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Abstract

Developing English communication skills is crucial for primary school children and
role-play is seen as an effective method to achieve this goal. However, how to apply role-play
effectively in English classes remains a challenge. The study aims to investigate primary
school teachers’ use of role-plays and explore how English teachers use role-plays to develop
primary students’ English communication skills in the English classrooms. A mixed-methods
design was employed, using surveys with 103 English teachers, semi-structured interviews
with 6 teachers, and classroom observations with 6 teachers at primary schools in An Giang
province. Based on the data collected from classroom observations, teacher interviews, and
survey responses, the findings revealed that most teachers employed effective strategies when
using role-play in teaching to develop primary students’ English communication skills in
English classrooms. The findings can contribute to a more comprehensive understanding of
the role of role-plays in addressing the challenges and opportunities presented by
globalization in education and beyond. Thus, pedagogical implications can be suggested for
the need to support English teaching in the curriculum and to develop primary students’
English communication skills at primary schools in An Giang province, as well as in Vietnam.
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SU DUNG KY THUAT PONG VAI NHAM PHAT TRIEN KY NANG
GIAO TIEP TIENG ANH CHO HQC SINH TIEU HQC
TAI TINH AN GIANG

Phan Ngoc Thach'* va Trin Quang Trung?

'Khoa Ngoai Ngit, Truong Pai hoc Pong Thap, Viét Nam
’Hoc vién cao hoc, T ruong Dai hoc Béng Thap, Viét Nam

"Tac gid lién hé, Email: pnthach@dthu.edu.vn
Lich sir bai bao
Ngay nhan: 17/8/2025; Ngay nhdn chinh swa: 26/9/2025; Ngay duyét dang: 03/10/2025

Toém tit

Viéc phat trién ky ndang giao tiép tiéng Anh la diéu rat quan trong doi véi hoc sinh tiéu
hoc, va phwong phap dong vai dwoc xem la mét cach tié}? can hiéu qua dé dat dwoc muc tiéu
nay. Tuy nhién, viéc ap dung phirong phép déng vai mot cach hiéu qua trong cdc tiét hoc tiéng
Anh van con la mét thach thirc. Nghién ciru nay nhdm tim hiéu viéc sir dung nhdp vai ciia gido
vién trong cdc I6p hoc dé phdt trién ky nang giao tiép tiéng Anh cho hoc sinh. Nghién ciru sir
dung phuong phdp hon hop, bao gom khdo sat véi 103 gido vién Tiéng Anh, phong van ban
cau truc voi 6 gido vién Tiéng Anh va dw gio 16p hoc véi 6 gido vién Tiéng Anh tai mét s6
truong tiéu hoc & tinh An Giang. Diea trén dir liéu thu thdp dwoc tie quan sat 16p hoc, phong
van gido vién va phan hoi khdo sdt, két qua cho thdy phan [on gido vién da ap dung hiéu qua
cdc chién hege nhdp vai dé ndng cao khd nang giao tiép tiéng Anh cho hoc sinh. Nhitng phat
hién nay gop phan lam ré vai tro ciia nhdp vai trong viéc gidi quyét cdc thach thire gido duc
do toan cau héa mang lai, dong thoi dwa ra mgt so ham y su pham nham hé tro viéc day hoc
tiéng Anh va phdt trién ky ndng giao tiép cho hoc sinh tiéu hoc tai An Giang néi riéng va Viét
Nam noi chung.

Tiur khéa: Ky ndng giao tiép tiéng Anh, nhdp vai, trirong tiéu hoc.
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1. Introduction

In today’s globalized world, English has become a crucial tool for communication
across nations. Because of its important role worldwide, communication skills are especially
essential for people to communicate and participate in today’s society. According to Kim et
al. (2020), communication involves the exchange of ideas, thoughts, and emotions, and is
central to building and maintaining relationships. Thus, the ability to speak and listen well is
essential for both cognitive and linguistic development for students. For those reasons, many
governments have placed a strong emphasis on improving students’ communication skills
through educational policies to aim at producing competent English users (Paneerselvam &
Mohamad, 2019). However, various challenges hinder the development of these skills. Factors
such as low confidence, limited vocabulary, anxiety, and minimal use of English outside the
classroom can make it difficult for learners to speak effectively in a second language (Hashim
& Isa, 2012; Zakaria et al., 2019).

In recent years, Vietnam’s education system has undergone significant changes to better
prepare students for the challenges of a rapidly changing world. Educational reforms of the
Ministry of Education and Training have aimed to develop students’ competencies in response
to global demands (MOET, 2018). One concentration of these reforms is to enhance
communication skills, especially in English. However, many primary schools in An Giang
Province lack effective strategies for implementing role-plays and English communication
teaching methods in the English-as-a-foreign language (EFL) classroom. Next, students often
come from non-English speaking backgrounds with minimal exposure to the language outside
the classroom. In addition, traditional teaching methods that prioritize rote memorization and
structures continue to dominate, which hinders the development of students’ practical
communication skills. In this regard, student-centered approaches that encourage active
participation are needed. Therefore, role-plays are a useful technique that allows students to
practice speaking English in realistic and engaging situations to help students improve their
fluency, build confidence, and enhance their communication skills. They enable learners to
practice different social roles, express creativity, and develop confidence in speaking (Togimin
& Jaafar, 2020; Vani et al., 2022). This approach is beneficial for primary school students to
learn English through fun, active, and collaborative activities.

The research aims to investigate primary school teachers’ perceptions and practices of
using role-plays to develop students’ English communication skills in the EFL classroom. To
achieve the two above aims, the following research questions are addressed: (1) What are
primary school teachers’ perceptions of using role-plays in developing primary students’
English communication skills in the EFL classrooms? (2) What types of role-play are used to
develop primary school students’ English communication skills in the EFL classrooms? Based
on these research questions, this article presents the results of an investigation into primary
school teachers’ practices of using role-play activities, with some recommendations on how
to use role-play activities to develop students’ communication skills in English in An Giang
province. The findings may offer valuable insights into how to use role-plays in the EFL
classroom and contribute to the broader goals of educational reform and global integration.

2. Literature Review
2.1. Role-play

Since the emergence of the communicative approach in language teaching, role-play
has become an important technique in English classrooms. Scholars such as Byrne (1986),
Ladousse (1987), and Ramos (2002) view role-play as an effective method for increasing
student engagement and improving English learning. According to Ladousse (1987), role-play
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allows students to take on a character in a specific context, encouraging creativity and safe
exploration. Similarly, Procter (2000) defines a “role” as a character in a performance, and
“role-play” as acting out behaviors or situations, commonly used in language learning and
training. Byrne (1986) considers role-play as part of drama activities, including mime and
simulation, and describes it simply as “Let’s pretend.” Byrne (1986) also notes that role-play
helps students see how English can be useful outside the classroom. Additionally, Ladousse
(1987) also highlights that role-play can range from structured tasks to open-ended simulations
where students respond creatively. In summary, role-play is widely recognized as a valuable
technique to enhance student engagement, creativity, and real-life language use in English
classrooms.

2.2. Types of role-play

Role-play activities are typically classified into three main categories based on the level
of scripting, and each researcher has various classifications. According to Nestel and Tierney
(2007), one category of role play is the fully scripted role-play. In this category, participants
interact through a given script. Another type of role play is the partially scripted role-play.
During the partially scripted role-play, the participant is given an opening suggestion or an
outline to guide his/her answers. The last type of role play is the completely unscripted role
play. In the unscripted role play, participants are expected to perform as they typically would
within a given situation.

In contrast, Littlewood (1981) classifies role-play activities based on the nature of the
information given to learners. The first type of role play is controlled by using prompted
dialogues. In this activity, students receive cue cards to help them respond appropriately to
their partner. The second one is controlled through cues and information. In these activities,
one student improvises while the other responds, allowing more creativity and less teacher
control. The third type focuses on controlling the situation and goals, where more control is
placed on how students interact. At first, students only know the general situation and their
own goals. They have to manage the interaction themselves (Littlewood, 1981). The last type
of role-play involves a debate or discussion. For this activity, students need to have enough
knowledge about the topic and be able to defend different viewpoints. Next, they must fully
understand the issue and then discuss it in small groups. By the end, they will either reach a
clear decision or vote on the matter. This interaction shows the outcome of conflicting opinions
(Littlewood, 1981).

2.3. The practices of using role-plays through the six steps

When role-play activities are applied in the classes, teachers must bear in mind that the
procedure goes through certain steps. As suggested by Kodotchigova (2002), there are six
steps that can be used to make an effective lesson.

Step 1 - Choose an appropriate situation

Choosing a situation is the first essential step in planning a role-play activity, as it helps
define students’ needs and interests. According to Livingstone (1983), the teacher can choose
exactly what the students have just learned to create a speaking topic. More interestingly,
students can be allowed to select the topic and situation themselves, provided that it is suitable
for the cultural features of the country. This flexibility in topic selection can increase students’
engagement and make the role-play activity more relevant.

Step 2 - Role Play Design

The second step of role play will be carried out when the situation of the conversation
is formed after discussion and reaching a consensus on the topic. This step generalizes the
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ideas about the development of the situation. However, Livingstone (1983) also noted that
students’ level of language proficiency should be carefully considered when carrying out any
activities. This argument is explained by the viewpoint of Harmer (2001) that role-play helps
motivate learners, especially at intermediate and higher levels, because the situations and
conflicts in them encourage learners to use language more naturally.

Step 3 - A Preparation in the aspect of Linguistics

The necessary communicative language in role-play activities depends largely on the
students’ competence level. According to Livingstone (1983), at the beginning level, the
language required is almost totally predictable. Moreover, according to Byrne (1986), the
introduction of any new vocabulary, structure, or pronunciation is necessary before any role-
play activities can be started.

Step 4 - Factual Preparation

This step plays a crucial role in providing students with precise information and clearly
defining their roles in the activity. According to Van Ments (1999), this step has the main
function of providing students with more precise information and carefully describing the role
of each student. This step will help students imagine more easily the job that they are going to
be involved in, so that they will act more confidently. Finally, to gather this sort of detailed
information, students need to be asked to prepare the contents of the lesson at home in advance
by their teacher.

Step 5 - Assigning the Roles

In this step, integrating role play in the classroom can enhance student understanding
and engagement, especially when supported by the teacher and peer collaboration. According
to Harasim et al. (1995), some instructors ask for volunteers to act out a role play in front of
the class because it can be a sample for students to follow. In addition, if there is not much
time left, teachers can ask students to perform their play at home as preparation and will act in
the next lesson.

Step 6 - Follow-up

Following the application of role-play activities, teachers should spend time examining,
not concentrating mainly on pointing out and correcting mistakes made by students during the
time they take part in activities. According to Milroy (1982) and Horner and McGinley (1990),
debriefing, or follow-up, means asking every student’s opinion about the role play and
welcoming their remarks. This step is essential and should occur after the role-play in the
classroom.

2.4. Conceptual Framework

Role-play is a widely recognized technique for enhancing primary school students’
communication skills in English. It is an interactive approach aligned with Communicative
Language Teaching (CLT), which prioritizes real-life communication over mere linguistic
accuracy (Littlewood, 1981; Richards & Rodgers, 2014). Building upon this perspective, this
study is based on a conceptual framework of theories and prior research on communication
skills, role-plays, and teachers’ classroom practices in EFL settings. Next, a crucial component
of this framework is communication skills, which are fundamental to language learning,
enabling students to interact effectively. In addition, further reinforcing the conceptual
framework, it is essential to examine the relationship between teachers’ role-play practices and
students’ communication skill development.
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Moreover, the theoretical foundation of this study is supported by several key theories.
Firstly, Social Interaction Theory (Vygotsky, 1978) emphasizes the role of communication in
real-life contexts in language development. Secondly, Experiential Learning Theory (Kolb,
2014) explains why role-play facilitates effective language learning through experience and
reflection. Finally, CLT (Richards & Rodgers, 2014) underscores the importance of authentic
communication in language education. Figure 1 presents the conceptual framework guiding
this study and shows how communication theories and teachers’ role-play practices
collectively develop primary students’ communication skills in English.

Verbal
(Adler et al., 2012; Lucas & Stob,

020)

Nonverbal
(Argyle, 2013; Burgoon,
Manusov, & Guerrero, 2021)

Written
(Locker, 2000; Bovée, 2008; Gurak & Lannon, 2019;

Role-plays —
Emerson, 2021; Guffey, Loewy, & Griffin, 2021)

Types
(Littlewood, 1981; Nestel & Tierney, 2007)
Visuval

Communication
Steps (Barry, 1997; Schriver, 1997;

(Kodotchigova, 2002) Lester, 2006; Kress & Van Leeuwen, 2020)

Communicative Language Teaching (Richards & Rodgers, 2014)

Figure 1. A conceptual Framework

3. Data and research methods

A mixed methods design was employed in this study to investigate primary school
teachers’ perceptions and practices of role-plays in developing primary students’ English
communication skills in the EFL classroom, in An Giang province. In addition, a mixed
methods research design is a procedure for collecting, analyzing, and mixing both quantitative
and qualitative methods in a single study or a series of studies to understand a research problem
(Plano Clark, 2016). Because the primary goal of this study was to investigate primary school
teachers’ practice of role-plays in developing primary students’ English communication skills
in the EFL classroom, it might be regarded as an intrinsic case study.

Next, participants of this study were EFL teachers who worked at various primary
schools in An Giang province. A total of one hundred and three EFL teachers participated in
the survey, six EFL teachers were invited to take part in semi-structured interviews, and six
classroom observations took place in primary schools in An Giang province. According to
Creswell and Clark (2017), participants were selected through stratified random sampling,
purposive sampling, and convenience sampling. Stratified random sampling was used to select
primary school teachers from various schools in An Giang province for the questionnaire to
ensure that the sample represented various sub-groups of the population, including schools in
both urban and rural areas. For semi-structured interviews, purposive sampling was employed
to enable the researcher to choose teachers who were most relevant to the study’s aims. Lastly,
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convenience sampling was used to select classes from schools where teachers are available
and willing to allow the researcher to observe role-play activities for classroom observations.

Moreover, the main data collection instruments and validity and reliability
(questionnaires, interviews, and classroom observations) were used in this study.
Questionnaires are one of the primary sources of data in any research. According to Green and
Salkind (2003), a questionnaire is a useful tool in educational research since individuals can
complete it without any direct assistance or intervention from the researchers. The
questionnaire consisted of 55 items developed from theories of communication skills and the
use of role-playing games in language teaching (Littlewood, 1981). These items were grouped
into nine themes: (1) communication skills, (2) verbal communication, (3) non-verbal
communication, (4) written communication, (5) visual communication, (6) understanding of
role-playing games, (7) types of role-playing games, (8) role-playing game practices, and (9)
perceptions. Following the survey, semi-structured interviews were conducted to better
understand the teachers’ use of role-plays in developing primary students’ English
communication skills in the EFL classroom. According to Turner 111 (2010), these interviews
were basically conversations between the interviewer and the interviewee that were conducted
for a specific purpose. The interview consisted of 16 questions grouped into three main themes:
(1) general information about the teachers, (2) their perceptions of role-playing activities and
communication skills, and (3) their practices in using role-playing games in the classroom. Next,
six classroom observations were done with six EFL teachers who work in different public
schools in An Giang. Classroom observation is a widely used qualitative tool that allows
researchers to gather first-hand information about what actually happens in teaching settings
(Creswell, 2002). The observation sheet included four clusters: (1) participant information, (2)
the way in which teachers use role-plays in the EFL classroom, (3) observation details, and (4)
the practices of using role-plays through the six steps of inventory. Observations help the
researcher explore the ways in which EFL teachers practice role-plays to develop primary
students’ English communication skills in the EFL classroom, and in which situations primary
school teachers practice role-plays. Finally, the questionnaire was developed based on
Gardner’s (2004) analytical framework, and its reliability was tested using Cronbach’s alpha.
Pilot interviews and classroom observations were also conducted, with participants informed
of the study’s objectives prior to data collection. All interviews and observations were
recorded, transcribed, or extracted for further analysis.

Last but not least, the data collected from questionnaires, interviews, observations,
video recordings, and audio recordings were examined carefully and qualitatively. The
participants were handed out questionnaires through the Google Forms platform, designed for
the selected EFL teachers to gather both quantitative and qualitative data. Then, the collected
data were comprehensively analyzed to answer the two research questions of the study by
using SPSS software (version 26.0) to analyze the data from the survey. In addition, all
interview data were processed using thematic analysis (Braun & Clarke, 2006). The researcher
analyzed the interview transcripts by coding and categorizing excerpts about teachers’
perceptions and role-playing practices, identifying themes, and translating selected excerpts
from Vietnamese to English. Moreover, for the observation, teachers’ practice of role plays
was marked by the strategies and the purposes of using role plays in the EFL classroom. They
were checked by verifying the video recording. Teachers’ strategies and the purposes of using
role plays were taken note of in detail. Extracts of classroom observations related to their role-
play practices were teased out and transcribed.
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4. Results and discussion
4.1. Results

4.1.1. From the questionnaires

A Descriptive Statistic was run to examine the mean and Std. Deviation score of the
concept of role-plays, the types of role-plays, and the practices of role-plays.

Table 1. Descriptive Statistics of the concept of role-plays

Concept of role-plays N Mean Desit:t.ion
...be a“role”. 103 3.89 0.90
...play the role of a character in a specific setting. 103 3.95 0.86
ai.;t%\r/é)rllri hii:iéltgersut different behaviors or taking on 103 3.90 0.83
...be considered ““ Let ’s Pretend”. 103 3.50 0.99
...include “pantomime” and “simulation.” 103 3.65 0.98
éiI.Irlrlllelz:1120nss‘a;gznrtslesl.)rovided with specific content, 103 389 0.90
Valid N (listwise) 103 3.80 0.91

The table below gives information about the overall mean and Std. Deviation score of
the concept of role-plays. Overall, 103 participants rate the concept of role-plays at a high
level (M = 3.80, SD = 0.91). This means everyone rates the concept of role-plays at a very
high level, and the respondents are very different. It is interesting to say that “...play the role
of a character in a specific setting.” is ranked at 3.95 (the highest level). This shows that role-
plays play the role of a character in a specific setting. Next, the values of the Std. Deviation is
around 0.83 to 0.99. This also means that respondents’ ratings about the concept of role-plays
are very near the same, as well as very different. Thus, it can be concluded that there is a
varying rate among the respondents, and participants completely agree with the concept

of role-plays.

Table 2. Descriptive Statistics of the types of role-plays

Types of role-plays

N Mean Std. Deviation

...be a fully scripted role-play.

...be a partly scripted role-play.

...be a completely unscripted role-play.

...be controlled by using prompted dialogues.
...controll through cues and information.
...focus on controlling the situation and goals.
...involve a debate or discussion.

Valid N (listwise)

103  3.71 0.93
103 3.58 1.00
103 3.22 1.31
103  3.71 0.91
103 3.85 0.91
103 3.82 0.89
103 3.78 0.89
103 3.67 0.98
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Table 2 gives information about the overall mean and Std. Deviation score of the types
of role-plays. Overall, many participants show their views on non-verbal communication at a
high level (M =3.67, SD = 0.98). This means each participant strongly agrees with the types
of role-plays, and the respondents are very different. It is exciting to say that “... control
through cues and information.” is ranked at 3.85 (the highest level). This shows that
participants strongly agree that role-plays are controlled through cues and information. Next,
the values of the Std. Deviation is around 0.89 to 1.31. This also means that respondents’
ratings of the types of role-play are very different. Thus, it can be understood that there is a
very different rate among the respondents, and participants completely agree with the types of
role-play.

Table 3. Descriptive Statistics of the practices of role-plays

. Std.
The practice of role-plays N Mean Deviation

. .chqose the. right content the students have just learned as the 103 3.97 0.85
speaking topic.
...cons1der carefully .tl.le language level of the students before 103 4.00 0.89
undertaking any activities.
...1ntr0ducef new Vocabulaq, strqct-ures, or pronunciations 103 3.99 0.90
before starting any role-playing activity.
...proylde accgr'flte information to students and clarify their 103 4.08 0.8]
roles in the activity.
...ask volunteers to role-play in front of the class as a model 103 4.06 0.83
for students to follow.
...ask each studept their opinion about the role-playing game 103 3.90 0.99
and welcome their comments.
Valid N (listwise) 103 4.00 0.88

The table below shows that the overall mean and Std. Deviation score of the practice of
role-plays. Overall, many participants show their views on the practice of role-plays at a high
level (M =4.00, SD = 0.88). This means each participant strongly agrees with the practice of
role-plays, and the respondents are nearly the same. It is exciting to say that “...provide
accurate information to students and clarify their roles in the activity.” is ranked at 4.06 (the
highest level). This shows that participants strongly agree that the practice of role-plays
provides accurate information to students and clarifies their roles in the activity. Next, the
values of the Std. Deviation is around 0.81 to 0.99. This also means that respondents’ ratings
about the concept of perspectives are nearly the same, as well as very different. However, there
is also a very different choice with the highest level (0.99). Hence, it can be implemented that
there is nearly the same rate among almost all respondents, and participants completely agree
with the practice of role-plays.

4.1.2. From the interviews
a. The perspectives of role-playing activities

When asked about their understanding of role-playing activities, five of six participants
answered that role-playing activities were to let students play a role. The five extracts below
illustrate their views.
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...the teacher will assign my students to play a character...” (Participant 1).

“«

...let my students play a role...” (Participant 2).

“«

...let my students play a role...” (Participant 4).

“«

...Students will play a specific character...” (Participant 5).

“«

...to let them role-play...” (Participant 6).

However, two of the six participants understood role-playing activities in that teachers
asked students a question, and students answered a question, or one student asked a question
and another one answered a question. The two extracts below illustrate their views.

“...the teacher to ask students to answer or for one student to ask and one student to
answer.” (Participant 3).

“...give for children to role-play by asking or answering.” (Participant 6).

In addition, they also showed their views about role-playing activities. Three of them
said that types of role-playing activities were a fully scripted role-play given by the teacher
and a role-play without dialogue. These four extracts below express their views.

“«

...role-play follow the script given by the teacher in advance...” (Participant 1).

“«

...a fully scripted role-play given by the teacher...” (Participant 4).

“«

...without needing a script in advance.” (Participant 4).

...role-playing without dialogue...” (Participant 6).

Besides that, three of them also understood that type of role-playing activity was a role-
playing activity that follows a dialogue. The three extracts below present their viewpoints.

“...role play follow a dialogue ...” (Participant 2).

“...role-playing activities include both conversational and dialogue.” (Participant 3).
“...role-playing activities can be two-person role-playing...” (Participant 5).

b. The practice of role-playing activities

When asked about using role-playing activities, five of six participants claimed that they
usually used the structures for students to practice (one student asked a question, and another
answered a question). The subsequent examples demonstrate these views.

“...they can apply the structures in class...” (Participant 1).

“.. can let them role-play about this or that sentence pattern, let them practice with
their friends, one asks, one answers...” (Participant 2).

“...one person asking and one person answering is more.” (Participant 3).
“... the children will act out role-plays in pairs...” (Participant 5).
“...the students will role-play by asking and answering.” (Participant 6).

However, participant 4 used both scripts and non-scripts “...J use both scripts and
non-scripts.” (Participant 4).

In addition, when asked about describing a specific role-playing activity, each
participant had a different one. The six extracts below present their descriptions.
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“...I let my students draw a hat with the shape of an ant and a grasshopper on it, and
then they role-play each other, they role-play the actions in that story, they use the
vocabulary and sentence patterns they 've learned and they read...” (Participant 1).

“...I let them role-play according to the book, the activities that first put them in
context to lead me to give the sentences for the children to practice...” (Participant

2).
“...when I teach children about toys, I will teach the sentence pattern “How many

trains do you have?” then one student will be responsible for answering, his or her
answer is “I have two trains or any toy” that he or she has at home.” (Participant 3).

“...for the third grade of Global Success book, there is a lesson about food and I will
ask the students to work in groups of four and prepare the food in their own
restaurant with drawings and colors, they do it themselves and then there will be a
character, one person will be the waiter and the rest will be the customers, I will let
them think for themselves what they will say, what they will ask people, what they
will ask the customers and how the customers will answer...”" (Participant 4).

“...after the children finish the lesson "Read and complete", there will be two
dialogues A and B. I will let the children practice as two friends. They will practice
for about two minutes, then they will volunteer. I will invite two random friends to
come up and one of those friends will play role A, one will play role B to practice
that dialogue.” (Participant 5).

“Role-playing is done a lot in the classroom. For example, each new lesson in Lesson
1, Lesson 2 has a role-playing activity that is not only in Lesson 1, Lesson 2. In other
parts, this is a regular activity in the classroom.” (Participant 6).

4.1.3. From the observations

Role-play practice of six participants was seen in the following several extracts, taken
from each participant. T is for teacher and S for students (all used pseudonyms). The six
extracts were taken from a female teacher working in a primary school in the town and five
female teachers working in a primary school in a rural area. These extracts were taken from
teachers in both urban and rural schools to represent different teaching contexts and ensure
that the data accurately reflects the actual situation of English teaching in An Giang. The
observed class was in grades 3, 4, and 5. In addition, they are quite good at English, but some
of them are average at English. It was clear that six participants used the control by using
prompted dialogues to practice the structure, which helped them speak English and taught
them how to use this structure proficiently, with the following extract.

Participant 1

Extract 1

T: Now, work in pairs, one asks and one asnwers.

S: Work in pairs.

Participant 2

Extract 2

T: That’s good. Clap your hands for them. Work in pairs (ask and answer) and change.

S: Work in pairs and exchange the role.
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Participant 3

Extract 3

T: Now work in pairs (Pictures A,B,C,D)

S: Work in pairs

Participant 4

Extract 4

T: Now you work in pairs (one asks and one answers), Ok, yes or No
S: Yes

Participant 5

Extract 5

T: Now, can you two sit at the same table and practice these four pictures for me?
Okay, now, I’ll ask and you'll answer. Say all four pictures and then we’ll reverse
them. Okay, now you ask and I'll answer. Okay, now two minutes, two minutes, guys.

S: Work in pairs

Participant 6

Extract 6

T: Now class, you will work in pairs, cac ban lam viéc theo cap, in 2 minutes
S: Work in pairs.

4.2. Discussion

4.2.1. Investigating primary school teachers’ use of role-plays in developing primary
school students’ English communication skills in the EFL classrooms

As shown in the questionnaires and interviews, teachers perceived role-play as a
valuable tool for enhancing students’ English skills. This perception aligns with the previous
study of Ladousse (1987), who found that role-play promotes students’ confidence, vocabulary
use, fluency, and motivation. Most teachers in the study believed that role-playing helps
learners become more engaged in classroom activities, and also allows them to practice
language in real-life contexts. These findings confirm the communicative approach to
language teaching, which emphasizes the importance of meaningful interaction (Byrne, 1986).
Most participants described role-play as students acting out dialogues or conversations in pairs
or groups. Their perception clearly reflects the definition of role-play by Byrne (1986) and
Ladousse (1987), who stated that role-play allows learners to practice the language in real or
imaginary contexts. Finally, teachers mainly used role-playing games to practice dialogues,
either scripted or unscripted. This aligns with Byrne’s (1986) classification of role-playing
games. They also viewed role-playing games as an effective way to motivate students,
consistent with the principles of Communicative Language Teaching (Richards & Rodgers,
2014). However, some teachers regarded role-playing games as simple question-and-answer
exchanges, which indicates a limited understanding of their broader potential. As Ladousse
(1987) emphasises, role-playing games should go beyond controlled exercises to promote
more natural language use.
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4.2.2. Exploring the ways in which EFL teachers use role-plays to develop primary
students’ English communication skills in the EFL classrooms

According to interviews, teachers mainly used controlled dialogues and scripted role-
plays. This is consistent with Littlewood’s (1981) classification of role-play activities. Many
teachers designed activities that connected lesson content to real-life situations, such as role-
playing in a restaurant or practicing shopping conversations. These activities illustrated
Kolb’s (2014) Experiential Learning Theory. Teachers also followed some of the six steps
recommended by Kodotchigova (2002) for implementing role-plays. These steps include
choosing a relevant situation, designing the role-play, preparing vocabulary and grammar
structures, assigning roles, performing the role-play, and conducting a follow-up. However,
classroom observations showed that role-plays were often limited to practicing sentence
patterns in pairs (simple question-and-answer exercises). Although these activities aid in the
mastery of sentence patterns, they may not fully develop higher-level communication skills
such as negotiating, expressing opinions, or dealing with unexpected situations, as
Littlewood (1981) suggested.

5. Conclusion and policy implications

This study explored how primary school teachers in An Giang province practice using
role-plays to develop students’ communication skills in English. The results show that teachers
have positive attitudes towards role-plays and understand their benefits in improving students’
speaking and listening skills. Most teachers use structured, fully scripted role-plays, controlled
dialogues, and follow preparation steps, such as introducing vocabulary and assigning roles.
However, different types of role-play, like discussions or unscripted dialogues, are rarely used.
In addition, teachers believe role-play effectively improves speaking and listening skills, but
they may need more training and guidance to use it in diverse and creative ways. Overall,
based on the findings of the research, the study confirms that role-play is an effective method
for promoting communication skills in primary English classrooms.

The findings through data collected from questionnaires, semi-structured interviews,
and teachers’ observations in the study are significant for EFL teacher professional
development. Firstly, teacher training programs should prioritize the inclusion of workshops
focused on the implementation of role-plays. Secondly, professional development initiatives
should encourage collaboration among teachers. Thirdly, implementing role-plays into the
curriculum requires careful planning and consideration of students’ needs. Fourthly, teachers
should be supported in implementing the full six-step role-play process in their classrooms.
Fifthly, classroom observations revealed that teachers used textbooks as the main source for
role-plays, especially the Global Success textbooks. The last one, an important implication, is
the need for supportive school policies that promote role-playing in EFL classrooms.
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