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ABSTRACT

Name : Nurul Farida Mey Priatiningsih
NIM : D35205011

The Faculty : Tarbiyah

The Department : English Education

The Adviser : Wahju Kusumajanti, M.Hum

This research discusses about “The Application Of Games In Teaching
Speaking At MA Sunan Bonang Parengan”. This research is conducted at Ma
Sunan Bonang Parengan that located at Parengan Tuban. The researcher
adopted an action research model an acted as a classroom teacher, the
instruments of the research are observation checklist, questionnaire, and note
taking. The problems of discuss are what kind of games can be used in
teaching of speaking, how games are applied in teaching of speaking, and
what are the students’ responses to the use of games in teaching of speaking,
From the first problem is found that there are three games that can be used in
the teaching speaking; Whisper Circle, The Hot Seat Game, Tell me what You
Got. Second, the researcher applied 3 kinds of games. The games offered by
the researcher, and choose topics, which were simple and familiar to the
students. The results were obtained from the observation and the notes during
the activities in the class. The result showed the condition of the students’
speaking ability through games. In this case, the researcher observed and
noted what was going on in the class activities. The researcher spent three
times to practice the games. Third, The students responses towards the use of
the game themselves were good. They agreed with the application of games as
a means that was because this technique gave them relaxed atmosphere to
interact and socialize with each other and also to express their ideas.
Although, they still ashamed to speak. The games activities would not lead
them less confidence because there would not only one but also all groups
would achieve success. Games also enable the students to learn many things
from their friends and to socialize with another by trying to help one another
to accomplish a task given.
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CHAPTER1

INTRODUCTION

1.1 Background of the Study

English is the language mostly used around the world and as an
International Language. Almost, all books on science and outstanding journals
are written in English. Its function is a means of communication in business
meeting and other activities among government over the world. Beside that
English is used for science, knowledge, new invention in field of modemn
technology, pharmaceutical, medical, and etc. Due to the importance of
English, the Indonesia government through the National Education Department
quoted by Yitno states that “English is a means of communication in oral and
written. Commqm’cation in that language means to express information,
thought, feeling and also to develop knowledge technology, and culture™

As a developing country, Indonesia really needs English because
Indonesia government is trying to improve all life aspects that are usually faced
by all countries. One of these aspects is education. Therefore, the government
deeply concerns with English Teaching. The government has put English as one
of the compulsory subject at school, which must be taught to students from

elementary to university level.

! Yitno, "Teaching Listening in Senior High School", Unpublished S-1 Thesis, (Surabaya: Surabaya
State University, 2004), p.4



English is something important for the student to be taught at school.
But there are some problems that are faced by the students. They are speaking,
mastering vocabulary, and grammar. In some ways, “Marianne stated that
speaking considered the most difficult skill to acquire since it requires
command of both listening comprehension and speech production sub skills,"?
and it is realized that most students are hardly speak fluently. So, it proves that
English s really difficult for the students. |

There are four skills in learning English, they are listening, speaking,
reading, and writing. Speaking is important because people knowing a language
are referred to “the speakers” of the language. Speaking is used to express ideas
and to communicate with people in civilized world. But the students of SMA or
those who graduated from SMA still have difficulty to speak English fluently.
The problems are: first, the students feel ashamed and afraid to speak English,
because they never have a chance to practice and use the target language or do
not know what to say. Second, for the teacher, they do not use variety of
teaching which gives students chances to speak. The teacher has to motivate the
students to learn English in the class, and create the method of communicative
teaching,

In order to be able to speak English well, the students have to be given

many opportunities and encouragement to speak in the language they are

? Marianne Celce and Elite Olshtain, Discourse and Context in Language Teaching, (United Kingdom:
Cambridge University Press, 2000), p.165



learning. That is why the teacher must let the best technique through the
appropriate and interesting media for them, but for most students speaking is
regarded as difficult subject. It is difficult for them to express their thought and
ideas because they do not like to be laughed when they make mistakes.

Maley and Duff quoted by Eningtyas Salusia stated “a teacher always
goes ori over the problem of how to interest students in the language they are
learning. And the only Way is to let them do what interest them most™.>

Teaching speaking can be done through dialogues, picture, games, etc.
The teacher should choose suitable ways such as: using games. Teacher can use
games to teach speaking. Usually students like games. So by using them it is
hoped that the game will motivate them to speak.

Games have been used for years in teaching-learning process of
English; however games seem not to be used optimally as one of the alternative
way, since most teachers have wrong interpretation about them. The teachers
think that games are only additional activities to be used at the end of the lesson
when they have spare time. In fact games can be used at all stages of practice,
not only as the end of class activity

As an English teacher to be the researcher focuses her attention to the

teaching English as the language of the world, and chose the Application of

* Eningtyas Salusia, "Word Games as a means of Teaching Speaking to the Second Year Students of
SLIPN I Pucuk Lamongan", Unpublished S-1 Thesis, (Surabaya: Surabaya State University, 2004),

p.4



games in teaching speaking at MA Sunan Bonang Parengan as the subject of

her research.

1.2 Problem of the Study
This study will try to find out the answers to the following questions:
1. How games are applied in the teaching of speaking?

2. What are the students’ responses to the use of games in the teaching of

speaking?

1.3 Objectives of the Study
Based on the statement of the problem above, the objective of the
study is to describe:
1. The application of games in teaching of speaking

2. Responses given by the students to the use of games in teaching speaking



1.4 Scope and Limitation
To avoid misunderstanding what the researcher has explained, the
researcher gives limitation of this study: among four skills, the researcher
discusses speaking only for second year students at MA Sunan Bonang
Parengan and the researcher uses three games in teaching speaking: Whisper

Circle, The Hét Seat Game, Tell me what You Got.

1.5 Definition of Key Terms
The researcher wrote down the definition of key terms to support the
readers understanding this study easily and have same interpretation.
1. Teaching is giving somebody knowledge or skill.*
2. Speaking is expressing, idea, feeling or opinion.’
3. A Game is an activity in the classroom with rules a goal and element of

fun.®

4 Oxford Learners’s Dictionary, (New York: Oxford University Press, 1991), p.425

3 Oxford Learners’s Dictionary, (New York: Oxford University Press, 1991), p.396

¢ Jill Hadfield, Infermediate Communication Games: A Collection of Games and Activities for low to
mid-Intermediate Students of English, (England: Longman, 1990) p.vii



CHAPTER I

REVIEW OF LITERATURE

2.1 Speaking Ability

Speaking ability is important in language learning because we
communicate through our oral expression to gain much more information.
Keith and Morrow said, “Speaking is an activity to produce utterances in oral

communication.”’

It means that this activity is involving two or more people in
which the participants are both hearers and speakers having to react to whatever
they hear and make their contribution at high speed, so each participants has an
intention or a set of intention that he wants. In addition Fulcher defined that
“speaking is the use of language to communicate with other”®. Brooks quoted
by Richard also stated that ‘speech is language. Since many languages do not
have written form and we learn to speak before we learn to read or write, it was
argued that language is “primarily what is spoken and only secondarily what is
written™’, therefore, it is assumed that speech had priority in language
teaching,

By speaking, people will be able to communicate with others, because

they can deliver their ideas, opinion, and feelings.

? Keith Johnson and Morrow, Communicative in Classroom Application and Method for
Communicative Approach, (Hongkong: Longman Group Ltd, 1981), p.70
¥ Glenn Fulcher, Testing Second Language Speaking, (London: Pearson Education Limited, 2003),

3

.23

Jack C. Richards and Theodore S Rodgers, Approaches and Methods in Language Teaching; A
description and analysis, (United Kingdom: Cambridge University Press, 2000), p.49

6



Learning foreign language does not have any meaning without learning
to speak the language. The students have to leam to speak the target language
first then learn to read or write or write in the following stage in order to be able
to communicate well. In mastering speaking ability there are language
component that must be considered by the students such as grammar,
vocabulary, pronunciation and fluency.

David P Haris, in his book Testing English as a Second Language
defines speaking: "Speaking is a complex skill requiring the simultaneous use
of number of different abilities which often develop at different rates. Either
four or five components are generally recognized in analyses of speech process:
pronunciation, grammar, vocabulary, fluency and comprehension.”'°

By this, English teacher should not only give opportunities to the
students to use the language. River stated “Students of a new language will not
learn to speak fluently by hearing speech in class. Since speaking skill involve
active participant on the part of the students.”'’ So, the English teacher should
activate the students speaking ability by providing communicative language
activities in the classroom and then giving them the opportunities to practice

their speaking skill as much as possible.

' David P Haris, 7 esting English as a Second Language. (Tata Megraw Hill: Publishing Company

LTD)

" Rivers M Wilga, Teaching Foreign Language Skill, (Chicago: University of Chicago Press, 1970),

p.35



2.2 The Teaching of Speaking

Penny Ur stated that of the four language skills, speaking seems to be
the most important, people knowing a language are referred to “the speakers” of
the language, as if speaking includes all others kinds of knowledge. Moreover,
most foreign language learners are primarily interested to learn how to speak in
the language.'?> This means that the ability to speak always becomes a very
important goal of language learners in both native and foreign or second
language settings.

Because speaking is a significant ability for the students who study
English as a foreign language based on four skills, and the goal of teaching a
foreign language is to gain the ability to communicate in the target language.
Therefore, the teacher should give opportunities to use the language to
communicate with others as much as possible. The teacher must set the best
way to teach speaking practice, because without practicing the language, it is
impossible for the learners to use the target language and improve their
speaking ability.

To make speaking class work is not easy, usually the students do not
use much of the target language. And they only listen to whatever the teacher
explains. These are three factors why the students are silent in speaking class.

As Penny Ur stated:

12 Penny Ur, 4 Course in Language Teaching; practice and theory, (Cambridge: University Press,
1996), p.120



a. Inhibition. Unlike reading, writing and listening activities, speaking
requires some degree of real-time exposure to an audience. Learners
are often inhibited about trying to say things in a foreign language in
the classroom: worried about making mistakes, fearful of criticism or
losing face, or simply shy of the attention that their speech attracts.

b. Nothing to say. Even if they not inhibited. You often hear learners
complain that they can not think of anything to say: they have no
motivate to express themselves beyond the guilty feeling that they
should be speaking

c. Low or uneven participation. Only one participant can talk at a time if
he or she is to be heard; and in a large group this means that each one
will have only very little talking time. This problem is compounded
by the tendency of some learners to dominate. While others speak
very little or not at all.

d. Mother-tongue use. In classes where all, or a number of, the learners
share the same mother tongue, they may tend to use it: because it is
easier, because it feels unnatural to speak to another in a foreign
language, and because they fell less ‘exposed’ if they are speaking
their mother-tongue. If they are talking in small groups it can be quite
difficult to get some classes-particularly the less disciplined or
motivated ones-to keep to the target language.

Wang quoted by Rahmawati suggested some teaching strategies in
English oral presentation and oral practice in English classes, they are:
1. Cultivating language habits by being exposed to wholly English
presentation in a class.
In learning as a foreign language, it is important to use the language
completely in the presentation. For beginners they have to adjust to a new
language environment with the aid of the teacher’s facial expression and
gesture. These activities will be useful to acquire the language.

2. Creating lively atmosphere for communicative activities

13 Penny Ur, 4 Course in Language Teaching; practice and theory, op.cit., p.121
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If the atmosphere in the speaking class is alive, the students will be more
active in using the language. To achieve this, a teacher has to devote a
small proportion of a class time to simulate the students in communicative
activities. For examples, the teacher can ask them to talk about their daily
life or their experiences.

3. Presenting new material in a communicative context rather than in isolated
simple sentences.
The presentation of new materials at the right time in the right context is
useful for the students in learning a language. Therefore, presentation
should not only contain the meaning of the text but also the use of the
language in social context.

4. Providing a wider range of communicative by drawing upon the learners’
imagination and store of knowledge.
Learning through talking is better than passively memorizing phonology,

semantics and syntax. '

2.3 Games
Games are set of activities with some rules but full of fun. Many
teachers use games because they are not only amusing and interesting but also

highly motivating the students in learning a language. Johnson and Johnson

" Fransisca Rahmawati, “Using Prompt Cards to Teach Speaking to Young learners", Unpublished S-
1 Thesis, (Surabaya: Surabaya State University, 2006), p.14
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stated that “games are attractive because they are fun, the pleasant relaxed
atmosphere fostered by games has proven to be efficient learning.”'®

Brown (1985: 317) stated that games involve (1) rules which must be
followed (2) competition between individuals or teams (3) determination of
winner if teams of players are part of the games plans, cooperative learning as
well as competition can result. '

The teacher might want to try many games in the classroom as a part of
the lesson. But there are some factors that must be taken into consideration for
selecting games in order to meet the students need. Rixon in How to Use
Games and in Language Teaching stated that the aim of games is often to get
students talking to one another rather than always addressing their remarks to

the teacher or having him mediate what they say to one another."”

2.4 The Criteria of Game
Dobson stated some criteria a good language games they are:
a. Requires little or no advance preparation
b. Easy to play and yet provides the students with an intellectual challenge.

c. Short enough to occupy the convenient space in the conversation program.

1% David W Johnson and Roger T. Johnson, Learning Together and alone; cooperative, competitive
and individualization, (New Jersey: Prentice Hall Inc. Englewood Cliffs, 1975), p.75

' G. Yule Brown and George, Teaching the Spoken Language, (London: Cambridge University Press,
1983), p.317

7 Rixon S helagh, How to Use Games and in Language Teaching, (Lodon:MacMilan, 1981), p.4
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* The teacher should not compel an individual to participate due to personal
reason. Forcing students to participate usually does not have successful
results.

* A game, which looks wonderful on the paper, may not work in the actual
classroom setting. If it is tiring or boring, it should be stopped.

* Give clear instructions. Unless the learners know what he expected to do
and how to do it, the aim cannot be achieved, and the game cannot be

played.

 Aydan Ersoz, "Six Game For the EFL/ ESL Classroom" (The Internet TESL Journal, 2000) Vol. VI
No.6
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2.5 The Selection of Games

Lengeling and Malarcher (1997:42) quoted by Elok Kurniasari stated:

At least, the researcher should consider the four main factors that many
experts suggest in the games selection; they are (1) the number of
students, which should be concerned with the selection of which games
must be played individually and which of those, must be played in pairs
or groups. (2) The students’ proficiency level in terms of the language
which is required to play the games. (3) The learning topics, which should
be about the students’ needs and interest.

In her research, the researcher will play three games, which are chosen
with the consideration that they are suitable with the 2™ year of SMA students’
level. Further the description of those three games; Whisper Circle, The Hot Seat
Game, Tell me what You Got and it would be like the following details: 2

1. Whisper Circle

Name of Game : Whisper Circle

English Skills . Speaking

Objective :  Speaking, pronunciation, listening, grammar
Instructions

1. Divide the students into groups of 7 to 10.
2. Choose one leader from each group. Give the leaders a card, which has
the sentence. Every group has different sentence, which has relation with

the topic. Ask him to memorize the sentence, go back to his group and

' Elok Kurniasari, "Cooperative Games as a means of teaching speaking to the second grade students
of SMPN 7 Surabaya 2005", Unpublished S-1 Thesis, (Surabaya: Surabaya State University, 2005),

%15

http://www.teachenglishinasia.net/eslgames
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whisper what he has read on the card to the person on his back. Each
person will whisper the sentence to the next person and the sentence can
be said only once. The last person will say the sentence out loud.

3. Asked them to write down the sentences and arranged those sentences to
be a paragraph.

4. Discuss and identify the expressing of embarrassments from those

paragraphs.

2. Tell Me What You Got

Name of Game : Tell me what you got

English Skills : Speaking

Objective : make a story based on the picture given by the teacher
Instructions

1. Asked the students to work in pair
2. Give them a picture for every pairs
3. Asked them to discuss those picture and make a story

4. Every pairs deliver the result of their discussion by speaking aloud.
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3. The Hot Seat Game

Name of Game : The Hot Seat vGamé

English Skills : Speaking

Objective : Communicate words without saying them
Instructions

1.

2.

Break class into 4 or less teams

Place a 'hot seat' in front of the class and facing away from the board
Each team selects a leader

One team is up at a time and their leader sits in the hot seat

Write five words on the board so the leader can't see them

Number the words 1-5

Each team member is assigned a word or words on the board

Some team members may have more than one word

Team members take turns communicating their word to the leader without

saying the word with no spelling, writing, or drawing allowed

10. Team members can say 'pass' if their word is too difficult

11. Each team has 1 minute to get as many words as possible

12. The team with the most points at the end wins
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2.6 Games in Language Learning
According to Jill Hadfield:

The inclusion of games as an integral part of any language syllabus
provides an opportunity for intensive language practice, offers a context
in which language is used meaningfully and as a means, and act as
diagnostic tool for the teacher, one of the most important reason for using
games are simply that they are immensely enjoyable for both teacher and
student.” :

Saricoban and Metin 2000 quoted by Chen stated that
Games, which are task-based and have a purpose beyond the production

of correct speech, serve excellent communicative activities. On the
surface, the aim of all language games is for students to “use the

language”.

The role of the teacher in this game is very important. In this case,
teacher is a centre in the classroom, a monitor, a guide during the activities to
be done.

The teacher should never interrupt a game which is flowing successfully
in order to correct a mistake in language use. Further Jill Hadfield states that:

The teacher role’s in these activities is that of monitor and resource center
moving group to group, listening, supplying and necessary language,
noting errors but not interrupting or correcting as this impedes fluency

and spoils the atmosphere. It is a good idea to carry paper and pen and
note any persistent errors area of difficulty.*

® Jill Hadfield, Intermediate Communication Games: A Collection of Games and Activities for low to
mid-Intermediate Students of English, (England: Longman, 1990) loc.cit

* Jill Hadfield, Intermediate Communication Games: A Collection of Games and Activities for low to
mid-Intermediate Students of English, loc.cit.
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Collin w. (1993: 12) in Play game with English also said that “... the

teacher role, once the group listening in, contributing and if necessary

correcting.”?

2.7 Advantages of Using Games in Teaching Speaking

Some people said that if one is learning with having fun and there is
hilarity and laughter then is not really learning, because they have perception
that all learning should be serious and solemn in nature. It is possible to learn a
language as well as enjoy oneself at the same time. One of the best ways of

doing this is through games.

There are many advantages of using games in the classroom according
to Kim:

1. Games are welcome break from the usual routine of the language
class.

2. They are motivating and challenging.

3. Learning a language requires a great deal of effort. Games help
students to make and sustain the effort of learning.

4. Games provide language practice in the various skills-speaking,

writing, listening and reading.

They encourage students to interact and communicate.

6. They create a meaningful context for language use.?

bt

5 Collin W, Play Game With English, (England: Longman, 1993), p.12
% Lee Su Kim, “Creative Games Jor the Language Class” (The Intenet TESL Joumnal, 1995) Vol. 33
No.1,p.35
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In line with Kim Martha and Casey give the general benefit of games:?’
Affective:
- Lowers affective filter
-  Encourages creative and spontaneous use of language
- Promote communicative competence
- Motivates
- Fun
Cognitive
- Reinforces
- RevieWs and extends
- Focuses on grammar communicatively
Class Dynamics

Students centered

Teacher acts only as facilitator

Build class cohesion

Fosters whole class participation

Promote healthy competition

M. Martha Lengeling and Casey Malarcher, “Index Cards: A Natural Resource for aTeachers” (The
Internet TESL Journal, 1997) Vol. 35 No.4, p.42
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Adaptability
- Easily adjusted for age, level, and interest
- Utilizes all four skills
- Requires minimum preparation after development
Based on the advantages discussed above, researcher choose games as
an alternative to teach speaking to help students experience and the students can

use the language.



CHAPTER Il

RESEARCH METHODOLOGY

3.1 Research Design

The research was done to describe the teaching of speaking through
games, and this study is classified as qualitative in nature. “A qualitative
research is a kind of research that does not employ statistical pfocedures or
other means of quantifications to arrive at the findings.” *A qualitative research
is naturalistic because the actual setting becomes the source of the data and the
researcher is the key instrument.

Related to the purpose of the study, that is to describe the application of
games in teaching of speaking the research design employed in the study is
belong to a descriptive methodology. This descriptive study is designed to
obtain information concerning a particular issue and then describe it.

The study adopted an action research model. Classroom action research
is the form of reflection study which is done by the actor to increase the rational
steadiness from their action in doing the duty of deepen understanding to the
action, and make the condition of learning practice better.?® In this case the
researcher acted as a classroom teacher. Since the study is descriptive

qualitative, the application of games in teaching of speaking in the classroom is

% Salimah, English Learners' Speaking Strategies in EFL Speaking Class, Unpublished

29

Budi Jatmiko, Penelitian Tindakan Kelas (PTK), Kumpulan Makalah-Makalah Penelitian Tindakan

Kelas, (Surabaya, Universitas Negeri Surabaya Press: 2002)

21
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described in the form of words rather than in numbers. During the research, the
researcher is not only taking a role as a teacher but also as a researcher of her
own practice. In other words, she explained to her students the rules of the
games that they were going to do. As a researcher she observed the application
of games in teaching speaking by investigating the students and the classroom
situation during the teaching learning process. For further information, Mcniff
defines action research, as an approach to improve education through change,
here teacher encouraged to develop their own personal theories of education
from their own practice. It means that when the teacher becomes more aware of
her students learnt, then the whole educational process hopefully becomes more
enjoyable and meaningful.*®

The researcher observed the subject over an extended time during the
research. Because of that, an action reflection spiral model as proposed by
Kemmis and Taggart is applied. The researcher chose Spiral Model because it
involves explanation instead of the prescription one. Explanation is important
as long as the researcher concerns with the educational field. In this model there
are four steps. Those are Plan, Action, Observation and Reflection.

The detailed model is illustrated as follow;*!

* Jean Mckniff, Action Research Principals and Practice, (http://www.google.com/books?
action-+research+by+Jean+McNiff), p.1
*! Prof. Dr. Rochiati Wiraatmadja, Mefode Penelitian Tindakan Kelas, (Bandung: PT Remaja

Rosdakarya, 2008), p.66
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Fig. 1 Action Reflection Spiral Model (Kemmis and Taggart, 1988)

In the plan step, after the problem had been identified, the plan of
action was done to improve the present situation. The detailed plan was needed
to inform what the modification of presenting games was and how the revised
teaching strategies would be applied. In this Level the researcher designed a
lesson plan for teaching English, especially for speaking skill. It consists of
formulated objective, selected and organized materials. The researcher also
prepared media. In action step, what the researcher had planned was applied in
this level. Meanwhile the effect of action levels will be observed and
documented at the observation step. Finally the effect that was recorded
during the observation were evaluated and explained to be further planning,

acting in reflecting step.
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Research Setting and Subject

In order to collect the data the second year students of MA Sunan
Bonang Parengan Tuban that consists of 33 students employed as the subject of
this study. They were chosen with the consideration that they have learned
English four year. Here the writer hoped that English was not something new
for them so they could communicate although in a simple way. Moreover, they
still like activities that promote a lot of fun, such as games.

The setting of this study was MA Sunan Bonang Parengan Tuban. This
place was chosen because the situation inside the school is conductive and
comfortable. The researcher chose one class considering that the students have
different levels and heterogeneous background (some have joined English
course, or some have not). By doing so, the researcher could see whether or not

games were appropriate to be applied to the students.

Data

This data in this study comprised the result of the observation checklist,
the questionnaire and the note taking taken by the researcher during the
observation of the application of the games from three meetings. Those 3 kinds
of data were functioned as followed:

- The result of the observation checklist
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The data were used to answer the second question how games are
applied in teaching of speaking; the data were also to find out how to play
games in effective ways.

The result of the questionnaire

The data were used to find the answer third question of the research
question what are the students’ responses to the use of games in teaching of
speaking, the data were also used to find out whether “games” could help
students to practice their speaking ability or not.

The result of the note taking

The data were used to complete the data from the observation
checklist and the questionnaire. In the notes, the researcher wrote down
some students’ sentences in order to know how far their sentences were
understandable or assessable. Further, the teacher also wrote the
researcher’s language (oral instruction to the students, and also noted any
phenomena appeared in the close) in short, the three kinds of data to answer
whether games could help the students to use their speaking ability or not.
The data presented in a descriptive by explaining the result from the

observation checklist, note taking, and the questionnaire.
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3.4 Research Procedure

This study conducted at the following procedures: preliminary study,

implementation the plan, reflection and revision.*?

a. Preliminary Study

c.

f.

Researcher has observed in the class, there were soﬁie problems in the
classroom, some students were still silent when the teaching-learning
process. They were afraid to speak out loud, because they were afraid
of making mistakes.
Before doing the research, the researcher make preparation those are:
Choosing the material that appropriate with the time of the activity of
the study.
Designing Lesson Plan;
Designing the material
Preparing research instrument, those are:

1) Observation check list

2) Note Taking

3) Questionnaire.
Asking headmaster’s permission whose school will be place of study;

Consulting with the English teacher.

b. Implementation The Plan

%2 Suharsim Ankunto, Prosedur Penelitian; Suatu Pendekatan Praktek Edisi Revisi VI, (Jakarta: 2006),

p.98-99



1)

2)

3)

4)

3)

27

It was used by the researcher to apply the games in the speaking
subject.

Planning

It was used by the researcher to prepare the instrument that would use
in the research. The instruments were: observation checklist,
questioner, note taking and other’s instrument (Lesson Plan or
Material)

Acting

The researcher explained to the students about the game, and gives
them the rules, after the students understand the explanation of the
researcher. Class run according to the lesson plan that has been made.

Observation

When the Students doing the games and class were running, the
researcher observes what the teacher done and what the student’s
activities during the teaching learning process.

Reflection

The researcher studied, watched, and considered about the result of
action which was done, if the method succeed of applied the games in
speaking competence.

Revision.
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The discussion of the revision is according to the result of reflection,
and after the entire researcher made revision about the repairing

action to carry into the next stage.

3.5 Data Collection Technique

In this research, the data were collected three times during the research.
The writer did it by considering that there were only three meetings that would
be given to the students to play games. The researcher collected the data
through direct observation. This technique is meant to observe and make note
on what was going on in class especially to the subject of the observation when
they were playing the games. Then, at last meeting, she distributed a
questionnaire to each student in the class. The data from the questionnaire were
used to determine whether or not games could help the students to practice their
speaking ability, and also to know their responses to words the application of
games in teaching of speaking. To make the data easier to be analyzed, the
writer used checklist. She also identified inappropriate aspect on the
presentation or applying of games. Therefore, after inappropriate aspects ‘are
identified, she solves weaknesses to be applied in the next meeting. In this case

the writer repeated the activities until three times.
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3.6 Instrument
The researcher was the key instrument. It means that she had an
important role doing in the research. In other words the success of the research
greatly depended on her role. The writer used an observation checklist (see
appendix 1) to gather any information on what was going on in class when the
games played by the students. At the last meetings, the researcher distributed
questionnaire to the students in order to know their responses toward the
application of games in teaching of speaking.
a. Observation Checklist
The data were used to obtain any information concerning the
teaching learning process, while the games were applied
1. The topic
The indicator dealt with some point like how far the topic was
understandable and motivated the students to learn and interacted with
each other
2. The technique of conducting the games
The indicator dealt with some point like how far the topic was
understandable
3. The teaching-learning process
The indicator dealt with some point like how far the teacher

could explain the rules of the games
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b. Questionnaire
The data were used to obtain any information concerning the
students’ response toward the application of the games in the teaching
of speaking class. The result of the data would be the answer of the
second question.
c. Note Taking
The data from Note Taking were used to complete the data from
the observation checklist and questionnaire. In the notes, the researcher
wrote down some students’ sentences in order to know how far their
sentences were understandable or assessable. However, that would not
be too difficult to do by the researcher as long as the students spoke in
aloud voice when they communicated with other groups. Moreover, if
they were enthusiastic in playing the games by participating very often,

it indicated that the games were not difficult for them to play.

3.7 Data Analysis
The researcher analyze the data obtained from three meetings by using
descriptive qualitative manner. She describe the data to give information on the
application of games in teaching of speaking. The data were analyzed based on

notes, questioner, and observation checklist.
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The result of the observation checklist was according to the class
condition when the games were applied and also according to the subject’s
action,

The result of the questionnaire was presented in a percentage technique
and then analyzed according to the subject’s responses

The result of the notes taking was analyzed according to the subjects’
performance and the difficulties they faced while playing the games. The data
were used to support and explore the data obtained from the observation
checklist and the questionnaire in order to conclude whether the games could

help students to practice their speaking ability or not.



CHAPTER 1V

RESULT AND DISCUSSION

In this chapter, the researcher tries to introduce the data, which were obtained
during the research. The analysis of the data covers the result of the observation
checklist, questionnaire and note taking. This chapter covers the answer to the
research problems. They are:

To answer the 1% question, the writer needed to describe the data from the
result of the observation and the explanation of the observation checklist, the data
from the questionnaire to answer the 2™ question, the data from the notes also be
described to complete the data from the result of the observation checklist and the
questionnaire.

4.1 The result of the Observation and Questionnaire
4.1.1 Presentation of the cycle
4.1.1.1 First Cycle

Before doing research, the researcher met the teacher of
English subject and interviewed him about the problem of the
class, and the teacher explained that most of the students seemed
to be silent in the class. Because of that problem the researcher
choose “Whisper Circle” as the first game to be given for
students, unless they do not need to speak more. The first cycle

was held on May 26, 2009. The topic was expression of
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embarrassment, after the researcher greeting to the students and
check the attendance list, the teacher explained about the topic
and write down oh the blackboard. After that the researcher
started to introduce the games. And gave the rules and how the
game should be played. After the students understand what is
described by researchers, then the researcher divided students into
6 groups and every group consist of 6 students another Group is 5
students. And choose one leader from each group. The researcher
asked the leaders to come forward and gave them the card, which
has the sentence. Every group has different sentence, which has
relation with the topic. The researcher ask the leader of each
group to memorize the sentence in one ﬁinutes, and asked them
going back to his group and whisper what he has read on the card
to the person on his back. The class was noisy because most of
them gave applause to the students who have completed their turn,
and the last person from each group, spoke out loud together, then
researchers warned that they should speak one by one. Some of
them have made a mistake in pronunciations, but, the researcher
corrects their mistakes after they finished their word in order not
to discourage the students to speak. After they finished talking,

the researchers gave the correct pronunciation by writing on the
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blackboard and drilling for them until they can pronounce
correctly

Then, the researcher asked them to write down the
sentences in blackboard then researcher correcting the sentences,
but they do not make mistakes in writing, so researcher asked
them to arrange those sentences to be a paragraph. Each group has
its own answer, then researcher asked them to write down in black
board. 2 of Six group have the right answer. Four groups that
have correct answers researcher appreciated them by saying “very
good” / “that’s right” or saying “give applause to your friend” in
order that the students are always motivated to be active to play
the .game and be motivated to speak. After all the students discuss
and identify the expressing of embarrassments from those
paragraphs.

During the teaching learning process the researcher also
observed the class included the topics, the technique of
conducting games, and the teaching learning process. The
researcher observed the activity directly. In this cycle the game
was done quite well. The students pay attention to the teacher, but
they still got difficulties to understand what the teacher said, to

make the students understand well the researcher translated the
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rules and the explanation into Indonesian and also tried to answer
any question related to the rules of game.

There were some important points that should be given
more attention in this cycle. It was about the technique. It was
found that there were students still got difficulties about the rules
because they could not understand the introduction well, they
were afraid to make a question to the teacher, so they only
whisper each other. Here the researcher should explain the rules
more understandable by give them example how the game should

be played

4.1.1.2 Second Cycle.

This cycle was held on 27 May 2009. Afier greeting, the
students enthusiastic with the lesson, by asking the researcher “the
game today what miss?”, although they made a mistake researcher
tell them that the game was “Tell me what you got” and they
would work in pair work. And write the correct sentence “what is
the game today, miss?” researcher also write down the topic of
this Cycle in blackboard “Expressing Feeling of love (like)”. The
researcher gave question to the students “What is the meaning of
Love?” some of them answered the question with english, and the

teacher also asked how to express Love or like, most of them
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speak, but when the teacher asked to raise their hand, no one
speak. The researcher started to introduce the game by asking one
of their friend come forward and doing the game according to the
rules. After that researcher said that they could raise their hand
and create question if they have difficulties to understand the rules
of the game. No one of the students who make a question, than
researcher divided the class into pair work, and then researchers
began to distribute the picture for every pairs, and give them 15
minutes to discuss with their friend, if some of the students start
talking in Indonesian the researcher remind them by saying “in
English, please” the researcher asked them to deliver their result
from discussion. At the last the researcher discuss briefly some
grammar mistakes and wrong pronunciations that occurred, the
researcher also corrected the grammar errors after the student
finish their speech.

In general the game was playing well than before because
in this cycle the researcher do not need repeat the instruction for
many times, because the students have understood what they have
to do and they showed cooperative behavior during playing the
game. And some times some students asked the researcher the
meaning of the instruction and they were not afraid to express

their thought although some of them still mispronounced some
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words and grammar mistakes in producing sentences, even while
some of them seemed to be silent because they were still shy to
express their idea and they were afraid of making mistake. In this
cycle their pronunciations and grammar were still imperfect but
the most important thing they could enjoy this activity and were
quite confidence in expressing they thoughts. But, the researcher
could not allocated the time well because the students need a
longer time to choose and comprehend the word become a
sentences. The students enthusiastic with this game, sometimes
they were very noisy. It made the researcher could not control the

situation of the class well.

4.1.1.3 Third Cycle.

The third cycle was held on 28 May 2009. The last game
that was given to the students was “The Hot Seat Game” this was
the game that would be given to the students the main objective of
this game was communicating words without saying them. In this
game the researcher made some improvement based on the result
of the first and second cycle. It was about controlled the class and
the explanation.

After the researcher explained the instruction and they

could understand by saying their thought about the instruction,
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researcher then organized the students into group work and selects
a leader to make them easier to be controlled. The researcher put a
'hot seat' in front of the class and facing away from the board. One
team has a time and their leader sat in the hot seat, the researcher
began to write five words on the board, so the leader could not see
them, and number the words 1-5, each team member is assigned a
word or words on the board. And some team members may have
more than one word, after the leader sit down in "hot seat" team
members communicate their word to the leader without saying the
word with no spelling, writing, or drawing allowed, the team
members can say 'pass' if their word is too difficult, Each team has
5 minute to get as many words as possible

In this cycle the students’ willingness to speak was better
than previous cycle, although they made mistakes they are not
afraid to speak up, they all motivate to speak because the topic
encourage them although there were still errors found in their
speech,

In this cycle the students showed some improvement.
They were easier to be controlled than previous cycle, they did not
make class noisy like previous cycle. The students also more

confidence to speak up although there were still grammar
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mistakes made. All technique and suggestion that had been

applied during the researcher were applicable.

4.1.2 . Discussion of the presentation of the cycle
The researcher found several things that can be noted down
from the result of the observation during the games was played. In this
case the researcher observed what was happened in this activity.

In the first cycle there were so many things happened. In this
cycle the students are only repeating the sentences from the researcher.
So, they did not make grammatical mistakes. But they made some
pronunciation errors words:

a) Decided[d3sIdId] instead of [di'saidid]
b) Bath [bet] instead of [ba:0;]
c) Occupied [&kkupid] instead of ['kjupald ]
d) Could [kavld] instead of [kad;]
e) Were [wea (1)] instead of [w:3(r)j
f) Realize [riliz] instead of [ri:slalz]
g) Naked [nekid] instead of ['nelkId]
h) Felt [fi:1] instead of [felt]
In the second cycle, and the student enjoyed the activity. In this
game the students were quite confidence to speak and expressing their

idea. The topic Expressing Feeling of Love (Like) also motivated them
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to speak up. Although some of them seemed to be silent, but in general
most of the students that were more active than in the previous meeting,
The pronunciations of some words and the grammar mistakes were still
found here for example in this cycle the students were still influenced
with their colloquial. The students were still thought by using
Indonesian structure.
"I like moment birthday me" instead of I like my birthday
moment
The student also forgot to use an article in specific thing:
“Paris is beautiful city in world” instead of Paris is beautiful
city in the world
The student also did not add the final s in the word bring:
“He bring the Indonesia... " instead of He brings the Indonesia
The student also made some mispronounced in the second cycle
a) Cases [k&fIs] instead of [kelsIs]
b) World [waud] instead of [w3:1d]
¢) Brave [brave] instead of [brelv]
d) Around [‘mravn] instead of [eraun]
e) Climb [klemb] instead of [klaIm]
f) Daily [dellal] instead of ['delli]
g) Science [sIns] instead of [salons]

h) Knowledge [knpled] instead of [nolid3]
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i) Hero  [herav] instead of [hisrav]
In the last cycle the students also made some improvement.
They were easier to be controlled than previous cycle, they did not make
class crowed like previous cycle. The students got used to the game.
They felt confidence to speak in front of their friend. It made them feel
free in vexpressing their idea. Their willingness to speak was better
compared to the one at the previous cycles. The technique made the

students and the atmosphere of the class more lively.

4.2 The result of the questionnaire

In conducting her research, the researcher also used questionnaire to
collect the data. She used this technique to know the students’ responses to the
use of game. The analyses of the students’ response then indicate the responses
of using games while the games were applied in the speaking class. Concerning
the result of the questionnaire the researcher comes with conclusion that game,
in fact could applied in teaching speaking and help the students to practice their
speaking ability, because the games could create a relaxed atmosphere, so that
the students could express their ideas freely. Moreover, the topic used in the
application of the games could motivate them to participate actively in the
speaking class activity they had already been familiar with some words related
to the topic.. The followings are the indicators being measured and elaborated

in the questionnaire:
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. The students opinion about English (1)

. The students opinion about Speaking (2)

. The students opinion about the games technique (3-7)

- The students opinion about the topics used in technique games (8-10)
. The teachers role in application of the games technique (11-14)

. General evaluation (15-20)

The result is presented in the following table:

Numbers of answer
Number

A B C D

1 4 16 13 -
2 1 23 9 -
3 3 12 16 7
4 18 15 - -
5 11 22 - -
6 6 7 14 6
7 - 1 21 11
8 9 23 4 -
9 10 22 - -
10 16 13 3 -
11 13 8 12 -
12 7 13 7 5
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13 8 18 6 1
14 12 11 8 2
15 15 15 3 -
16 11 19 2 -
17 14 17 2 -
18 6 15 12 -
19 11 16 5 -
20 18 14 1 -1

After classifying them, the frequency of occurrence of each opinion
type is counted to know the proportion of each opinion type; it is calculated

using this format:

Number of comments of each type X 100%

Total Number of students



1. The students opinion about English subject

No

A

B

C

1

12.12 %

48.48 %

39.39%

2. The student’s opinion about speaking skill

No |A B C D

2 {3.03% 69.7 % 27.27% -
3. The students opinion about the game technique

No A B C D
3 [12.12% 36.36 % 4848 % 3.03%
4 |54.55% 45.45% - -
5 [3333% 66.67 % - -
6 |18.18% 2121% 4242 % 18.18%
7 |- 3.03% 63.64% 33.33%

4. The students opinion about the topic used in the games technique

No A B C D
8 12727% 69.7 % 3.03% -

9 1303% 66.67 % - -

10 [48.48% 39.39% 9.09 % -

44



45

5. The teacher’s role in the application of the technique

No A B C D
11 [39.39% 2424 % 36.36 % -

12 [21.21% 39.39 % 21.21% 15.15%
13 |2424% 54.55 % 18.18 % 3.03%
14 |36.36 % 3333% 24.24 % 6.06 %

6. General evaluation

No A B C D
15 45.45% 4545 % 9.09 % -

16 [33.33% 37.58% 6.06 % -

17 (4242 % 51.52% 6.06 % -

18 |118.18% 4545 % 36.36 % -

19 [3333% 48.48 % 15.15% 3.03%
20 (54.55% 42.42 % 3.03% -

1. The student’s opinion about English subject
Based on the students answer on the questionnaire, it revealed that
there were 48.48 % of the students who stated that they were interested in

English subject. 12.12 % of them stated that they were interested in English
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very much. In addition 39.39 % of them stated that they less interested in
speaking English
. The student’s opinion about speaking skill

From the table above, it can be seen that most of the students were
keen on the speaking skill. Furthermore, 27.27% of the students stated that
they liked the speaking skill very much, 69.7 % were interested in speaking
skill and only 3.03% were less interested in the speaking skill
. The students opinion about the game technique

36.36% the students stated that the technique was easily understood.
48.48% stated that it was rather difficult to understand. 3.03 stated that it
was difficult. In addition 12.12% of the students stated the technique was
quite easy to understand.

Most of the students stated that the rules of the games should be
explained more clearly in order that they could understand the instruction
and play the games very well. In addition 66.7% of the students also like to
the application of the game in speaking class. And 33.33 % of them were
keen on the application of games in teaching of speaking.

Meanwhile, during the application of games, 21.21% of the students
stated that they often worked in groups to discuss the materials given and
42.42% stated that they rarely discuss it together with their group. And

18.18% of the students stated that they never discuss with their group. In
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addition only 3.03% of the students expressed their opinions thoughts while
the games were being conducted.
- The students opinion about the topic used in the games technique

From the table above, it can be seen that most of the students were
very interested in the topics used in the games. And 66.67% of the students
'also admitted that the topics helped them to be active in the speaking class.
In addition most of the students stated that, their friend were also
enthusiastic in playing the games.
. The teacher’s role in the application of the technique

Based on the student’s answers on the questionnaire presented in the
table above, it can be seen that the teacher motivated the students to
participate actively during the application of the games. Concerning the
errors of the students sentences most of them said that the teacher often
corrected their grammatical mistakes. However, the correction was only
done if the messages they conveyed were not assessable. Furthermore most
of the students admitted that the teacher also gave them chances to express

their ideas.

. General evaluation

In the evaluation of application of the games in the speaking class, it
can be seen that most of the students stated that the technique helped and
gave them more chance to practice their speaking ability. That was because

the games provided a relaxed atmosphere in which made them feel free in
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expressing their ideas. This could be seen from the result of the
questionnaire that 45.45% of the students stated that they were motivated to
practice their speaking skill when the games were conducted. Meanwhile,
57.58% of the students stated that they felt free and comfortable in
expressing their opinions and thoughts when the games were conducted.
Further, almost all the students sfated that the technique motivated them to
work in groups, so that they could accomplish the tasks easily and quickly.
Moreover, 45.45% of them were willing to help and encourage their friends
to be active in the speaking class activities.

Most of the students also admitted that they felt free was a progress
on their speaking ability such as the development of their vocabulary
because the technique gave them a relaxed atmosphere so that they could
express their opinions freely without fear of making mistakes. Finally, all

the students agree with the application of games in teaching of speaking.

4.3 Discussion.

The data obtained from the three time observation by using observation
checklist and note taking, and also the data obtained from the questionnaire are
identified into two parts in the form of paragraph, they are: How games are
applied in teaching of speaking, and what are the students’ responses to the use

of games in teaching of speaking.
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4.3.1 How games are applied in teaching of speaking

The researcher applied 3 kinds of games. The games offered by
the researcher, and choose topics, which were simple and familiar to the
students. The results were obtained from the observation and the notes
during the activities in the class. The result showed the condition of the
students’ speaking ability through games. In this case, the résearcher
observed and noted what was going on in the class activities. .

In the first meeting, for example, there were so many problems
faced by the researcher. At the first meeting, the students were still
difficult to understand the direction.

45.45 % percentage of the students that they were motivated to
practice their speaking skill when games were conducted and 57.58%
percentage of the students stated that they felt free and comfortable in
expressing their opinions and thoughts when the games were conducted, it
means that the students' response and participation during the class was
fair,

Having said that, the students were still difficult to imagine about
what they should do from the games. It took a long time for them to
imagine the games. They whisper each other and did not ask any question
to the reseafcher about the instruction. Sometimes they got difficulties to
arrange the sentences or the pronunciation. Such as: arranging the word or

sentences, selecting the word (diction), and structure. Beside that, they



50

were afraid to express their idea in front of the class, So, they were just
speaking slowly, or whisper each other.

However the activities are not done perfectly, but the students’
response and active involvement during from time to time were good. All
the activities in the class running well. It can be seen in the observation
checklist for the students. Most of students participated and responded to
the teacher explanation in the last cycle. It showed that the percentage of
the students' response and participation during the class was good.

Though in the firs meeting, there had been a serious problem. But,
gradually it can be solved. Exactly, the students’ speaking difficulties
were in properly speaking. Firstly, as the researcher said above, they just
felt shy and afraid, it is because they rare to practiced it in their daily
activity, either in the school activity (class) or outside of school with their
friend. Secondly, the students' difficulties related with the language itself.
Most of them made mistake in pronunciation and structure. In
pronunciation, the students made mistakes, especially in the first cycle
and second cycle. The mistakes or error were influenced by their
interlingual error (the error that which could be traced to L1) usually they

made sentences with Indonesia structure
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4.3.2 The students’ responses to the use of games in teaching of speaking

The students responses towards the use of the game themselves
were good. They agreed with the application of games as a means that
was because this technique gave them relaxed atmosphere to interact and
socialize with each other and also to express their ideas. Although, they
still ashamed to speak. The games activities would not lead them less
confidence because there would not only one but also all groups would
achieve success. Games also enable the students to learn many things
from their friends and to socialize with another by trying to help one

another to accomplish a task given.



CHAPTER Y

CONCLUSION AND SUGGESTION

This chapter covers the conclusion and suggestion based on the result of the
previous chapter. The conclusion is taken from the data analysis and some
suggestions are given to English teacher and other researcher who are going to
conduct similar research.

5.1 Conclusion

1. The researcher applied 3 kinds of games: Whisper Circle, The Hot Seat
Game, Tell me what You Got. Based on the analysis in the previous
chapter we can see that the application of the games could facilitate the
speaking ability of the senior high school students of the second year. The
games also reduce the students’ fear of making mistakes that was
considered as one of the main factors inhibiting them from practicing the
target language. So, by using this games the students could speak freely
without being afraid of making mistakes, although some of them still
afraid to use the language because the their limited vocabulary. Their
pronunciation and speaking getting better from time to time.

2. Meanwhile, the students’ responses towards the use of the games

themselves were good. Most of them agreed with the application of games

in the teaching speaking.
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5.2 Suggestions

At the end of this study, the researcher would like to give some

suggestions related to the result of this study, the suggestion are presented as

follows:

1.

The topic of the study must be interesting and familiar to the students,
because it would be motivated to practice their speaking ability because if the
topic familiar with them they may have been familiar with some words
related to the topic used. So, they would be easy the choosing and compose
into sentence. Making a lively atmosphere before starting games, in order to
stimulate the students to be active by raising simple question to the students.
Explaining the rules of the games more clearly and slowly in order to make
them easy to understand and the game successful played. And they can
deliver their opinion freely without fear making mistakes.

Control the students’ interaction as well as observing their motion.
Motivating them to speak and explaining their mistakes, if it is necessary
correcting should be done. Controlling the allocated time in order that the

students can play the games effectively.
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