
  

 
Abstract—This paper aims to investigate the EFL 

undergraduates’ satisfaction towards their role-play video 
project. The assignment was designed to implement the 
task-based approach into the Business English classroom as an 
end-of-course assessment. Descriptive statistics and qualitative 
analysis were then gathered to evaluate the students’ 
satisfaction with the task and their preferences for creative 
learning project. The findings demonstrate that the strategies 
for activating language out of class by getting learners to involve 
in role-play video can enhance them to gain much more 
confidence in speaking skills. In addition to student learning 
experience, the result shows the students raise awareness in 
terms of cooperative learning in the authentic business context. 
In light of the findings, this case study of multidisciplinary 
students in Thailand reinforces how well task-based learning 
activities can promote language skills and working skills in 
Business English course. 
 

Index Terms—Role-play video, task-based language teaching, 
business English.  

I. INTRODUCTION 
In teaching English as a Second or Foreign Language (ESL 

or EFL) during the mid 1970s, the most influential and 
well-known teaching paradigm described as communicative 
language teaching (CLT) approach has been developed to 
enhance the learner’s ability to use language to communicate. 
Certainly, language has been focused on its meaning and its 
function concerning the interaction among the participants 
with different purposes in various contexts. These meaningful 
activities that involve real communication definitely promote 
learning procedure with real exposure through the acquisition 
of the second language. As a result, language learning in CLT 
approach has been stressed through using language for 
real-life communication, rather than through practicing 
language skills. Underlying the CLT, task-based language 
teaching approach is later one of the most powerful methods 
to engage the student in the learning process. According to [1], 
the concept of ‘task’ has become an important component in 
syllabus design, classroom teaching and learner assessment. 
Pedagogically, task-based language teaching has 
strengthened communication skills through interaction in the 
target language and put an emphasis on the introduction of 
authentic texts into the learning situation. More specifically, 
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in terms of Business English course, the students are usually 
required to perform a task that makes demands on their 
competence in using the language [2]. Through this process, 
the language is learned via the interaction; the students learn 
to produce the target language by doing the task. 

Besides, with regards to the activating language out of class, 
[3] proposed the strategies by getting learners to involve in 
role plays and practice simulations. As he claimed that one of 
the things that characterizes good language learners is their 
ability to find opportunities to activate their language skills 
outside the classroom. The task can also develop an ability to 
carry out creative and imaginative learning projects. These 
show a good connection to the kinds of language tasks that the 
students will have to achieve when they finish their studies. In 
this way, the task does not only encourages the learners to take 
charge of their own learning, but also offers them great 
opportunities to practice their language at their own pace. 
Similar to the statement about task component of dialogues 
and role plays by [1], “If learners are given some choice of 
what to say, and if there is a clear aim to be achieved by what 
they say in their role plays, they may participate more 
willingly and learn more thoroughly than when they are told to 
simply repeat a given dialogue in pairs.” 

According to [4], role-play differs from simulation in many 
aspects. First, in role-play activities, the students may be 
asked to adopt a new character with different attitude, 
opinions and characteristics of their own. Conversely, in 
simulations the students are allowed to be themselves. 
Secondly, role play must be prepared in detail in advance and 
it is suitable for mixed-interest groups. However, both 
role-play and simulation can focus on a variety of business 
skills such as meetings, telephone calls and social situations.  
In terms of their benefits, whether role-play or simulation is 
claimed as an extremely valuable method for L2 learning. 
Since they can support thinking skills, creativity and 
encourage students to develop and practice the target 
language and behavioral skills in a more engaging learning 
process [5]. As [6] proposed that assessing students’ 
competency by role-play is a marvelous activity evaluating 
decision-making and interpersonal communication skills. In 
addition, implementing task-based learning in a Business 
English course should be able to simulate the student’s 
real-life situation as closely as possible.  

With all the advantages of role-play and task-based 
language teaching approach aforementioned, this study is 
consequently a classroom action research, conducting to 
implement role-play as one of task-based activities into the 
EFL classroom at tertiary level in Thailand. In order to offer a 
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new practical model of teaching Business English for 
multidisciplinary students, the level of students’ satisfaction 
and factors influencing their preferences towards creating 
role-play video project were, therefore, investigated.  

 
II. THE STUDY DESIGN AND SETTING 

The researcher realizes the importance of authenticity of 
task which can help promote the student’s self-confidence in 
communication skills for their future career. This study, thus, 
centers around the real world tasks offering students new 
experience to discover their potential specifically in terms of 
English speaking skills.  

03754361: Business English is a non-compulsory course 
for multidisciplinary students, including (1) International 
Business, (2) Hotel and Tourism Management, (3) 
Managerial Accounting and (4) Logistics Management in the 
Faculty of Management Sciences, Kasetsart University Si 
Racha Campus. After passing through the fundamental 
English compulsory course (1 to 3-course, depending on their 
admission score), the students still need to study more 
non-compulsory ESP courses (i.e. English for Careers, 
Analytical Reading for Business, Speech Communication, 
English for Tourism Industry, English for Accountant, 
English for International Trade, etc.) according to the 
requirement of their curriculum.  

The 03754361: Business English course mainly aims to 
encourage the student confidence on integrating four 
language skills and to promote their level of proficiency in 
English communication in terms of business context. The 
level of students’ English competency is between 
pre-intermediate to intermediate level. Business Venture 2 [7] 
was, therefore, selected to use as the course textbook to meet 
the course objective along with the student’s level of 
proficiency. The course takes place 3 hours a week, making a 
total of 45 hours per semester. Table I shows the course 
outline throughout 15-week lessons including task-based 
activities. The course, then, explicitly implements role-play 
video project as an interactive tool of task-based language 
teaching approach for 15% of grade assessment. As [4] 
suggested, when designing a course in Business English, 
learners are likely to be more goal-oriented rather than in the 
General English course. Thus, introducing the task 
description and criteria to meet learner expectations is firstly 
considered as an essential process. 

 
TABLE I: 03754361 BUSINESS ENGLISH COURSE OUTLINE 

 

III. METHODOLOGY 
A. Subjects 
This study was conducted with Management Sciences 

undergraduates registering in the course 03754361: Business 
English in the second semester of the academic year 2015. 
There were four groups of students approximately 35-45 
students in each group. Therefore, the total number of 
subjects was about 160 students from various majors 
including International Business, Hotel and Tourism 
Management, Managerial Accounting and Logistics 
Management. Every four group was taught and responsible by 
the same teacher (the researcher) throughout the semester.  

B. Instruments 
1) Role-play video project: In this study, role-play video 

project was implemented as an interactive tool to offer the 
space for the students to show their capabilities out of class at 
their own pace of learning. This was to ensure that the task is 
authentic and real-world based [6]. The students were 
informed to do the role-play video project after the midterm 
examination score announced approximately the ninth or 
tenth week of the semester. This was to confirm the total 
number of students continue studying the course through the 
final examination. Nonetheless, the task description and 
criteria (see Appendix A) were prior introduced to the 
students since the first week of course introduction so that 
they can set the learning goals along with the task provided. 
According to [6], providing clear and explicit information for 
what is expected of students is recommended for the 
assessment of role-play.  

2) Questionnaire: Online semi-structured questionnaire 
was designed to score the level of the students’ satisfaction 
towards the task integrated with some open- ended questions 
to explore the factors influencing their preferences. Some 
statements were adapted from the recent research study of 
students created videos in the advertising class [8]. There 
were three parts in the questionnaire as follows. 

Part I: Demographic data including sex, year of study and 
field of study 

Part II: Ten survey statements in the form of 5-Likert scale 
(rating statements 5 to 1, 5 = strongly agree, 4 = agree, 3 = 
neutral, 2 = disagree and 1 = disagree) 

Part III: Three open-ended questions  
All these three components were designed in the google 

form document as a survey format (see Appendix B). 
C. Data Collection 
On the last day of class, the students were required to 

submit their role-play video project, including the CD-ROM 
with MP4 file format and the script printed out on A4 paper. 
The script was recommended by the teacher to arrange 
according to the scenes in their role-play. Then, during the 
video presented by each group, the rest of the class was asked 
to fill in the peer/self-evaluation form and score the video 
project according to the group’s opinion. This was to 
implement all of them to pay attention to their classmate 
learning outcome and also encourage them to explore the 
strength and weakness of others including their own 
themselves. Finally, the students were asked to do an online 
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questionnaire about their experience with the videos 
assignment as the end-of-course project. The URL link was 
shared immediately via the Facebook group so that the 
students could access and evaluate their own learning 
experience via their mobile phones comfortably. The data 
were then extracted from the system of google form 
document. 

D. Data Analysis 
This study consisted of quantitative and qualitative data. 

Firstly, descriptive statistics was used to assess the level of 
students’ satisfaction with the task according to the total mean 
value shown in Table II. Then, the qualitative data from the 
open-ended questions was analysed to indicate the factors 
influencing their preferences for creative learning project. 

 
TABLE II: CRITERIA FOR RATING SCALE INTERPRETATION 

Range of the Total Mean Value (x̅) Level of Agreement 
4.21-5.00 Strongly agree 
3.41-4.20 Agree 
2.61-3.40 Neutral 
1.81-2.60 Disagree 
1.00-1.80 Strongly disagree 

 
IV. RESULTS 

The findings are demonstrated according to the three 
research questions. 

1) How is the students’ satisfaction towards creating 
role-play video project in Business English course? 
To investigate the students’ satisfaction towards creating 

role-play video project, the online semi-structure 
questionnaire was distributed to the students via the Facebook 
group. Table III shows the demographic data of the subjects in 
this study. Total of 163 undergraduates registering in the 
course 03754361: Business English were asked to do the 
surveys. Nonetheless, there were 147 responses back. The 
majority of the subjects in this case study are female 
undergraduates as 72%. Highly as 82.3% of the subjects are 
studying in the second year of their tertiary level. Regarding 
to the field of study, the course Business English was mostly 
interested by the students majoring in International Business 
as 38.1%.  

 
TABLE III: DEMOGRAPHIC DATA ON RESEARCH PARTICIPANTS 

Demographic data             n = 147 
Sex  
Male 40 (27.2%) 
Female 107 (72.8%) 
Year of Study  
1st year 7 (4.8%) 
2nd year 121 (82.3%) 
3rd year 7 (4.8%) 
4th year 10 (6.8%) 
other 2 (1.4%) 
Field of Study  
International Business 56 (38.1%) 
Hotel and Tourism Management 48 (32.7%) 
Managerial Accounting 38 (25.9%) 
Logistics Management 5 (3.4%) 
Total  147 (100%) 

 

TABLE IV: STUDENTS’ SATISFACTION TOWARDS ROLE-PLAY VIDEO 
Descriptive Statistics for implementing role-play 

video project into Business English course 
Mean of All 
Responses 

Survey Questions n = 147 
1. Creating role-play video out-of-class is an 
important task. 

4.13 

2. Creating role-play video out-of-class is an 
enjoyable experience. 

4.29 
 

3. Creating role-play video out-of-class is a useful 
experience. 

4.21 
4. Creating role-play video out-of-class can make me 
gain more confidence in speaking skills. 

4.13 
 

5. Creating role-play video out-of-class can help me 
study English in other courses with better proficiency. 

4.04 
 

6. I am glad I can create the role-play video in English 
creatively. 

4.05 
 

7. I am happy to work cooperatively with my friends 
as a small group work project. 

4.35 
 

8. The role-play video was the most useful project in 
Business English course. 

4.16 
 

9. Participating in the role-play video project will 
help my career in the future. 

4.15 
 

10. I would recommend this project for future classes. 4.08 
 

Average 4.16 
 

According to Table IV, the mean scores of the subjects’ 
responses range from 4.04 to 4.35 with an average mean score 
of 4.16 as the level of ‘agree’. This finding explicitly shows 
that the subjects were satisfied with the role-play video 
project implemented as a task-based interactive learning tool 
in the course of Business English. Interestingly, the finding 
reveals the most satisfying aspect is that they were happy to 
work cooperatively with their friends as a small group work 
project (item 7, x̅ = 4.35). This can be interpreted that creating 
role-play video out of class could promote cooperative 
learning among multidisciplinary students. Furthermore, the 
subjects also strongly agreed with the value of the role-play 
video project in the course of Business English as an 
enjoyable experience (item 2, x̅ = 4.29) and a useful 
experience respectively (item 3, x̅ = 4.21). Additionally, in 
terms of the usefulness of the task, the subjects reflect that 
role-play video was the most useful project in Business 
English course (item 8, x̅ = 4.16) and participating in this 
project would help their career in the future (item 9, x̅ = 4.15). 
Remarkably, the subjects agreed that the role-play video was 
an important task in Business English course making them 
gain more confidence in speaking skills (item 1 and 4, x̅ = 
4.13). What is issue here is how role-play video efficiently 
works in order to boost up the EFL students’ confidence in 
speaking English professionally in terms of business context. 
The subjects also agreed to recommend using role-play video 
project for future classes (item 10, x̅ = 4.08). Apart from that, 
they were glad they could create the role-play video in English 
creatively (item 6, x̅ = 4.05). Last but not least, the finding 
shows that creating role-play video out-of-class could help the 
subjects study English in other courses with better proficiency 
(item 5, x̅ = 4.04). In summary, the subjects were satisfied with 
implementing role-play video project into Business English 
course (x̅ = 4.16) as they perceived its significant benefit and 
considered the task as an enjoyable learning experience.  

Next, to answer the 2nd and 3rd research question, the three 
open-ended questions were created and the qualitative data 
were collected and analysed. The questions were: 

Q1: What did you like most in this task and why? Give 
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some reasons or examples. 
Q2: What have you learned from creating role-play video 

project? 
Q3: How can you apply this task for your future career? 
2) What are the factors influencing their satisfaction? 
Factors influencing students’ preferences towards role-play 

video project were investigated. There were 84 subjects (57%) 
responded to the question (Q1). The result was found out in 
three interesting traits shown below. 

A. Cooperative Working 
Most students mentioned that they were happy with the 

role-play video project since they like to work with their 
friends and classmates. This shows the peer factor can 
promote the students’ more engagement in the task. The 
following responses were translated into English presenting 
the samples such as: 
π “It’s hard to see my friend playing different roles and 

characters. I enjoy seeing them have a lot of concentration on 
the script during the video recording.” 
π “I like to do the activity like this; meeting friends many 

times a week makes me happy and enjoys working together.” 
π “I like to work with my friends. I like when everyone in 

my team working together and helping each other. For 
example, when my friend couldn’t play the role she was 
assigned, we encourage and support her. We sometimes 
changed the sequence of recording to give more time for 
practicing the conversation.” 

B. Creative Thinking 
The task description including its purpose and assessment 

criteria was clearly informed to students before performing 
the role-play video project. Some subjects, therefore, 
indicated that they preferred to make the plot creative and fun 
according to their own style. Examples of the subjects’ 
responses were: 
π “I really like to act as many characters. In my role-play, 

I acted as a reception, an engineer and an assistant. It made 
me excited and fun.” 
π “I like how to find the right location for the plot we 

create. We can use our creative thinking skills.” 
π “I like to create the funny scene, such as Ichitai 

advertisement” 
π  “I mostly like the ways I show my potential on 

confidence and creative thinking skills because I normally 
have no chances to do these kinds of things in my 
major(studying accounting hardly let me think out of the 
box.)” 

C. Personal Preferences 
Some subjects stated that in a group work they prefer to do 

activity they like just because of their personal preferences. 
Examples of the subjects’ responses were: 
π “I like to prepare the costume and make up, just to make 

sure we have professional look. I also like acting.” 
π “I like to be the camera man finding the place and scene 

for each character in my group.”  
It can be summarized that role-play video project should be 

implemented into a business English class to encourage 
collaborative learning and creative thinking skills. Besides, it 
can enrich the students’ confidence by allowing them to 
express their personal preferences with the ‘learning by 
doing’ process. 

1) What are the benefits the students learned from the task 
and how can they apply them with their future career? 
Benefits of working on the role-play video project were 

mentioned by 92 responses (63%) from Q2 and 80 responses 
(54%) from Q3. The findings show there were several aspects 
students had addressed for benefits of creating the role-play 
video project in the course of Business English. They are:  

D. Language Skills  
Most of the responses reflected that the subjects enjoyed a 

lot to speak English outside the classroom with the feeling of 
improvement. This implies that the role-play activity gives 
them an opportunity to show their confidence through the 
business English conversation which they hardly have in their 
real-world context. Examples of the subjects’ responses were: 
π “It makes me feel more confident when talking in 

English.” 
π “I really like to speak English.” 
π “I have improved my English skills like knowing how to 

pronounce some words correctly and clearer.” 
π “I have better speaking skills especially formal business 

English such as the scene ‘meeting and discussion’ and 
‘speaking in public’” 
π “I can practice using English, play a role I want to be, 

work with my friends happily and show my confidence.” 
π “Video project made me improve my speaking skills.” 
π “I have learned a lot on English conversation using in 

daily life, in the workplace and in the real life situation.” 
π “I learn about idioms for spoken language.” 
π “I can write a script for my presentation by myself.” 

E. Working Skills 
In regard to working skills, the finding shows that the 

subjects’ perspectives towards creating role-play video were 
explicitly positive. Some responses put an emphasis on ways 
of working cooperatively as teamwork, planning, sharing 
ideas, good preparation and time management. Examples of 
the subjects’ responses were: 
π  “I can learn to work with my friends cooperatively. We 

worked very well together as a team.” 
π “I have learned to share the ideas with my friends. We 

had a lot of fun on thinking about interesting plot.” 
π I learn how to be harmony with friends when we had 

many different ideas. I had to listen to my friends’ opinion, 
then we made vote.” 
π I learn about planning, preparation before recording 

the video and learn that being punctual is very important for 
group work. 

F. Technical Skills 
Apart from learning about the English language and 

working skills, some subjects asserted that they gain some 
experience about procedure of creating a video such as 
editing the scenes, adding sound effect and music or even 
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adding subtitles. All these technical skills significantly 
reflected that the students can find their own ways to achieve 
the task even more specific techniques with enough support 
from the teacher. Examples of the subjects’ responses were: 
π “I can learn how to make a video like editing the scenes, 

adding sound effect and music.” 
π “I learn how to add the script as English subtitles by 

myself.” 
Apart from the benefits of creating the role-play video 

project, the ability to apply its benefits to the subjects’ future 
career was also explored. Their responses are summarized as 
follows. 

Most subjects valued the role-play video project as a useful 
learning experience that they can integrate the result into their 
portfolios and make used of them when applying for the job. 
Some even stated that the communication skills in business 
context learned in the course such as presentation skills, 
negotiating skills and so on can be value added in their résumé. 
With the use of working skills they needed to learn as a group 
work project, the subjects realized the importance of working 
procedure since its beginning to an end. This finding is very 
meaningful inference on the benefits of creating role-play 
video implementing the students to participate in the learning 
process during the task accomplishment. Some responses 
were derived as follows. 
π “I think this task was very useful for me because I'm 

fourth year. I'll use not only this task but also every lesson in 
classroom in real life when I go to work. I like this kind of 
learning because it focuses on understanding rather than 
memorizing.” 
π “I can learn to use some business conversations in the 

future when I start working.” 
π “I can use part of meeting and planning in my real life 

situation and when I have a problem I can solve a problem 
because I have a second plan.” 
π “Of course, I can use this project as one of my portfolios. 

I think it will be more outstanding than just sending only the 
résumé.” 
π  “I can use many business conversations in my future 

career i.e. making an appointment, taking a message, talking 
about products and services, etc. However, I think study 
Business English in one semester might comprise only the 
basic skills. I’d like to study at the more advanced level and I 
wish you launch the new course soon. That’d be very nice.” 

Most successfully, some responses expressed that they 
were really appreciate the significance of the knowledge and 
activities learned in the course and they requested the teacher 
to design the new continuous course like Business English II. 
With this regard, the subjects showed the increasing 
motivation not only to the English language but also to the 
course itself for them to foster their further learning. 

 
V. DISCUSSION AND CONCLUSION 

Apparently, this case study of multidisciplinary 
undergraduates can shed light on how the students interact 
with the real-world task such role-play video project and their 

reflection through their learning experience in the authentic 
business context. As [9] suggested, the goal of a Business 
English course is to fulfill students’ work related. This is why 
in this present study, creating role-play video through the 
authentic topics i.e. meeting and discussion, telephoning and 
leaving a message, and the like can satisfy their occupational 
or professional language needs. One response mentioned:  

“This project makes me learn what a business profession 
speak and do in the real world. It is really a good way to make 
someone realise what business English is. This video project 
makes me have a new experience. Thank you for making this 
project happens, Teacher :)” 

The results of this case study also offer a practical model 
for any novice teachers who wants to make the course more 
interactive and enlighten their students to realise the 
effectiveness of ‘learning by doing’ experience. Moreover, 
with regards to the findings of key factor influencing the 
students’ satisfaction towards the task, the aspect of 
cooperative working is worth to be discussed here. A previous 
research study in Kuwait University on cooperative learning 
in the EFL classroom was conducted with its benefits for 
developing communication skills [10]. The result showed that 
learners have opportunities to use authentic language in order 
to perform communicative and referential tasks through the 
cooperative learning method. Another recent study has been 
conducted on collaborative learning in the business English 
subjects at the undergraduate and postgraduate levels in Spain 
[11]. The findings showed that the students were more 
engaged in the meaningful collaborative activities and more 
motivated through real-life tasks. More interestingly in the 
tasks that required the use of technological tools, the students 
were able to communicate successfully with their peers. This 
is in line with the current study that the subjects were mostly 
satisfied with their final project because of cooperative 
working with their classmates. 

Additionally, as it was found that creating role-play video 
project help increase the students’ confidence in speaking 
English, the course organizer for the curriculum at different 
level of education (including primary and high school) should 
take this finding into account. In so doing, EFL students in 
Thai education context can have more opportunity to 
experience the authenticity of language learning process 
rather than studying grammar and vocabulary in the 
classroom with fewer chances to communicate English in 
their ‘real life’ situation. However, to confirm the results of 
the present study, the researcher aims to further investigate on 
the other ESP courses with other groups of students and 
different field of studies in the field of management sciences 
such as finance and investment, management and marketing.  

APPENDIX 
Appendix A: Task description and criteria 

Task: Role-play Video Project presentation 15% 
Objectives: 

This project will enable students doing role-play in 
different business situations. The task will help you 

 to integrate the lesson learned in class into a short 
story, 
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 to be more confident when speaking English in 
profession level, 

 to encourage the cooperative learning and 
 to have FUN with task-based learning. 

 
Instructions: 

1. Form a group of 7-9 students. 
2. Brainstorm about the plot and story in business context: 

one story with different business scenes. The content should 
cover at least 5 topics from each group of unit: Unit 1-4, Unit 
5-8 and Unit 9-12. 

3. Write a script. 
4. Practice conversation for doing a role-play before 

making a video clip. 
5. Make a video clip with English subtitles (at least 8-10 

minutes length) 
Judging criteria (15%): 

1. Group marking (5%): Content, Script, Creativity, 
Comprehensibility and Coherence 

2. Individual marking (5%) 
- Language: Accuracy & Fluency 
- Delivery: Eye contact & Body language 
3. Quality of production (2%) 
- Quality of the video: appearance, audio, lighting, camera 

steadiness  
4. Presentation of the video (3%) 

Submission:  
1. One CD-ROM of VDO clip: MP4 video file 
2. A script of VDO project, printed out in A4 format 
[Divide the script according to the scenes presented in the 

video] 
 
Appendix B: Online Semi-structure Questionnaire for 

students’ satisfaction towards role-play video 
 
Part I: Demographic data 

 

Part II: Survey statements for level of students’ satisfaction 

  
Part III: Three open-ended questions 
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