BAB IV
FINDINGS AND DISCUSSION

A. Finding
1. Game needed by Students of SMA N 1 Tahunan
There were several ways to know how the game needed by the
students’ of SMA N 1 Tahunan. It was also the first stage of this research.
To finding what the students need, it could be taken from the literatures,
observation of learning acivities and interview with the English teacher of
SMA N 1 Tahunan. Below was the description that the researcher found in
the first stage of this research:
a. Literature Studies
Table 4. 1 Lists of Literature Studies
No
1

Name
Wiratna

Title

Result

Tri, Improving Student The

Fadhillah Siti Engagement

of

this

in research showed that the

Sutarni,

Speaking

Triyatno

using Role Play

(2017)

results

Class use of role-play can
enhance
activity

students’
in

knowing

speaking skill to the fifth
grade students. It can be
proved

by

the

improvement of mean
score of students’ activity
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2

Putri

Arin Improving Students The output of this research

Amalia,

Speaking Ability by showed that the apply of

Hariyanti

using Role Play at role

Hendra

play

is

able

to

Sri Seventh Grade of improve the seventh grade

(2015/2016)

Darul Mahdeeyah, students’ speaking skill at
Thailand

Darul Mahdeeyah Private
School Songkhla Thailand
by developing students’
vocabulary, grammar and
fluency through role play

3

Krebt

Dhea The Effectiveness The

Mizhir (2017)

of

Role

Techniques

outcome

of

this

Play research

showed

that

in using

role-play

as

Teaching Speaking classroom technique is
for EFL Collage effective to improve the
Students

performance

in

examine

speaking

of

an

among Iraqi EFL students.
4

R
Yassi

Arham, The Use of Role The results of this research
Abdul Play to Improve showed that Role Play is

Hakim, Arafah Teaching Speaking

respected as a suitable way

Burhanudin

to

(2016)

speaking skill for nursing

enhance

students

at

English
STIKES

Amanah Makassar
5

Soraya
(2017)

Aida Improving

As the result

Students’ Speaking research,

Role

of the
Play

Skill through Role improved the students’
Play Technique on speaking problem
Eleventh

Grade

Students
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In the first step of doing this research, the researcher looked up on literature
studies. There are five literature studies that were used in this reseach. The result of
the litertures showed that role play was effective to improve students’ speaking
skill. It could be seen that the students’ vocabulary mastery and the student’s
confident were improved well. The differences with previous studies and the
present research are the focus on general designing of speaking skill, the object of
the research and time setting. In this research, the writer focus on designing game
Bondowoso based on role play technique to improve students’ speaking skill and
the object of this research is the tenth grade of SMA Negeri 1 Tahunan in academic
year of 2020/2021.
b. Collecting Data
In this research, the researcher used observation and interview to collect the
data. The observations were teacher learning activities and students activities in
role play while the interview was done by the English teacher of SMA N 1 Tahunan.
The total number of the interview was thirteen questions. The result of the
observation and interview was as follow:
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1) Interview
Table 4. 2 The Result of Interview Between Researcher and Teacher of SMA
N 1Tahunan
NO
1.

QUESTIONS
What

ANSWER

English I am teaching 4 skills. They are

materials

that Listening,

Speaking,

Writing,

and

teacher teaches to Reading. For the tenth grade materials
the students?

are Introducing Oneself and Others,
Greetings, Partings or Leave-Takings,
Recount Text, Expressing Happiness,
Expression of Showing Care and
Sympathy, Expression of Sympathy,
Narrative

Text,

Invitation,

Making

Expressing

an

Accepting

and

Declining an Appointment, Procedure
Text, Descriptive Text, and News Item.

2.

How

are

students’

the Some students can follow the speaking
lesson well. However, there are more

responses to the students who can not follow speaking
speaking material lesson

well.

They

seem

more

delivered by the embarrased and afraid to start a
conversation or even read written

teacher?

dialogue.

3.

What

are

difficulties
experienced
teacher

the For my self as a teacher, the difficulty
that i often experience is the difficulty of
by finding the right technique in teaching
and English, especially speaking to students.
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students

during Because, with good and appropriate

English speaking techniques will make students excited
and interested in learning. Besides that,

learning?

the enthusiasm of students who are less
in

learning

English.

Then,

the

difficulties faced by students as far as i
teached them, they always complain
about

having

difficulty

having

confidence in speaking, besides that
they also feel bored by just reading the
dialogue texts that i give.

4.

What

is

the I usually use the conventional technique

technique used by of reading the dialogue in the book,
the

teacher

in besides that i’ve also asked them to

delivering English make video conversation.
speaking material
to students?
5.

What

are

the Students are easier and more focused in

advantages of the English

conversation.

Besides that

technique used by students have the confidence to practice
the

teacher

in speaking.

delivering
speaking material
to students?
6.

What

is

the Students often feel bored because they

deficiency of the only read the text and they often do not
technique used by understand
the

teacher

delivering

the

meaning

of

the

in conversation from the dialogue they
read.
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speaking material
to students?
7.

Have teacher ever I once used the role play technique but
used

role

play when i was still teaching in Junior High

technique

in School. For SMA Negeri 1 Tahunan’s

teaching English students, i have never used role play.
speaking

to

students?
8.

What

does

teacher

the I think the role play technique is a very
think good and interesting technique for

about role play learning, especially speaking. Because,
with this technique students will be

technique?

more challenged in speaking and they
can freely imagine in the roles they play.

9.

What

media

used

by

teacher

is I often use PPT, book and videos in
the delivering material. Sometimes i also
in use pictures, and objects related to the

delivering

material.

speaking material
to students?
10.

What

are

the For media such as video and PPT, of

advantages of the course, it is easier for students to
media used by the understand the material, especially a lot
teacher

in of material. For media images and

delivering

objects around make students more

speaking material interested in learning.
to students?
11.

What

is

the Some media such as pictures and

deficiency of the surrounding
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objects

are

very

media used by the complicated and difficult to prepare.
teacher

in Besides that, it is also time consuming.

delivering
speaking material
to students?
12.

Has the teacher As long as i teach, i have never used card
ever

used

card media at all.

media in teaching
speaking English
to students?
13.

How does teacher Card media for learning is one of the
think about card most interesting media to be used as
media in teaching learning media. Students will really like
speaking English?

learning to use cards especially those
that have interesting pictures and
writing. It is a good and interesting
learning media.

Based on the table of interview above, it could be known that there are
lot of material delivered by the English teacher especially in speaking material.
However, not all students in the class followed the speaking class well such as
they were passive in class, afraid to starting the conversation, fell bored and not
confident in speaking class. It was because the English teacher felt that she had
not found the effective technique for speaking class. The English teacher still
used conventional technique in teaching and it made the students felt bored
during the learning process. Besides that, the students could interest and enjoyed
the speaking class when the English teacher combine the learning model by
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using pictures, video and PPT. But the English teacher was saldom to apply in
their class. As the English teacher said in interview, role play is a very good and
interesting technique for learning, especially speaking skill. Because, by using
the technique students felt more challenged and can freely imagine in speaking.
Besides that, learning media such as card is one of the most interesting media
to be used because pictures in the card can stimulate the students to express their
idea. From the interview result, it was concluded that the students of SMA N 1
Tahunan had less in speaking skill. They need appropriate learning technique
that make them more enjoy and intested in speaking skill such as learning by
using role play technique, cards and games.

2) Teacher Observation
Table 4. 3 The Result of Observation in Learning Activities

No
1.

Implementa

Aspects that

Description

tion

are observed

Yes

No

Pre-Activity
a. Brainstrom

Teacher share the video link

s to choose

about Malin Kundang story
√

a topic.

(https://youtu.be/nIITDWC
ca2Y ) to students.

b. Understand
and test the

Teacher asked the students
about the video they have

√

topic.
c. Prepare

watched before.
a

discussion
on

Teacher prepare the
disscussion well. Teacher

√

framework
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(introducti

send a written story about

on,content,

Malin Kundang to students.

cover).
d. Heat up the
-

atmosphere
of

√

the

group.
e. Select

The teacher asked some

participants

students to perform the

√

.
f. Set

story about Malin Kundang.
the

scene.
2.

-

√

Main-Activity
a. Give

Teacher asked three students

students the
opportunity

to do a conversation from
√

Malin Kundang story.

to perform
roles.
b. Provide

Teacher gives comment to

discussion
and

the students’ performance.
√

evaluation
of roles.
c. Guide
students to
share

-

√

experiences
.
3.

Post-Activity
a. Reflect
learning

on

Teacher gives motivation to

√

students
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to

be

more

enthusiastic

in

learning

speaking.

Based on the observation result, the teacher did three steps in teaching
activities. Those were pre-activity, main-activity and post-activity. In preactivity, the teacher gave the students brainstorming. It could make the students
more easy to understand the material. Then, the teacher devided the students
into some groups to have discussion. It hoped all students could be active in
discussion. Then, in main-activity, the teacher asked some students to practice
the disscussion in front of the class. The teacher wanted to know the ability and
confident of the students speaking skill. After that, the teacher gave command
to students which came forward. The last was post activity that the teacher
motivated the students to have more spirit in learning English especially in
speaking. So, it could be concluded that the English teacher should develope the
teaching and learning process such as develope the learning and media that was
used in teaching. The English teacher also selects the appropriate technique in
improving the students’ speaking skill.
3) Student Observation
Table 4. 4 The Result of Students Observation

No

Aspect that are observed

Scoring criteria
1

2

1.

Equal opportunity to speak.

√

2.

Directness of the conversation.

√

3.

Clarity of the language used.

√

4.

The rigidity of the language used.

√
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3

4

5.

Reasoning in speaking.

√

6.

The ability to come up with new ideas.

7.

The ability to draw conclusions.

√

8.

Politeness and mutual respect.

√

9.

Control of the speaking process.

√

10.

Speaking order.

√

11.

Warmth and grace in speaking.

√

12.

Control emotions.

√

Total Score
Total Score (R)

√

1

22
23

Maximum Score (SM)

48

Total Percentage of Speaking Skills

52

NP = R/SM x 100)
Based on the table above, it could be showed that in students speaking class,
the score showed 52 and it was enough categorized. It could be known that mostly
students in the class did not participate and practice speaking well. So, it could be
concluded that students needed good technique to improve their speaking skill.
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2. English Game Based on Role Play Designed To Improve Students’ Speaking Skill
a. Early Design
After looking for the some literatures, it showed that role play was effective
to develop students’ speaking skill. It meant that role play technique could apply in
speaking class. By doing observation and interview, the researcher found that the
tenth students of SMA N 1 Tahunan had lack of English especially in speaking skill.
At this stage, the researcher solved the problem that was faced by SMA N 1
Tahunan by developing the learning media that was Game Bondowoso.
Bondowoso Game is a game that was created for improving students'
speaking skills. The Bondowoso game is inspired by the WereWolf game created
by Dmitry Davidoff in 1987 and it was combined with role play technique. In this
game there are two cards. The first card was Real Identity Card included
Bondowoso, Soldier, Seer and Villagers cards and Fake Identity Card included
Housewife, Shaman, Hunter, Butcher, Butchers, Vegetable Vendor, and Farmer.
The researcher made early draft of designing English game based on Role
Play technique in Prototype 1 including how to make and design Bondowoso
Games Cards and how to play Bondowoso game. Below was the description in
making and designing Bondowoso cards.

Table 4. 5 How to Make Bondowo Card in Prototype 1
Materials

Cardboard paper

Tools

color markers, scissor, ruler, pencil, doubletape, and
glue
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Steps

in 

making the
cards

First, measure the cardboard paper with a size of
8x5 cm



Second, cut the paper according to size and draw
the object on the paper using pencil



Third, color the pictures that have been made using
color markers



Fourth, make cards for the front and back sides



Fifth, attach the front and back of the card using
double tape


Steps

in 

Finally, Bondowoso game card is ready
First, measure the paper with size 12,4x10,6 cm

making the 

Second, cut the paper according to size and card’s

packaging

case shape.


Third, fold the paper to form a box shape to store the
card.



Fourth, Draw the logo of Bondowoso using pencil
and color the pictures that have been made using
color markers.



Fifth, glue it using glue



Finally, packaging for Bondowoso cards is ready.

In designing and making the Bondowoso cards, the researcher made the
design by creation and ideas of the researcher. It was done to avoid plagiarism from
other people's work. The result in making and designing the Bondowoso cards in
Prototype 1 was as follow:
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Figure 4. 1 Design of Packaging Bondowoso Game Card

Figure 4. 2 Real Identity Cards of Bondowoso Game Card in Prototype 1
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Figure 4. 3 Fake Identity Cards of Bondowoso Game Card in Prototype 1
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Figure 4. 4 Back Logo of Bondowoso Card

Before the cards used in the class, the researcher tested Bondowoso crads to
expert judgment. It make sured that the cards was suitable to be apply in the
speaking’s classroom. The researcher used two experts judgment. They were the
lecturers of Unisnu Jepara who had good ability in speaking skill and creative in
teaching using game. The result of the expert judgment was on the table below:
Table 4. 6 The Result of Expert Judgment in Prototype 1

No

Observed Aspects
1

Expert 1

Expert 2

Score

Score

2

3

4

1

2

Design
a. The material used are safe

√

√

√

√

√

√

and comfortable to use
b. The

brand

attractive

used

is

and easy to

remember
c. Packaging are attractive
and neat
Content
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3

4

a. The characters in the game

√

√

√

√

√

√

√

√

√

√

are interesting
b. The alibi in the game is
grammatically correct
Functionality
a. The game is easy to
understand and play
b. The game is interesting to
play
c. This game can be used for
learning speaking
Total Score (R)

16

16

Maximum Score (SM)

32

32

50

50

Total Of Product Quality
Q = R/SM x 100

Score of Product Quality :
Score

Criteria

80-100

Very Good

66-79

Good

50-65

Enough

40-49

Less

From the table above it could be seen that two experts give the same score in
all aspects with total score was 16. The total of product quality result from expert 1
was showed 50 score, it means that the game Bondowoso and Bondowoso cards
made by the researcher was categorized enough and the product can be used with
88

multiple revisions. The expert 1 suggested if this game need some improvement,
especially in the character design, packaging and instruction. While the total of
product quality result from expert 2 was showed 50 score, it could be concluded
that the learning model was categorized enough and the product can be used with
multiple revisions. The experts 2 gave some suggestion about the product. The
suggestion were some terms used in the game should be defined and described
clearly before doing the game, like alibi, the sound in narrating the game should be
clear, the description of character somehow not really connected to “Bondowoso”,
the researcher had better change the names and pictures of characters with original
names like the story of Bondowoso, to mantain the local wisdom of Indonesia, the
details in picture better are characterized with the activity of Bondowoso story.
Based on the result of experts judgment and some suggestion from them, it
could be concluded that this product should have been revised and it categorized
that this product could not be used in the speaking classroom. The experts
suggestion was used to evaluate and repair the product.
b. Design Formulation
By seeing the result of the experts judgment in early design stage, the researcher
revised the product and develop the product in this stage by repairing the character
design such as giving the pictures that relate with the cards, increasing the card size
and giving the more description and direction about the game. The steps in making
the cards were same with the steps in early design before. The result in revising the
product was as followed:
1) How to play Bondowoso Game
a) Aim of the game
Do everything to survive till the last stands!
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b) Before Play
Choose one person to be a Narrator to guide the game!
c) Set it up


Each player will get 2 types of cards (Real identity card and fake identity
card).



Anyone can see your Fake Identity Card



Don’t let anyone know your Real Identity Card!



Don’t spoil your Real Identity Card, if you do your “side” will
automatically disqualified.



Follow any Narrator’s instructions

d) Real identity cards and abilities


Villagers

: Regular humans, they do not has any special ability.



Soldier

: Well-trained troops, they can protect anyone or their

self at night.


Seer

: With the “Eye of The Moon” ability she can reveal a

Real Identity every night.


Bondowoso

: Some demons that feds on human flesh every night,

gives false alibi and lies.
Direction

: Those characters only can activate their ability at night by

narrator instructions.
a) Fake Identies cards
Use the fake identity card to cover up your real identity! You can use the
alibi written on your fake identity card or make up your own alibi to protect
your real identity.
b) What if I’m being a narrator
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Before starting the game, record the native name and identity of each
player on a piece of paper. Do it by asking directly to them by
whispering so that other players don’t know the original identity of other
players.



After that, you can start the game by reading “Bondowoso Story”.

c) What to do


The narrator distributes real identity cards and fake identity to each
player.



The narrator notes the real identities of the players who become
Bondowoso, Seer and Soldier.



The narrator choose one of the players to be the village chief.

d) Start the game
Step 1
Narrator

: “Once upon a time, there was a village called Gesang village.

In the village, the residents lived in peace and help each other. Every
morning the residents do their activities peacefully. But, when the sun went
down, night atmosphere became thrilled. Because there also lived some
human eating demons that lured as villagers by noon and kill their prey by
night”.
Narrator

: “Night falls, everyone went sleep”.

Step 2
To activate special card holder’s abilities :
Bondowoso
Narrator

: “Bondowoso wake up and choose your prey tonight!”

Bondowoso

: (Silently choose their prey)
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Narrator

: “Well done. Please sleep”.

Soldier
Narrator

: “Soldier please, wake up! And choose someone to protect!”

Soldier

: (Silently choose someone to protect or choose

themselves from Bondowoso attack)
Narrator

“Well done. Please sleep”.

Seer
Narrator

: “Seer please wake up and choose someone to reveal!”

Seer

: (Points someone to reveal!)

Narrator

: “Well done. Please sleep”.

Next round condition
If someone dead in previous round
Narrator

: “Morning came. Everyone was shocked and trembling because

player A was found dead at his house. Villagers were gathered at the village
couch to discuss who the culprit is”.
If no one dead in previous round
Narrator

: “Morning came. All villagers remains still because last night

the secret soldier protected the Bondowoso’s target. Villagers were gathered
at the village couch to discuss who the culprit is”.
e) Win conditions
In short there are two kinds of characters :
Legend

Side

Cards

Good Side

Villager, Seer, Soldier

Bad Side

Bondowoso
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In short there are two kinds of characters :
If the last stands are …

Ratio

Winner

5:0

Villager

4:1

Villager

3:2

Villager

2:3

Bondowoso

1:4

Bondowoso

0:5

Bondowoso

2) How to make
a) Material

: Cardboard paper

b) Tools

: color markers, scissor, ruler, pencil, doubletape, and glue

c) Steps in making the cards


First, measure the cardboard paper with a size of 8x5 cm



Second, cut the paper according to size and draw the object on the paper
using pencil



Third, color the pictures that have been made using color markers



Fourth, make cards for the front and back sides



Fifth, attach the front and back of the card using double tape



Finally, Bondowoso game card is ready

d) Steps in making the packaging


First, measure the paper with size 12,4x10,6 cm



Second, cut the paper according to size and card’s case shape
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Third, fold the paper to form a box shape to store the card



Fourth, Draw the logo of Bondowoso using pencil and color the pictures
that have been made using color markers



Fifth, glue it using glue

As the evaluation and suggestion from experts judgment, the researcher
completed the product as the evaluation before. The researcher also added the
pictures, description, direction of the Bondowoso Game by the researcher. It
avoided the plagiarism from people’s work. The result of product Bondowoso
Game on prototype 2 was as follow:
1) Real Cards
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Figure 4. 5 Real Identity Cards of Bondowoso Game Card in Prototype 2
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2) Fake Cards
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Figure 4. 6 Fake Identity Cards of Bondowoso Game Card in Prototype 2
c. Limited Trial
After going through the repair stage, the product was tested in the limited
trial stage. In this stage, the researcher tested the product on 18 students or half of
experimental class. The students who were sampled in this limited trial were
experimental class students with attendance list numbers 1-18. The experimental
class was X MIPA 6 of SMA N 1 Tahunan. The limited trial was done on 5th July
2021. The first step in limited trial, the researcher applied Games based on role play
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to the sample. After the game applied, the researcher gave oral test to the students.
It was done to know the students’ speaking skill after giving the treatment by using
game based on role play. The result of students’ score in limited trial could be seen
in the table below:
Table 4. 7 The Students’ Score in Limited Trial
Score
No

Code of Students

Pre-test

1

Students 1

64

2

Students 2

76

3

Students 3

64

4

Students 4

72

5

Students 5

76

6

Students 6

60

7

Students 7

84

8

Students 8

76

9

Students 9

64

10

Students 10

76

11

Students 11

68

12

Students 12

68

13

Students 13

80

14

Students 14

72

15

Students 15

68
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16

Students 16

68

17

Students 17

72

18

Students 18

72

Total Score

1280

Mean Score

71,11

Table 4. 8 Students’ Pre-test Score in Control Class
No

Students’ Code

Students’ Score

1

Student 1

64

2

Student 2

68

3

Student 3

68

4

Student 4

72

5

Student 5

84

6

Student 6

76

7

Student 7

84

8

Student 8

76

9

Student 9

64

10

Student 10

72

11

Student 11

68

12

Student 12

72

13

Student 13

76

14

Student 14

72
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15

Student 15

76

16

Student 16

84

17

Student 17

76

18

Student 18

80

19

Student 19

64

20

Student 20

72

21

Student 21

80

22

Student 22

76

23

Student 23

76

24

Student 24

84

25

Student 25

68

26

Student 26

80

27

Student 27

76

28

Student 28

76

29

Student 29

72

30

Student 30

72

31

Student 31

64

32

Student 32

68

33

Student 33

84

34

Student 34

80

35

Student 35

72

36

Student 36

64

100

Total Score

2660

Mean Score

73,89

Based on the table of students’ pre-test score in experiment class above, it could be
showed that mean score in experiment class was 71, 44. While in control class was
73,89. It was known that in pre-test section the control class got higher score than
experiment class.
d. Normality Test
Table 4. 9 Tests of Normality in Pre-test

Class
Students' Pre-test
Score
Experiment
Pre-test
Control

KolmogorovSmirnova
Shapiro-Wilk
Statistic df Sig. Statistic df Sig.
,142

36 ,064

,952 36 ,121

,131

36 ,122

,928 36 ,021

1. Lilliefors Significance Correction

The normality test is used to measure weather the data in the
experimental class and control class is normally distributed or not. This analysis
was used to determine the normal distribution of data by using KolmogrovSmirnov because the sample more than 30. Based on the table above, it could
be seen the significant of pre-test experimental class was 0,142 and pre-test
control class was 0,131. Because Sig of experimental class and control class
more than 0,05, it meant that the data normal distribution.
e. Homogeneity Test
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Table 4. 10 Test of Homogeneity of Variance in Pre-test

Students' Based on Mean
Score
Based on Median
Based on Median
and with adjusted
df
Based on trimmed
mean

Levene
Statistic
,526

df1
1

df2
70

Sig.
,471

,674

1

70

,415

,674

1 69,988

,415

,510

1

,478

70

The homogeneity test was used to see if the data from the sample was
homogeneous or not. For homogeneity, the researcher conducted statistical
computing using SPSS (Statistical Package for Social Science). The test of
homogeneity was employed by Levine’s test. Based on the findings of the test
of variance homogeneity in the column, it could be showed that Sig. was 471
higer that α = 0.05. It demonstrated that Ho was accepted because Sig. > α (0,471
> 0.05). It means that the data's variance was homogeneous.
f. Independet Sample T-test
Table 4. 11 Independent Samples Test in Pre-test
Levene's
Test for
Equality of
Variances

F
Students'
Score

Equal
variances
assumed
Equal
variances
not
assumed

,526

Sig
.
,47
1

t-test for Equality of Means

t

df

Sig.
(2tailed
)

Mean
Differenc
e

Std. Error
Differenc
e

95% Confidence
Interval of the
Difference
Lower

Upper

-1,719

70

,090

-2,444

1,422

5,281

,392

-1,719

69,41
1

,090

-2,444

1,422

5,281

,392

After obtaining the data by using t-test formula, it was used to prove the
result of the hypothesis. Based on the measurement of the results, it showed that
the value of ttest < ttable (-1,719> 2,000). Because the value of ttest < ttable indicated
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that the alternative hypothesis (Ha) is rejected and the null hypothesis (H0) is
accepted. Based on the computation, it could be concluded that in pre-test there
was no a significant influence of using Game Based on Role Play towards
student’ Speaking Skill at the second semester of the Tenth grade of SMA N 1
Tahunan in the academic year of 2021/2022.

g. Evaluation and Improvement
In this stage, the evaluation and improvement was done after repairing stage
and limited trial stage. The result was used to evaluate, repair and make the product
more suitable to be applied. The researcher used result of expert judgment and
limited trial to evaluate and improve the product.
1) Evaluation
In this evaluation, the researcher took from the result of expert judgment
to prototype 2 and limited trial. To make sure that the cards were ready to be
used, the rsearcher checked again from the evaluation of prototype one to the
expert judgment. The expert judgements that invited by the rsearcher were still
same as before and the result as follow:
Table 4. 12 The Result of Expert Judgment in Prototype 2

No

Observed Aspects
1

Expert 1

Expert 2

Score

Score

2

3

4

1 2

3

Design
a. The material used are safe
and comfortable to use
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√

√

4

b. The

brand

used

is

√

√

attractive and easy to
remember
c. Packaging are attractive

√

√

and neat
Content
a. The characters in the

√

√

game are interesting
b. The alibi in the game is

√

√

grammatically correct
Functionality
a. The game is easy to

√

√

understand and play
b. The game is interesting to

√

√

play
c. This game can be used

√

√

for learning speaking
Total Score (R)

25

24

Maximum Score (SM)

32

32

71

68

Total Of Product Quality
Q = R/SM x 100

Score of Product Quality :
Score

Criteria

80-100

Very Good

66-79

Good

50-65

Enough
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40-49

Less

From the table above it could be seen that the total of product quality
result from expert 1 was showed 71 score, it means that the game Bondowoso
and Bondowoso cards made by the researcher was categorized Good and the
product can be used with multiple revisions. The first expert judgment gave the
comment that the game was good and interesting to be applied, but it still needed
to be revised to make it easier to understand and should have met the objectives
and indicators of learning process. The alibi maight have

needed to be

developed and had more various case. While from the second expert judgment
gave some suggestion; 1) Some terms used in the game should be defined and
described clearly before doing the game, like alibi, 2) The sound in narrating
the game should be clear, 3) The description of character somehow not really
connected to “Bondowoso”. The researcher had better change the names and
pictures of characters with original names like the story of Bondowoso, 4) To
mantain the local wisdom of Indonesia, the details in picture better are
characterized with the activity of Bondowoso story. While the total of product
quality result from expert 2 was showed 68 score, it could be concluded that the
learning model was categorized enough and the product can be used with
multiple revisions.
The evaluation also could be known from the result of limited trial that
showed there was improvement on students’ score after giving game based on
role play. Besides that, on the observation also showed that implementing game
based on role was good categorized and the students looked more active in
speaking skill.
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2) Improvement
The expert judgments gave revition and suggestion to researcher for making the
product more better. Then, the researcher developed the product again as the
expert judgments said. The researcher followed up the evaluation and
suggestion from the expert judgments. The cards were very interesting to be
played and it also looked different then before. It meant that the users were
really enjoyful when they played the game. The steps were almost the same with
before and the result as like this:

a) Packaging

Figure 4. 7 Design of Packaging Bondowoso Game Card
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b) Real Cards

Figure 4. 8 Real Identity Cards of Bondowoso Game Card in Prototype 3
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c) Fake Cards
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Figure 4. 9 Fake Cards of Bondowoso Game Card in Prototype 3
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d) How to play
The steps to play the game was boxed well in the product. It meant that
the user would be easy to play the game. These were the result of the steps:

Figure 4. 10 Direction of How to Play The Game on Prototype 3
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Figure 4. 11 Direction of How to Play The Game on Prototype 3
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Figure 4. 12 Direction of How to Play The Game on Prototype 3
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e) How to Make Bondowoso Game Card
Table 4. 13 The Procedure of How to Make Bondowoso Game Card in
Prototype 3
Material

Art paper 260 A3, Cardboard glossy paper A3,
Plastic laminate

Tools

Adope photosop, Adope ilustration, printer,
ink, cutter, and glue

The steps are:



First, sketch the image design on A4
drawing paper



Second, scan the design image for import
into Photosop



Third, use the brush tool to create a line art
sketch of the image



Fourth, make cards for the front and back
sides



Fifth, color it with the package tool



Sixth, Export the image to PNG format



Seventh, print the design according to the
size of 9x6 cm

How to Make



Finally, Bondowoso game card is ready



First, print the design of packaging

Packaging

according to size 12,4x10,6 cm


Second, fold the paper based on the card
box shape



Third, glue it using glue



Finally, the packaging is ready to use

h. More Extensive Trial
After improving prototype 2, the product was tested again in the experimental
class with a larger number of samples that was 36 students because the product was
considered suitable for use and categorized well. The experimental class also
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compared with control group. It was done to know the significant effect of game
based on role play that was applied. The experimental class was X MIPA 6 while
the control class was X MIPA 5 of SMA N 1 Tahunan. The more extensive trial
was done on 9th July 2021. The result of students’ score in extensive trial on both
classes could be seen in the table below:
Table 4. 14 The Experimental Students’ Score in Extensive Trial
Score
No

Code of Students

Post-test

1

Students 1

72

2

Students 2

80

3

Students 3

84

4

Students 4

80

5

Students 5

88

6

Students 6

76

7

Students 7

84

8

Students 8

80

9

Students 9

84

10

Students 10

92

11

Students 11

72

12

Students 12

88

13

Students 13

80

14

Students 14

76
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15

Students 15

76

16

Students 16

84

17

Students 17

88

18

Students 18

88

19

Students 19

72

20

Students 20

80

21

Students 21

92

22

Students 22

92

23

Students 23

84

24

Students 24

76

25

Students 25

92

26

Students 26

88

27

Students 27

76

28

Students 28

80

29

Students 29

84

30

Students 30

80

31

Students 31

84

32

Students 32

92

33

Students 33

92

34

Students 34

72

35

Students 35

72

36

Students 36

72
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Total Score

2952

Mean Score

82

On the table above, it was drawn the students’ experimental score in pre-test
and post-test. The mean score in pre-test score was 71,44 while in post-test score
was 82. Based on the table, it could be seen that there was significant different in
the result of pre-test and post-test in experimental class where the post-test score
got higer than pre-test. The improvement was significant with differences 10,56.
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Table 4. 15 Students’ Post-test Score in Control Class
No

Students’ Code

Students’ Score

1

Student 1

76

2

Student 2

74

3

Student 3

68

4

Student 4

72

5

Student 5

76

6

Student 6

72

7

Student 7

72

8

Student 8

80

9

Student 9

72

10

Student 10

68

11

Student 11

72

12

Student 12

76

13

Student 13

84

14

Student 14

80

15

Student 15

84

16

Student 16

76

17

Student 17

80

18

Student 18

76

19

Student 19

74

20

Student 20

80
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21

Student 21

68

22

Student 22

72

23

Student 23

80

24

Student 24

80

25

Student 25

84

26

Student 26

76

27

Student 27

80

28

Student 28

84

29

Student 29

68

30

Student 30

72

31

Student 31

68

32

Student 32

68

33

Student 33

84

34

Student 34

76

35

Student 35

68

36

Student 36

84

Total Score

2724

Mean Score

75,67

Based on the table of students’ post-test score in both classes above, it
could be showed that mean score in experiment class was 82. While in control
class was 76,67. It was known that in post-test section both classes had
improvement score but the experiment class got higher score than control class.
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It was significant different with result of post-test. it indicated that game based
on role play gave significant improvement in students’ score.

i. Normality Test
Table 4. 16 Tests of Normality
KolmogorovSmirnova
Shapiro-Wilk
Statistic Df Sig. Statistic df Sig.
.200
,117 36
,914 36 ,009
*

Class
Students Post-test
' Score
Experiment
Post-test
,146 36 ,052
Control
*. This is a lower bound of the true significance.
1. Lilliefors Significance Correction

,905

36

,005

The normality test is used to measure weather the data in the
experimental class and control class is normally distributed or not. This analysis
was used to determine the normal distribution of data by using KolmogrovSmirnov because the sample more than 30. Based on the table above, it could
be seen the significant of post-test experimental class was 0,200 and post-test
control class was 0,052. Because Sig of experimental class and control class
more than 0,05, it meant that the data normal distribution

j. Homogeneity Test
Table 4. 17 Test of Homogeneity of Variance

Students' Based on Mean
Score
Based on Median
Based on Median
and with adjusted
df
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Levene
Statistic
2,476

df1
1

df2
70

Sig.
,120

2,574

1

70

,113

2,574

1 68,781

,113

Based on trimmed
mean

2,463

1

70

,121

The homogeneity test was used to see if the data from the sample was
homogeneous or not. For homogeneity, the researcher conducted statistical
computing using SPSS (Statistical Package for Social Science). Based on the
results of the calculation homogeneity test on the table above by using Levene’s
test, it was known based on mean that the significance value is 0,120. It
demonstrated that the significant value more than 0,05 (0,120 > 0.05). So, it
could be concluded that two classes had the same or homogeneous variance.
Furthermore, data analysis was carried out using the Independent Sample T-test

k. Independent Sample T-test
Table 4. 18 Independent Samples Test
Levene's Test
for Equality
of Variances

Students'
Score

Equal
variances
assumed
Equal
variances
not
assumed

F

Sig.

2,476

,120

t-test for Equality of Means

t

df

95%
Confidence
Interval of the
Difference

Sig. (2tailed)

Mean
Difference

Std. Error
Difference

Lower

Upper

4,346

70

,000

6,333

1,457

3,427

9,240

4,346

67,103

,000

6,333

1,457

3,425

9,242

After obtaining the data by using t-test formula, it was used to prove the
result of the hypothesis. Based on the measurement of the results, it showed that
the value of ttest > ttable (4,346 > 2000). Because the value of ttest > ttable indicated
that the alternative hypothesis (Ha) is rejected and the null hypothesis (H0) is
accepted. Based on the computation, it could be concluded that in post-test there
was a significant influence of using Game Based on Role Play towards student’
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Speaking Skill at the second semester of the Tenth grade of SMA N 1 Tahunan
in the academic year of 2021/2022.

l. Evaluation and Completion
Table 4. 19 The Result of Expert Judgment in Prototype 3

No

Observed Aspects
1

Expert 1

Expert 2

Score

Score

2

3

4

1

2

3

4

Design
a. The material used are safe

√

√

√

√

√

√

√

√

√

√

√

√

√

√

√

√

and comfortable to use
b. The brand used is attractive
and easy to remember
c. Packaging are attractive
and neat
Content
a. The characters in the game
are interesting
b. The alibi in the game is
grammatically correct
Functionality
a. The game is easy to
understand and play
b. The game is interesting to
play
c. This game can be used for
learning speaking
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Total Score (R)

32

32

Maximum Score (SM)

32

32

100

100

Total Of Product Quality
Q = R/SM x 100

Score of Product Quality :
Score

Criteria

80-100

Very Good

66-79

Good

50-65

Enough

40-49

Less

From the table above it could be seen that the total of product quality result
from expert 1 and expert 2 were showed 100 score, it means that the game
Bondowoso and Bondowoso cards made by the researcher was categorized Very
Good and the product can be used without revision. The first expert also gave
suggestion that the product was very good and ready to use in learning process. It
may need to be granted on HKI. Based on the resul of experts judgment and some
suggestion from them, it could be concluded that this product was already and
suitable to be used in teaching speaking. So, the prototype 3 was final bondowoso
game.
3. Students’ improvement in speaking skill after being taught by using English game
based on role play
122

a. Hypothesis
The researcher created game based on role play for developing the speaking
English learning. The aim was to improve students’ speaking skill. To know how
games based on role play improved students’ speaking skill, it could be seen from
the observation during teaching and learning process. The observation was divided
into three sections. The first section was on pre-activities. In pre-activities showed
that the English teacher did activities that can improve students’ speaking skill such
as brainstorm the students by giving the video where it can stimulate the students
to improve their pronunciation, intonation and vocabularies. The other activities
were the teacher asked some question that relate with the video and retell the story
to the students. The second section was implementing game based on role play. This
section the modifying game was applied in the classroom. The result from applying
the games was got score 70,83. It could be concluded that game based on role play
was effective to be applied in speaking class because it could make the students’
speaking skill improves and more active in the class. The last section was postactivities. In the last of meeting the students were asked to tell the story that they
got from learning process using game based on role play. From this activities, it
could be seen the students improvement in speaking skill.
After applying the modification game based on role play, the students were
given oral test to know how the effect of this game. The test was compared between
pre-test and post-test to show how the effect of this game. The students’ score was
calculated by using SPSS V.23 and the result was on the table below:
Table 4. 20 The Calculation of Students’ Mean Score in Pre-test and Post-test
Mean Score

Class
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Pre-test

Post-test

Experiment Class

71,44

82

Control Class

73,89

75,67

By looking at the mean score from both classes, it could be seen that in pre-test the
experiment class got 71,44 and control class 73,89. It meant that in pre-test the control class
got higher mean score than experiment class. While in post-test, the experiment class got
82 and control class got 75,67. Both classes had improvement in post-test section but the
experiment improved significantly than control class because based on the mean score the
experiment got higher than control class. it meant that games based on role play was
effective to be applied in speaking class.
Table 4. 21 The Result of T-test and Post-test
Tvalue
Pre-test

-1,719

Ttable
2,000

T-test result
Ho was accepted
(-ttable < tvalue < ttable)
(-2000 < -1,719< 2000)

Post-test

4,346

2,000

Ha was accepted
(tvalue > ttable )
(4,346> 2,000)

Based on the calculation of t-test, it was known that the result of t-test in pre-test was
-1,719 and the degree of freedom (df) was used in the significance level of 5% = 2,000. By
comparing the value of tvalue and ttable, it could be known that the result of calculation of
tvalue was lower than ttable, so the null hypothesis (Ho) was accepted and the alternative
hypothesis was rejected. So, it meant that game based on role play was not effective to
improve students’ speaking skill. It happened because pre-test was given before the
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treatments. Besides that, the students had lower in pronunciation, grammar and also
vocabularies. Meanwhile, the result t-test in post-test was 4,346 and the degree of freedom
(df) was used in the significance level of 5% = 2,000. Based on the comparing the tvalue and
ttest, it could be concluded that tvalue was higher than ttest, so the alternative hypothesis (Ha)
was accepted and the null hypothesis (Ho) was rejected. It meant that there was a significant
influence of using Game Based on Role Play towards student’ Speaking Skill at the second
semester of the Tenth grade of SMA N 1 Tahunan in the academic year of 2021/2022. The
students’ significant achievement was on pronunciation, grammar and vocabulary.

B. Discussion
a. Implementation of English Game Based on Role Play
The appropriate technique in teaching was needed to make the students feel enjoy
and interest in speaking English. The English teacher should been selective and creative
in choosing the technique. In this research, the researcher develop the learning
technique between role play technique and game Werewolf namely Bondowoso Game
by Dmitry Davidoff. After going through several stages such as drafting the English
game based on role play, design formulation, limited trial, extensive trial and
completion, the game could be said to be feasible to be applied in speaking learning
because the game can improve students’ speaking skill. It could be proved based on
hypothesis test that showed Ha was accepted and H0 was rejected. In other hand there
was significant effect of students’ speaking skill through game based on role play.
The game also had tested to the expert judgment in every stages untill the evaluation
said if the game was very good and could be used without revision. In this stage, there
are three stages for expert judgment and there are three evaluation to make the product
perfectly. The result of third expert judgment showed that two experts evaluate that
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game based on role play that the researcher developed was suitable to be used. So, this
research showed the developing game from role play and Warewolf game to be
Bondowoso Game. It could be applied in speaking class with the steps already on the
Bondowoso card.
b. Bondowoso Card
The Bondowoso card could be applied in speaking class. In this game each students
will get 2 cards, the first is a Real Identity Card including Bondowoso, Soldier, Seer,
Villagers (This card must be kept secret from other players, don't let other players know,
if other players find out it will be in danger of losing because other players already
know our character) , and the second card is the Fake Identity Card including
Housewife, Shaman, Hunter, Butcher, Butchers, Vegetable Vendor, Farmer (other
players may know the fake identity card that we hold, because with this fake card, we
can cover up our real identity or our Real Identity Card so other players don't know).
In this game, Bondowoso is the main character. He is a demon who can transform
into an ordinary human, he mingles with the residents of Gesang village. Every
morning, he is like other citizens working and doing normal activities. However, at
sunset, he will change his true form into a demon named Bondowoso who will prey on
the residents every night in order to gain eternal life. Because of that, the residents were
very nervous, especially since the residents knew that Bondowoso had been living
among them by blending in as ordinary citizens. So the residents are very difficult to
reveal who the real residents are Bondowoso. However, even though Bondowoso is
very powerful, there are still figures who can help and protect residents so that
Bondowoso doesn't eat them, namely soldiers, seers and villagers. The detile of how to
pay the game could be seen on the card of Bondowoso Game.
There are advantages of Bondowoso game and the advantages was as follow:
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1) This game involves all students to be active in speaking. All students will get a
role and all students will have the opportunity to speak.
2) It is more interesting and challenging for students to practice speaking because
in this game all students in the class will make accusations and slander to reveal
which player can get the Real Identity Card as Bondowoso.
3) Fake Identity Cards obtained by players will help players to make their excuses
or alibis so as not to be accused of being Bondowoso. They are free to make
alibis based on the characters they get, for example, they get a Fake Identity
Card as a HouseWife, now they will miss it if they are not Bondowoso.
For example: Aina got Bondowoso's Real Identity Card, and got her Fake
Identity Card as HouseWife. When the village head or narrator holds a meeting,
Aina can said that she did the dishes last night was because she was HouseWife,
not Bondowoso.
4) Train students' argumentation power so that they are not slandered or suspected
as Bondowoso.
5) Train students' speaking skills, especially in stringing past tense because the
alibi they made tells what he did last night
Example: I did the dishes last night, not eating people. Because I am housewife,
not Bondowoso.
6) Train thinking power and set tactics to win.
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