_ \? INTERNATIONAL JOURNAL OF NOVEL RESEARCH AND DEVELOPMENT (IJNRD) a
_ s-\'rilo © 2026 IJNRD | Volume 11, Issue 4, April 2026 | ISSN: 2456-4184 | IINRD.ORG i O A

INNOVATIVE TAMIL TEACHING
TECHNIQUES: A PROPOSED FRAMEWORK
OF 12 UNIQUE STRATEGIES FOR
ENHANCING LSRW SKILLS

A/Dr. P. Jayachandran, Ph.D., *2~Dr. P. Pushpalatha, Ph.D.

A1/ Assistant Professor (SG), ~2” Assistant Professor (SG)
A1/Saveetha Institute of Pedagogical Education and Research (SPIER),
A1”Saveetha Institute of Medical and Technical Sciences (SIMATS), Chennai, India
A27Saveetha Institute of Pedagogical Education and Research (SPIER),
A2/7Saveetha Institute of Medical and Technical Sciences (SIMATS), Chennai, India
India

Abstract : The teaching of Tamil as a first and second language continues to face persistent obstacles
regarding student engagement, instructional material quality, and the systematic development of listening,
speaking, reading, and writing competencies. This conceptual research article proposes an original
framework comprising 12 novel Tamil teaching strategies, each assigned a distinctive English nomenclature
and structured around specific LSRW skill objectives. Drawing upon design-based methodology that
synthesizes principles from constructivist learning theory, gamification research, and technology-enhanced
language instruction, the strategies are organized into four thematic clusters: artificial intelligence-assisted
approaches, immersive reality techniques, game-based learning activities, and socio-emotional creative
methods. Each strategy is presented with its pedagogical rationale, sequential implementation procedure,
and anticipated LSRW outcomes. The article further addresses practical considerations for classroom
practitioners, including infrastructure requirements, time constraints, and assessment alignment. The
proposed framework equips Tamil educators with an immediately adoptable collection of original
instructional strategies that can be implemented with minimal resources while maximizing learner
engagement and language proficiency development.

IndexTerms - Tamil language teaching, LSRW skills, artificial intelligence in language education, virtual
reality instruction, gamification, flipped classroom pedagogy.

INTRODUCTION

Tamil language education within Tamil Nadu's educational institutions currently exists at a critical juncture.
While the state's language policy mandates Tamil as a compulsory subject through Class X across all
educational boards, and the Tamil Nadu State Education Policy of 2025 reaffirms the significance of
mother-tongue-based multilingual education, classroom realities present substantial challenges. Large
student populations, teacher shortages, dependence on inadequately translated instructional materials, and
examination-centric pedagogical approaches systematically undermine the cultivation of genuine
communicative competence across listening, speaking, reading, and writing domains.

Existing empirical research has documented that Tamil teachers routinely resort to makeshift translation
methods, self-recorded audio materials, and uncritically adapted worksheets. These practices introduce
unnatural intonation patterns, grammatical inaccuracies, and cultural mismatches that impede rather than
facilitate LSRW skill acquisition. What remains urgently needed is not merely a critique of prevailing
practices but a collection of original, classroom-ready instructional strategies that are demonstrably unique,
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appropriately technology-informed, LSRW-integrated, and contextually sensitive to Tamil Nadu's diverse
classroom environments, including rural settings.

NEED FOR THE STUDY

The establishment of large-scale healthcare facilities and educational institutions has created parallel
challenges in specialized instructional content delivery. Studies conducted across various educational
settings indicate persistent gaps between pedagogical objectives and actual classroom outcomes. Among
all categories of language instructors, those teaching Tamil face particular difficulties regarding
engagement, assessment alignment, and multi-skill integration. The knowledge and preparedness of Tamil
language teachers regarding innovative instructional methodologies remain critically important for
improving language teaching practices. The domain of language instruction requiring special attention
encompasses those strategies that address listening comprehension, speaking fluency, reading proficiency,
and writing accuracy through integrated, technology-informed approaches.

RESEARCH METHODOLOGY

The methodology section outlines the conceptual framework and systematic approach for developing the
proposed instructional techniques. This includes the research approach, design principles, validation
procedures, and analytical framework. The details are as follows;

3.1 Research Approach

This investigation adopts a design-based research approach. Design-based research involves the iterative
development of pedagogical innovations grounded in real-world educational contexts. Given the conceptual
nature of this article, the development of instructional techniques proceeded through a three-phase process
comprising needs analysis through synthesis of findings from previous empirical studies and classroom
observations, articulation of design principles ensuring originality, LSRW integration, feasibility,
appropriate technology utilization, and replicability, followed by systematic naming and structural
organization of each technique into a standardized presentation template.

3.2 Design Criteria and Validation

Each instructional technique was designed to satisfy five essential criteria: originality of conception,
integrated LSRW skill development, practical feasibility within Tamil Nadu classroom environments,
appropriate and accessible technology integration, and replicability across diverse educational settings.
Each technique received a distinctive English nomenclature and was structured according to a uniform
template. While this article does not report empirical testing, the proposed techniques were reviewed by
three experienced Tamil language practitioners with cumulative teaching experience exceeding thirty years
for face validity and practical applicability. Their feedback was systematically incorporated into the final
technique descriptions.

3.3 Theoretical Framework of the Proposed Techniques

The theoretical foundation of the proposed framework integrates three complementary pedagogical
domains. Constructivist learning theory informs the emphasis on active learner participation and meaning-
making through authentic tasks. Gamification research provides the rationale for incorporating game
elements such as points, challenges, and progression systems to enhance learner motivation and sustained
engagement. Technology-enhanced language instruction principles guide the selective integration of
artificial intelligence tools, virtual reality resources, and digital communication platforms appropriate to
available infrastructure. The framework further acknowledges socio-emotional learning principles by
incorporating strategies that address learner affect, peer collaboration, and authentic self-expression.
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3.4 Classification of Proposed Techniques

The twelve proposed techniques are organized into four thematic clusters based on their primary
pedagogical mechanism. Cluster A encompasses artificial intelligence-assisted techniques that leverage
chatbot technology for grammar instruction and creative writing. Cluster B includes immersive reality
techniques utilizing virtual tours and 360-degree video for contextualized language exposure. Cluster C
comprises game-based techniques designed to enhance vocabulary acquisition, error recognition, and
collaborative problem-solving. Cluster D presents socio-emotional and creative techniques that integrate
music, visual narratives, and dialogue analysis for deeper linguistic and affective engagement. An additional
cluster addresses flipped and collaborative learning approaches.

IV. RESULTS AND DISCUSSION
4.1 The Twelve Unique Tamil Teaching Techniques

The following techniques are presented in four thematic clusters. Each technique includes its distinctive
English nomenclature, primary LSRW focus, required materials, sequential procedural steps, expected
learning outcomes, and practical teaching recommendations.

Table 1: Summary of Proposed Tamil Teaching Techniques

Technique Name LSRW Focus Core Activity Technology Requirement
Readi Al chatbot sandhi
Virtual Sandhi eacing, CRATbon sandhl error Smartphone/internet
Writing correction
Al-Assist iti Al- t t
- ed Wi e genera e'd SoLy Smartphone/internet
Creativity Reading transformation
Listening, . )
. i 360° vid rtual t
VR Travel Diary Writing, . Yl ©0 V? 'ua our Smartphone/VR headset
. with diary writing
Speaking
Listeni Virtual ket le-
Cultural VR Trip N en‘mg, [ral mat ‘e role Smartphone/projection
Speaking play conversations
Chain Gaming Spe.a.king, Word-chain vocabulary None
Writing game
Multi- 1
Reading, wilpuzzie ,
Puzzle Box .. collaborative problem- Printable puzzles
Writing .
solving
Fun Error Hunt Reeﬁmg, .Palre.d >t fence €ror | \orksheet
Writing identification
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Technique Name LSRW Focus Core Activity Technology Requirement
. Self-recording
. Speaking, ) . . .
Reverse Dialogue .. compared with model Audio recording device
Listening .
dialogue
. . Writing, Silent vid ti . .
Visual Micro-Story 8 1n.g ' en Viaeo na‘u’ra ve Mobile phone/projector
Speaking writing and reading
. . Listening, . .
Music-Emotion N en.mg Song lyric emotion . .
Speaking, ) Audio player/lyrics
'Words . vocabulary analysis
Reading
. . Reading, Pre-cl id ith in- .
Flipped Immersion cd 11.1g reelass Yl e.o Wi Pre-recorded video
Speaking class application
Speaking, ) ..
. ) . Daily digital platf
Virtual Community Listening, atly cigha’ pratiorh WhatsApp/forum board
Writing language challenges

4.1.1 Cluster A: Artificial Intelligence-Assisted Techniques

Technique One, designated Virtual Sandhi, focuses primarily on reading and writing skills. The procedure
requires a smartphone or computer with internet access and a freely available artificial intelligence chatbot.
The instructor writes five sentences containing deliberate sandhi compounding errors on the classroom
board. Students subsequently type each sentence into the artificial intelligence chatbot and pose the query
in Tamil regarding the presence of sandhi errors. The artificial intelligence returns corrected versions
accompanied by explanatory feedback. Students then rewrite the corrected sentences in their notebooks,
followed by whole-class discussion of common sandhi rules. Expected outcomes include student capacity
to identify and correct sandhi errors while developing understanding of artificial intelligence as a learning
aid. Teachers in settings with unreliable internet access are advised to utilize offline artificial intelligence
tools where available.

Technique Two, termed Al-Assisted Creativity, emphasizes writing and reading skill development. The
instructor provides a story prompt in Tamil, such as a narrative scenario involving an animal protagonist in
a forest setting. Students request the artificial intelligence to generate a continuation of approximately one
hundred words. After reading the artificial intelligence-generated text, each student writes their own
original version by modifying at least three key narrative elements including characters, setting, or story
resolution. Volunteers subsequently read their original compositions aloud. This technique cultivates the
ability to utilize artificial intelligence as a brainstorming tool rather than a substitute for original
composition, thereby enhancing creative writing capabilities while maintaining explicit expectations that
direct copying constitutes academic dishonesty.
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4.1.2 Cluster B: Immersive Reality Techniques

Technique Three, named VR Travel Diary, targets listening, writing, and speaking competencies. Required
materials include a smartphone capable of displaying 360-degree video content from platforms such as
YouTube, with optional low-cost virtual reality cardboard headsets. Students view a five-minute immersive
video of a Tamil Nadu cultural landmark. During viewing, they document observed sounds, conversations,
and environmental descriptions. Following the video, they compose a one-page travel diary written from
the perspective of having personally visited the location. In pairs, students exchange diaries and discuss
potential additions to each other's narratives. For institutions lacking virtual reality equipment, large-screen
projection of 360-degree videos with student-initiated phone movement serves as an effective alternative.

Technique Four, designated Cultural VR Trip, prioritizes listening and speaking skills. Students participate
in a virtual tour of a market environment such as George Town in Chennai or a temple complex. The
instructor pauses the video at strategic moments and poses inquiry questions in Tamil regarding purchasing
decisions and bargaining strategies. Students then engage in role-played buyer-seller conversations entirely
in Tamil. The instructor records brief dialogue exchanges and plays them back to enable student self-
correction and awareness of pragmatic language features.

4.1.3 Cluster C: Game-Based Techniques

Technique Five, termed Chain Gaming, addresses speaking and writing skills without requiring any
specialized materials beyond a chalkboard. Students form groups of four to five participants. The first
student articulates a Tamil word. The next student must produce a word beginning with the final letter of
the preceding word. The sequence continues until a group cannot generate an appropriate response. For
writing extension, each group documents their word chain and reads it aloud. Expected outcomes include
rapid vocabulary recall, phonological awareness development, and team collaboration. Instructors may
permit proper nouns including names and places to maintain game momentum and may increase difficulty
by prohibiting word repetition.

Technique Six, designated Puzzle Box, emphasizes reading and writing competencies. A cardboard box
contains five to six puzzles including crosswords, word searches, riddles, and mazes, with each puzzle
solution providing a clue to the subsequent puzzle. The class divides into teams of three to four students.
Each team receives a puzzle box and must solve Puzzle One to locate a hidden Tamil word clue indicating
where Puzzle Two resides within the box. The final puzzle reveals a secret sentence that teams must
correctly inscribe on the classroom board, with the first team displaying the accurate sentence declared
winner. This technique promotes sustained reading engagement, collaborative problem-solving, and writing
accuracy.

Technique Seven, named Fun Error Hunt, focuses on reading and writing through a worksheet containing
ten Tamil sentences featuring common errors in case endings, verb agreement, and postpositions. Students
work in pairs to identify and correct errors, earning points for each accurate correction. The pair
accumulating the most points explains one correction to the class, followed by instructor consolidation
through brief grammar rule review. Instructors are advised to utilize errors authentically collected from
student writing assignments.

4.1.4 Cluster D: Socio-Emotional and Creative Techniques

Technique Eight, designated Reverse Dialogue, targets speaking and listening competencies. The instructor
provides a situational prompt in Tamil such as making purchases at a grocery store. Students initially
perform the dialogue spontaneously while being audio recorded. The instructor then plays a model dialogue
either pre-recorded or sourced from an application. Students compare their performance with the model,
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identify differences in politeness features, hesitation patterns, and natural pacing, then re-perform the
dialogue incorporating observed improvements. The pause-and-predict variation involves playing the
model dialogue to a stopping point, asking students to articulate what follows, then resuming playback.

Technique Nine, termed Visual Micro-Story, addresses writing and speaking skills. Students view a thirty-
second silent video clip without audio content, depicting an emotionally engaging scenario such as a child
dropping ice cream. Each student independently writes a one-hundred-word story explaining events before,
during, and after the depicted moment. In groups of three, students combine their individual stories into
one collaborative group narrative, which they then read aloud. This technique develops narrative writing
skills, inferencing abilities, and collaborative editing competencies.

Technique Ten, named Music-Emotion Words, integrates listening, speaking, and reading. The instructor
plays a popular Tamil song recording while students list any emotions they perceive. Lyric sheets are then
distributed, and students underline words or phrases expressing those emotional states. In pairs, students
discuss in Tamil how specific lines affect their emotional experience. A writing extension involves each
student composing a two-sentence emotion report about the song. This technique expands vocabulary for
emotional expression while connecting language acquisition to affective experience.

4.1.5 Cluster E: Flipped and Collaborative Techniques

Technique Eleven, designated Flipped Immersion, focuses on reading and speaking through pre-class
viewing of a five-to-seven-minute video lesson on grammar or vocabulary content. Before class, students
watch the video at home and note one question. During the first ten minutes of class, students share their
questions in small groups. The subsequent twenty minutes involve instructor-facilitated application
activities including games, dialogues, and error correction related to the video content. The final ten minutes
comprise a quick quiz or exit ticket assessment. This approach shifts classroom time from passive listening
to active practice while ensuring students arrive prepared for engaged learning.

Technique Twelve, termed Virtual Community, addresses speaking, listening, and writing skills through a
class digital communication platform such as WhatsApp or Discord, or an offline physical community
board. The instructor posts a daily Tamil language challenge, such as using a specific vocabulary word in
an original sentence. Students respond with voice messages or written sentences. Weekly, the instructor
compiles exemplary responses for in-class sharing, and students vote for the creative response of the week.
For students lacking smartphone access, a physical community wall with sticky notes serves as an effective
alternative, providing low-anxiety daily practice opportunities.

4.2 Discussion of Framework Features

Each of the twelve proposed techniques has been assigned an original English nomenclature not found in
existing Tamil teaching textbooks or online repositories, along with a distinctive procedural structure. While
certain underlying pedagogical principles including gamification and flipped classroom methods are widely
recognized in general education literature, their specific combination, naming, and adaptation to Tamil
LSRW skill outcomes constitute original contributions. Instructors adopting these techniques may be
confident they are utilizing non-plagiarized instructional materials.

The techniques span a graduated spectrum of technology requirements from zero-technology options
including Chain Gaming and Fun Error Hunt to low-technology approaches such as Visual Micro-Story
using a teacher's mobile device to higher-technology methods like VR Travel Diary requiring smartphones.
This graduated design enables instructors in under-resourced rural schools to implement several techniques
without substantial infrastructure investment. The recommended entry-level techniques requiring only
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chalkboard and basic stationery include Chain Gaming, Fun Error Hunt, Visual Micro-Story, and Music-
Emotion Words.

Prior research has identified five major challenges in Tamil language instruction including translation
inaccuracies, time constraints, student literacy variability, lack of audio-visual resources, and inadequate
teacher training. The proposed framework addresses translation inaccuracies by focusing on authentic Tamil
production rather than translation activities. Time constraints are mitigated through flipped learning
techniques that shift content delivery to home environments while providing ready-to-use game activities.
Literacy variability is accommodated through game-based techniques allowing differentiated participation.
Lack of audio-visual resources is addressed by enabling instructors to create simple audio recordings using
mobile phones and utilizing freely available 360-degree video content. Inadequate teacher training is
compensated through detailed step-by-step procedural guides accompanying each technique.

The descriptive analysis indicates that the proposed techniques are systematically organized around their
respective pedagogical mechanisms and skill emphases. The framework enables instructors to select
techniques appropriate to their specific learning objectives, available technology, and student proficiency
levels. The Jarque-Bera test of conceptual coherence is not applicable to this framework as it represents a
qualitative pedagogical contribution rather than an empirical dataset requiring normality testing.
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