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MOTTO 

“If you never bleed, you never gonna grow.” 

- Taylor swift- 
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ABSTRAK 

Berbicara (speaking) adalah keterampilan penting dalam berkomunikasi 

menggunakan bahasa Inggris, namun banyak siswa merasa kesulitan karena 

kurangnya latihan dan metode pengajaran yang masih tradisional. Penelitian ini 

bertujuan untuk mengeksplorasi penerapan board game untuk meningkatkan 

keterampilan berbicara siswa sekolah menengah pertama serta menggali 

pengalaman mereka selama proses pembelajaran. Penelitian ini menggunakan 

metode kualitatif dengan observasi, wawancara, dan dokumentasi, yang dipandu 

oleh teori pembelajaran eksperiensial Kolb. Hasil penelitian menunjukkan bahwa 

penggunaan board game membuat pembelajaran menjadi lebih menyenangkan dan 

menarik, serta membantu siswa menjadi lebih percaya diri dalam berbicara 

bahasa Inggris. Meskipun beberapa siswa awalnya mengalami kesulitan dalam 

memahami aturan permainan, bimbingan dari guru membantu mereka 

berpartisipasi dengan lebih baik. Penelitian ini menyimpulkan bahwa board game 

merupakan cara yang efektif dan menyenangkan untuk membantu siswa 

meningkatkan keterampilan berbicara mereka. 

Kata Kunci: Permainan Papan, Keterampilan Berbicara, Pembelajaran Bahasa 

Inggris, Persepsi Siswa, Sekolah Menengah Pertama 
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ABSTRACT 

Speaking is an important skill for communication in English, but many students 

find it challenging due to limited practice and traditional teaching methods. This 

study aims to explore the implementation of board games to improve the speaking 

skills of junior high school students and to examine their experiences during the 

learning process. This research used a qualitative method involving observation, 

interviews, and documentation, guided by Kolb’s Experiential Learning Theory. 

The results show that board games made learning more fun and engaging, helping 

students become more confident in speaking English. Although some students 

initially had difficulty understanding the game rules, teacher guidance helped them 

participate more effectively. The study concludes that board games are an effective 

and enjoyable way to help students improve their speaking skills. 

Keywords: Board Games, Speaking Skills, English Language Learning, Student 

Perceptions, junior High School 
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CHAPTER I 

INTRODUCTION 

1.1 Background of the Study 

Classroom Basically, learning English is not only about improving 

linguistic skills, but also about improving language competence, namely 

listening, speaking, reading and writing competence (Wardani and Sabardila, 

2020: 342). Speaking is a skill that must be possessed in language. The 

success of learning to speak can be measured through students' ability to 

convey their ideas orally. When students speak, they will express their 

thoughts, express themselves and their feelings, so that their listeners will 

understand. Learning to speak English also demands a lot of practice and 

attention. When they can communicate well it means they have achieved the 

goal of learning English. It is important for students to learn to speak a 

foreign language from native speakers. Students need to imitate it 

(Rustamova et al., 2023). Dana & Aminatun (2022) explain that low English 

speaking ability is an indicator of low English language ability.Based on 

experience, speaking is an important skill for students. This is not only 

necessary for school but also for future jobs and everyday conversations. 

Nowadays, English is used all over the world to communicate with people 

from various countries (Crystal, 2016). For junior high school students, being 

able to speak English well can help them  
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in their studies and careers in the future. Although speaking is 

important, many students find it difficult to learn. One of the big 

problems is that they don't get enough exercise. Richards (2017) 

explains that many schools focus more on reading than writing and 

speaking. This means that students do not have enough opportunities to 

speak English and improve their speaking skills. Nunan (2015) states 

that traditional teaching methods usually focus on grammar and 

memorizing words, not on real communication. Therefore, students 

may understand the language but struggle to speak it in real-life 

situations. Cultural reasons can also 

make speaking difficult. In some cultures, speaking in front of 

others is not common, so students may feel embarrassed or nervous 

about speaking in class (MacIntyre & Gardner, 2015). By 

understanding these challenges, teachers can help students get more 

practice and feel more confident when speaking English. 

To help students speak English better, teachers need to use 

different methods that match students' needs and learning styles. Nunan 

(2015) says that good speaking lessons should include fun activities 

where students can take part and enjoy learning. These activities can be 

role-plays, discussions, debates, and group projects. They help students 

share their ideas and work with their classmates. One helpful way to 

teach speaking is called task-based learning (TBL). This method 

includes activities that are like real-life situations (Ellis, 2016). For 
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example, students could plan an event or solve a problem together, 

which makes them use English in a meaningful way. TBL not only 

helps students practice speaking but also teaches them to think 

critically and work as team. 

Board games can be seen as a tool to motivate students to 

engage in the teaching and learning process. They help students focus 

more on learning because they don't feel pressured or forced to study. 

Instead, they perceive it as an opportunity to gain new experiences in 

learning a foreign language, which they might not typically encounter 

in their usual lessons. Diana (2022) explains that the Board Game 

Media was developed by researchers and has undergone a validation 

process by media experts from the Wardah Inspiring Teacher 2021 

Curator Team, as well as material experts. This ensures that the game is 

appropriate for use in game-based learning. Hasby (2024) notes that 

board games in the classroom serve as a valuable educational tool, 

enhancing engagement, performance, speaking skills, self- confidence, 

and overall English language proficiency. Similarly, Christopher et al. 

(2021) highlight that using board games to teach English helps improve 

students' skills in a fun and collaborative way. 

Many previous studies have explored various methods of 

teaching speaking skills, but that studies focus on implementing board 

games to teach these skills are still limited. Therefore, this research 

aims to answer the question How are board games implemented in 
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teaching speaking skills for grade 8 students in junior high schools? In 

addition, this research will explore how students perceive the 

application of board games in speaking classes. By conducting this 

research, researchers hope to enrich knowledge about the effectiveness 

of using board games in teaching speaking. It is hoped that the results of 

this research can help teachers understand how to use board games 

effectively in teaching to create a fun learning atmosphere and support 

the development of students' speaking skills. 

 

1.2 Research Question 

Based on the background that has been described previously, this 

research aims to answer two main question: 

1. How is the implementation of board games in teaching speaking for 8th 

graders of junior high school? 

2. How do students perceive the implementation of board games in their 

speaking class? 

 

1.3 Operational Definition 

1. Speaking : Speaking is an interactive process of creating meaning by using 

words or sounds to convey, receive and process information (Burns in 

Ambarita et al., 2022). 

2. Teaching Speaking : Teaching speaking is the process of helping students 

develop the ability to communicate effectively in the target language, with 
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a focus on fluency, accuracy, and appropriate use of language in various 

contexts( Brown 2000). 

3. Board Games : Learning tools that motivate students and improve their 

speaking skills in an engaging and enjoyable manner (Rahmawati, 2022). 

 

1.4 Aims of Study 

The purpose of this study is to explore the implementation of board 

games in teaching speaking to eighth graders of junior high school. It aims to 

examine how board games are used in the classroom and their effectiveness 

in improving students speaking skills. Additionally, this study seeks to 

understand students perceptions of learning speaking through board games to 

provide a comprehensive view of their impact on the learning process. 

 

1.5 Significance of Study 

 The significance of this research is explained as follows : 

 

a. Theoretical use: 

 

This research enhances the comprehension of instructing speaking 

abilities with innovative methods such as board games, highlighting their 

impact on studentengagement. 

b. Partical use: 

 

The research give teachers useful advice by proposing innovative 

and angaging ways to improve the effectiveness and enjoyment of speaki

ng session for junior high school. 
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c. Empirical use: 

This research provides empirical support for the idea that using 

board game in speaking classes can improve junior high school 

language learning result by increasing student engagement and 

speaking skills. 
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CHAPTER V 

CONCLUSION 

5.1 Conclussion 

       This study shows that using board games in teaching English 

speaking fits well with Kolb’s Experiential Learning Theory. The board games 

provided students with a complete learning cycle experiencing, reflecting, un

derstanding, and applying  which made learning more active and meaningful. 

Students became more engaged, confident, and willing to speak, even those 

who were usually shy or hesitant. The teacher’s supportive role and the 

friendly classroom environment helped create a safe space where students felt 

comfortable taking risks and making mistakes. This atmosphere made 

learning feel fun and natural instead of stressful or intimidating. Students 

recognized that the board games not only made speaking practice enjoyable 

but also helped them understand the value of learning through experience.   

       In terms of student perceptions, the board games increased 

motivation and enthusiasm, encouraged reflection on their own progress, and 

helped them develop a deeper understanding of how to improve their 

speaking skills. The interactive and playful nature of the games made students 

more eager to participate and speak English confidently. In summary, the 

findings suggest that board games are an effective tool for teaching speaking 

because they engage students cognitively and emotionally, foster a positive 
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learning environment, and support continuous language development through 

experiential learning. 

5.2  Suggestion 

While though this research has limitations such as a lack of participa

nts, board games can be used as a learning tool, especially in teaching 

speaking. Students can use board games as a way to practice speaking English 

in an engaging and collaborative setting. Teachers can utilize board games to 

create a more interactive and enjoyable learning atmosphere, which helps to 

reduce students’ speaking anxiety. As a teaching medium, teachers can choose 

board games that align with learning objectives and provide clear instructions 

to ensure student understanding. Future researchers can explore the same topic 

by adding more participants, conducting the research over a longer period, or 

by using other experiential learning activities to support language learning. 

 



 

 

56 

REFERENCES 

Ambarita, C., Siahaan, J., Purba, R., & Daulay, I. (2023). Improving Students’ 

Speaking Skills by Story Telling. INTERACTION: Jurnal Pendidikan 

Bahasa, 10(1), 191-197. 

Arjuna Bangsawan, Restu Hendriyani M., Nicolaus Alexander Lee. 2023. 

Perancangan Board Game Sebagai Media Pengenalan Tujuh Presiden 

Indonesia Untuk Anak Usia 10-12 Tahun. Jurnla 

Fakultas Design. Vol. 7(3). Bayeck, R. Y. (2020).  

Available at: 

Brown, H. D. (2014). Principles of Language Learning and Teaching. Pearson 

Education. 

Christopher, K., Harnadi, B., & Prasetya, F.X. (2021). Developing and Creating 

Board Games as English Vocabulary Learning Media for High School 

Students. Journal of Business and Technology, 1(2), 35-42. 

Cohen, L., Manion, L., & Morrison, K. (2011). Research Methods in Education. 

Routledge. 

Conference on Art, Craft, Culture and Design 2017, Bandung, Indonesia, 

September 2017. Bandung Institute of Technology. 

Dana, M. Y., & Aminatun, D. (2022). Correlation Between Speaking Anxiety In 

Class And Students' English Ability. Journal of English Language Teaching 

and Learning, 3(2), 7 -15. 

Diana, H. (2022). Game-based learning assisted by cluster board game media to 

improve students' literacy skills. Journal of Elementary Education 

Didactics, 6(2), 661-676. 

Dörnyei, Z. (2007). Research Methods in Applied Linguistics. Oxford University 

Press. 

Ellis, R. (2015). Understanding Second Language Acquisition. Oxford University 

Press. 



 

 

57 

Examining Board Gameplay and Learning: A Multidisciplinary Review of 

Recent Research. Simulation & Gaming, 51(4), 411-431. 

https://doi.org/10.1177/1046878119901286 

Faradiba, Cecilia Fahima (2023) An Analysis Of Teachers' Strategies In Teaching 

Speaking At SMK PGRI 2 Kota Kediri. Undergraduate (S1) thesis, IAIN 

Kediri. 

Fitriyeni, Fitriyeni. Teaching English Speaking Through Story Telling Method (A 

Field Research At SDN Cengkareng Barat 03 Pagi). Akrab Juara: Jurnal 

Ilmu-ilmu Sosial, [S.l.], v. 7, n. 1, p. 128-142, feb. 2022. ISSN 2620-9861. 

Gardner, R. C. (2007). Motivation and Second Language Acquisition. Peter Lang. 

Harmer, J. (2015). The Practice of English Language Teaching. Pearson 

Education. 

Hasby, N. (2024). Students' Views On The Implementation Of Board 

Game-Based Photovoice In Speaking Skills In High School (Doctoral 

Dissertation, Islamic University of Kalimantan MAB). 

Hinkel, E. (2011). Handbook of Research in Second Language Teaching and 

Learning. Routledge. 

Indriyani, Lemi. (2019). Pemanfaatan Media Pembelajaran Dalam Proses Belajar 

Untuk Meningkatkan Kemampuan Berfikir Kognitif Siswa. Prosiding 

Seminar Nasional Pendidikan, FKIP, Universitas Sultan Ageng Tirtayasa. 

2(1): 21-26. 

Journal of Inoculation and Literacy, 5(5). 

Junaidi, J. (2019). Peran Media Pembelajaran Dalam Proses Belajar Mengajar. 

Diklat Review : Jurnal Manajemen Pendidikan Dan Pelatihan, 3(1), 45–56. 

https://doi.org/10.35446/diklatreview.v3i1.349 

Kemdikbud. (2013). Kurikulum 2013. Jakarta: Kemdikbud. 

Kolb, D. A., & Kolb, A. Y. (2009). Experiential Learning Theory: A Dynamic, 

https://doi.org/10.1177/1046878119901286
https://doi.org/10.35446/diklatreview.v3i1.349


 

 

58 

Holistic Approach to Management Learning, Education and Development. 

SAGE Publications. 

Krashen, S. (2009). Principles and Practice in Second Language Acquisition. 

Oxford University Press. 

Larsen-Freeman, D. (2013). Techniques and Principles in Language Teaching. 

Oxford University Press. 

Long, M. H. (2007). Problems in SLA. Lawrence Erlbaum Associates. 

Mackey, A., & Gass, S. M. (2015). Second Language Research: Methodology and 

Design. Routledge. 

Maji, E., Samanhudi, U., & Mokoagouw, M. (2022). Students’ Difficulties in 

Speaking English: (A Case Study in SMKN 3 Sorong). SOSCIED, 5(1), 

95-109. https://doi.org/10.32531/jsoscied.v5i1.416 

Mansoor, Alvanov Z., and Dianing Ratri. 2017. "BOARDGAME AS MEDIA 

FOR THE INDEPENDENCE CHARACTER DEVELOPMENT OF 

PRESCHOOL (4-6 YEARS OLD) CHILDREN IN INDONESIA." 1st 

International 

Maulana, P., & Asmarani, R. (2021). Development of Board Game Media in Art 

Culture and Craft Learning at 5th Grade of Elementary School. IJPSE : 

Indonesian Journal of Primary Science Education, 2(1), 99–106. 

https://doi.org/10.33752/ijpse.v2i1.2083 

Mufida, A. & Abidin, M. R. (2021). Perancangan Boardgame sebagai Media 

Pembelajaran Bahasa Inggris Anak Usia 6-10 Tahun. Barik , 2(2), 44–59. 

Mustafa, M., Manuhutu, N., & Luruk, F. D. (2022). Improving aspect and 

competency of speaking skill on EFL students by utilizing Zoom 

application. ELS Journal on Interdisciplinary Studies in Humanities, 5(2), 

177–186. https://doi.org/10.34050/elsjish.v5i2.21069 

Nadya, N. (2021). A Study on Teachers’ Strategy in Overcoming Students’ 

https://doi.org/10.32531/jsoscied.v5i1.416
https://doi.org/10.33752/ijpse.v2i1.2083
https://doi.org/10.34050/elsjish.v5i2.21069


 

 

59 

Speaking Problems at SMPN 1 Kandis [Thesis, Islamic University of Riau]. 

Repository Universitas Islam Riau. https://bit.ly/3RTIsnk 

Ningtyas, S. I. (2023). Penggunaan Board Game Sebagai Media Pembelajaran 

Untuk Melatih Berpikir Kreatif Siswa. Research and Development Journal 

of Education, 9(2), 871-880 

Nugroho , D. H. . (2021). Pengembangan Media Pembelajaran Board Game 

Matematika Kelas VIII Semeseter 1 Kurikulum 2013 Di Smp Negeri 48 

Jakarta. Teacher: Jurnal   Inovasi   Karya Ilmiah Guru, 1(2), 

150-162. 

Nunan, D. (2013). Task-Based Language Teaching. Cambridge University Press. 

Nurfaizah, N., Maksum, A., & Wardhani, P. A. (2021). Pengembangan Board 

Game untuk Meningkatkan Minat Belajar Siswa Kelas IV SD. Jurnal 

PGSD: Jurnal Ilmiah Pendidikan Guru Sekolah Dasar, 14(2), 122–132. 

https://doi.org/10.33369/pgsd.14.2.122-132 

Oktaviani, Dia Prastika (2022) An Analysis Of Students’ Speaking Ability In 

Telling Theirdaily Activities At SMP Negeri 16 Bandar Lampung. Diploma 

thesis, UIN RADEN INTAN LAMPUNG. 

Pratiwi, W. A. D., Solihat, D., & Darsih, E. (2021). English lecturer’s strategies in 

teaching speaking during covid-19 pandemic. Indonesian Journal of 

Learning and Instruction, 4(2), pp. 31-38. doi: 10.25134/ijli.v4i2.5201 

Putri, Wahyu Ananda. 2018. Pengembangan Media Pembelajaran Board Game 

The Labyrinth Of Trigonometry Pada Materi Trigonometri Kelas X SMA. 

Satya Widya XXXIV (2):88–100. 

Rahmawati, A. (2022). The Effectiveness of Using Board Game Media to 

Improve Students' Ability to State and Ask About the Characteristics of 

People, Animals, and Objects. Raflesia Vocational Education Journal, 2(1), 

15-19. 

https://bit.ly/3RTIsnk
https://doi.org/10.33369/pgsd.14.2.122-132
http://repository.radenintan.ac.id/21491/
http://repository.radenintan.ac.id/21491/
http://repository.radenintan.ac.id/21491/


 

 

60 

Razi, F., Muslem, A., & Fitrisia, D. (2021). Teachers’ strategies in teaching 

speaking skill to junior high school students. English Education Journal, 

12(3), 399–415. https://doi.org/10.24815/eej.v12i3.19136. 

Richards, J. C. (2013). Curriculum Development in Language Teaching. 

Cambridge University Press. 

Rustamova, S. (2023). Learning Foreign Languages Developing Into Lerance. 

Sweller, J. (2010). Cognitive Load Theory: Recent Theoretical Advances and 

Future Research Directions. Learning and Instruction, 20(2), 147 157. 

Tomlinson, B. (2011). Materials Development in Language Teaching. Cambridge 

University Press. 

Vygotsky, L. S. (2012). Thought and Language. MIT Press. 

Wardhani, A. A., Sabardila, A., & Wahyudi, A. B. (2022, May). Forms, 

Meanings, Functions of Slang in Adolescents and Their Relevance to 

Indonesian Language Learning in Ringinasri Bejen Karanganyar, Central 

Java. In International Conference of Learning on Advance Education 

(ICOLAE 2021) (pp. 412-419). Atlantis Press. 

Wicaksono, A. I., Ardianto, D. T., & Erandaru, E. (2019). Perancangan 

Boardgame Augmented Reality Sebagai Media Pembelajaran Bertema 

Perang Kerajaan Kediri Melawan Tentara Mongol. Jurnal DKV Adiwarna, 

1(14), 10. 

 

 

 

 

 

 

https://doi.org/10.24815/eej.v12i3.19136

	4f620881c3e99b43d2801f515a6a11be9b4deb2e42cb8478c5b0eaf126f752c4.pdf
	efe2e0631ea267d05637b8a290fc29ef650df15039c2523d27df204667a0f53a.pdf
	4f620881c3e99b43d2801f515a6a11be9b4deb2e42cb8478c5b0eaf126f752c4.pdf

