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ABSTRACT 

Snake and ladder is an ancient Indian board game that's regarded today as a 

worldwide classic. and takes place on a board with numbered, gridded 

squares. Throughout the board, there are snakes and ladders which connect 

different squares. Players roll a dice and navigate the board. The objective of 

this research was to find out the effect of using snake and ladder board game 

in English grammar for 9th grade School.  
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Introduction 

Snake and Ladder is a board game that originated in ancient India and is now a worldwide classic:  

• Origin: The game was invented by the Hindu spiritual teacher and philosopher Sant 

Dnyaneshwar in the 13th century. It was originally called Moksha Patam or Moksha Patamu 

and was used to teach children about morality and consequences.  

• Gameplay: Players take turns rolling a die and moving their game piece around the board. The 

board has numbered squares, and players move up ladders or down snakes to reach the top 

square.  

• Lessons: The game teaches players that success and failure are both part of life, and that virtues 

(ladders) and vices (snakes) can complicate a person's journey.  

• Spread to the West: English traders brought the game to the United Kingdom in the 1890s, 

where it became popular. It was soon introduced to other countries, including the United 

States.  

• Other names: The game is also known as Chutes and Ladders, which was published by Milton 

Bradley in 1943.  

• Adaptability: The game's simple design allows it to be adapted to teach a variety of messages, 

such as climate change, conflict, or farming cycles. 

 
 

http://ijless.kypublications.com/
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 they will forget the rules easily in the next meeting. Third, the way of teacher teaches the grammar that 

is monotonous. In this case, the teacher wrote down the pattern of verbs on the white board, and 

explained to the students by using conventional instruction. It makes the students are not interested 

and bored when they are learning grammar. As a result, grammar as a part of the English Language is 

less-known by the students. To overcome the problems above, the teacher as the facilitator should find 

the good way to help the students in learning grammar. In teaching grammar, applying games can be 

used as a way to attract students' attention. Using games in teaching grammar will be an effective way 

to make students learn grammar easily because games may be interesting for students to learn English 

especially grammar. Besides, students also may find it fun when they learn grammar by using games.  

Educational benefits of playing the Snake and Ladder Board Game  

In today’s digital age, where children are busy with screens and electronic devices, traditional board 

games might seem like games of the past. However, classic games like Snake and Ladder offer more 

than just entertainment; they provide numerous educational benefits that help a child’s cognitive 

development. 

Developing numeracy skills 

Snake and Ladder is fundamentally a game of numbers. As players move their pieces across the board, 

they must count the spaces they move and calculate the sum of the numbers they roll on the dice. This 

simple act of counting and addition helps children strengthen their numeracy skills in a fun and 

engaging manner. 

 Learning Probability and Chance 

Another valuable aspect of Snake and Ladder is its inclusion of probability and chance. Every roll of 

the dice introduces an element of unpredictability, as players have to anticipate the outcome and 

strategize accordingly. Through repeated gameplay, children develop an inborn understanding of 

probability, learning concepts such as likelihood and randomness. 

Enhancing decision-making skills 

While digital games often isolate players behind screens, board games like Snake and Ladder promote 

face-to-face interaction and socialization. Playing with family or friends encourages communication, 

cooperation, and sportsmanship as players engage in friendly competition. Through gameplay, 

children learn to take turns, follow rules, and respect others—a vital aspect of social development that 

extends beyond the game board into various social settings 

Promoting Social Interaction 

Snake and Ladder presents players with various choices at every turn. Whether they take the safer 

route with fewer snakes but longer paths or risk a shortcut with the possibility ofen countering a snake, 

such decisions help children to evaluate risks, consider consequences, and make strategic choices. 

Building patience and flexibility 

Snake and Ladder teaches children the importance of patience and flexibility. Landing on a snake’s 

head and sliding down the board can be disheartening, but it also offers valuable lessons in 

determination. Children learn to bounce back from setbacks and adapt to unexpected challenges. 

The Snake and Ladder game is more than just a classic board game; it’s a valuable educational tool that 

offers numerous benefits for children. From developing various skills and learning probability to 

enhancing decision-making abilities and promoting social interaction, the game provides an overall 

learning experience wrapped in fun and entertainment. 

Review of related Literature 
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According to Rinvolucri (1984) snake and ladder board game is one kind of competitive games that 

involves the students to study cognitively on grammar because they are asked to think wittingly about 

what is correct and incorrect sentence. It is used to learn and repeat the material that has been studied 

previously which will be tested through this game. So, the students can feel fun to learn grammar. In 

addition, using snake and ladder board game is a familiar game for the students and it is easy to play 

in a classroom. 

Muhammad Fajar Sidiq (2016) “Using Snake and Ladder Board Game in Teaching Speaking to the 

Second Year Students of SMAN 1 Takalar”. It used quasi experimental design, nonequivalent control 

group design, and focused on speaking that related to the accuracy, fluency, and comprehensibility. In 

this research found that students’ speaking skill improved by using snake and ladder board game. It 

can be known from the students’ mean score in experimental class that was 7.65 in pre-test and 10.85 

in post-test. In addition, the result of t-test also shown that applying snake and ladder board game was 

effective to improve students’ speaking skill because the t-test was 7.77 higher than t-table, 2.03 (2.06 > 

2.04). Based on the explanation of previous research above, it can be known the differences of the 

research with this research. Fajar (2016) used the Snake and ladder games in teaching speaking. It was 

different from this research because the researcher used snake and ladder game in teaching grammar.  

Nuraini Albaniyah (2016) “The Use of Snake and Ladder Game to Develop Students’Understanding of 

Direct-Indirect Speech”. This research used classroom action research design and focused on grammar 

that related to direct and indirect speech. The result showed that Snakes and Ladder game improved 

students’ participation during teaching learning process and develop students’ understanding of 

direct-indirect speech. It can be seen from the average of students in each cycle. In the first cycle, the 

average score of students was 6.78. In the second cycle, the average score of students was 8.6. The 

Students’ participation in preliminary research was only 45%. Then, it increased to 58% in first cycle, 

the increasing up to 78% in second cycle. Therefore, the use of snake and ladder game could develop 

students’ understanding of direct-indirect speech.  

The previous research was conducted by Albaniyah (2016). She had found the effect of snake and ladder 

game in teaching Direct-Indirect Speech. While this research focused on finding out the effect of snake 

and ladder game on students’ grammar achievement especially Simple Present Tense.  

Ajib Wahyu Saputra (2016) “The Effectiveness of Snakes and Ladders Game in Teaching Reading of 

Narrative Text. This research used quasi-experimental design and focused on the influence of teaching 

reading which used snake and ladders game toward students’ reading achievement in narrative text. 

The result of the research found that the pre-test average score of experimental class was 63,553 and 

the control class was 63,026. Meanwhile, the post-test average score 75,131 and the control class was 

69,605. It was obtained that t-test was 2,336 and the t-table was 1,666 for alpha (a) 5%. The t test was 

higher than t-table (2,336 > 1,666). Based on the result used Snakes and Ladders Game was effective in 

the teaching reading of narrative texts. Journal of Teaching of English Vol. 6 No. 1  

Wahyu (2016). He applied the snake and ladder game in teaching reading. It was different from this 

research because the researcher applied the snake and ladder in teaching grammar. The last was 

conducted by Junnilalita Aisya Virgin (2015) “The Use of Snakes and Ladders’ Game as a Medium to 

improve the students’ Mastery of Past Form of Irregular Verbs. The research design of this research 

was classroom action research design. The subjects were the students of IX D of SMPN 37 Semarang. 

The result of this study was proved by the comparison between the result of Pre-test (68.14) and Post-

test (88.80). It meant there was significant improvement of the students’ achievement after using the 

Snakes and Ladders game in teaching of grammar that included the past form of irregular verb. The 

previous research above conducted by Aisya (2015) with snake and ladder game to prove the effect of 

snake and ladder game in teaching Past Form of Irregular Verbs. Meanwhile, the this research focused 

on the effect of Snake and ladder game in teaching grammar mainly Simple Present Tense. Based on 
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the reasons above, the researcher was interested for explaining the snake and ladder board game in 

teaching grammar mainly simple present tense.  

Objectives 

The objectives of the topic were framed keeping in mind Snake and ladder games  

[1]. To find out the Pre-test Score of Experimental group 

[2]. To find out the Post-test Score of Experimental group 

[3]. To Compare the Pretest and Post test Means scores of Experimental group. 

Hypotheses 

1.There is no significant difference between the means Scores Experimental group in their Pretest and 

Post test. 

Methods 

The method of the research was Experimental in nature with single group design followed by Pre-test 

and Post-test. randomly 50 Students chosen and implemented snake and ladder game in Verbs. The 

simple Random  method was used in this study. The Researcher selected 30 girls and 20 Boys Students 

for the Study. 

Participants 

There were 50 students had chosen  of 9th grade  from St Johns School, Kakati, Belagavi in the academic 

year 2024-2025. Snake and Ladder Board game were used to teach the students. 

Procedures 

The Snake and Ladder Board game used by the teacher to teach the English grammar to students and 

to examine the Interest and progress of the students. The students have to play the Snake and Ladder 

game with the teacher. The teacher has given certain instructions before playing the Snake and Ladder 

game. The teacher had made 5 groups with 10 students in each group and each group has a group 

leader who is spinning the dice and the movement of the coins if the ladder comes then there is growth 

in movement of the coin and if snake comes then there is  fall of the coin The teacher is used Snake and 

ladder  Board game with irregular verbs in English Grammar the students have to make a proper 

sentences with the help of  their groups at last whose group will win the teacher will give the Prize. 

Then we have to find how much Snake and Ladder Board Game teaching is useful for the Secondary 

School students. 

Results 

The result shown that the Snake and Ladder game is helpful for the students to learn Verbs. 

Table 1.1 Shows Mean, SD and t -value was calculated for Mean gain values for pre-test and post-test 

gains for experimental groups.  

Test Group No of 

Students 

Mean SD ‘t’ Value Sign Level 

Pre-Test Experimental Group 50 23.68 5.61  

8.2 

P > 0.05 

Post-Test Experimental Group 50 33.31 6.61 

 

From table 1.1 It can be observed that the pre-test and post-test gain means score of experimental group 

is 23.68 and 33.31 respectively.  Since it is observed that the experimental group mean achievement 

scores in English Grammar of pre-test is lesser to the means score of post-test. The calculated value of 

‘t’ is 8.2 it is greater than the theoretical value 2.1 at 0.05 level of significance. Therefore, it is found that 
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the increase in scores before and after the test in the experimental group. The mean scores of 

achievement in English Grammar. Hence it is to be concluded that the snake and ladder board game 

have positive impact in learning English grammar verb. 

Fig 1.1 Shows comparison of Pre-test and Post-test mean Scores of English Grammar 
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Conclusion 

Based on the discussion on applying a snake and ladder game, it is concluded that this game is the right 

game to apply in teaching grammar  to young learners. People during early ages like playing and 

dislikes studying, especially in a formal education. By using this game, the children (learners) do not 

realize that they learn  English grammar  because they enjoy playing the game. In addition, this game 

supports the issue of student-centered learning because the students are the ones who actively practice 

speaking, while the teacher acts as the learning facilitator who provides assistance if needed. The snake 

and ladder game modified in this paper is one of the examples of many other possible modifications. 

The number of spaces (boxes) used on the board and the instructions or questions provided on each of 

the spaces can be modified by considering the need of the learners. This game cannot only be applied 

to very young learners, but it is also possible to be given to a higher level of education, such as junior 

high school. However, the instructions and the level of vocabulary should be adapted to the prevailing 

curriculum.  
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