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ABSTRACT 
This research investigates the impact of the use of communicative educational games on the speaking 

skill of Kurdish EFL learners from age 8 to 11 in public and private schools in Duhok city. 86 fourth and 

fifth primary school grade pupils took part in this study. Four groups, two experimental and two control 

groups, from public and private schools were taught by the researchers for 3 months. The experimental 

groups were taught using communicative games for teaching speaking skill. The control groups were 

taught using the traditional way of teaching by exactly following their textbooks. The learners were 

assessed before the start of teaching as a pre-instruction assessment and again at the end of teaching as a 

post-instruction assessment to measure the rate of impact of using the communicative games compared to 

the traditional teaching methods. The assessment was done through a rubric that measures five variables 

in speaking including speech clarity, voice loudness, detailed speech, eye-contact and interaction with the 

teacher and other pupils. The Results show a substantial improvement of all the measured variables in all 

four groups, the experimental and the control groups.  
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1. INTRODUCTION 

 

he skills covered in a language are 

listening, speaking, reading, and writing. 

According to Kaur and Aziz (2020), the 

productive skills are speaking and writing, while 

reading and listening are considered as receptive 

skills. The abilities of speaking and listening are 

interdependent. To be able to respond or convey 

an idea we need to listen mindfully. Speaking 

and listening skills are diurnally used in different 

situations to achieve everyday duties such as 

resolving an issue or attaining an aim. 

Simultaneously, language teaching has changed 

from concentrating on grammatical principles to 

the intelligibility of the communicative message 

(Pakula, 2019). Speaking takes a major space of 

interest by second-language learners since it 

helps to convey a comprehensive message (Dewi 

et al, 2017). Speaking has an essential role in 

communicating our message to achieve specific 

aims and state opinions, intentions, desires, and 

ideas. Furthermore, it has been argued that 

speaking skill is utilised two times as frequently 

as reading and writing (Torky, 2006). Thus, 

language acquisition is ordinarily assessed by 

language learners based on how much they 

believe their uttered language has enhanced. 

Moreover, speaking competency, which is 

known as a communicative skill, came to be one 

of the five competencies; critical thinking, 

creativity, communication, collaboration and 

character that each youngster in the twenty-first 

century should master (Pratama & Awaliyah, 

2015).    

Knowledge of grammatical and semantic 

rules of the language is not enough to learn to 

speak a foreign language. Foreign language 

pupils should know how to use the language 

appropriately in different situations which 

English foreign language learners find it 

challenging (Shumin, 2002). In addition to 

verbal communication, diverse interactions also 

involve suprasegmental speech components like 

pitch, stress, and intonation. paralinguistic 

components, such as gestures, body language, 

posture, facial expression, and so on may also be 

used to supplement discourse or to convey ideas 

on their own (Shumin, 2002).  According to 

Maulidar et al. (2019), everyone has the freedom 

to express their thoughts, ideas, and opinions 

verbally. However, communicating in the target 

language is not always simple, particularly if 

pupils lack vocabulary, confidence, and 

linguistic competence, which causes them to be 

hesitant to use the language productively. pupils 

frequently avoid speaking with their classmates 

out of shyness, especially when teachers request 

that they share their individual thoughts (Krebt, 

2017). In order to overcome this issue Kaur and 
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Aziz (2020) mentioned that classroom games 

provide the opportunity for shy and quiet pupils 

to speak since classroom games prevent the 

stress that learners can get whilst being an 

amusing way of learning.  A game is an activity 

with rules, a goal, and an element of fun. The 

aim of this research is to test the effectiveness of 

communicative games in teaching speaking in a 

foreign language learning environment. 

Throughout this research, the researchers will 

show the importance of communicative games in 

improving the speaking skill of fourth and fifth 

grade primary school pupils aged (8-11) in 

Duhok, Kurdistan region, Iraq. Different groups 

of pupils were chosen from both public and 

private schools to see whether communicative 

games have the same effect on pupils of public 

and private schools. 

 

2. LITERTURE RIVIEW 

 

One of the main components of 

communication is speaking, however, speaking 

effectiveness needs awareness and direction that 

should cautiously inspect the elements, states, 

and parts that the EFL teachers supply (Shumin, 

2002). Pakula (2019) stated that speaking skill 

has a minor role in learning English compared to 

writing skill due to the superior standing of the 

written language, teaching written examinations, 

textbook teaching for the written language 

emphasis and the lack of experience in teaching 

speaking. Additionally, he discussed the ways to 

teach a foreign language (FL) according to how 

speaking skill is learnt and how proficiency in 

speaking is determined. Different approaches, 

techniques and materials have been used to tutor 

foreign language learners and improve their 

communication skills. Every approach depends 

primarily on techniques and materials utilised in 

an ordered chain (Suyunovna, 2020). One of 

those approaches is interactive games, which 

helps language learners enhance their speaking 

abilities while also increase their critical and 

creative potential and effective communication. 

Furthermore, interactive games promote the 

usage and learning of language in authentic 

contexts and aid the improvement of pair and 

group work capabilities (Khamrayeva, 2021). An 

example of interactive games could be role-play 

which Krebt (2017) described as a tool of 

communication in pairs or groups that is 

connected to real-life situations where the pupils 

gain English language development by cause of 

practice along with indirect knowledge.  Games 

have a great number of advantages. However, 

according to Kaur and Aziz (2020), there are 

three key benefits of implementing 

communicative games for EFL pupils. First, the 

language games’ nature pushes EFL pupils to 

engage with the language instead of only 

practising it in the classroom. Secondly, 

language games provide a peaceful environment 

which reduces pupils’ stress level and keeps 

them focused. Thirdly, pupil-to-pupil 

communication in the target language fosters 

real-life interaction. This also shows that 

interactive games are created to promote pupils’ 

exhilaration and ambition. It illustrates an 

obvious positive effect on pupils' participation, 

dependability and speaking volubility. To Sum 

up, the teaching and learning procedure of 

language games enhances a beneficial, 

interesting environment, and demotes learning's 

tedium and stress (Dewi et al, 2017). In contrast 

to non-communicative activities, which only pay 

attention to how to formulate sentences based on 

grammatical terms through the learning process 

of English, communicative language teaching 

focuses on actual oral communication without 

too much attention to the form of grammatical 

patterns (Efrizal, 2012). Additionally, the work 

of Nainggolan et al. (2022) showed that playing 

English games might raise pupils' 

encouragement and speaking abilities. Speaking 

skills can be utilised to fulfil a set of objectives. 

Guessing games, role play, information gap 

games, and board games have all been utilised. 

The investigation of oral production exhibits that 

pupils have mostly developed their speaking 

skills. The evolution of games has promoted 

class collaboration, where pupils appear more 

self-confident and are motivated to speak up 

more confidently.  

When teachers want to get their pupils to 

speak, they should avoid focusing on grammar 

and vocabulary while highlighting the 

importance of speaking skill. This suggests that 

these tasks will have pupils engage in speaking, 

where completing the task at hand is more 

crucial than using accurate language. Besides, 

there must be a motivator to get pupils interested 

in communication before they can engage in 

these activities. This can be achieved using 

educational games. Games can be used to give 

pupils effective and active communication 

participation and make them feel the 

entertainment value (Dewi et al, 2017). As a 

result, teachers need try to stimulate pupils to 

speak by combining games with teaching 
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speaking skill, in the hope that this will foster 

positive environments, motivate pupils to 

participate actively, and raise the level of pupils' 

communicative competence. 

 

3. METHODOLOGY 

3.1. Participants 

Two experimental and two control groups 

were used from both public and private schools 

in this research in which the researchers acted as 

a teacher in all groups. The study’s participants 

total number were 86. 34 of them (16 Girls and 

18 Boys) were pupils from the fourth-grade 

primary school of Duhok British International 

School aged 8 to10 and 52 of them (26 Girls and 

26 Boys) were pupils from the fifth-grade 

primary school of Charsteen in Duhok with the 

age range 9 to 10.   

3.2. Context 

The period of teaching training for the 

researchers in the British International School 

started from the 10th of January till the 15th of 

April,2023 continuously daily from 8:00 a.m. to 

3:00 p.m. As for the period of the teaching 

training for the researcher in Charsteen School, 

Duhok it started from the 15th of January till the 

10th of April,2023 continuously daily  from 8:00 

a.m. to 12:00 p.m. Ten lessons were given to the 

researcher in both schools to follow along with 

their weekly teaching hours; nevertheless, the 

weekly lessons at the British International 

School did not only include English lessons 

rather they contained non-core lessons such as 

(Social studies, PSHE and Global perspective).   

3.3. Data collection 

 The Data collection procedure consists of 

two cycles, which were teaching training and 

observation cycles.  Various communicative 

games which interfered with the lessons were 

conducted in the experimental group. On the 

other hand, the schools’ lesson plan was 

followed throughout the lesson without any 

interference of communicative games. An 

observation method was used to assess the 

pupil's speaking abilities via a speaking 

assessment rubric for young learners, Appendix 

1. Pre- and post-teaching practices in both 

schools, namely, pre-instructions and post-

instructions rubrics were also used. The rubric 

assessed 5 aspects in 15 pupils from each group 

(G1, G2, G3 and G4). These aspects were speech 

clarity, voice loudness, detailed speech, eye-

contact and interaction with teacher and other 

pupils. The pupils were assessed according to 3 

criteria (yes, sometimes, and no). The choice of 

one of the criteria was selected according to the 

pupil's potential in each of the five aspects 

mentioned above.       

3.4. Materials used: The communicative 

games used with the experimental groups. 

The main aim of the research is to determine 

whether games have the same impact on pupils 

in two different school systems. For this reason, 

various games were used to stimulate the pupils 

to speak. The following is a list of some of the 

activities used inside the classroom.  

1. Non-scripted role play. The pupils were 

divided into groups according to the number of 

characters the dialogue had, and the teacher 

equipped the pupils with the 5 story elements: 

plot, settings, characters, point of view and 

conflicts. Consequently, the groups had chosen 

their characters and tried to set up a dialogue 

with scenes to act out in front of the class  later   

(Krebt, 2017). 

2. Think it over! Activities based on problem-

solving. The pupils were split into 4 groups and 

were told to invent a machine that could help to 

move water from 4 different water resources: 

seas, rivers, frozen icecaps, and underground or 

groundwater, to the houses of the citizens. Each 

group had to work on one different resource, 

draw and describe the machine that they 

invented to move water from their resource to 

the houses. Finally, each group had the chance to 

share their ideas and their machine, while the 

other groups were allowed to discuss and ask 

questions related to each machine (Sadow,1987).  

3. Pictures puzzle. Two different but quite 

similar photos were shared among the pupils; in 

pairs, they had to find out the similarities and 

differences by communicating with each other 

(Keshta, 2013). 

4. My Hometown. The whole class was divided 

into two groups: A pairs and B pairs.  

Subsequently, the Buildings checklist, Appendix 

2, Figure (A) was distributed to Group A while 

towns plan, Appendix 2, Figure (B), were 

distributed to Group B. Group A had to choose 5 

things they wanted to have in the town they lived 

in whilst Group B had to come up with a speech 

to convince the pairs in group A to live in their 

city. Finally, the city with the most citizens was 

the winner (Hadfield,1999). 

5. Something old, something new. To play this 

game the class was divided into half; two groups 

A and B, cards for an old living room and old 

bedroom, Appendix 2, Figure (C) were given to 

the whole class. The old living room card is 

given to group A and the old bedroom to group 
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B. The pupils imagined that this is their living 

room and bedroom, after that A’s card for the 

new living room and B’s old bedroom were 

distributed to the pupils and the pupils were 

asked to find 8 differences between the old and 

new living room and bedroom, the pupils were 

given time to find the differences and imagine 

that  this is their friend’s new room. They had to 

find the changes that their friend had made in 

their new room (Hadfield, 1999). 

6. Job match. The class was split into two 

groups: A and B. The teacher started writing job 

descriptions on cards, Appendix 2, Figure (D); 

each job was written twice, and cards were given 

to the pupils. The pupil's mission was to find the 

classmate with the same job he/she had, by 

walking around the class and asking the pupil 

the questions that were written on the card if 

they find someone with the same job and turned 

to be true, they sat down together (Hadfield, 

1999). 

4. RESULTS AND DISCUSSION 

 

Figure (1) shows the count of speech clarity 

before and after instruction. The number of the 

pupils who did not speak clearly was reduced 

after instruction which involved teaching 

speaking using games, from 11 to only 1 pupil. 

In addition, there was a reduction in the number 

of the pupils who sometimes spoke clearly from 

30 to 22. Simultaneously, a remarkable increase 

from 19 pupils to 37 can be observed in the 

number of the pupils who spoke clearly during 

the post-instruction. 

Overall, using games for teaching speaking 

led to an increase in the pupils' clarity in speech. 

The reason behind this increase is due to the 

pupil’s practicing communication in the English 

language with other pupils who had the same 

language level through different communicative 

games. Additionally, this practice led to the 

reduction of hesitation which increased clarity in 

speech.   

 

 
Fig.( 1):- The clarity in speech 

 

Figure (2) shows the count of loudness 

compared in two phases, pre-instruction, and 

post instruction. The number of the pupils who 

did not speak loudly was reduced during the 

post-instruction from 26 to 2 pupils after the 

high frequency that was observed pre-

instruction. On the other hand, a remarkable 

increase was noted during the post-instruction in 

pupils who spoke loudly from 21 to 35 and who 

sometimes spoke loudly from 13 to 23. 

To Sum up, most of the pupils did not speak 

loudly during the pre-instruction, before using 

the game methods while teaching speaking, 

nevertheless, most pupils started speaking loudly 

during the post-instruction. Enthusiasm while 

playing games had a great role in raising the 

pupils' voices because of the competitive 

environment that energized the learners to win in 

the game.   
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Fig.( 2):- The loudness of speech 

 

The count of sharing details compared 

between the pre-instruction and post instruction 

are shown in Figure (3). The number of the 

pupils who did not add details to their speech 

decreased during the post-instruction from 12 to 

2 pupils. Furthermore, the number of the pupils 

who sometimes shared details also decreased 

from 27 to 22. On the other side, the number of 

the pupils who shared details increased 

significantly from 21 to 36. 

Altogether, a great number of pupils were not 

sharing details at first but when games started to 

be conducted in the class, an increase was clear 

in the pupils who shared details during the post-

instruction, where they shared details about their 

real life to what they learned. Communicative 

game's main purpose is to let learners 

communicate with each other. Through this 

communication and teamwork, they started 

sharing details related to the topic of the game 

from their own perspective.  

 

 
Fig.( 3):- Sharing details 

 

Figure (4) displays the count of eye contact 

before and after instruction. The number of the 

pupils who did not make eye contact while 

speaking dropped during the post instruction 

from 29 to 9, and who sometimes made eye 

contact reduced from 27 to 25. Moreover, the 

number of the pupils who made eye contact has 

risen from 4 to 26 post instruction. 

To sum up, a reduce in the number of pupils’ 

who did not make eye contact appeared during 

post-instruction. The rate of the elevation of the 

eye contact issue was weak due to the learners’ 

personality and self-confidence reasons, 

however, a remarkable increase in the number of 

the pupils who started to use eye contact 

appeared during the post-instruction specifically 

when they were sure about their answers and 

were delighted to share them.   
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Fig.( 4):- Making eye contact while speaking 

 

In terms of general interaction, Figure (5), the 

pupils barely interacted with each other in the 

classroom first, which can be seen in the high 

number of the pupils who did not interact, which 

was 24 and became 16 after instruction. The 

main change can be noted in the marked increase 

of the pupils who interacted during the post-

instruction from 12 to 33. 

All in all, learners interacted and 

communicated more at the end of the teaching 

period due to communication’s vast role on 

educational games. They learned the importance 

of teamwork, where everyone participated 

including the lower-level pupils, and accepted 

each other’s different points of view which led 

to a healthier and more comfortable interaction. 

 

 
Fig.( 5):- The interaction between pupils  

 

Figure (6) shows the count of clarity in all 

four groups G1, G2, G3 and G4
i
. Increases in the 

number of the pupils who spoke clearly were in 

G1 from 5 to 10 during the post-instruction, G2 

from 6 to 10, G3 from 3 to 10 and G4 from 5 to 

7. Improvement appeared in all four groups, 

where they spoke clearly or sometimes spoke 

clearly. In both G1 and G3, the experimental 

groups, the pupils had the opportunity to 

communicate with each other and to express 

themselves more freely, which was a useful 

language practice that led to this improvement in 

the clarity of their speech. Unexpectedly, there 

was a slight increase in the number of the pupils 

who started speaking clearly in G2 and G4 even 

though they were not exposed to the 

communicative game’s method. 

 

 

 



Journal of University of Duhok.,Vol. 62, No.2 (Humanities and Social Sciences),P 104-116, 2062 

 

 
110 

 
Fig.( 6):- Clarity of speech in all groups  

 

The count of loudness of speech in all four 

groups G1, G2, G3 and G4 is shown in Figure 

(7). A growing number of pupils who spoke 

loudly can be noticed in G1 from 7 to 10, G2 

from 5 to 8, G3 from 3 to 6 and G4 from 6 to 11. 

Whilst a decrease has been noticed in the 

number of the pupils who did not speak loudly, 

G1 from 7 to 0, G2 from 7 to 0, G3 from 9 to 1 

and G4 from 3 to 1. A clear development had 

been observed in the 4 groups as they started to 

speak loudly in the class. Due to the pupil’s 

desire to participate in the lesson and provide the 

right answer to make their team win, an 

improvement in the pupils' loudness and 

confidentiality in their answer was noted. 

 

 
 Fig.( 7):- The loudness of speech in all groups 

 

Figure (8) shows the count of the pupils who 

shared details in their speech in all four groups 

G1, G2, G3 and G4. More pupils shared details 

in G1 from 4 to 9, G2 from 4 to 6, G3 from 5 to 

10 and G4 from 8 to 11 during the post- 

instruction. Meanwhile, the number of the pupils 

who did not share details during the pre-

instruction reduced in post instruction in G1 

from 6 to 0, G2 from 3 to 0, G3 from 1 to 1 and 

G4 from 2 to 1. The growth of the number of 

pupils who shared details was obvious in all 4 

groups. They shared more details. This was the 
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result of the communicative environment that 

they had in the classroom where they had the 

chance to interact with each other and also 

discuss or debate their answers with their teacher 

using the foreign language. 

 

 
Fig.(8):- Sharing details in all groups 

 

Figure (9) shows the count of making eye 

contact in all four groups G1, G2, G3 and G4. 

The number of the pupils who made eye contact 

rose in G1 from 1 to 6, G2 from 2 to 9, G3 from 

1 to 4 and G4 from 0 to 7. As for the pupils who 

did not make eye contact a reduction appeared in 

G1 from 6 to 0, G2 from 4 to 0, G3 from 11 to 3 

and G4 from 8 to 6. All in all, there was an 

Advancement in the number of the pupils who 

made eye contact. Emphasis on eye contact, 

gestures, and facial expressions had to be carried 

out in all the groups to the learners due to their 

significant role in communication.  

 

 
Fig.(9):- Making eye contact 

 

Figure (10) shows the count of the interaction 

between pupils in all four groups G1, G2, G3 

and G4. Expansion in the number of the pupils 

who interacted with each other was highly 

noticed in G1 from 4 to 14, G2 from 8 to 15, G3 

from 0 to 3 and G4 from 0 to 1. However, the 
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pupils who did not interact with each other 

during the pre-instruction decreased in post-

instruction; G1 from 2 to 1, G2 from 2 to 0, G3 

from 9 to 4 and G4 from 11 to 11. To sum up, 

the pupils in all groups made great progress 

during the post-instruction and they interacted 

more with each other without hesitation or 

stress. In G1, G2, and G3, the pupils had the 

freedom to interact in English with one another, 

but in G4; the control group, the pupils did not 

have that freedom in class due to the regulations 

used in public school. Additionally, G3 and 4 

were not as involved as G1 and 2 due to their 

foreign language proficiency levels. 

 

 
Fig(10):- The interaction between pupils 

 

5. COCLUSIONS 

 

Based on the findings of this research, the 

following conclusions can be made. 

● Pupils were more energetic and involved in 

the lesson when playing communicative games 

than in normal lessons. 

● Communicative games provided the 

opportunity for lower-level pupils to engage and 

speak in the lessons more. 

● Communicative games created a less stressful 

environment in the classroom and helped to 

create a stronger rapport between the teacher and 

pupils. 

● Communicative games provided an 

association between pupils' lifestyles with what 

they are learning. 

● Pupils in the public school were not as 

interested as the pupils in private school in such 

games because of their English language 

proficiency level.  

● Interactive games fostered pupils' self-

confidence levels and their ways of sharing their 

own perspectives freely without hesitation. 
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Appendix 2 

 

 
Fig. (A)-: Buildings checklist 

 

 
 

Fig. (B)-: Town plans 

 

 
 

Fig. (C): Something old, something new cards for the old living room and old bedroom 
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Fig. (D)-: Job description card 
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 دْٔك فٖ حػيً٘ اىخحدث ةاشخخدام الاىػاب ىطيتث اىٍدارس الاةخدائ٘ث اىػاٌث واىخاصث

 

 اىخلاصث
ٌخػيٍٖ اىيغث  )ْذا اىتحد ٗتحد غَ حأذ٘ر اشخخدام الأىػاب اىخػيٍ٘٘ث غيٕ ٌٓارة اىخحدث ىيٍخػيٍَ٘ الانراد  

طاىتاً ٌَ  86فٖ اىٍدرشخَ٘ اىػاٌث واىخاصث فٖ ٌدِٗث دْٔك. طارك فٖ ْذه اىدراشث  ١١اىٕ  8ٌَ شَ  (الاُهي٘زٗث 
ن ةخدرٗس أرةع ٌشٍٔغات، ٌشٍٔغخان حشرٗت٘خان وٌشٍٔغخان اىٍرحيخَ٘ الاةخدائ٘ث اىراةػث واىخاٌصث. وكام اىتاحرٔ

أطٓر. وحً حػيً٘ اىٍشٍٔغات اىخشرٗت٘ث غَ طرٗق اشخخدام الأىػاب  3ضاةطخان، ٌَ اىٍدارس اىػاٌث واىخاصث ىٍدة 
اىخٔاصي٘ث ىخػيً٘ ٌٓارة اىخحدث. حً حػيً٘ اىٍشٍٔغات اىضاةطث غَ طرٗق اشخخدام اىطرٗلث اىخلي٘دٗث ىيخدرٗس 

 حتاع نختًٓ اىٍدرش٘ث .ةا
ىٍا ةػد )، ذً فٖ ُٓاٗث اىخدرٗس نخلً٘٘ (ىٍا كتو اىخػيً٘)و سرى حلً٘٘ اىٍخػيٍَ٘ كتو ةدء اىخدرٗس نخلً٘٘ 

ىل٘اس ٌػدل حأذ٘ر اشخخدام الأىػاب اىخٔاصي٘ث ٌلارُث ةأشاى٘ب اىخدرٗس اىخلي٘دٗث. حً إسراء اىخلً٘٘ ٌَ  (اىخػيً٘
فٖ اىهلام , واىخٖ حظٍو وضٔح اىهلام، وارحفاع اىصٔت، واىهلام اىخفص٘يٖ، خلال غِٔان ٗل٘س خٍس ٌخغ٘رات 

ا نت٘رًا ىشٍ٘ع اىٍخغ٘رات اىٍلاشث فٖ  ًِ والاحصال اىتصري واىخفاغو ٌع اىٍػيً واىطلاب الآخرَٗ. حظٓر اىِخائز ححص
 . سٍ٘ع اىٍشٍٔغات الأرةع، واىٍشٍٔغات اىخشرٗت٘ث واىٍشٍٔغات اىضاةطث

 

 نتعلهي اللغة الاىجليزية ، الالعاب التواصلية، تعليم التكلم، الهدارس العانة والخاص اىهيٍات اىداىث:
  

 پوختە
ل شّر  (گّْاُدُێ)ئّڤ ڤّنٔىِّ٘ پێداچٔوُێ ىدوور نارٗگّرٗا ةهارئِ٘اُا ٗارٗێَ پّروەردەیێَ پّیٔەُدیهرُٖ 

شاىٖ ل  (١١)ةٔ(٨)زٌاُّکێ ة٘اُٖ، ل ژٗێ ط٘اُێَ ئاخڤخِا فێرخٔازێَ نٔرد ٗێَ نٔ زٌاُٖ ئِ٘گي٘زي دخَِٔٗ وەك 
خۆێِدکارێَ كُٔاغێَ چٔار و پێِز ٗێَ شّرەحایی  ٨٦ٗێَ ةاژێرێ دْٔك. (حاٗتّت)كٔحاةخاُێَ حهٌٖٔ و ُا حهٌٖٔ 

.ل كٔحاةخاُا حهٌٖٔ و (دوو گروپێَ حاك٘هري و دوو گروپێَ نُٔخرول)ةّطداري دڤێ ڤّنٔىِ٘ێ دا نرّٗ٘.چار گروب ،
ٌاُگان واُّ ةٔ ْاحِّ گٔحَ. گروپێَ حاك٘هري ْاحِّ فێرکرن ب رێکا ( ٣)ڤّکٔىّران ڤّ ةٔ ٌاوێ ُا حهٌٖٔ ژ لاٗێ 

ةهارئِ٘اُا ٗاریێَ پّیٔەُدٗهرُٖ ةٔ فێرکرُا ط٘اُێَ ئاخڤخِێ .گروپێَ نُٔخرول ْاحِّ فێرکرن ب ٌّْان طێٔازێ 
ةّ رى دەشج پێکرُا فێرکرُێ. وەك حّكي٘دي نا چّوان د پّرحٔنێَ واُدا ْاحّ٘٘.فێرخٔاز ْاحِّ ّْ ىصُّگاُدن 

ّْىصُّگاُدُا پێض ف٘رنرُٖ و دٗصان ل دوٌاْ٘ا فێرکرُێ وەك ّْىصُّگاُدُا پاش ف٘رنرُٖ.ةٔ پ٘ڤاُهرُا رێژا 
نارٗگّرٗا ةهارئِ٘اُا ٗاریێَ پّیٔەُدٗهرُٖ ب ةّراورد دگّل طێٔازێ حّ كي٘دي ٗێ فێرنرُٖ.ّْىصّ ُگاُدن ْاحّ نرن 

نٔ پ٘ڤاُا پێِز ژ گرُگخرَٗ گٓٔرِٗان د ئاخڤخِێ دا پێکدْێج ژ،رووُ٘ا  (روةرٗم)هرُێ ب رێکا ٍُٔوُّّٗنا حاك٘
ئاخڤخِێ ،ةيِدٗا دەُگٖ،ْٔوٗرةِٖ٘ د ئاخڤخِێ دا.چاڤپ٘هّفخَ و نارىێهرن دگّ ل ٌأٌشخا و خٔێِدنارێَ دٗدا.ئّ 

پان.ل گروپێ حاك٘هري و ُشام ةاطخرةٔؤُنا ةّ رچاڤ ةخٔڤّ دٗج ل ّْ ٌٖ ة٘فّرێَ گٓٔرِٗێ ل ّْ ر چٔار گرو
 گروپٖ نُٔخرول

 

خوێيدکارێو زناىێ ئیيگلیزی وەك زناىًکێ بیاىی، یاریێو پًیوەىدیکرىی،فێرکرىا ئاخفتيێ، پّیڤێَ شّرەکی: 
 قوتابخاىێو حکونی و تایبًت


