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Study On Hong Kong Students’ Perceptions Of The Usefulness Of Using Role-Play To 

Enhance Speaking Skills 

Abstract  

 

This study investigated the perceptions of secondary 5 students of the usefulness of using role-

play activities to enhance students' engagement in speaking English over the course of two 

weeks. The quantitative data obtained were from the pre- and post-tests of 46 secondary 5 

students. Interviews were conducted with 10 of the students to have a deeper understanding of 

their perceptions. The findings indicated that all the differences were significant at the p = 0.05 

or p = 0.01 level. This revealed that 58% of the students perceived role-play as an effective tool 

for enhancing their English-speaking skills. Moreover, all aspects of student engagement showed 

improvements, with the highest being emotional engagement at 35% followed by cognitive 

engagement with an improvement of 12%. Behavioural engagement was increased by only 6%. 

This indicated that students were more engaged in speaking English through role-play activities. 

 

1. Introduction  

 

One of the most spoken languages in the world is English, it is also regarded as one of the world’s 

lingua franca since it allows people to communicate with one another regardless of their cultural 

and ethnic backgrounds. Hong Kong was a colony of the British Empire for 150 years and English 

was adopted as the medium of instruction in around 90% of schools (Glenwright, 2003). Then 

after the handover, the government introduced a policy in 1998 in which they mandated that most 

secondary schools adopt Chinese as their medium of instruction (Glenwright, 2003). However, 

many parents and students were concerned by this policy since they were fearful that it would 

affect their English proficiency and they may be deprived of qualifying for university studies as 

English is one of the compulsory subjects that they have to pass for it. The government responded 

to the criticism by “fine-tuning” the medium of instruction policy at the beginning of 2009, which 

enabled secondary schools to adjust the medium of instruction (Li, 2018).  
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Despite English being of utmost importance to the citizens of Hong Kong, Li (2018) found that 

English learners in Hong Kong often find speaking English challenging, despite years of language 

education. Although they may comprehend English when it is spoken towards them or reading it, 

they struggle to respond in English due to difficulty conversing in and pronouncing the language. 

As a result, they resort to using Cantonese as it is a more comfortable choice and may abandon 

efforts to speak in English. Li (2018, p.12) reports that “English in Hong Kong is arguably still 

more characteristic of a foreign language (EFL) in speech, while societal patterns of its use in 

writing make it more like a second language (ESL)”. This might be because it is relatively rare for 

Hong Kong citizens to use English “outside of specific work and academic contexts”. It can be 

deduced that Hong Kongers mostly performs poorly in the speaking aspect when compared to the 

other skills. 

 

Moreover, in most of Hong Kong’s secondary schools, the speaking aspect of English is often 

overlooked in typical Hong Kong classrooms. The students consider English as a subject that they 

have to learn rather than as a language in which they can converse or interact (Sinambela & 

Simanjuntak, 2017). The learners are not provided with chances to rehearse speaking English, 

whether it be inside the classroom or outside of it. Additionally, speaking skills are typically only 

evaluated during exams, as English teachers tend to prioritize teaching grammar, reading, and 

writing abilities over speaking and listening skills (Bashir, Azeem & Dogar, 2011). To put it 

simply, students rarely get to speak English, and when they do, it is usually only during exams. 

Therefore, students' progress in interactive speaking tends to be slow. According to Tsou (2005), 

it is difficult for language teachers to encourage students to speak in a foreign language classroom. 

Sinambela and Simanjuntak (2017) noted that some English teachers resort to using engaging 

media to make the lessons more engaging and fun, as the classroom activities may otherwise be 

perceived as dull. The success of teaching speaking skills hinges on creating a classroom 

environment that fosters discussion and communication (Renandya, 2004). The teachers in Hong 

Kong usually use textbooks which have some tasks for the students to practice oral speaking that 

is limited to simple reading-aloud activities, turn-taking, topic management or group discussions 

for oral exams (Richards, 1990). Whereas the rest of the teaching time is dedicated to preparing 

students to tackle the public exam questions and to finish their scheme of work. 
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Despite speaking being neglected in multiple schools in Hong Kong, for many individuals, 

proficiency in speaking is the main goal for learning a second or a foreign language, whereas the 

rest of the skills are overlooked by their importance (Lee and Ng, 2010). In addition, Bygate (1987 

as cited in Masoumi-Moghaddam, 2018) believes that people determine language proficiency by 

their speaking skills. It is the foundation through which the language is comprehended. Thus, 

speaking is one of the fundamental and vital skills in second and foreign language learning. 

Shumine (1997 as cited in Masoumi-Moghaddam, 2018) highlights its importance by explaining, 

"It is an aspect that needs special attention and instruction". Moreover, spoken language is unlike 

written language since it comprises different features such as turn-taking and pragmatics which 

make it more difficult to comprehend than written language. Also, during speaking, the speakers 

have to communicate instantaneously without having time to decipher what the speaker is saying 

(Masoumi-Moghaddam, 2018). Ur (2009) states that out of the four skills in language learning, 

speaking is believed to be the most crucial skill because he states that the individuals who can 

speak the language are regarded as the “speakers” of the language. 

  

As mentioned above, many scholars believe that speaking is fundamental for learning a second or 

foreign language and the attainment of language skills is based on the ability to converse in the 

language (Nunan, 2001a). Masoumi-Moghaddam (2018, p.1) believes that the teaching of the 

English language usually does not achieve its motive since many “learners do not reach the 

confidence of using English in and outside the class appropriately”. She states that their output in 

the learning of language is restricted to the textbook’s exercises and in awareness of the grammar, 

but there is little understanding and application of using the language in real communication with 

individuals. Chauhan (2004, p.1 as cited in Masoumi-Moghaddam, 2018) explains that real 

communication includes “ideas, emotions, feelings, appropriateness and adaptability”. 

  

Determining the accomplishment of speaking is a complex process and many factors are taken into 

consideration such as the objectives and approaches implemented by the teacher. Another strategy 

to enhance students’ speaking competence is through role-play. Masoumi-Moghaddam (2018) 

believes that role-play can aid students in understanding and expressing and showing one's 

thoughts and feelings both through spoken language and language expression. The learners are 

willing to participate in verbal communication since using role-play in the classroom makes the 
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learning more active, effective, interesting, communicative and contextual. Thus, there seem to be 

a few strategies and methods of teaching English conversations to English as second language 

learners. Students are compelled “to follow a set of artificial pedagogical curricula for learning 

English conversations” (Masoumi- Moghaddam, 2018, p.1). 

  

Since there has been no research conducted in Hong Kong regarding the students’ perceptions of 

the usefulness of using role-play to enhance their speaking skills. This paper will investigate 1) 

How do the students perceive the usefulness of role-play enhancing English speaking skills? 2) 

Whether role-play enhances students’ engagement in speaking English? of a group of secondary 5 

students. This article will begin with the definition of role-play and student engagement, then it 

will provide a few case studies about using role-play in the classroom, after that, the methodology 

of this research will be explained followed by the data analysis and discussion.  

  

2. Literature review 

 

2.1. Communicative Language Teaching (CLT) 

 

Communicative Language Teaching (CLT) is a popularly used teaching method in teaching 

English as a second or foreign language, and it is designed to enhance the development of learners' 

communicative competence in the target language. It is explained by Richards (2006) that CLT 

comprises various principles that encompass the language teaching objectives, the language 

acquisition techniques, the most suitable classroom exercises for improving learning, and the roles 

of both learners and teachers in the learning process. 

 

Linguistics, discourse, functionality and sociolinguistics are four knowledge aspects that are 

essential for developing communicative competence in learners. Learners must understand how to 

utilize language for different functions and contexts, demonstrate appropriate usage based on the 

nature of the participants and the environment, generate and interpret text types and use effective 

communicative strategies (Richards, 2006). 
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Communicative intent is the most important feature of CLT which refers to the learners being 

motivated to utilize the target language by participating in educational activities. For instance, role-

plays, discussions, problem-solving tasks and games (Naksevee, 2013). Another crucial 

characteristic of CLT is to use of authentic teaching materials since it provides learners with the 

chance to enhance their language skills through exposure to actual use, such as reading an authentic 

newspaper article or brochure, or listening to a podcast or television broadcast (Naksevee, 2013). 

 

In CLT, both the teacher and student have different roles. The curriculum is designed by taking 

account of the learners' preferences and needs, and the learning process is built on the cooperative 

group and pair work activities rather than individualistic approaches. The learning tasks involve 

social interaction, where interpersonal relationships are created and maintained among the 

participants. Learners are encouraged to learn from each other via collaborative work rather than 

individual work such as group work or pair work. Such tasks are recommended rather than solely 

relying on the teacher for guidance. Teachers assume the role of a facilitator or counsellor, rather 

than just being the manager of materials. They are encouraged to create situations that provide 

opportunities for communication among students and serve as advisors, by answering questions 

providing students with guidance and keeping track of their performance. 

 

The main objective of CLT classroom activities is to focus on developing fluency, which is 

considered a primary goal of this approach. Fluency can be achieved by designing activities that 

encourage meaningful interaction among students while ensuring that communication remains 

comprehensible despite their poor communication skills. To enhance fluency, learners must 

negotiate meaning, rectify misunderstandings, employ communication strategies, and avoid 

miscommunication (Richards, 2006). 

 

2.2. Role-Play 

In the CLT approach, role-play activities are a prominent feature as they promote beneficial 

interaction among students. These activities allow learners opportunities to use the language in 

contexts that are identical to real-life scenarios. Role-play activities allow students to practice 
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using the target language, learn about different behaviours and roles, and prepare them for 

situations they may face outside of the classroom (Livingstone, 1983). Role-plays foster a 

communicative learning environment for both ESL and EFL classrooms and enable learners to 

work with classmates of varying abilities (Livingstone, 1983; Littlewood, 1992; Freeman, 2001). 

 

2.2.1. Using role-play in language education 

Dorathy and Mahalakshmi (2011, p.3) believes that there are a lot of benefits to using role-play in 

classrooms. They believe that role-plays can aid students to tackle authentic situations since it 

enables “them to think on their feet”. It is a social activity in which they work with other students 

as a team and interact to understand one another since role-play is not limited to reading dialogues 

from paper. It is about understanding the emotions and relaying the meanings of the dialogue. 

Also, it fosters their language development and linguistic competencies since the learners try to 

imitate different characters, themes, and situations by using vocabulary and expressions (Nguyen 

& Do, 2017). Huang and Shan (2008) believe that if learners are active and engaged, they will 

automatically develop their verbal language. 

 

Moreover, role-plays are flexible, and teachers can modify them to meet the needs of the students 

(Dorathy & Mahalakshmi, 2011). For example, teachers may include certain vocabulary, sentence 

structures or grammar that they would like the students to learn since teachers usually have a 

specific learning outcome for every lesson that they would like to achieve. In addition, role-plays 

encourage learners to interact as it allows shy students to put on a mask and speak on behalf of 

another character. Furthermore, it is reported that role-play is fun which makes learning more 

enjoyable (Dorathy & Mahalakshmi, 2011). 

 

According to Savignon (1983), role-play activities can be classified into two types: scripted and 

non-scripted. Scripted role-play is based on the script found in English textbooks, and students 

work in pairs or groups to swap roles using the provided script. The students can create and 

rehearse their scripts before performing the conversation in class. Whereas non-scripted role-play 

is less structured and more aligned with CLT principles. The teacher assigns roles and provides 
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the situation and topic, but the learners are responsible for deciding what to say, promoting their 

linguistic awareness and fostering their creativity. 

 

Additionally, "Role-play can heighten interest and excitement in learning” (Tyers, 2002, p.164). 

Vygotsky believes that role-play is vital to children's development since it strengthens their 

creativity and imagination. He points out that through role-playing, the children can trigger the 

growth of certain potential developmental zones since the children are required to create imaginary 

situations which force them to develop abstract thinking. Dobson (2005) reports that role-play 

provides learners with an opportunity to imitate a person in different situations, which will make 

them think from different perspectives. These different contexts will enable them to have 

reversible thinking in which they will be able to coordinate others and their ideas. 

 

In a study conducted by Naksevee (2013), she found out that usually in Thailand scripted role-

plays are often favoured due to their ease of implementation. They are perceived to be less stressful 

for students as they have time to prepare and practice their lines, unlike non-scripted role-plays 

where they are expected to perform a spontaneous conversation with minimal practice. Despite 

that, scripted role-plays do not adequately prepare students for real-life communication challenges 

as they do not allow for the use of their own words and ideas. In many cases, students simply 

memorize the provided script without any opportunity for creativity or problem-solving. Recent 

studies suggest that non-scripted role-plays are a more effective alternative as they better equip 

students to handle real-life communication challenges. Freeman (2001) further recommends non-

scripted role-plays as a communicative language teaching (CLT) activity that simulates natural 

conversation, allows for more choice in speaking, and provides opportunities for problem-solving. 

  

This study focuses on non-scripted role-play activities because they highlight the crucial aspects 

of CLT, including feedback, choice, and information gaps. Non-scripted role-play activities allow 

students to exercise freedom in their speech and create information gaps, as learners cannot fully 

anticipate what will be said or happen, resembling a natural conversation. 

 



 

11 

2.2.2 Empirical studies for role-play and their benefits for students  

Role-play activities are extensively conducted in English Language Teaching, and various studies 

aimed to examine how effective it is. Research has found that role-playing significantly improves 

learners’ communication skills. One researcher examined whether some Saudi college students’ 

English verbal proficiency would be improved as a result of role-play activities and how effective 

it would be (Alwahibee, 2004). The research found that role-play activities were successful in 

improving students' oral proficiency. Additionally, Ding & Liu (2009) found that through role-

play activities students were able to improve their vocabulary skills since they had used that 

vocabulary during their role-play. Also, they reported that 80% of students were able to 

communicate fluently but the sentences produced were not accurate and appropriate, so the 

students needed to improve that. Liu (2010) argued that to motivate students to speak English role-

play activities could be adopted since in his study he found that the students who participated in 

the activities were more interested in learning English when compared with the other group of 

students who only relied on learning grammar from textbooks.  

 

Moreover, Zafeiriadou (2009) argues that role-play is an excellent teaching technique for L2 

learners in that it promotes the linguistic and emotional growth of students but also serves as a 

stimulus for creative thinking. Furthermore, Ladousse (1997, p. 6-7) reported that role-play 

enabled students to experience a variety of things since they can experience various situations in 

which they would have to appropriately use languages such as intonation, stress, silence, 

expressions, and pronunciation to deliver the correct message. Whereas these skills are usually 

neglected by the English Curriculum. 

  

In addition, a study conducted by Shen and Suwanthep (2011) to research the implementation of 

constructive role-plays on 300 Chinese EFL learners found that the students had a positive effect 

on improving their speaking ability of English despite having students with different language 

proficiencies. Moreover, they found that the students were active learners rather than passive 

which is commonly found in traditional Chinese classrooms. Students were very excited and happy 

that they were able to learn English in a “fun” way rather than the “boring” textbook method. 
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2.3. Student Engagement 

 

The concept of engagement is relatively new in the field of educational psychology, compared to 

more established constructs like motivation (Zhou, Hiver, & Al-Hoorie, 2021). However, it has 

gained significant popularity in recent years due to its vital role in educational success. 

Engagement is a broad concept that encompasses various factors such as behaviour, thoughts, 

emotions, and social interactions. This makes it interesting to researchers, while practitioners find 

it easy to understand the observable aspects of engagement and disengagement (Zhou, Hiver, & 

Al-Hoorie, 2021). Furthermore, the potential for interventions to enhance engagement is a strong 

draw for researchers, policymakers, and practitioners alike.  

 

Research on engagement has examined four main areas: community involvement, school 

participation, classroom interactions, and foreign/second language learning (Zhou, Hiver, & Al-

Hoorie, 2021). In community settings, engagement is measured by how actively learners 

participate in school and community organizations. Whereas for the school, engagement is 

assessed through students attending the school (Zhou, Hiver, & Al-Hoorie, 2021). In foreign and 

second language classrooms, engagement is linked to participation, interaction, and language 

development. During learning activities, engagement equates to the level and quality of learners' 

participation. Studies on engagement focus on social and behavioural factors that can impact 

engagement positively or negatively. 

 

2.3.1. Characteristics of student engagement  

Mercer (2019) believes that learning includes the active involvement of the learner, and the action 

is defined as the elements of learner engagement. Whereas Ghelichli, Seyyedrezaei, Barani & 

Mazandarani (2020) state that student engagement is a sophisticated term since there has not been 

a consensus on its definition. Based on Newmann (1992 as cited in Ghelichli, Seyyedrezaei, Barani 

& Mazandarani, 2020, p.45) refers to student engagement as an “investment and effort which can 

either be cognitive or psychological” that is used to gain a good understanding of skills and 

knowledge that is being taught by the educational institutes. In addition, Dörnyei (1994) refers to 

student engagement as participation in school-related activities and academic assignments. Reeve 
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(2012) believes that student engagement refers to the willingness of a learner to participate in an 

instructional task or the leaners keenness to participate in an activity. In short, student involvement 

can be defined as the student involvement in the learning task and the amount the physical and 

mental activity is “goal-directed and purpose-driven” (Hiver, Al-Hoorie, Vitta & Wu, 2021, p.3) 

  

Besides the student engagement being goal-directed and purpose-driven, it should also be context-

dependent. Since learners’ engagement is not only limited to the classroom, it is a product of 

“cultures, communities, families, schools, peers, classrooms and specific tasks and activities 

within those classrooms” (Hiver, Al-Hoorie, Vitta & Wu, 2021, p.3). These different domains 

influence one another which affects the level of engagement. For instance, academic engagement 

in school settings can be a long one since it can last for years such as the duration of the years of 

study in the learner school. Whereas classroom engagement can last up to some minutes or hours. 

  

Next, there should always be an object for engagement to occur. Such as the learner being engaged 

with the theme, context, individual, learning task or activity. This means that there should be a 

comprehension of ‘person-environment fit’ (Reschly & Christenson, 2012, p. 13) of students in 

their learning environment which states how their involvement affects their learning or how it can 

improve their learning. 

  

Hiver, Al-Hoorie, Vitta & Wu (2021) state that when a learner is actively engaged and invested in 

their learning, the learning will be meaningful, and they will most likely benefit and learn the new 

knowledge when compared with a learner who is not actively engaged. Therefore, there are a lot 

of studies being conducted nowadays on student engagement to the point that it is now known as 

‘the holy grail of learning’ (Sinatra et al., 2015, p. 1). As this is now considered to be crucial since 

it has a strong influence on the students learning. 

  

2.3.2 Measuring Student Engagement  

 

Early studies relied on observation to collect data on the quantity of talk or interaction among 

language learners, but this approach had limitations in capturing the quality of engagement (Zhou, 
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Hiver, & Al-Hoorie, 2021). More recent literature has used Language Related Episodes (LREs) as 

a primary unit of engagement analysis, demonstrating the relevance and quality of effort in 

completing a classroom task. Other researchers have emphasised on the quality of involvement in 

task-related behaviour. 

 

Research on engagement in a language-specific context and instructional settings has been ongoing 

for more than 20 years, with early studies relying on observation as a means of data collection 

(Zhou, Hiver, & Al-Hoorie, 2021). These studies measured the interaction between language 

learners, but this approach was limited as the quality of learner engagement was not measured 

(Bygate & Samuda, 2009; Dornyei & Kormos, 2000). More recent literature has employed 

Language Related Episodes (LREs), which also consider the quality of work given in by the 

learners (Zhou, Hiver, & Al-Hoorie, 2021). LREs are used as a measure of cognitive engagement 

among language learners (Zhou, Hiver, & Al-Hoorie, 2021). Other researchers have emphasised 

the qualitative aspect of involvement in learners’ behaviour when completing a task. Below, the 

four aspects of engagement are explained in detail.  

 

The aspect of cognitive engagement 

 

Some indicators of cognitive engagement in classrooms include facial gestures, which are verbal 

and non-verbal markers of interactional involvement. Meanwhile, private speech and exploratory 

talk such as ‘in my opinion’, and causal sequencing phrases like ‘therefore’ have been proposed 

as markers of deliberate, selective and sustained action (Philp & Duchesne, 2016). Negotiation of 

meaning, which refers to any part of the dialogue in which students talk about the language they 

are producing, question their language use, or self-correct, is also considered a fitting indicator of 

cognitive engagement (Swain, 1998, p. 70). Other language-related events, such as language-

related episodes (LREs), have also been used to measure cognitive engagement (Svalberg, 2009). 

 

The aspect of emotional engagement 
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When students engage in activities and tasks, their emotional involvement is obvious in their 

affective reactions. These engaged learners are usually positive and active in the learning process 

in terms of autonomous disposition (Svalberg, 2009). This sort of emotional engagement has a 

positive impact, is influential on other aspects of engagement and reinforces positive attitudes 

towards language tasks (Swain, 2013). However, there is a lack of research on effective 

engagement in SLA compared to mainstream education. When measuring emotional and affective 

engagement in learning, questionnaires, surveys, and interviews with stimulated recalls are 

commonly used. The questions usually focus on students’ perceptions towards the activities or 

tasks or towards the classroom settings. These provide deep insight into what the students feel 

about their participation and their feelings towards the tasks (Baralt et al., 2016). 

 

 

The aspect of social engagement 

 

In language learning, social engagement plays a crucial role due to the relational and social 

functions of language use (Philp & Duchesne, 2008). Social engagement encompasses learners' 

connections with their peers in the language classroom or community, as well as their willingness 

to participate in learning activities and interactional episodes with others. Social engagement is 

linked with give-and-take and mutuality (Storch, 2008), demonstrated by learners' attentiveness to 

each other and the teacher's talk. One useful way to measure social engagement is by counting the 

number of sounds, gestures, empathetic discourse, laughter or other expressions produced during 

language learning tasks (Lambert et al., 2017). Using things such as videos or discourse, we can 

examine how much these converge on the completion of language tasks. 

 

The aspect of behaviour engagement  

 

Within language learning research, like general studies, the behavioural engagement of students is 

indicated by their active participation in the instructional environment (Philp & Duchesne, 2016). 

Time on task is commonly used to measure behavioural engagement, as well as counting how 
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many words are written or learners taking turns in discourse (Dörnyei & Kormos, 2000), as is done 

in classroom studies outside of our field (Gettinger & Walter, 2012). These researchers realized 

that when learners worked on language tasks with content made by themselves, rather than by their 

teacher, their behavioural engagement increased. They made more contributions to the task, spent 

more time on it, embellished and discussed the task content to a greater extent, and were more 

responsive overall during task performance. 

 

2.3.3 Empirical studies for student engagement  

Ghelichli, Seyyedrezaei, Barani and Mazandarani (2020) conducted a study on the significance of 

student engagement. They assessed 117 intermediate EFL learners at the Iran Language Institute 

(ILI) and utilized two questionnaires: the Student Engagement Questionnaire and the Language 

Learning Motivation Scale. The quantitative analysis of the questionnaires indicated a significant 

relationship between the different aspects of student engagement with learning motivation. 

Moreover, the highest correlation was with the cognitive aspect. In another study, Karabıyık 

(2019) examined 296 students enrolled in an intensive English language program at a foreign 

language preparatory school. The students' English achievement was measured through mid-term 

exam results, and the study showed that students were more engaged in inside-the-classroom 

behaviours, followed by outside-the-classroom behaviours, the content of the course, and outside-

the-classroom behaviours. However, inside the classroom, participants had lower engagement 

levels in the oral aspect. The study found that all engagement had a positive relationship with exam 

scores.  

 

 2.4. Research questions 

 

Role-play is an activity that is highly endorsed by a lot of researchers and there has been no studies 

conducted on Hong Kong students’ perception of role-play activities in improving their English-

speaking skills. In addition, a lot of students in Hong Kong struggle with speaking English. 

Moreover, these studies suggest that role-play activities are one of the best strategies to teach 

English and that they can significantly improve students' speaking abilities, which are crucial for 
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effectively conveying ideas and persuading others in communication. Therefore, this research will 

investigate the topic. 

 

1.  How do the students perceive the usefulness of role-play enhancing English 

speaking skills? 

2.  Whether role-play enhances students’ engagement in speaking English? 

 

3.  Methodology 

This study will adopt a triangulation approach in which both the qualitative and quantitative 

approaches would be used. Both approaches are used to achieve statistical and in-depth verbal 

results to understand the perception of Hong Kong secondary 5 students. Moreover, Creswell and 

Garrett (2008) recommend using a mixed-method technique to analyze data since it enables the 

researcher to gain an accurate understanding of the research topic. This study also used a pre-test-

post-test design on one group of secondary 5 students.  

3.1 Participant information  

Table 1. Participant information 

Participants’   Percentage % 
Age   16 6.5 

17 89.1 

18 4.3 

Mother Tongue (L1) Cantonese 71.1 

Mandarin 21.7 

Urdu 4.3 

Hindi 2.2 

English is my ______ First Language (第一語言) 0 

Second Language (第二語言) 65.2 

Third Language (第三語言) 34.8 
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The participant of this research involves 46 secondary 5 students, consisting of 17 boys and 29 

girls. Most of the participants were 17 years old comprising 89.1 % of the participants. While there 

were 6.5% and 4.3% aged 16 and 18 respectively. Moreover, the majority of the participant's L1 

was Cantonese comprising 71.7 % number of students. While 21.7% were Mandarin and the 

remaining 4.3% and 2.2% were Urdu and Hindi respectively. Furthermore, the majority of the 

students' L2 was English comprising 65.2% of the candidates. While the rest of the students' 

English was their L3 with a total of 34.8%. 

 

The participants are currently studying in a secondary school that uses mainly Cantonese as their 

medium of instruction. It is in the Sham Shui Po district. The study was conducted for 2 weeks in 

the third and fourth week of November 2022, consisting of a total of 4 lessons, 2 lessons per week, 

each lesson lasting for 35 minutes. 

  

3.2 Questionnaire: Pre-test and Post-test 

  

Zhou, Hiver, & Al-Hoorie's (2021) questionnaire was adopted and modified to examine students’ 

speaking abilities and their learning engagement, such as students’ willingness, eagerness, and 

confidence in participating in activities.  

 

The questionnaire was designed using Likert scale questions and was divided into 4 domains: 

understanding of role-play activities, cognitive domain, emotional domain and behavioural 

domain. The questionnaire included different domains since the researcher wanted to determine 

the students' perception of role-play activities and their engagement in English speaking.  

 

A pre-test was conducted during the first lesson (refer to Appendix 9.1). The same test was also 

the post-test which was conducted on the last day to compare if there is any improvement. The 

students’ identities would remain anonymous so that they can answer the questions honestly 
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without having to worry about their identity being revealed or being judged by the teacher or 

classmates. 

 

  

3.3 Interview 

  

A semi-structured interview (see appendix 9.2) was conducted on 10 secondary 5 students to find 

out their opinions on the usage of role-play activities, whether it has improved their English-

speaking abilities and if it has enhanced their engagement in classrooms. This is to get a deeper 

understanding of students’ perception of the usefulness of using role-play to enhance their 

speaking skills. 

 

3.4 Role-play activities 

  

Thornsbury (2005, p.96) believes that these “speaking activities involving role-play activities, in 

which learners take an imaginative leap out of the confines of the classroom, provide a useful 

springboard for real-life language use”. Therefore, students were provided with the opportunity to 

practice speaking in each context. The role-play activities were divided into 2 weeks with having 

2 lessons per week. Each lesson lasted for 35 minutes. 

 

The role-play activities were designed following Huang and Shan (2008) set of instructions on 

teaching role-play. These were used in planning the lesson plan:  

1.  Teachers should start by asking the learners questions before the role-play. 

2.  The questions should include the key vocabulary, or the main idea of the role play 

this is to ensure the students are exposed to it so that they are comfortable with their 

tasks. 

3.  Then teachers should give the students some time to study their role for the role play. 

During this time the teacher can walk around and assist students when needed. 
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4.  Teachers should allow the students to play the role at least twice before asking them 

to change their roles. 

5.  It is recommended to ask the stronger students to act out the role play to the whole 

class. 

6.  Also, the teacher can also be part of the role play if needed. 

 

They also suggest that the teacher should not correct the students until their role-play is completed. 

 

3.4.1. First week of role-play activities (lessons 1-2) 

  

Since the theme of November was ‘workplace communication’. Therefore, the researcher designed 

the lesson activities based on this theme. In both activities, the students were asked to be a 

salesperson. 

  

The students first watched a promotional video of a travel agency, then they would be asked if 

they have ever bought any product because of a salesperson and if they ever had a remarkable 

experience with a salesperson before. Then they would be informed that they would have to 

imagine that they were working for a travel agency, and they must work with their colleagues to 

promote their travel package to attract customers. 

  

The students would have to work in groups of 4-5 students and would be asked to role-play as a 

salesperson to persuade their classmates to buy their travelling agency’s tour package. The 

language feature in these lessons was that the students had to use at least one persuasive device 

either rhetorical question or alliteration while advertising their product.  Each member of the group 

has to say at least one sentence when they present their product, they can also use non-verbal 

communication strategies. (Please refer to the lesson plan for more detailed information on the 

activities in Appendix 9.6-9.7) 

  

This is to motivate the students to use English communicatively and to express their emotions 

through the dialogues such as to persuade their classmates to choose their products rather than the 
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other groups. Also, this will allow them to use the vocabulary they have learnt in the previous 

lessons. 

  

3.4.2. Second week of role-play activities (lessons 3-4) 

  

In the second stage, the students would again be asked to be grouped into groups of 4-5 students 

and would role-play as a salesperson to persuade their classmates to buy their products. However, 

this time the students are allowed be creative and can imagine any product they would like to sell 

to their classmates. They were asked to use at least one persuasive device either rhetorical question 

or alliteration while advertising their product. 

  

The students will be exposed to innovative inventions through a video, then they would be asked 

to design the product and persuade their classmates to buy it. To make the students active in class 

and pay attention to their classmates' role-plays, the students will be asked to guess each of the 

group’s products. The students who guess correctly will be given a light merit from the teacher.  

Moreover, each of the members would have to be asked to participate and say at least two sentences 

when they present their product. 

4. Results  

 

Table 2. Descriptive Statistics for all the four domains  

Scores  
 

Pre-test (Total= 6) 
 

Post-test (Total= 6) 

 Mean SD Mean SD 
Students' perception of the usefulness of role-play 3.86 1.09 4.47 1.02 
Students Engagement (Behavioural Aspect)  3.04 1.15 3.11 1.13 

Students Engagement (Emotional Aspect)  3.91 1.16 4.30 1.07 

Students Engagement (Cognitive Aspect)  3.08 1.09 3.21 1.07 
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The table provides the descriptive statistics for all the four domains collected from the 

questionnaires, including the Mean and SD for the pre- and post-survey, including all the four 

dimensions: role-play, behavioural, emotional and cognitive.   

 

A two-tailed t-test was conducted on the pre-test and post-test questionnaire with an alpha value 

equal to 0.05 and 0.01 and the degrees of freedom at 45. The total number of participants was 46 

(n=46). To report the effect size, Cohen'd method would be used which is calculated using the  

(Mean of posttest - Mean of pretest) / [(SD of pretest + SD of Posttest)/2].  

 

Table 3. Pre- and Post-test results of students' perception of the usefulness of role-play 

enhancing English speaking skills. 

scores  Pre-test (Total= 6) Post-test (Total= 6) Paired-sample-t-Test  

 Mean SD Mean SD -t df P (T<=t) two - tail 
 

Sig 
Overall 
(n=46) 

3.86 1.09 4.47           1.02 -9.91 45 6.85 x 10-13 0.05 0.01  

 

As shown in Table 4, the mean score of the post-test was significantly higher with an increase of 

58% than that of the pre-test. The standard deviation was 1.09 for the pre-test and 1.02 for the 

post-test. The p-value calculated was 6.85 x 10-13. Since the p-value was lower than 0.01 and 0.05, 

the null hypothesis was rejected, indicating that the results of the pre-test and post-test were 

statistically significant at the p = 0.05 and 0.01 values. Thus, it can be concluded that, 

quantitatively, the test results indicated that students perceived role-play as useful in enhancing 

language learning with 99% certainty. 

  

Table 4. Pre and Post-Test results of Students Engagement (Behavioural Aspect)  

scores  Pre-test (Total= 6) Post-test (Total= 6) Paired-sample-t-Test  

 Mean SD Mean  SD -t df P (T<=t) two-tail 
 

Sig 
Overall 
(n=46) 

3.04 1.15 3.11        1.13 -2.46 45 0.02 0.05 
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As shown in Table 5, the mean score of the post-test was higher with an increase of 6% than that 

of the pre-test. The standard deviation was 1.15 for the pre-test and 1.13 for the post-test. The p-

value calculated was 0.02. Since the p-value was lower than 0.05, the null hypothesis was rejected, 

indicating that the results of the pre-test and post-test were statistically significant at the p = 0.05 

values. Thus, it can be concluded that, quantitatively, the test results indicated that students were 

behaviourally engaged in speaking English with 95% certainty. 

 

Table 5. Pre and Post-Test results of Students Engagement (Emotional Aspect)  

scores  Pre-test  (Total= 6) Post-test (Total= 6) Paired-sample-t-Test  

 Mean SD Mean SD -t df P (T<=t) two - tail 
 

Sig 
Overall 
(n=46) 

3.91 1.16 4.30 1.07 -7.92 45 4.54 x 10-10 0.01 0.05 

 

As shown in Table 6, the mean score of the post-test was higher with an increase of 35% than that 

of the pre-test. The standard deviation was 1.16 for the pre-test and 1.07 for the post-test. The p-

value calculated was 4.54 x 10-10. Since the p-value was lower than 0.05 and 0.01, the null 

hypothesis was rejected, indicating that the results of the pre-test and post-test were statistically 

significant at the p = 0.05 and p = 0.01 values. Thus, it can be concluded that, quantitatively, the 

test results indicated that students were emotionally engaged in speaking English with 99% 

certainty. 

 

Table 6. Pre and Post-Test results of Students Engagement (Cognitive Aspect)  

scores  Pre-test  (Total= 6) Post-test (Total= 6) Paired-sample-t-Test  

 Mean  SD Mean SD -t df P (T<=t) two - tail 
 

Sig 
Overall 
(n=46) 

3.08 1.09 3.21 1.07 -5.59 45 1.27x 10-06 0.01 0.05 

 

As shown in Table 7, the mean score of the post-test was higher with an increase of 12% than that 

of the pre-test. The standard deviation was 1.09 for the pre-test and 1.07 for the post-test. The p-
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value calculated was 1.27 x 10-06. Since the p-value was lower than 0.05 and 0.01, the null 

hypothesis was rejected, indicating that the results of the pre-test and post-test were statistically 

significant at the p = 0.05 and p = 0.01 values. Thus, it can be concluded that, quantitatively, the 

test results indicated that students were cognitively engaged in speaking English with 99% 

certainty. 

 

5. Findings  

5.1 Students' Perception of the Usefulness of role-play Activities 

Table 3 aims to answer the first research question: whether students perceive the usefulness of 

role-play in enhancing students English speaking skills. Based on the quantitative results it can be 

deduced that students thought that role-play was vital in enhancing their speaking skills. 

 

Moreover, according to the interviews, 90% of the respondents preferred learning English through 

role-play activities rather than their traditional teaching approach. Four students stated that: 

“I want to learn English through role-play because it allows me to study together with my friends 

and I can speak like I want. I don’t have to follow any textbook and I can give my own ideas, so it 

is very fun.”  

(Interview extract) 

“I wish we can have more role-play activities next month and year because this allows us to 

practice English which we can use in our daily life.”  

(Interview extract) 

“I choose learning through role-play because we have more freedom to present our ideas. We 

can use actions, movements and speak to make our statements more interesting rather than using 

the textbooks to recite something.”     

(Interview extract) 

“I want to learn through role-play because I can practice speaking English because I can realize 

my pronunciation errors.”  

(Interview extract) 
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Thus, it can be concluded that most students preferred learning English through role-play 

activities rather than traditional English lessons. They all agreed with the statement that they 

believe role-play can enhance their English-speaking skills which aligns with the previous 

literature.  

 

5.2 Role-Play Activities Enhancing Students’ Engagement in Speaking English  

Tables 4, 5 and 6 indicate the results of the student's pre- and post-tests showed that students were 

more engaged during the role-play activities. Emotional engagement is the aspect that showed the 

greatest achievement with a total of 35%. It is reported by Svalberg (2009), emotional engagement 

refers to the willingness of students to participate in group activities and interact with their peers. 

Thus, the students had a positive attitude towards role-play activities.  

 

Moreover, during the interviews, when the participants were asked about their engagement in 

speaking English through role-play activities. All 10 of the participants answered that they had 

positive attitudes regarding this teaching method. There were 4 themes of benefits that students 

reported due to the role-play activities, which include communication skills, confidence, accuracy 

and cooperative learning. 

5.2.1. Communication skills and confidence  

Most of the students said that they felt more behaviourly, emotionally and cognitively engaged in 

English lessons during the role-play activities. One of the students said:  

 

“Before in the previous English lessons, I used to be very bored because the teacher would 

always talk, and I just had to sit through the whole lesson and listen to them. Finally, I had the 

opportunity to do something different and fun.”  

(Interview extract) 

Another student also stated:  

“I am always so scared to answer or ask questions in class. I feel shy talking in front of everyone. 

During the first and two lessons I was hesitant to say anything but then after seeing my classmates 
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encouraging me and making me feel like we must work together to perform this task. I felt a bit 

confident and talked in front of the class and now I don't feel that scared.” 

(Interview extract) 

 

The students believed that these activities had helped them to be more confident and they were 

given the opportunities to communicate and have an authentic interaction with their classmates. 

Moreover, regarding the behavioural aspect, some students believed that these learning activities 

were useful in their daily life since they could use their experiences of buying products in these 

role-play lessons.  

 

“whenever I would go to buy things, a salesperson would always follow me and try to sell me a 

product so in these activities I was able to use that in my role-play”   

(Interview extract) 

 

“when I take the role of a character I am able to use English appropriately in acting out the role 

such as using vocabulary related to the topic”  

(Interview extract) 

 

“From these lessons, I got to learn the different ways people use to sell their products, for example, 

using alliteration and rhetorical questions to grab the people attention”  

(Interview extract) 

5.2.2. Accuracy and Co-operative Learning  

The students also reported that they found role-play useful for practicing speaking their English 

accurately in terms of grammar, vocabulary and sentence structures via collaborating with their 

classmates. For example,  

 

“Role-play lessons helped me use the vocabulary we learnt during lessons before. I would not use 

it in my daily life because I didn't get the chance but now, I am able to use it. I feel proud of myself 

I think I can use more vocabulary now if I talk to my friends.” 

 



 

27 

“I was having a lot of pronunciation problems such as “persuade, bought” however, my 

groupmates were kind enough to help me correct it. If I didn’t talk with my classmates, I would 

not have known I had so many errors.” 

 

Thus, the students were cognitively, emotionally and behaviorally engaged since they were willing 

to participate in the activities more when compared with the previous English lesson.  

 

5.2.3 Newly arrived students  

In this research, there were 3 students who had recently immigrated from Mainland China. These 

students had little to no English knowledge so they found the role-play activities very challenging 

since they could not participate much in the speaking due to their limited vocabulary skills. 

Therefore, these students were encouraged to use non-verbal communication cues to relay their 

message and were asked to group with the high achievers so they can get help. They all reported 

that although their English is weak however they were able to participate in the activities due to 

their classmates help. They said that they never participated in any English activities before, 

however, role-plays gave them a chance to engage in classroom activities and contribute to their 

group work.  

 

“I don’t think role-play is good… because my English .. very bad… I no talk… but.. I can give idea 

to classmates..” 

(Interview extract) 

 

“Speaking English…very hard.. I don't know..I ask my friend.. We do together…” 

(Interview extract) 

“I don’t know how to say…I ask classmates.. I do action…. very funny…”  

(Interview extract) 

6. Discussion  

The findings of this research indicate that students in Hong Kong perceive role-play as a useful 

tool for learning English and that it enabled them to be engaged in speaking English. This builds 
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upon the previous research of Alwahibee (2004), Ding & Liu (2009), Dorathy & Mahalakshmi 

(2011), and Shen and Suwanthep (2011) who found that role-play activities had a positive effect 

on students’ learning such as improvements in their English verbal proficiency, vocabulary 

acquisition, gaining a wider perspective on a particular task or role, promoting linguistic and 

emotional growth. 

 

From the analysis of the quantitative data, students generally perceived role-play as significant in 

learning English. The analysis suggests that these activities provide students with a student-

centered approach which is different from traditional Hong Kong teacher-centered teaching. 

Also, Shen and Suwanthep (2011) conducted a study on Chinese EFL learners, similarly, they 

were also very excited and happy to learn English in a student-centered method.   

 

Interestingly, the use of role-play activities did not seem to discourage students who were 

already proficient in the language from helping and learning from their peers who were not as 

proficient. This created a learning community where students could reinforce their knowledge of 

language forms and build relationships with one another. Even students with lower levels of 

proficiency were willing to participate in these activities because they could express their own 

perspectives and interact with their peers without feeling overly concerned about making 

mistakes. The opportunity to play different roles, develop a story, and act out scenes also 

increased student engagement and interest in the learning process. This also coincide with the 

previous research by Nguyen and Do (2017, p.41) who also found that despite having different 

language proficiency learners were willing to participate in the activities and were not 

demotivated.  

 

Furthermore, the frequent practice of speaking through role-play activities can help students 

gradually build their confidence in expressing their thoughts in front of others. This increase in 

confidence may be because students can feel less shy when speaking through someone else's 

characters, as it allows them to distance themselves from their own thoughts and opinions 

(Alwahbiee (2004); Ding &Liu (2009)). Additionally, students may not receive negative 

feedback from others since they are performing a character assigned by the activity. 
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Moreover, interactive communication skills were recognized as a vital aspect of English learning 

by students at different proficiency levels. These skills not only help students express their views 

naturally in response to real-life situations, but they also promote the development of moral and 

social qualities, such as behaviours, that are acquired through role-playing. These skills and 

qualities can be effectively applied in a range of real-life contexts, bridging the gap between role-

play activities and their real-life applicability (Liu, 2010). 

 

Although this study only involved a small sample of 46 participants, it is important to note that the 

investigation provided these students with the opportunity to recognize the benefits of role-play 

activities, particularly in terms of intensive oral practice. However, due to the limited time and the 

fact that the researcher could not use more than 4 lessons to teach using role-play activities due to 

time constraints in the Hong Kong’s hectic teaching curriculum. This did not provide students with 

enough time to practice speaking English. Therefore, it is crucial for future researchers to create 

opportunities for students to experience real-life situations and shift their learning routines to a 

more autonomous approach beyond the classroom. 

7. Conclusion  

According to the data gathered from the questionnaire and the interviews. Students believe that 

role-play helps them to improve their English language ability in terms of speaking and that they 

felt more engaged in the lessons when role-play activities were conducted. The data analysis 

indicated an improvement in students’ perception of the usefulness of role-play in all the three 

dimensions of engagement, including cognitive, behavioural and emotional engagement. 

 

 

8. References  

 

Alwahibee, K. M. (2004). Revival of Role-play: The Effectiveness of Role-play Activities 

in Learning English as a Foreign Language by Saudi College Students. J.King Saud 

Univ 16: 25-48 



 

30 

Baralt, M., Gurzynski-Weiss, L. and Kim, Y. (2016). Engagement with language: How 

examining learners' affective and social engagement explains successful learner-

generated attention to form. In M. Sato and S. Ballinger (eds) Peer Interaction and 

Second Language Learning Pedagogical Potential and Research Agenda (pp. 209-

240), Amsterdam: John Benjamins. 

Bashir, M.,Azeem, M., & Dogar, A.H (2011). Factors effecting students’ English speaking 

skills. British journal of arts and social sciences, 2 (1), 34-50.  

Bygate, M. (1987). Speaking. In C. Carter & D. Nunan (Ed)., The Cambridge guide to 

teaching English to speakers of other languages. Cambridge University Press. 

Bygate, M. and Samuda, V. (2009). Creating pressure in task pedagogy: The joint roles of 

field, purpose. and engagement within the interaction approaches. In A. Mackey 

and C. Polio (eds) Multiple Perspectives on Interaction: Second Language 

Research in Honour of Susan M. Gass (pp. 90-116). New York: Routledge. 

Chauhan, V. (2004). Drama Techniques for Teaching English. The Internet TESL Journal. 

Vol. X, No. 10, (3). 

Creswell, J.W. & Garrett, A.L., (2008). ‘The “movement” of mixed methods research and 

the role of educators’. South African Journal of Education 28, 321–333. https:// 

doi.org/10.15700/saje.v28n3a176 

Dobson, J. M. (2005). Effective Techniques for English Conversation Group. 

Washington,D.C.: The Office Language Programs United States Department of 

State Washington,D.C. 

Dorathy, A. A., & Mahalakshmi, S. N. (2011). Second language acquisition through task-

based approach–role-play in English language teaching. English for Specific 

Purposes World, 11(33), 1-7. 

Dörnyei, Z. (1994). Motivation and motivating in the foreign language classroom. The 

modern language journal, 78(3), 273-284. 

Dörnyei, Z. and Kormos, J. (2000). The role of individual and social variables in oral task 

performance. Language Teaching Research 4, 275- 300. 

Freeman, D. L.(2001). Techniques and Principles in Langauge Teaching. New York, 

Oxford University Press.  



 

31 

Ghelichli, Y., Seyyedrezaei, S. H., Barani, G., & Mazandarani, O. (2020). The relationship 

between dimensions of student engagement and language learning motivation 

among Iranian EFL learners. International Journal of Foreign Language Teaching 

and Research, 8(31), 43-57. 

Glenwright, P. (2003). Education reform and policy change in Hong Kong: a critique of 

the post-colonial legacy. Education and Society, 21(3), 67e89. 

Hiver, P., Al-Hoorie, A. H., Vitta, J. P., & Wu, J. (2021). Engagement in language learning: 

A systematic review of 20 years of research methods and definitions. Language 

Teaching Research, 13621688211001289. 

Huang, I. Y., & Shan, J. (2008). Role play for ESL/EFL children in the English classroom. 

The internet TESL journal, 14(2), 1-10. 

Karabiyik, C. (2019). The Relationship between Student Engagement and Tertiary Level 

English Language Learners' Achievement. International Online Journal of 

Education and Teaching, 6(2), 281-293. 

Ladousse G.P. (1987). Role Play. Oxford University Press. Oxford. 

Lee, W., & Ng, S. (2010). Reducing student reticence through teacher interaction strategy. 

ELT journal, 64 (3), 302-313. 

Li, D. C. S. (2018). Two decades of decolonization and renationalization: The evolutionary 

dynamics of Hong Kong English and an update of its functions and status. Asian 

Englishes, 20(1), 2–14. 

Littlewood, W. (1992). Teaching Oral Communication. UK, Blackwell Publishers. 

Liu Y. & Ding, F. (2009). Role-play in English Language Teaching. Asian Social Science, 

5(10). 

Liu, X. (2010). Arousing the College Students' Motivation in Speaking English through 

Role- Play. International Education Studies 3(1).  

Livingstone, C. (1983). Role Play in Langauge Learning. England, Longman. 

Masoumi-Moghaddam, S. (2018). Using drama and drama techniques to teach English 

conversations to English as a foreign language learners. International Journal of 

Applied Linguistics and English Literature, 7(6), 63-68. Matrix. New York: 

Cambridge University Press. 67-85. 



 

32 

Mercer, S. (2019). Language learner engagement: Setting the scene. In X. Gao (ed.) Second 

Handbook of English Language Teaching (pp. 1-19). Basel: Springer. 

Naksevee, N. (2013). Using non-scripted role-play to teach speaking skills: a study of 

English conversation of Thai College students at Yala Rajabhat University 

(Doctoral dissertation, Prince of Songkla University). 

Nguyen, H. B., & Do, N. N. T. (2017). STUDENTS’ATTITUDES TOWARDS DRAMA-

BASED ROLE PLAY IN ORAL PERFORMANCE. European Journal of Foreign 

Language Teaching. 

Nunan, D. (2001a). Second language teaching and learning. Newbury House Teacher 

Development. 

Philp, J. and Duchesne, S. (2016). Exploring engagement in tasks in the language 

classroom. Annual Review of Applied Linguistics 36, 50-72. 

Philp. J. and Duchesne, S. (2008). When the gate opens: The interaction between social 

and linguistic goals in child second language development. In J. Philp, R. Oliver 

and A. Mackey (eds) Child's Play? Second Language Acquisition and the Young 

Learner (pp. 83-104). Amsterdam: John Benjamins.  

Reeve, J. (2012). A self-determination theory perspective on student engagement. In S. L. 

Christenson, A. L. Reschly, & C. Wylie (Eds.), Handbook of research on student 

engagement (pp. 149–172). Springer Science + Business Media. 

https://doi.org/10.1007/978-1-4614-2018-7_7 

Renandya, W.A.(2004). Indonesia. In. H.W. Kam. Language Policies and Language 

Education: The Impact in East Asian Countries in the Next Decade. 

Singapore:Eastern University Press  

Reschly, A.L., & Christenson, S.L. (2012). Jingle, jangle, and conceptual haziness: 

Evolution and future directions of the engagement construct. In  S.L. Christenson,  

A.L. Reschly, & C. Wylie (Eds.), Handbook of research on student engagement 

(pp. 3–19). New York: Springer. 

Richards, J. C. (1990). Conversationally Speaking: Approaches to the Teaching of 

Conversation. In Jack. C. Richards. The Language Teaching handbook of English 

language teaching (pp. 1–19). New York: Springer. 

Richards, J. C. (2006). Communicative Language Teaching Today. New York, CUP. 



 

33 

Savignon, S. J. (1983). Communicative Commpetence: Theory and Classroom Practice/ 

Texts and Contexts in Second Language Learning. USA, Addison-Wesley. 

Shen, L., & Suwanthep, J. (2011). E-learning Constructive Role Plays for EFL Learners in 

China's Tertiary Education. Online Submission, 49. 

Shumine, K. (1997). Factors to consider: Developing adult EFL students’ speaking 

abilities. In J. C. Richards & W. Renandya (Ed.). Methodology in language 

teaching. Cambridge University Press. 

Sinambela, K. L., & Simanjuntak, D. C. (2017). Study On The Use Of Oral Drills And 

Role-Play Method In Improving Students’ Interactive Speaking Achievement. 

Acuity: Journal of English Language Pedagogy, Literature and Culture, 2(1), 24-

45. 

Sinatra, G.M., Heddy, B.C., & Lombardi, D. (2015). The challenges of defining and 

measuring student engagement in science. Educational Psychology, 50, 1–13. 

Storch, N. (2008). Metatalk in a pair work activity: Level of engagement and implications 

for language development. Language Awareness 17, 95-114. 

Svalberg, A.M.L. (2009). Engagement with language: Interrogating a construct. Language 

Awareness 18, 242-258. 

Swain, M. (1998). Focus on form through conscious reflection. In C. Doughty and J. 

Williams (eds) Focus on Form in Classroom Second Language Acquisition (pp. 

471-484). Cambridge: Cambridge University Press. 

Swain, M. (2013). The inseparability of cognition and emotion in second language 

learning. Language Teaching 46, 195-207. 

Thornbury, S.( 2005). How to teach speaking, Essex: Pearson Educational Limited. 

Tsou, W. (2005). Improving Speaking Skills Through Instruction in Oral Classroom 

Participation.Taiwan: National University of Taiwan  

Tyers, C. J. (2002). Role play and interaction in second language acquisition. Lu Er Island 

Woman University Research Journal, 32, 163-196. 

Ur, P., (2009). A Course in Language Teaching. Practice and Theory (17th 

Printing).Cambridge: Cambridge University press 

Zafeiriadou, N. (2009). Drama in language teaching. Issue, 23, 4-9. 



 

34 

Zhou, S., Hiver, P., & Al-Hoorie, A. H. (2021). Measuring L2 engagement: A review of 

issues and applications. Student engagement in the language classroom, 75-98. 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

35 

 9. Appendix  

Appendix 9.1- information sheet and consent form for students (questionnaire) 

 
INFORMATION SHEET 

 Enhancing Secondary Hong Kong Students’ Speaking Skills with the Use of Role-Play 
Activities 

  
You have been invited to participate in a study led by Dr Ma Qing and conducted by Miss Sehrish, 
both of whom are members of the Department of English Language Education, Faculty of 
Humanities at The Education University of Hong Kong. 
  
This research investigates whether role-play is useful in enhancing the speaking skills of a group 
of secondary 5 students. You have been requested to complete an online questionnaire which 
should take approximately 10 minutes. There is no possibility of harm associated with participating 
in this research. 
  
Your involvement in this study is completely voluntary. Should you choose to withdraw, there will 
be no negative repercussions. All details regarding you will remain confidential. 
The results of this study will be analysed and written in a thesis and a presentation. Your responses 
will be kept confidential and anonymous. 
  
If you would like to obtain more information about this study, do not hesitate to get in touch with 
Miss Sehrish at telephone number or their supervisor Dr Ma Qing at telephone number 

 
  
In case you have any concerns regarding this research, please contact the Human Research Ethics 
Committee by email at hrec@eduhk.hk or by mail at the Research and Development Office, The 
Education University of Hong Kong. 
  
Thank you for your interest and for being a part of this study. 

Sehrish 
Principal Investigator 

 
 

 
THE EDUCATION UNIVERSITY OF HONG KONG 

Department of English Language Education, Faculty of Humanities 
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CONSENT TO PARTICIPATE IN RESEARCH 

 Enhancing Secondary Hong Kong Students’ Speaking Skills with the Use of Role-Play 
Activities 

I give my consent to participate in the above-mentioned research project that is being supervised 

by Dr Ma Qing and conducted by Miss Sehrish, both of whom are staff/students affiliated with 

the Department of English Language Education in the Faculty of Humanities at The Education 

University of Hong Kong. 

  
I am aware that the findings of this research may be used for future research and could be 

published. Nonetheless, my privacy rights will not be violated, and my personal data will be kept 

confidential. 

 

 

I have read the attached information sheet and understand the research protocol. I am also aware 

of the potential risks and benefits of taking part in the study. My decision to participate in this 

study is of my own accord. 

 

Additionally, I acknowledge that I reserve the right to ask questions about the research procedure 

and can withdraw from the study at any point without any negative implications. 

Hereby, 

o I provide my consent to participate in the specified research. 

o   I decline to take part in the above-mentioned research project. 

Signature:________________________________________ 
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Appendix 9.2: Questionnaire on learner engagement and role-play activities 

  

Pre-/ Post-survey of learner engagement and Role play activities 

How would you rate yourself in terms of the following aspects on a scale from 1 to 6:* 

1=Strongly Disagree; 2=Disagree; 3=Partly Disagree; 4=Partly Agree; 5=Agree; 6=Strongly 

Agree 

Gender :         Male         Female       prefer not to say 

Age: 

Mother tongue:    

English is my:      First Language           Second Language          Third Language         

  

1.  Role play 

 

1.1.I think role play will improve my English 

1.2. I think role play is a fun way to learn English 

1.3. I want to learn English through role-play  

  

2.  Behavioral engagement 

2.1. I stay focused when it is difficult for me to understand 

2.2. I participate in all English learning activities 

2.3. I keep trying my best to learn when it is hard 

2.4. I continue working on English until I complete my English tasks 

  

3.  Emotional engagement 

3.1. I look forward to the next English class 

3.2. I enjoy learning English with new methods (role play) 

3.3. I want to understand what I am learning 

3.4  I feel good when I was in an English class 

  

4. Cognitive Engagement 

4.1 I go through my English work carefully to make sure it is done correctly 
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4.2 I think about different ways to solve problems in learning English 

4.3 I try to connect new learning to those I’ve learned before 

4.4. I try to understand my mistakes in English 

4.5 I try to correct my mistakes in English 

  

Thank you very much for your feedback! 
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Appendix 9.3 - information sheet and consent form for students (interview)   

  

INFORMATION SHEET 
 Enhancing Secondary Hong Kong Students’ Speaking Skills with the Use of Role-Play 

Activities 
  
You have been invited to participate in a study led by Dr Ma Qing and conducted by Miss Sehrish, 
both of whom are members of the Department of English Language Education, Faculty of 
Humanities at The Education University of Hong Kong. 
  
This research investigates whether role-play is useful in enhancing the speaking skills of a group 
of secondary 5 students. You have been invited for an interview which should take approximately 
10 to 15 minutes. There is no possibility of harm associated with participating in this research. 
  
Your involvement in this study is completely voluntary. Should you choose to withdraw, there will 
be no negative repercussions. All details regarding you will remain confidential. 
The results of this study will be analysed and written in a thesis and a presentation. Your responses 
will be kept confidential and anonymous. 
  
If you would like to obtain more information about this study, do not hesitate to get in touch with 
Miss Sehrish at telephone number or their supervisor Dr Ma Qing at telephone number 

 
  
In case you have any concerns regarding this research, please contact the Human Research Ethics 
Committee by email at hrec@eduhk.hk or by mail at the Research and Development Office, The 
Education University of Hong Kong. 
  
Thank you for your interest and for being a part of this study. 

Sehrish 
Principal Investigator 
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THE EDUCATION UNIVERSITY OF HONG KONG 

Department of English Language Education, Faculty of Humanities 

CONSENT TO PARTICIPATE IN RESEARCH 

 Enhancing Secondary Hong Kong Students’ Speaking Skills with the Use of Role-Play 
Activities 

I give my consent to participate in the above-mentioned research project that is being supervised 

by Dr Ma Qing and conducted by Miss Sehrish, both of whom are staff/students affiliated with 

the Department of English Language Education in the Faculty of Humanities at The Education 

University of Hong Kong. 

  
I am aware that the findings of this research may be used for future research and could be 

published. Nonetheless, my privacy rights will not be violated, and my personal data will be kept 

confidential. 

 

 

I have read the attached information sheet and understand the research protocol. I am also aware 

of the potential risks and benefits of taking part in the study. My decision to participate in this 

study is of my own accord. 

 

Additionally, I acknowledge that I reserve the right to ask questions about the research procedure 

and can withdraw from the study at any point without any negative implications. 

Hereby, 

o I provide my consent to participate in the specified research. 

o   I decline to take part in the above-mentioned research project. 
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Signature:____________________________________ 

  

Appendix 9.4 : Evaluation on role play (interview questions) 

1.  What is your mother tongue? 

2.  How many languages do you speak? 

3.  What were your feelings about the role-play activities? 

4.  Do you think the role-play has improved your speaking skills? 

5.  Do you think role-play has improved your vocabulary? 

6.  Have you gotten more confident after doing the role play? 

7.  Are you more willing to speak in front of your class compared to before? 

8.  How would you rate your speaking skills? 

9.  Are you more able to express your emotions? 

10.  Would you like to learn speaking using role-play activities? 

11.  How would you like to learn English speaking? 
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Appendix 9. 5 - information sheet and consent form for school 

  

THE EDUCATION UNIVERSITY OF HONG KONG 

Department of English Language Education, Faculty of Humanities 

CONSENT TO PARTICIPATE IN RESEARCH 

 Enhancing Secondary Hong Kong Students’ Speaking Skills with the Use of Role-Play 
Activities 

Date: ______________________ 
Dear Principal ________________, 
I, Sehrish, am a student studying in the BA (LS) &Bed (EL)  at The Education University of Hong 
Kong, who is currently conducting a Honours Project in my final. This research investigates 
whether role-play is useful in enhancing the speaking skills of a group of secondary 5 students, 
There is no possibility of harm associated with participating in this research. 
  
To conduct the research, I would like to seek your consent for conducting interviews with 10 
Secondary 5 students and questionnaire with 46 students from classes 5A and 5C. All details 
regarding the participants will remain confidential. The results of this study will be analysed and 
written in a thesis and a presentation. The responses will be kept confidential and anonymous. 
I fully understand that consent must be obtained from the placement school before I conduct the 
research. Otherwise, I am not allowed to collect or use them. Thank you very much for your 
consideration of my request in advance. 
Yours sincerely, 
SEHRISH 
SEHRISH 
Student of The Education University of Hong Kong 
  
I agree/ do not agree# to let ___SEHRISH____________________ (name of student in full) conduct 
interviews and questionnaires. 
Special Instruction (if 
any):____________________________________________________________________________ 
______________________________ ______________________________ _____/_____/______ 
_____________ 
  
Sign:________________________ 
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Appendix 9.6: Lesson activity materials (week 1) 

  

The Education University of Hong Kong   
 

● Run Time: 70 mins        

● Grade Level: Secondary 5      

● Unit Name: Workplace Communication  

● Number of Lessons: 2 

● Number of Students: 18 

● Student Language Ability: A1- A2  

 

Learning Objectives: 

By the end of this lesson, students should be 

able to 

● Role play as a salesperson to persuade 
their classmates to buy their travelling 
agency’s tour package 

● Use at least one persuasive device- 
rhetorical question or alliteration while 
advertising their product   
 

Previous Knowledge: 

 

 

 

● Persuasive devices   

Lesson 1&2 

Time 

(minut

es) 

Procedure Interactio

n mode 

Purpose Materials 
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2 mins  

 

 

 

 

 

4 mins  

 

 

 

 

 

10 

mins 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

1.  

 

 

 

 

 

2. 

 

 

 

 

 

3. 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

Pre-stage    

 

● Greeting & settling in 

T welcomes the class and informs Ss that 

they will be role-playing as a salesperson 

to persuade their classmates to buy their 

agency’s tour package for which they will 

have to come out and present.  

● Questionnaire (pre-test)  

T informs Ss that they will have to 

complete an online questionnaire in which 

they would have to answer a few questions 

regarding role-play.  

 

● Activating students' prior 

knowledge  

T starts the lesson with a travelling agency 

tour package advertisement. T will ask Ss 

to carefully watch the advertisement and to 

keep these questions in mind:  

1. What company ad is this?  

2. What is the purpose of this ad? 

3. Who is this ad for? 

4. Will you join this tour? 

5. How are they persuading people to 

buy this tour package?  

After watching the ad, T asks Ss if they 

were able to answer these questions. T 

 

 

 

 

 

 

T-Ss 

 

 

 

 

T-Ss  

 

 

 

 

 

T-Ss 

Ss-T  

 

 

 

 

 

 

 

 

 

 

 

 

 

To 

welcome Ss 

and inform 

them of 

their agenda 

for their 

lesson  

 

To get their 

feedback on 

the role-

play 

activities   

 

 

 

 

To analyze 

an authentic 

ad so they 

have an 

idea on how 

to advertise   

 

 

 

 

 

PPT  

 

Catering for diversity 

worksheet- slogans, 

rhetorical questions 

and guiding questions 

 

Peer evaluation form  

 

Padlet  
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10 

mins  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

8 mins  

 

 

 

 

 

  

 

 

 

 

 

 

 

4. 
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goes through the questions with them.  

 

Teaching 2 persuasive devices   

● 2 persuasive devices- Alliteration 

and Rhetorical questions   

T introduces these two devices with Ss by 

describing and providing them with 

authentic examples: 

1. alliteration - the first letters of the 

words are the same e.g. Coca Cola, 

Chupa Chups, Dunkin Dounuts, 

BlackBerry  

2. Rhetorical questions- a question 

that does not require an answer but 

is asked to make a point e.g. 'Who 

wouldn't want to be a millionaire?'/ 

'Wouldn’t you feel happier if you 

could wear what you wanted to 

school?”  

● Understanding the format and 

features of the advertisement 

that they will produce  

T then informs Ss of the situation of the 

task in which they have to pretend they are 

the salespeople of a travelling agency, and 

they have to advertise their tour package to 

persuade their classmates to buy it.  

 

The Ss can include the following items:  

1. Slogan  

 

 

 

 

T-Ss 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

T-Ss 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

To provide 

Ss with 

authentic 

examples of 

persuasive 

devices 

used in 

advertiseme

nts  

 

 

 

 

 

 

 

 

To provide 

Ss with the 

context of 

their task 

 

 

 

To provide 
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15 

Mins  

 

 

 

 

 

 

 

 

 

 

 

 

 

20 

mins  

 

 

 

 

 

 

 

 

 

 

 

 

 

6 
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2. Rhetorical questions  

3. Alliteration  

4. Company name  

5. Information of their tour 

6. Why should people join this tour 

package? 

 

After going through all these sub-topics, T 

gives Ss 20 mins to brainstorm their ideas 

then they will have to come out and 

present and persuade their classmates to 

join their agency’s package.  

 

Students group work  

T pass the iPad to Ss and demonstrates 

how to use the padlet. T informs Ss they 

can either draw on the Padlet or use notes 

to draw and then upload it onto the Padlet.  

T informs Ss after they are done, they have 

to come out and persuade their classmates.  

 

T goes around the classroom and provides 

support to the Ss.  

 

T reminds Ss that only a few mins are left.  

They should tidy up their answers and 

prepare to come outside and present.  

 

Students’ presentation 

T gives each group an evaluation form and 

 

 

 

 

Ss-Ss 

 

 

 

 

 

 

 

 

 

Ss-Ss/T  

 

 

 

 

 

 

 

 

 

 

 

 

Ss-Ss/T  

 

 

them with 

some 

guiding 

questions 

so they can 

brainstorm  

 

To allow Ss 

time to 

prepare for 

their 

presentation  

 

 

 

 

Allow Ss to 

collaborate 

with one 

another  

 

 

 

 

 

 

 

 

 

To engage 
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1 min  

 

 

 

 

 

 

 

 

 

 

 

 

 

8  

they are assigned to one specific group to 

whom they must give comments. E.g. -

group 1 will give a comment to group 3 

-group 2 will give a comment to group 4 

-group 3 will give a comment to group 2 

-group 4 will give a comment to group 1 

 

 Ss can ask the group questions about their 

products.  

  

T gives general feedback to each group 

after presenting. 

 

●  Conclusion  

T concludes the class and recaps that they 

played a role of a salesperson today.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

T-Ss 

Ss to listen 

to their Ss 

presentation  

 

 

 

 

 

 

 

 

 

 

To wrap up   
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Appendix 9.7: Lesson activity materials (week 2)  

 
The Education University of Hong Kong   

 
● Run Time: 70 mins        

● Grade Level: Secondary 5      

● Unit Name: Workplace Communication  

● Number of Lessons: 2 

● Number of Students: 18 

● Student Language Ability: A1- A2  

 

Learning Objectives: 

By the end of this lesson, students should be 

able to 

● Role play as a salesperson to persuade 
their classmates to buy their products  

● Use at least one persuasive device- 
rhetorical question or alliteration while 
advertising their product   
 

Previous Knowledge: 

 

 

 

● Persuasive devices   

Lesson 1&2 

Time 

(minut

es) 

Procedure Interactio

n mode 

Purpose Materials 
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2 mins 

 

 

 

 

 

8 mins 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

10 

mins  

 

 

 

 

 

1.  

 

 

 

 

 

2. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

3. 

  

 

Pre-stage    

 

● Greeting & settling in 

T welcomes the class and informs Ss that 

they will be persuading their classmates to 

buy their product for which they will have 

to come out and present.  

 

●  Activating students' prior 

knowledge  

T starts the lesson with an Apple watch 

series 8 advertisement. T will ask Ss to 

carefully watch the advertisement and to 

keep these questions in mind:  

1. What company ad is this?  

2. What is the purpose of this ad? 

3. Who is this ad for? 

4. Will you buy this product? 

5. How are they persuading people to 

buy the product?  

6. What is their slogan? 

7. Any rhetorical questions?  

After watching the ad, T asks Ss if they 

were able to answer these questions. T 

goes through the questions with them.  

 

Recap  

● 2 persuasive devices- Alliteration 

 

 

 

 

 

 

T-Ss 

 

 

 

 

 

 

 

 

 

 

 

T-Ss 

Ss-T  

 

 

 

 

 

 

 

 

 

 

 

 

To 

welcome Ss 

and inform 

them of 

their agenda 

for their 

lesson  

 

 

 

 

To analyze 

an authentic 

ad so they 

have an 

idea on how 

to advertise   

 

 

 

 

 

 

 

 

 

 

To provide 

PPT  

 

Catering for diversity 

worksheet- slogans, 

rhetorical questions, 

and guiding questions 

 

Peer evaluation form  

 

Padlet  
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5 mins  

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

4. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

and Rhetorical questions   

T recaps these two devices with Ss by 

describing and providing them with 

authentic examples: 

1. alliteration - the first letters of the 

words are the same e.g. Coca Cola, 

Chupa Chups, Dunkin Dounuts, 

BlackBerry  

2. Rhetorical questions- a question 

that does not require an answer but 

is asked to make a point e.g. 'Who 

wouldn't want to be a millionaire?'/ 

'Wouldn’t you feel happier if you 

could wear what you wanted to 

school?”  

● Understanding the format and 

features of the advertisement 

that they will produce  

T then informs Ss of the situation of the 

task in which they have to pretend they are 

the salespeople of a company and they 

have to advertise the new product to 

persuade people to buy it.  

 

The Ss can include the following items:  

1. Slogan  

2. Rhetorical questions  

3. Alliteration  

4. Company name  

5. Information of product they are 

 

 

 

 

 

T-Ss 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

T-Ss 

 

 

 

 

 

 

 

 

 

Ss with 

authentic 

examples of 

persuasive 

devices 

used in 

advertiseme

nts  

 

 

 

 

 

 

 

 

To provide 

Ss with the 

context of 

their task 

 

 

 

To provide 

them with 

some 

guiding 

questions 

so they can 

brainstorm  
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20 

Mins  

 

 

 

 

 

 

 

 

 

 

 

 

 

20 

mins  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

5 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

6 

 

 

 

 

 

selling  

6. Why should people buy your 

product?  

After going through all these sub-topics, T 

gives Ss 20 mins to brainstorm their ideas 

then they will have to come out and 

present and persuade their classmates to 

buy the product.  

 

Students group work  

T pass the iPad to Ss and demonstrate how 

to use the padlet. T informs Ss they can 

either draw on the Padlet or use notes to 

draw and then upload it onto the Padlet.  T 

informs Ss after they are done, they have 

to come out and persuade their classmates.  

 

T goes around the classroom and provides 

support to the Ss.  

 

T reminds Ss that only a few mins are left.  

They should tidy up their answers and 

prepare to come outside and present.  

 

Students’ presentation 

T gives each group an evaluation form and 

they are assigned to one specific group to 

whom they must give comments. E.g. -

group 1 will give comment to group 3 

-group 2 will give comment to group 4 

 

 

 

 

 

Ss-Ss 

 

 

 

 

 

 

 

 

 

Ss-Ss/T  

 

 

 

 

 

 

 

 

 

 

 

 

Ss-Ss/T  

 

 

To allow Ss 

time to 

prepare for 

their 

presentation  

 

 

 

 

Allow Ss to 

collaborate 

with one 

another  

 

 

 

 

 

 

 

 

 

To engage 

Ss to listen 

to their Ss 

presentation  
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5 min  

 

 

 

 

 

 

 

 

 

7 

-group 3 will give comment to group 2 

-group 4 will give comment to group 1 

 

 Ss can ask the group questions about their 

products.  

  

T gives general feedback to each group 

after presenting. 

 

Conclusion  - questionnaire (post-test)  

T informs Ss that they will have to 

complete an online questionnaire in which 

they would have to answer a few questions 

regarding role-play.  

 

 

 

 

 

 

 

 

 

 

 

T-Ss 

 

 

 

 

 

 

 

 

 

 

To wrap up  
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Week 2 lesson materials  

 
 

English advertising slogans Cantonese translation  

Can we interest you in a … ? !"#$%&'(()*+,- 

All the smart money is going on … ./01234567(( 
 

This is a trendy item. 89:;<=>?@2ABC 
 

Perhaps you would like to consider … DE&FGH(( 
 

Keeps you feeling and looking young %I)JKLMNOP 

How could you be without a … ?  
IQRST/((- 

You’re never too old/young for a … IUVWXYZ[YOP\\\ 

An eye-pleasing item ]^_B2`a 

Enjoy the fantastic beauty of … b>cdef2gh(( 

Make an impression with … idjklmno(( 

Blends beauty with performance pghqrSst:u 
 

You can’t lose with a … IWSv\\\ 
 

A practical choice :;wx2yz 
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Rhetorical questions  {| 

Why wouldn’t you….? It}RW~\\\\- 

Do you want to….? IF������,(- 

Would you..? I�((�- 

Are you looking for…?  
&5��((,- 
 

Why not…? t}RW(- 
 

Do you think that …? I�t((- 

Are you tired of…?  I9����(- 
 

Have you ever wondered…?   
I/T/F�((- 
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Guiding Questions  

��������������������������8;�a9�}Rx2- 
 
 
 
 
 
 

 

���������������������������#$�x8;�a- 
 
 
 
 
 
 

 

�� �����¡������¡��¢� ���������������d"t}R�£¤8;�a- 
 
 
 
 
 
 

 

¥�¦�§�����������¨©3- 
 
 
 
 
 
 
 

 

���������¡��¦��������������������!"}Rª«¬�x8;�a- 
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Peer evaluation form  

Group: __________________________   Date:_____________ 

Group No.   bbbbb 
 

 Yes  No  

Will we buy this product?  
 

  

Are there any rhetorical 
questions?   

  

Language  
- Can understand 

what they are selling  
- Cannot understand 

what they are talking 
about  

  

Two things I liked about this 

group presentation  

 

 

 

 

 

One thing they can improve 

is………. 

 

 

 

 

 



 

61 

 


