg digital f rueeggn t effor
Engagen dr awi ng prompt
di scus
ent husi
engage
Tot al Scor e: __ /20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to develop English re
Games.

I ntrodtuatitdm:s | ewsisparnget 9rt esahdesimetssc r iamtdi onra
them with i mages,hedipnggditdietmalr egadameas z
i mprove readhngunf launednciynt er act i vemoatcitv
encourages partioicpdulany adedrsoipgobdhs

LESSONOREADI NG DESCRI PTI ON

TopLed r eagpd aaynd Durati on:

Reading descriptio 45 minutes

Target Vocabulary:/Objective:

Tree, cat, ball, p/ Students wirldadbueadal
R2,3 s wsilnigd e, grass,short d easnadr i mpdti om t |
| augh vocabul ary wusiing dig
Mat erCarmput er , projectoKahoo} eqwe g ksshidcea
whiteboard, markers, eraser.

Lesson Procedur e

War mupl@i nut es)

T Shofw ashcards wi.tghmtvodahkwl,arpyar(k, ba
T Ask guidi nmMddhguedooWwhemtsees? tbe cat d
T I'ntroduce and write key words on th
T Model short desilchre pctatv eiosS foent & ohgee g ir &
T I'nvite students to repeat and creat

Pr-eeading (10 minutes)

T Presdmntrt pfBreangraanpdh:hi s dog are ibmlitl
run on @ he grass.

T Read the paragraph aloud as a cl ass

Underl ine or highl i ghdo,gkaeryla lvipmlaeoyw | a

T Ask stiwhent s: iaWlhhe paekd e hkeacike g

=
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Wh i

|l e reading (15 minutes)

Use Kaho®ttudgeames wi |l read a short
from multiple options.

Read each sasntae ncclea sasl obuedf or e student
Encourage acotnvv eh ptheiC Ipa manpit Hnd me
students to match descriptions with
Gi ve posi tasvestfuedeednbtasc kengage i n the
reinforcing correct vocabul ary wusag

Pogstading (5 minutes)

Students complete a short worksheet

T

=

fiwhati d Ben and hi® dog do in the pa
fiwWwhat game did Ben play with his dog
fiwhat other ani mal so did you see in t

up reflection question:

fiWhat di dapoutl| ehdapar k
iWhatcti vidyywoul i ke?2to do in the pa

Wrapp (5 minutes)

T
il

T

Il nvite Rosdesentse a scene from the
Provide onedbaclccuracy of vocabul
descriptions.

Encourage pbgr haewmdthedkhest udent s [
comment s.

Assessment

1

1

Teacthbesesvedent s' dpait thigc it fhaet iroenadi ng
performance in the Kahoot quiz to a
St udeonmpl et e a s@hdrtth evokK&khshetetqui z.

Vi sual R_eessosuornc eT:w o0

FLASHCARDS
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BALL

SWING

Iy

=

BOY /GIRL

DI GI TAL

KANEBOT

LI

NKittps:

[/ kahoot-iidehoOBEBH#®EBNHEGHRAS 41 dIpS 7adysei rn=gt

al |
t he

SHORT PARAGRAPH

A fun day at th

Ben and his dog go to th

throws a ball, and his d

friend play on the swing

hi gheds. dBgn j umps over th

Near a bigedt epe a@&e fduwltileyr

the tree to get a better

go to the slide and have fun slidir

beauti fulld daayf um ddw geta etkhyeo npedr k

f
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https://kahoot.it/challenge/?quiz-id=ab3d34a7-67a7-40b9-8686-aa1fa541d957&single-player=true

Wor ks Reatd:i ng

Description

Name: _ __ Date: __ _ _
1.Draw according to the word
SWING TREE SLIDE CAT DOG
2.Color the correct answer.
Ben and hi spadrokg ogno at or afliinneye af t €mah ¢ @n
Bem dog runs to catch Theeball
A boy and his friend play on the sw
The cat is playing witRraeball
Bem friend climbs the (Treee to see t
Ben and his dog slide dowre the sl id
The dog jumps over the Tgrmuass to cha
Everyone enjoys the bealutuief ul day i
3.Tick the correct answer
Whadoes Ben throw for his dog to ca
S A ball
5 A stick
A frisbee
What does the cat do?
® Runs after the ball
8 Rests peacefully under a tree
Pl ays with the dog
4 Answer the following questions.
What did Ben and his_dog_do_in_the_ |
What game di dhiBemomgl?2ay with
What other animals_did you see in_t,
RUBRICESSON TWO: READI NG DESCRI [

180



Criter|Excellen Good (3 Fair ([|Needs Improv
Ansmwe g Answer ssAnswer gAnswer s
guest.i guesti guestiilnone; |
correclcorrect l i mi t{compr ehe

Readin demonst gener gunder st

Compr ehe full compreh| of the
under st
of the
paragr a
t he pa
ldentifl |l dentif |l denti Struggl
target targe| some w recoghni
(tree, |vocabul but mi recal
park, Timpnor mi| several vocabu
jump, fr t er ms

Vocabull W' ng.

.| gr ass, I

Recogni climb, |
sent en
fl ashcal
digital
Uses t Uses m Uses a Rarely
wor ds vocabu wor ds targe
accurat correctlfrequen vocabul

Applicalsentenc/ some ern in conuses un

Vocabul respon t er ms
dr awi ng
Kahoot
answer
Complet|Compl et Compl e Compl et
activi|l activit some | or none
accuratminor m| acti vi mi st ak

Wor kshe drawin sever

Act i vi tcrollj‘:/rf'l mi st ak

Compl et mul tipl ¢
andwans
guest i |
Active|lPartici Li mit Rar el
partici|lbut nee|partic|partici
warump, T} prompt requi shows

Particif alaonleed’- frequ effor

Engagen dgiscuﬂss prompt
ent husi &
engage

Tot al Scor e: __ 1l 20 pts
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DI DACTI C UNI T

TitDhiedactic unit toi degvebmpr &€meagn disdin rte
Games.

|l ntroddaomt itomi:s | ewsBhyesgtuiemt $ heir rd
expl or i ngabsohuotr haanbiiekadlss. Thr ough inter a:
descripti @ages . ,wi tplm omant i ng vocabul ary (
engagement in a fun and dynamic way.

LESSOMREBNI MAL HABI TATS

Topi c: Durati on:

Ani mal habi t 45 minutes

Target Vocabul ary: Obgei ve:

Forest, desert, ocStudent s wi || read
|l ive, col d. descrofpthahbhitats and
envi r onnmernotu gh i nt el

i mproving vocabul ary
comprehension.

Mat erCarhput er, projectoBlpookgather wetr k sdiec
whiteboard, mar kers, eraser.

Lesson Procedur e

War mupl@i nut es)

T Show fl ashmages wanihimalhier @ing .
T Ask gui di nmdhguesdoo&0sWhat sahi mal s & i
T Intceew vocabul ary, wrvisad iadrest.he bo
T Model shoritheehitemclkstyledh avievasfionet,l
T I'nvite studebiuislhd i oshegmasnagdt he n.e

Pr-eeading (10 minutes)

T Presenseshaboes ani mals and their he
T Reads e¢rmteah otecsig eatshear cl ass, then have
T Ask st uddeemttsu htdoe a m@ ote tvaor d s .
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T Discuss the meanfiwhgtohabheéapawhigr ape
mentioned?

WhildleaddlBgmi nut es)

T Usadi gi t al Bvli d hhk ente bcpat iedd sentences al
f Studenrtesadwielalch sentence aloud. as a
1 Students select thee cscernrteecntcei.mage be
T Usengagirrognpt 8Chbobke and readot e ma
participation.

T Encouragenvadtviewnent by guiding stude
right visual

T Pr owioksefteievdgasdkudent s enguagey,i ncotriree ¢
and reinforcing correct vocabul ary

Pogstading (5 minutes)
Students complete a short worksheet

T Whahtabi t at was tde most interesting
T AWhi ch ani mal | Pves in the dessert

Group reflection question:

1 AWh ante w thaatb i&io d d g otuo dicaeya?r n
T "How did the i mages help y®mu under st
T AaWhi ch habitat wouldoyou I|Iike to vis

Wr app (5 minutes)

Review 3 habitats with flashcards

l nvite Rosdeveheenrteset hei r | f @aesrite ani
Encour age pee rh aftdagsdgbnaactkes gi ve ki nd
Review overall class participation
activity.

= =4 =4 A

Assessment

1 TeacdlegesVaseigtage mermatr t a nddupraitni go mrneda de
activity
T St udeaonmsl etworaksiheet and the actividt
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Vi sual R.eessosuornc eT-hr e e

FLASHCARDS ANI MAL HABI TATS C#

h (=m) =

polar bear cougar killer whale

=

| DAWEE

The camel The dolphin | The polar bear | The bat lives [g] [-] [h ]

lives in the lives in the lives in the inacave | || thearctic § | tutusem

the forest. The Arctic e
desert. ocean. Snow. =

oceans

i sty freshoner

SHORT SENTENCES

Sentence with Visual s

1. The |ion |Iives in the forest.

2. The dol phin swims in the ocean.
3.The camel walksc¢in the desert.

4 . The pol ar bear lives in the cold sn
5. The bat sl eeps in the dark cave.

6. The monkey climbs téees in the fore
7.The fish swims in the ocean water.
8. The fraams through the giass in the f
9. The snake slithers in the hot deser
10The penguin walks on the gnow near

DI GI TAL BAWOMEKET

Pal
|

The fox A8 runsin the..

LI NKttps: bl odbkhet. com/ host ?i d=68253
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https://play.blooket.com/host?id=68253e0c145626f27ecd425a

Wor ks Aamne tma | Habitats

Name: Dat e:

1. Compl ewieng heehbéhoes.

The lion I|lives in the
The dolphtheswims_ in______

The camethwal ks _in_________
The pol ar bealrd!l i ves in _the

The |lbeagpsdamkt he

2. Read each sE&mnieFnacteseand write
The monkey c¢climbs trees in the fore

The penguin wal ks on the desert san

The snake slithers in the hot deser

The fish swinmgatieamr .t he ocea

The fox runs through the grass in t
3. Answer the questions with one or
Where does the Iion live?
What animal swims_in_the ocean?

Whi ch habitate®s cold and whi

Where does the bat_ sl eep?

Wh at ani mal wal ks in the desert ?

RUBRIFCESSON THREE: ANI MAL HABI

Criter|] Excell ¢ Good (3 Fair ( Needs
pts) | mprme/re
(1 pt
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Answer Answer siAnswer gAnswer s
guest. guesti guestilnone; |
correclcorrect | Il i mit{compr eh
Readin demonst genergunder gt
Compr ehe full compr eh of the
under st
of the
sentenc
ani mal
l denti f Il dentif Il denti Struggl
target targe|l some w recoghni
(forestivocabuh but mi recal
Vocabull ocean, mi nor m| several vocabu
Recogni| cave, ¢ t er ms
i ve,
senten
fl ashca
digital
Uses t Uses m Uses a Rarely
wor ds vocaby wor ds targe
accurat correctifrequen vocabul
Applicalsentenc/ some el in con uses un
Vocabul respon ter ms
dr awi ng
Bl ooket
answer
Compl etfCompl et | Compl e Compl et
activi| activit S 0me or none
Wor kshe|l accura/minor m| acti vi mi st ak
Acti vi sent en sever
Compl etf compl e mi st ak
truel/ f &
answer
gutison
ActivegPartici | Li mi't Rar el
partici|lbut nee|participartici
wa r-ump , prompt requi shows
Particigfgreading frequ ef for
Engagen digital prompt
and di s
ent htuisa
engage
Tot al Scor e: __ 1l 20 pts
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DI DACTI C UNI T

Ti tDiedactic unit to deveehleonpsi BmgIltihsrho urge
Games.

I ntrodutatitbns | esdadma,d st shentts st ory at
comprehension tasKksThusoiunggh a hl isv e wnotrekrsah
i mprove theincyr eadidreg stlamd story seque
cont ext .-bdashed sftomrmat encourages moti va
enhances engagement by making reading

LESSGROUR HE LOST ROBOT

Topi c: Durati on:

Soery time. The 45 minutes

Target Vocabulary:/Objective:

Robot , | ost , streeStudenrtesadwia Ishort &t
friend. i nt eract iusi@atmlgi vae wo rtk
reinforce uader gsbaan
recognition in an en
Mat er Camput er, pr oliiexe war, k sihpetearomnakdst,hi evei
whiteboard, mar ker s, eraser .

Lesson Procedur e

War mupl@i nut es)

T Shoaw col or f ul picturee oefteael ost robc
Ask stiwheamt sso you thinkohappened to
T I'ntroduce target vocabulary (robot,
flashcards and visual slides.
T Write the wor dusseon dhitemp lilmo sredfh&meaeb o
fiHe wal ks @on the street.
T Encourage st wdantnsa kteo trhepeatown sim
wor ds.

=

Pr-eeading (10 minutes)

T Presgdmrt shilrhte sLtoosity Robot
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T Read the story aloud tomredmenmciaast iaoH«

T Pause after eacfiiwhpar &@mpapemnVehiioo hiass kI
r o boo.t ?

1T Ask students to underline or highl:i

1T Discuss the seqguence of events broe

Whil e reading (15 minutes)

T Students work individually oLi vViewopr
activity.

I n this activiitcyt,urstsuderdt < hloosk dthe
Answer -mbbtcplquestions based on th
Read eenbhestonogether before answerin
Encouragersetadeptagsttsd of aehresstery
Pr owiockd t i venfde ek pckvi t h pronunci at.

= =4 4 -4 A

Pogstading (5 minutes)
Students complkestheeed short w

T Whattdedrobot 2do in the story
fiWho helped theorobot on the street?
T Where did the ©obot go at the end?

=

Group reflection question:

T AWhat didfyom tdash@bagt
T AaWhat would you do iof you found a | o

Wr app niSnut es)

T I'n pairs, sttodgntugi sgtndlela cnegh eo n okceuy
vocabul ary.

T The teacher provi des positive feeo
vocabul ary usage.

Assessment

T The teacher provi debuemcy,ti peornfuwerc
vocabul ary usage.

1 Teacrheewrisetwusbenv ewor ksheetespespahs gs t
the correct word to the i mage.

T Or al retelling is observed to evaluwu
understanding of the story.
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Vi sual

R.eessosuornc eF o u r

ROBOT

I N A STREET

FLASHCARD

STORY SEQUENCE CAREL

ROBOT LOST STREET

70

WALK FIND HOME

Q0

SHORTEXT

The Lost Robot
One day, a small robot was wal ki
Heobked sad because he was |
The roboit kknawm where his home
He saw a gi ©dananydous ahbedl,p me ?
The girl smibYed,and wsddld,hel p vy
They wal ked together past many s
Then, the robot saw a big re
ofhat i s lye hoaied happily.
The robot said thank you to the
He was finally home.
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LI VEWORSHEET ACTI VI TY

10/10

e T The Lost Robot
a : Q @ Y v STREET » HELP ~
BsLIVEWORKSHEETS n Q Q @

WALK ~ FIND FRIEND v

S = S4LIVEWORKSHEETS

LI NKttps://www. |l i/Nwwen/lkkesaegici sdh a/o8nl 2

Wor ks Mdheet ;Lo st Robot

Na me : Dat e:

I1Write the correct name.

________ Moo __
2. Circle thg Emacriregagta dmswerspuesta cor
1. The robotcaws d alpep yf ibreds a t oy.
True Fal se
2. The gir|l hel ps the robot find his h
True Fal se
3. The robot goes to the park at the e
True Fal se
3. Answer with complete sentences

1. Who is | ost?
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https://www.liveworksheets.com/w/en/english-language/8129465

RUBRICESSON FOUR: THE LOST ROB
Criterl Excelll Good (3 Fair ( Needs
pts) |l mprove
(1 pt
Answer gy Answer siAnswer s Answer s
quest.i quest.i questi|none; |
Readin correcicorrect l i mit{compreh
Comprehgq demonst generdgunder st
Full compreh| of the
under st g
the sta
sequen(
event g
ldentif| | dentodg|l denti fl Struggl
target targe| words recogni
Vocabul(hreolprt‘Wavocabul mi sses recal
Recogni|l home, f¢ mMi nor m| key te vocabul
story, f
and
Li vewor K
Uses t Uses m Uses al Rarely
words a¢ vocabu words targe
Applical 'n senti correct|frequen vocabul
Vocabull °ral 1€ some en in con uses un
~and t er ms
Livewor
respon
Compl etfCompl et Compl ef Compl et
activii activit S 0me or none
Wor kshe| accura/minor m activi mi st ak
Acti vi wor d sever
Compl etf matchi mi st ak
truel f g
aswer i
guest.i
full se
ActivePartici Li mit Rar el
partici|pbut nee|partici partici
story di prompt requi shows
Oral Re|llvewetisentencd frequi(effprser
& Parti(r‘”"ectte'lvl'it corred prompt| i ncompl
ful | se i ncomp incorr
fluent| senten
clearl
Tot al Scor e: /20 pts
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Evaluation of the innovative proposal

The evaluation of the proposal, which includes a didactic guide, focused on
measuring the progress of A&vel students in reading comprehension. this
purpose, a diagnostic test and direct classroom observagiped to identify
s t u d diffituliies and showed how the ludic strategies facilitated the
understanding of different texts. Throughout the 20 lessons, constant monitoring of
st u d e ngressiracked tloeir active participation, the way they related
vocabulary in different contexts, their ability to understand short sentences, and

their collaboration with classmates.

Additionally, at the end of each less@formativeassessmeranalyzedeach
st udent dbygcopparmgiwith eresults of the initial diagnostic test. This
continuous feedbactacilitated adjustmentsiheac hi ng according to
needs while sel-assessmerfunctionedas atool for students to reflect on thei
achievements, identify areas for improvement, appreciatecollaborative work.
Formative assessmenfunctions as an instrument to gauge stuget gr asp of
instructional content. Implementing it periodically, Buas after each chapter,
enables learnert® become aware of their progress and learning n@didgsih,

Rosidah, & Pradana, 2024)

Validation through practical implementation of the proposal

The validation of the proposal based on the use of ludic strategies togleve
reading comprehensidollowed a structured process, as part of the degree project

for obtaining a master's degree. The first step was to request and obtain
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authorization from the school principal, as well as informed consent from the
students' parentSubsequently, a diagnostic test was administeredorling to

Brown (2004) a diagnostictestaims to identifyparticularelementof language

learning, also it provides a list of criteria that the teacheruseao detecispecific

s t u d dffictilte Based on this approach, the test was applied to determine the
studentso i1nitial l evel of r tha dtudpy g c omp
designed?0 didactic lessons, all aimed at strengthening reading skills in A2 level

students.

After the implemerdtion of the strategiethe researcher usethservatiorasa
qualitative instrument to record behaviors, levels of participation, contextual use of
vocabulary, and text comprehension. The comparison between the results of the
initial diagnostic test anché data obtained through observation sheets revealed
significant progress in reading comprehension. This improvement validated the
effectiveness of the proposal, supported
commitment and active participatiohccording toPapalambro§2020) validating
instructional or design research is a complex fimdessaryprocess thaensures
educational outcomes are reliable and legitimate by providiegide and
systematic supporiTherefore, it is concluded that the plamentation of ludic
strategies within the didactic guide proved to be an effective and relevant
pedagogi cal resour ce I n t he master 6s r

development of reading comprehension in English amonte®él students.
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CONCLU SIONS AND RECOMMENDATIONS

Conclusions

This study highlights the fundamental role that ludic strategies play in improving
English reading comprehension among A2 level students. Based on the results
obtained through the diagnostic test and the observaktieat, it was possible to
draw clear conclusions about their impact on reading comprehension in sixth and
seventhgrade students of Basic General Education during thei202% school

year.

This study showed that ludic strategies make the learning prmogesdynamic
and motivatingwhile promotng active participation, peer collaboration, and
increased interest in reading. The implementation of these strategies in the
classroom made it possible to observe improvements in students' attention,

willingness toread, and comprehension of texts adapted to the A2 level.

The incorporation of games, storytelling, digital activities, and interactive
dynamics created a more meaningful learning experience, as students were able to
connect more effectively with the cemtt. This strengthened their confidence and

motivation to engage in reading activities

The design of a didactic guide based on these ludic strategies directly addresses
the needs identified in the initial diagnostic test. This guide provides teachers with
practical and innovative tools that facilitate the development of reading

comprehension, adapting to students?o

194
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In conclusion, the application of ludic strategies had a positive impact on the
development of English readimpmprehension. This proposal not only improved
studentsodé6 performance as observed in the
dynamic learning environment, strengthening a positive attitude toward the English

language
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Recommendations

Based on the results obtained in this research, the following recommendations
are proposed for teachers, educational institutions, and future researchers interested

in strengthening English reading comprehension through ludic strategies:

It is recommendedotimplement ludic strategies in a planned and continuous
manner within the English teachutgarning process, as they enhance reading
comprehension in A2 level students by making learning more engaging,

participatory, and meaningful.

It is suggested thag¢achers consider the proposed didactic guide as a supportive
tool to design more dynamic lessons. This guide can be adapted to different
educational contexts, allowing for better attention to the individual and group needs

of students.

It is recommended #t educational institutions provide training and ongoing
support for teachers on the pedagogical use of ludic strategies, in order to strengthen
teaching practices and encourage methodological innovation in the English

classroom.

Finally, future researchgmare encouraged to deepen the study of ludic strategies
in other English language skills such as writing, listening, or speaking, to expand

knowledge and contribute new methodological proposals to the educational field.
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ANNEXES

Annex 1.Authorization for data collection.

CONSENTIMIENTO INFORMADO PARA LA REALIZACION DE
ESTUDIO EDUCATIVO PARA PROYECTO DE TITULACION

Salcedo, a 11 de marzo del 2025.

i. DATOS INFORMATIVOS:

1.1. Apellidos y Nombres: Viera Freire Cinthia Mariuxi

1.2. Programa de Maestria: Pedagogia de los Idiomas Nacionales y
Extranjeros con Mencion Ensefianza de Inglés.

Lic. Nancy Cruz Vda. de Gutiérrez. M.Sc.
Rectora de la Unidad Educativa “Blaise Paseal”

Yo, CINTHIA MARIUXI VIERA FREIRE, estudiante de la UNIVERSIDAD
TECNOLOGICA INDOAMERICA, me dirijo a usted muy respetuosamente para solicitar de la
manera mas comedida se digne AUTORIZAR, realizar MI TRABAJO DE TITULACION, con
el titulo “Ludic Strategies for Developing English Reading Comprehension in A2 Level Students”
/ (Estrategias Ludicas para el Desarrollo de la Comprension Lectora de Inglés en estudiantes de
nivel A2), en la Institucion de su regencia.

[l citado trabajo, se realizard a paitir del dia 17 de marzo 25, ¢l misind que s aplicara a los
NIVELES EDUCATIVOS: SEXTO Y SEPTIMO ANO DE EDUCACION GENERAL
BASICA, durante la jornada laboral.

Segura de que mi peticién serd atendida favorablemente, dejo constancia de mi profundo
agradecimiento.

Con sentimiento de mi consideracion y estima.

Atentamente,

Lic. Cinthia® %iera Freire

C.I: 050445188-1
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Annex 2.Authorization from parents.

' Universidad
' Indoamérica

CARTA DE CONSENTIMIENTO INFORMADO

Estimado padre/madre o representante legal:

Yo, Cinthia Mariuxi Viera Frere, cstudiante de la maestria de Pedagogia de los Idiomas Nacionalcs y
Extranjeros Mencion Ensefianza de Inglés, me dirijo a usted con ¢l propdsito de solicitar su autorizacion
para que su representado/a participe en una investigacion educativa que se lievara a cabo en la Unidad
Educativa “Blaise Pascal”, dicho proceso es realizado como parte de un trabajo de investigacion en el
marco de mi proceso titulacion.

El estudio tiene como finalidad aplicar estrategias ladicas para mejorar 1a comprensién lectora en los
estudiantes de Sexto y Séptimo aio de Educacién Basica mediante el uso de cstrategias innovadoras y
herramicntas digitales. Para ello, los cstudiantes participardn en diversas actividades como pruebas
diagndsticas, observacién de clase, ejercicios interactivos y tareas adicionales, con cl propésito de
evaluar el impacto del enfoque utilizado.

Cabe destacar que la investigacion se desarrollara durante el horario de la clasc dc inglés y cuenta con la
debida autorizacion y supervision del docente responsable.

Ademés, con el fin de documentar el proceso y los avances obtenidos, solicitamos su autorizacién para
tomar fotografias y videos de su representado/a mientras participa en las actividades de la investigacién.
Dicho material sera utilizado exclusivamente como evidencia del estudio v podra ser incluido en:

* Informes de investigacion.

* Material de estudio cn plataformas institucionales o repositorios de la Universidad Indoamerica.
El uso del material audiovisual se realizara bajo cstrictas normas éticas y de confidencialidad, ascgurando
que la identidad del estudiante no sea expuesta sin su consentimiento.

Si esta de acuerdo con que su representado/a participe en la investigacion y autoriza la toma de fotografias
y videos conforme a lo detallado anteriormente, lc solicitamos complctar y firmar el formulario adjunto y
devolverlo a la institucion.

Este consentimiento permancccra vigentc hasta que usted comunique formalmentc su revocacion a la
institucion educativa.

Agradecemos su apoyo y colaboracién cn este proceso, el cual contribuira al desarrollo académico de los
estudiantes.

Atentamente,
Lic. Cinthia Viera
Estudiante de la Universidad Tecnoldgica Indoamerica.
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l» Universidad
' Indoamérica

Formulario de Consentimicnto para la Participacion en la Investigacién y Uso de Evidencia
Audiovisual

En cumplimiento de lo dispuesto en el inciso final del articulo 52 del Cédigo de la Nifiez y Adolescencia,
y conforme a las condiciones detalladas en la carta de consentimiento informado, autorizo que mi
representado/a participe en la investigacion educativa Ilevada a cabo por Cinthia Mariuxi Viera Freire,
cstudiante de la Universidad Teenol6gica Indoamerica cn el marco de su proceso de titulacion.

Asi mismo, autorizo la toma de fotografias y videos dc mi representado/a durante las actividades de la
investigacion, asi como la publicacién de mucstras de su trabajo académico, exclusivamente con fines
educativos y de investigacion. Declaro cstar informado/a de que estc material podra ser utilizado en
informes académicos, boletines educativos y repositorios institucionales, sin que ello implique retribucion
alguna.

En caso de revocar esta autorizacion, me comprometo a comunicarlo formalmente a la institucion educativa.

Fecha

Nombre del/la

estudiante

Curso/Paralelo

Nombre completo del
padre/madre/ )

representantc legal

Cédula de ciudadania
Firma del
padre/madre/ o

representante legal

Authorization from the 25 students to participate in the study

LINK.

file://IC:/Users/User/Desktop/Master's%20degree/ AUTHORIZATION%20FROM

%20PARENTS. pdf
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Annex 3. Diagnostic Test

UNIVERSIDAD TECNOLOGICA INDOAMERICA

DIAGNOSTIC TEST
INFORMATIVE DATA
Full Name: Date:
Subject: Time:
Level: Teacher: Lic. Cinthia Viera

Theme:
Ludic strategies for Developing English Reading Comprehension in A2 level students.
Objective:

The purpose of this diagnostic test is to determine a baseline for assessing the reading
comprehension skills of A2 level students, providing insights to enhance their learning
through targeted strategies.

Reading Passage:

The Tom Cat
Tom is a black cat. He lives in a house. He drinks milk and eats cat food. His master gives
him fish sometimes. Afier each meal he licks himself to clean his fur. Tom is a litile cat,
and his master calls him kitten. Tom loves to play with a ball of yarn. He pretends to see

arat, and he runs to caich it. He meows when he is hungry and purrs when he feels happy.

Tom is a happy cat and he purrs a lot.

Pre-reading Questions:

1. Do you have a pet cat? What is its name?

2. What do you think cats like to do during the day?

Comprehension Questions:

1. What color is Tom the cat?

2. What does Tom eat and drink?
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3.  What does Tom do after each meal?

4. What game does Tom love to play with?

5. What sound does Tom make when he is happy?
True or false
1. Tom lives in a house with his master.

2. Tom is a happy kitten.

(98]

Tom purrs when he is hungry.
4. Tom eats fish sometimes.

5. Tom loves to be clean.

6. Tom plays with a rat.

Vocabulary Focus:

1. What does "purr" mean?

2. Can you describe what a "kitten" is?

3. What is a "yarn" ball used for?

4. What is the meaning of "lick" in this context?

Post-reading Reflection:

1. How do you think Tom feels after playing with the ball of yarn?

2. Why do you think it’s important for Tom to clean his fur after eating?

3. If you were Tom, what would you like to do every day?
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Annex 4.Rubric for diagnostic test

Rubric for Diagnostic Reading Test - A2 Level

Criterion Excellent (4) | Good (3) | Satisfactory (2) | Insufficient (1) | Score (1-4)
Pre-Reading | Makes strong, | Makes a Limited or No connection
Questions relevant clear but unclear made or off-
(Personal personal simple connection to topic.
Connection) connections | connection the topic.
and or
predictions. | prediction.

Reading Answers all Answers Shows partial Fails to
Comprehension questions most understanding; demonstrate
(Comprehension correctly, questions | many incorrect | understanding.

Questions) showing full correctly answers.
understanding. with
minor
erTors.
True/False All statements Most Some errors in Incorrect or
(Accuracy of correctly statements Jjudgment; random
Responses) identified with are unclear answers.
accuracy. correct. understanding.
Vocabulary Correct use Mostly Several Incorrect or no
Usage and correct mistakes in use of
(Definitions and | understanding with meaning or use. vocabulary.
Context) of vocabulary minor
in context. misuse.
Post-reading Clear and Reflects Limited No reflection or
Reflection thoughtful ontopic | reflection; lacks irrelevant
reflection with | with basic depth. answer.
personal personal
insight. response.
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Annex 5.0bservation sheet

UNIVERSIDAD TECNOLOGICA INDOAMERICA
OBSERVATION SHEET

Theme:
Ludic strategies for Developing English Reading Comprehension in A2 level students.
Objective:

To assess the effectiveness of ludic strategies in developing reading comprehension
skills in A2-level students by observing their engagement, understanding of key ideas,
and ability to interpret texts.

1. General information

Number of students observed:
Ludic strategy applied:

2. Observation Indicators

Indicator [ Yes | No [ Observation

1. Engagement and Participation

Students show engagement and enthusiasm in the
activity.

Students participate actively in the ludic strategy.

Students remain focused and on task throughout the
activity.

Students demonstrate confidence when engaging
with the text.

2. Understanding and comprehension

The ludic strategy helps students understand the
reading material.

Students recognize key vocabulary and main ideas in
the text.

Students infer meaning from context clues.

Students relate the reading material to their prior
knowledge or personal experiences.

Students make predictions about the content before
reading.
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Students use visual or contextual support (images,
diagrams) to aid comprehension.

3. Interaction and Communication

Students interact and collaborate with peers during
activities.

Students express their understanding through oral or
written responses.

Students ask questions or seek clarification when
needed.

Students provide logical justifications for their
answers.

4. Application of Strategies

Students follow instructions correctly.

Students apply previously learned reading strategies.

Students identify text structure and organization
(e.g., headings, paragraphs, sequences).

Students engage in self-correction when reading or
answering questions.

5. Motivation and Progress

The Judic activity motivates students to read more.

Students  show  improvement in reading
comprehension over time.

Students demonstrate retention of vocabulary and
concepts in later activities.

Students display a positive attitude toward reading
tasks.
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Annex 6.Request for validation of diagnostic test and observation sheet to expert
1.
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