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ABSTRACT

Febrianti Arnita, 2022, “Developing Games Book for Teaching Speaking at Eighth
Grade of Junior High School 2 Masamba”. Thesis English
Education Study Program of Tarbiyah and Teacher Training
Faculty Faculty the State Islamic Institute of Palopo. Supervised
by: Amalia Yahya and Dewi Furwana.

Speaking games-is one of the essential approaches to improve students’ speaking.
Therefore to improve students’ speaking, the development of speaking games book
product is very necessary. Recently, researcher revealed that the problem statement
of this research was “How to develop the appropriate games book in teaching
speaking at eighth grade of junior high school 2 Masamba?”. The research goal was
to develop if games books successfully taught speaking in the eighth grade of junior
high school 2 Masamba. The research design used in this research was Research and
Development (R&D) utilized 4D model. It consist of (1) Define; Conduct
observation and interviews with students and teachers and a need analysis
questionnaire to determine which method will be used to examine the curriculum,
learning materials, and goal definition. (2) Design; The researcher began working on
the design gamebook. (3) Development; The researcher experimented with the
product (a games book) and began teaching classes to students. That book has 6
chapters and 14 speaking games. As a result, the researcher taught students used
those games one by one. Before gaining the students' opinion, a few games must be
devised. (4) Disseminate. There are 15 students in eighth grade of Junior high school
2 Masamba participated in this research, 10 from class A and 5 from class B. The
result showed The average score by expert 1 material and design is 3,91 which is
mean good. The second expert judgment is 3,94 which is mean good and the last
expert judgment is 4.00 which is mean very good. While the result of students’
perception is there are 15 students by 10 statement in that questionnaire of speaking
games book after calculated all there are 80% agree on that speaking games book.
The result’s suggest that speaking games book has potential successfully taught
speaking in the eighth grade of junior high school 2 Masamba and this research will
be beneficial for others English teacher.

Keywords: Speaking Games, 4-D model, Research and Development
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CHAPTERII

INTRODUCTION
A. Background

English helps people to communicate, interact and build international relations.
English can be easily found in articles, television programs, magazines, books, and
job vacancies. The English language is essential, especially one of the skills is
speaking that the student must comprehend. Although English is a second language
that we rarely-use as the first language, it does not mean we can-ignore it. To have a

good master *

Speaking capability is considered essential Indonesian EFL students need this
competence because in Indonesia is emphasized in the student's ability to write and
read is. So, Many Indonesian schools are aware of the importance of speaking ability.
Some schools have an additional program such as an English club or English
extracurricular to help students enhance their speaking skills, which they usually do
not do in a formal class. Richards and Renandya stated that "Many language learners

worldwide study English to improve their speaking skills.".?

Game Book is a media solution teaching the teacher to understand material for
students through play. The game is tucked into a book. Inside the book is a variation
of various types of games that students like and follow. Games Book is a book inside.

A series of exciting games will allow learning to know, study to understand, track,

IMiftakhul Jannah, “Using Games in Improving Students’ Vocabulary,” repository.uinjkt.ac.id (2011):
1.
2Ahmad Zubaidi Amrullah, “Developing Language Games To Teach Speaking Skill for Indonesian
Senior High School Learners,” JEELS by IAIN Kedir 2, no. 2 (2015): 13-14,
https://jurnal.iainkediri.ac.id/index.php/jeels/article/view/94.

1



2
and learn to do. Form and game inside Games Book are adjusted to the material and
the concept of the material being taught. Teacher participation is needed in the Games
Book implementation of the learning process. The teacher needs to make a concept
Games Book tucked in with the eye lessons to be taught. For example, the teacher
will teach additional material. Chess game, guess the date of birth, can be made a
supporting method learning, the chess article, and think the picture will allow you on

problem-solving, number recognition, and the other addition process.®

The problem generally occurs in eighth grade in junior high school 2 Masamba
speaks or speaks English. However, for various reasons, many students find it
challenging to communicate in English. The most typical issue is that pupils are not
fluent in English since they are not in the habit of conversing in English. The second
Is that students often think first about what to talk about, and the third reason is a lack
of vocabulary. From the problem above, it can be concluded that practice is essential
in speaking. Being used to talking in English will help a lot of speaking problems. In
teaching speaking skills, one of the good ways is a teacher should create the lesson
become fun and enjoyable by applying some games in teaching speaking. There is a
technique to tackle the challenges mentioned above by looking for appropriate
speaking games in English classes. Prophet Muhammad SAW is said to have given a
message to Mu'adz bin Jabalr when sending him to the area of Yaman.

g s 5 L (o ll A 15 SRS L A Gonda &Y

" And if Allah SWT sends someone a hint as a result of your instruction. Then it

is preferable to the world and its contents for you.."

3Acep Rahmat Saeful, “Games Book Sebagai Media Peningkatkan Minat Membaca Pada Pembelajaran
Indonseia SD Kelas Tinggi,” Indonesian Journal of Primary Education 1, no. 1 (2017): 30.
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In this case, the researcher will develop speaking games. This research is
expected to fix the student's weaknesses in speaking and provide students with want
and necessities, especially in speaking skills. Therefore, the researcher wants to
conduct the Research and Development Method (RnD) in this research. The title
is""Developing Games Book for Teaching Speaking at Eighth Grade of Junior

High School 2 Masamba."

B. Research Question

For various reasons, many students find it challenging to communicate in
English. The most typical issue is that pupils are not proficient in English because
they have not developed the habit of communicating in English. In teaching speaking
skills, one of the good ways is a teacher should create the lesson become fun and
enjoyable by applying some games in teaching speaking. Developing games books
can help the teacher to find games in teaching speaking. Using this game's book, the
teacher can interact with students by speaking English. Furthermore, students can

always be active in speaking English.

C. The Formulation of the Problem
The researcher established the study question based on the issue statement: "How
to develop the appropriate games book for teaching speaking to eighth-grade

students of junior high school 2 Masamba?"



D. The Objective of the Research

This research aims to create and develop a games book for teaching speaking to
eighth-grade students using the 4D model to become more interested and active in
speaking English. This gamebook can help teachers' strategy in education speaking to

students to improve their speaking.

E. The Specification of the Research

The book developed in this research is a speaking games book for students at the
eighth-grade junior high school 2 Masamba, consisting of six chapters. They are: It’s
English time, We can do it and we will do it, we know what to do, Come to my
birthday, please!, | am so happy for you and Our busy roads. In designing those

chapters, the schemas are the same. They are designed based on needs analysis.

F. Scope of the Research

The research scope is focused on developing gamebooks, especially grade-eighth
junior high school 2 Masamba. This game book'’s limitation concentrates just on the
games for teaching speaking, of course, accommodate what games are suitable with
the English book in the eighth grade of junior high school 2 Masamba the title is
"When English rings a bell."In this research, the researcher will use the 4D
development model. The steps of the 4D design model are define, design, develop

and disseminate.



CHAPTER Il
LITERATURE REVIEW
A. Previous Study

Here is several research that is pertinent to the design of learning materials. They

are as follows:

1) Ahmad Zubaidi Amrullah **Developing Language Games to Teach Speaking

Skill for Senior High School Learners.*

The research findings showed that the preliminary observation findings showed
that students face some English problems, especially speaking. The research aims to
develop language games for students joining English study as extracurricular
programs. So, it will help students' speaking ability. The researcher tried to create a
suitable games book and its response to that developing game. This research and
development (R&D) are conducted by adapting Thiagarajan's model called 4D, which

consists of Defining, Designing, Developing, and Disseminating.*

2) Hestri Wuriyani "Developing. A° Communicative Game-Based Book for
Teachers for Teaching Speaking to The Eleventh Grade Students of SMA

Negeri 11 Yogyakarta™'.

This research used RnD ( Research and Development), which was 1) conducting a
needs analysis, 2) creating a coarse grid, 3) creating materials, 4) evaluating

materials, and 5) revising materials. The interview guideline was also used in

“Amrullah, “Developing Language Games To Teach Speaking Skill for Indonesian Senior High School
Learners.”
5
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conducting need analysis by interviewing the English teacher. The data from the
needs analysis was quantitatively evaluated using frequency and percentage, whereas
the data from the materials evaluation was studied using descriptive statistics. To
meet the needs, the researcher developed a three-unit communicative game-based
book for teachers containing games that were put into two stages, namely pre-
communicative games focusing on linguistic practices and communicative games

focusing on communication practices®

3). Ika Trisnantasari** Developing a Communicative Supplementary Speaking E-

Book for Junior High School Teachers.™

The focus of this research was to create a communicative supplemental speaking
e-book for English teachers at SMPN 3 Batu. This product made tasks or some
communicative speaking material applied to the teaching-learning process. This
research was used for Borg and Gall's research and development (R & D) was
updated (1983). The instruments utilized to collect data (need analysis), questionnaire
for the students, and interviews with the teachers, concerning the existing materials.
The results of the requirements assessment were used to create a communicative
speaking material product. Three specialists then validated the product. This product

was created for junior high school 8th students., 2013/2014, in SMPN 3 Batu.®

SHestri Wuriyani, “Developing a Communicative Game-Based Book for Teachers for Teaching
Speaking to Eleventh Grade Students Od SMA Negeri 11 Yogyakarta” (n.d.): 484—494.

8Rachmajanti, Ika Trisnantasari Sri, and Hj. Nur Mukminatien, “Development a Communicative
Supplementary Speaking E-Book for Junior High School Teachers,” School of Graduate Studies, State
University of Malang, East Java 5, no. 1 (2018): 86.
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Those three previous research above has some purpose: developing a book for
teaching speaking. The first research used Defining, Designing, Developing, and
Disseminating are the four dimensions of Thiagarajan's 4D model. While the second
research used followed the materials development process proposed by Jolly and
Bolitho that was adapted into 1) identifying the needs, 2) designing the course grid, 3)
developing the materials, 4) evaluating the materials, and 5) revising the materials.

The previous research used Borg-and Gall (1983).

These researchers were more confident to continue this research to the next steps.
This research taught speaking by games to the eight students in junior high school 2
Masamba. This research will apply the Research and Development (R &
D)development model to develop the speaking games book using theDefining,
Designing, Developing, and Disseminating(4D) model. Interviews, questionnaires,
and observation are the three methods that the researcher will utilize to gather

information.

B. Literature Review

1. The curriculum in junior high school 2 Masamba

lja Try Saputri Kadir, Curriculum is the premise of the instructing learning
measure. In this way, every educating learner needs to follow the educational
program. It is planned with instructional materials, contents, methods, and
resources to evaluate educational objectives.” Nur Humairatul Ulya A's

curriculum is primary in schooling’s instructing and learning measures. Without

’lja Try Saputri Kadir, “Developing of English Language Printed Material Based on 2013 Curriculum:
On Giving Expression About Congratulating and Complimenting Others for TheTenth Grade Students
in SMAN 16 Makassar” 4, no. 1 (2018): 86.
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a curriculum, education can't efficiently, effectively, and run well by the

objective of education itself.?

The current curriculum applied in junior high school 2 Masamba Curriculum
13. Since the improvement of innovation, the students must meet the
requirements of English's primary and content competence for seventh-grade
students. So, that was the reason understudies gave appropriate learning material

too.

2. English syllabi

In this part, the researcher presents the syllabi of Junior High School 2
Masamba. Speaking is one of the Basic English subjects at the eighth grade Junior
High school 2 Masamba. Toward the finish of the course, the understudies relied
upon having the ability to (1) Speaking with a decent structure of grammar, (2)
understand English speaking, (3) Getting the main idea to be able to speak
through game strategy, (4) Can improve their speaking with good pronunciation,
(5) To be fluent in speaking English. Communicative Learning and Critical

Thinking are the methods employed in this syllabus.

8Nur Humairatul Ulya A, “The Effects of the Implementation of 2013 Curriculum To Students’ English
Learning Achievement At Sman 1 Alla’ Enrekang,” ETERNAL (English, Teaching, Learning and Research
Journal) 1, no. 1 (2015): 145.



3. Material Development

a. Definition of Material Development

Materials development is a topic of study as well as a practical endeavor. It
investigates the methods and principles for developing, designing, and
evaluating language teaching resources. We can see the writer of material for
distribution and the teachers for-their classrooms. These two viewpoints are
intuitive in theoretical investigations advised and educated by the turn of events

and utilization of study hall materials.®

Maryam Azarnoosh, Materials development is a viable endeavor including the
creation, variation, assessment, and abuse of materials expected for
improvement and work with language securing. It is a field of procedures or
design, writing, implementation, evaluation, examination of learning materials,

and an academic study investigating the principles.®

b.  Principles in Developing Material

Tomlinson summarizes sixteen principles for SLA researchers to agree to that
basic principle relevant to language teaching material development. This
section highlights these standards: 1) Materials should facilitate learner self-
investment. 2) It is essential that what is taught is current and valuable for the

student. 3) Have the language in genuine use to the students.4) Help learners to

°Bryan Tomlinson, Developing Materials for Language Teaching, ed. Bryan Tomlinson, Second.
(London: Bloomsury, 2013).

OMaryam Azarnoosh et al., Issues in Materials Development, ed. Maryam Azarnoosh et al., Issues in

Materials Development (Netherlands: Sense Publishers, 2016).
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understand well. 5) Achieve impact. 6) Should take constructive outcomes of
the exercises typically postponed.7) Learners should be able to gain confidence
due to the materials. 8) It ought to consider that understudies contrast in
learning styles. 9) The materials should provide a tranquil moment around the
start of the direction.10) language materials to achieve communicative
purposes. 11) Students or understudies should be prepared to get the focus
being instructed. 12) Students' consideration ought to draw into the
etymological elements of the info. 13) Materials ought to consider that
understudies contrast in passionate attitudes. 14) Learners should be allowed to
use the target in the materials.15) Materials should give freedom to result from
the input.16) Materials should optimize learning potential by appealing to the
eye, fostering intellectual and emotional engagement, and engaging appropriate

left and right brain processes.!!

Most authors on the interaction of materials advancement center around
need investigation as to their beginning. Be that as it may, a few essayists are
articulating their standards. For instance, Bell and Gower began by expressing
the accompanying principles which they needed to direct their composition:
adaptability, engaging content, natural language, personal practice, from text to
language, analytic approaches, coordinated abilities, learning to learn,
individual practice, emphasis on review, professional respect, the balance of

techniques, focus on review®?

1y, M. Harsono, “Developing Learning Materials for Specific Purposes,” TEFLIN Journal - A publication
on the teaching and learning of English 18, no. 2 (2007): 170-173.
2Tomlinson, Developing Materials for Language Teaching.
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4. Game

a. Definition of Game

Language games are not exercises, for the most part, intended to kill time or
loosen things up between understudies. Byrne gave "the definition to games as
a type of different play represented by rules.” They ought to be pleasant. They
are not simply a break from routine exercises or redirection. However, it's a

method of getting the student to utilize the language in the game.

Additionally, Jill Hadfield characterized games as “an action with rules, an
objective, and a fun component.” There are two sorts of games: Cooperative
games, in which players or groups cooperate toward a shared objective, and
serious games, in which players or groups compete to be quick to arrive at the
goal. Toth said, "The emphasis in the games is not prioritizing the correctness

of language but rather prioritizing successful communication." *3
b. Purpose of Games

Abdul Muin said, "Games are habitually utilized in the homeroom to give a
cheerful language practice, either with moderately free language or where a
specific design is being rehashed. In either case, the emphasis is playing the
game, and there is a little room for correction during the activity."** While
Mahmoud &Tanni said that game could be an answer, as expressed by Prank, a

game is utilized to give severe and energetic inclusion or make fun in

BAngkana Deesri, “Games in the ESL and EFL Class,” Khon khaen University VI, no. 9 (2002).
4Abd. Muin, “Teaching Speaking through Games,” Adabiyah XIV, no. 1 (2014): 92.
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correspondence. So that the student can feel pleasure and enjoyment in

learning."™®

c. Types of Game

According to Wright, there are several types of games:

a). Magic Trick Redundancy is genuine because the wizardry stunt consistently

appeals to individuals and welcomes their consideration and remark.

b). They are caring and Sharing Games All the games in this segment request

to energize trust and interest in others. These games' trouble is students'
modesty or hesitance to impart xxxvi individual sentiments and encounters to
other class individuals. Just the educator can choose when and how to acquaint
the students with sharing and caring exercises.

c). Picture Games is a game where the utilization of pictures has a critical

influence. These games include looking into pictures and thinking about a
potential connection betweenimages and differences or similarities.

d). Psychology GamesThis game has included different games that may prompt

more considerable attention to the working of human personalities and
faculties. Much assessment and involvement with brain science games support
focus and language use.

e). Story GamesThis game gives a system to the student to talk and compose

instead of participating in short trades. The educator ought to conclude that it
may be helpful to address explicit mistakes. They carefully consider the errors

during the narrating but delay deferring until a while later.

5Ahmed Awad Amin Mahmoud and Ziyad Ahmed Tanni, “Using Games to Promote Students’
Motivation towards Learning English,” Al-Quds Open University Journal for Educational and
Psychological Research and Studies 2, no. 5 (2014): 16-17.
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f). Word Games this present game's focal point of aims is first on the Word

instead of the sentence: spelling, implications, names as deduced from settings,
words as arranged by syntactic utilization, or terms for sentence-production.
Notwithstanding, students are needed by and large to go past the underlying
concentration and to xxxvii impart in entire sentences, here and there, to seek
afterthoughts and contend at some length.

0). This is a true/false game to choose which individual offers a valid or bogus

expression.

h). Card and board games The instances of these games are snakes and

stepping stools. We can make varieties of significant worth for
accomplishment.

1). Sound Games Sound impacts can make an impression on individuals, places,

and activities in the audience's brain. There is a greeting for the audience to
contribute through a creative mind. This game is about singular translation and
individual perspectives and offering viewpoints and thoughts.

j). Guessing and speculating games, this game is about someone finding out

what someone knows. It is helpful for learners who lack English

k). Miscellaneous Games is about a fortune teller. The instances of this game

set up how you can manage it, situations, and zip.

I.) Memory Games essentially, these games are about memory. These games put

the player to the test or the learners' ability to remember. Amount what players
can recollect the lead to conversation, where assessment, and what data is

traded.
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m.) Question and answer game this part is an assortment of games intended to

make settings in which the student needs to pose an inquiry to discover

something, generally associated with linguistic focuses'®
d. The Advantages of Games

Qiaoyan Yang said, "Games can animate learning and inspiration, and
understudies get extremely assimilated in games, some of which are reasonable
for undergrads in-examining English as. their subsequent language.”
DwiNurulFajariyah Games draw in students to become dynamic in the study
hall. Show the language usually and advance familiarity. They should utilize
this because they help students see the excellence in an unknown dialect and do

not think again that foreign language is harsh."*’

e. The Good Characteristic Games Book
The teacher must be careful in-adopting games because it used for education. So
games must fulfill the criteria set in the learning objectives. Here is the
excellent characteristic of games book are:
a). Games book is a current idea and alternative to improve student's interest
in learning
b). Through the games book, students can be exciting and motivated to

develop their interests

8 Andrew Wright, David Betteridge, and Michael Buckby, “Games for Language Learning,” IEEE
Computer Graphics and Applications 4, no. 2 (2015): 71.

7DWI NURUL FAJARIAH, “Improving Students’ Speaking Profiency Using Games (A Classroom Action
Research on the Eight Grade Students of SMP Negeri 2 Baki Sukoharjo 2008/2009 Academic Year)”
(2009): xvii.
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c). The games book is unique in English learning. Learning will be exciting
and increase the interest of students always to learn and understand the
concept of the material
d). There is a wide variety of games which is exciting students will learn to
know, learn to understand and learn to follow, and do
e). The forms of games are adapted to the concept material that the teacher
will teach?8
f). The games should meet students' expectations and make them excited.
Because mostly in junior high school, students aged 12-15 belong to
adolescent learners. Harmer said that "those groups of adolescent learners

will be excited as long as they are engaged with the learning process."*°

f. Strategies in teaching speaking
The language learning procedures utilized by the understudies in talking were
exchanging, tracking down the good routes in talking, choosing the theme,
going to English gatherings, using time for working on, focusing, further
developing articulation by reading,self-evaluating, lowering anxiety, asking
friends, repeating, reading English books, mastering vocabulary, singing the
English tune, talking aloud so anyone might hear, watching English movies,
making sentences, making sentences, practice pronouncing words with a

native speaker to get the idea of it. The most predominant language dependent

18Saeful, “Games Book Sebagai Media Peningkatkan Minat Membaca Pada Pembelajaran Indonseia
SD Kelas Tinggi.”

Nurin Afifah, “Designing ‘ Good at English’ as an English Conversation Book for Speaking Class
Activities Outside the Class for Grade VII Students of the Junior High School,” English Language
Teaching (2016): 16.
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on Oxpords' hypothesis about language learning methodologies, using time
for rehearsing alludes to metacognitive systems. This system assists

understudies with getting sorted out and planning their language learning.?

5. English for Academic Purpose (EAP)

a. What is EAP

English refers to associated practices and language rehearses that individuals
need to work and concentrate on in English medium-advanced education for
scholarly purposes. An EAP course's goal is to assist these individuals with
learning the semantic and social — fundamentally working thanks to English,
practice involved in studying, or disciplinary and institutional. The showing
content Is coordinated with the student's language practices and study needs.
ESP is a type of EAP that is often considered an ELT branch, albeit not all
EAP educators have gotten through the EIT course.

English for academic purposes (EAP) covers guidance that spotlights people's
open necessities, rehearses iIn. instructive settings, and language research.
Consequently, it incorporates a scope of exercises, from planning listening
materials to portraying the "talk of doctoral safeguards. While often
characterized as a practical affair, it goes past preparing students for the
English examination to comprehend the sort of proficiency found in the
institute. EAP is then a part of applied etymology, comprising a critical group

of tests for effective teaching and assessment, descriptions of academic texts'

20pewi Furwana, “Language Learning Strategies of EFL College Students,” Ethical Lingua: Journal of
Language Teaching and Literature 4, no. 1 (2017): 79-80.
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linguistic and discoursal structures, and analysis of academics' textual

practices.?!

b. The concept of EAP

Speculations in EAP are sometimes confounding because there are disputes
about characterizing EAP, fights between banter over guidance, and schools
blended utilization of language and a broad scope of ideas related to EAP.
Notwithstanding ELT speculations, it has, since its creation, been affected by
assorted views, including communicative language teaching, sociolinguistic,
applied linguistics, linguistic, learning theories and writing across the
curriculum, Writing in Discipline (WID), critical theory, new literacies,
register analysis, American second-language composition, genre analysis, and
systematic functional linguistics. When defining EAP regarding the problems
encountered, claims that the EAP definition is constantly changing in the

scope and content.??

2Ken Hyland, English for Academic Purposes, ed. Ken Hyland, Routladge (London and New York:
Taylor & Francis e-Library, 2006).

22Yulong Li, Educational Change Amongst English Language College Teachers in China, ed. Yulong Li,
Educational Change Amongst English Language College Teachers in China (China: Springer Nature
Singapore Pte Ltd, 2020).
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6. Models in Developing

a. ADDIE

The most common model utilized in the informative plan field guide is
creating a reasonable plan called ADDIE. This model is a way to deal with making
a difference in any instructional design or even teacher to make a productive or
content developer. Analysis, design, development, implementation, and evaluation
(ADDIE) are acronyms for analysis, design, development, implementation, and

evaluation. Each level of the ADDIE model works together and is related.

s

p

IMPLEMEN DEVELOP

\TATION \MENT

1) The analysis stage is an essential phase in this process. We have to
analyze the learners (their needs, skKills, etc.), foster an educational examination,
and make informative and research learning destinations. That implies you must
be clear about your objectives and where you need your students to be. 2) Design
this stage is tied in with applying the guidance. The architect of training ponders
plan guidance that can discover powerful approaches to learning and
communication with the materials you have given and made. Moreover, We have
to focus on designing assessments for learners' topics, selecting a course form,
and then creating an instructional strategy. 3) The development of this stage

relies upon the initial two stages: the examination and configuration stage. That



19
implies that if we did these stages accurately, the item would be more available.
In this third stage, the global creators coordinate the innovation with the
instructive setting and interaction. Then, at that point, a reinforcement plan off
chance that the innovation we have picked doesn't work.4) The implementation
of this stage is tied in with changing our objective right into it. We should think
about tremendous advances: preparing the teachers, setting up the students, and
coordinating the learning climate. We can show our course in exceptionally
accurate approaches to accomplish the execution stage with these three stages.5)
Evaluations are essential to assess each progression to guarantee we accomplish
our objectives utilizing the educational plan and materials to address the student's
issues. There are two sorts of assessment, which are summative and
developmental assessment. The first is summative assessment assists us with
seeing the genuine incentive for our educational plan when the course's entire
guidance is done. The summative evaluation can evaluate the learner's outcomes
and all design components' effectiveness after completing the course or design.
The second type, formative evaluation, measure our educational materials in each
ADDIE model stage. There are three fundamental valuable assessment measures:
short assessment, bunch balanced, and preliminary in the field. We pick students
with comparative provisions to our regular students in assessment and assess the

materials.?®

ZNada Aldoobie, “Addie Model,” American International Journal of contemporary Research 5, no. 6
(2015): 68-71.
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b. 4ADmodel there are:

3 W

% Development @

1) Defining Phase (Define) Preliminary analysis - end, student analysis,

material analysis, task analysis, and objective specifications learning are all
activities at this level. 2) Design Phase (Design) This stage aims to design
learning devices. A result of this design stage is called the initial draft. 3)
Development Stage (Develop) The development phase aims to produce a final
draft of the learning device, the good one. 4) Dissemination Stage (Disseminate)
This stage aims to test the validation of learning devices tested and changed

before being deployed in the field.?*

24Djan Kurniawan and Sinta Verawati Dewi, “Pengembangan Perangkat Pembelajaran Dengan Media
Screencast- O-Matic Mata Kuliah Kalkulus 2 Menggunakan Model 4-D Thiagarajan,” Jurnal Siliwangi 3,
no. 1(2017): 217.
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This study utilized the R n D approach to create a games book for a junior

high school teacher in the eighth grade Masamba. The background of this book is

helping the teacher find some games in teaching speaking. This research's findings

should have a teacher's solution as a game strategy in education. In this research, the

researcher will use the 4D model in developing a games book for teaching speaking

at the eighth-grade junior high school 2 Masamba. Below is the schema:

Developing games book

A

y

4D model design

o]

Design

Observation

!

l
(e
!

Need analysis ]

Ve

|

Target needs
and learning
needs

Media choosing

!

Format choosing

A 4

Development

N Il J

I

First design
Expert validation

!

[ Student perception ]

l

[ Practicioner ]

A 4

Disseminate

l

Result analysis

!

Conclusion

Disseminate




CHAPTER 11
RESEARCH METHOD

The analyst in this research used the Research and Development (R&D) system
to create a games book for teaching speaking at Masamba Junior High School in

eighth grade. The researcher used the 4D model in this study.

A. Development Model

The researcher used the Research and Development (R&D) strategy. Research
and development were utilized to create a specific item. Moreover; an exploration
strategy fabricated a particular item and tested its effectiveness. In making the
product, Firstly, the researcher needs to identify the needs (used qualitative). Second,
develops a product. The last test was the product's effectiveness (used an experiment).
The product can be a model, a procedure, a module, a program, a pattern, a book, or a

package. ?°

The 4D Thiagarajan design model was used in this development investigation.
The following are some of the reasons why the 4D Thiagarajan design model was
chosen: (1) it is better to develop learning media such as books, worksheets, lesson
plans, and so on; (2) it is more complete and systematic; and (3) the developing was
engaging the expert, so the product was revised by the expert's evaluation and
suggestions before being tried out. In this research, there are four stages in fostering

the talking games book from the 4D model and turned into the scientist's aide in

25Sri Haryati, “Research and Development (R&D) Sebagai Salah Satu Model Penelitian Dalam Bidang
Pendidikan” 37, no. 1 (2012): 11-26.
22
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promoting the speaking games book.4D stands for Defining, Designing, Developing,

and Disseminating.?

B. Location and Time of Research
This research was conducted in junior high school 2 Masamba addressed: Jin.
Pendidikan, Kel.Baliase, Kec. Masamba, Kab. Luwu Utara. This research was

conducted from 23 February to 22 April 2021.

C. The Subject and Object of Research

The research was conducted in Junior high school 2 Masamba. The researcher's
subject consists of 15 students in eighth grade, the odd semester of eighth grade. The

research to chose this class was considered and suggested by the English Teacher.

D. Procedure of Development

=

% Development ?

26Dr H. Punaji Setsoyasari, Metode Penelitian Dan Pengembangan, ed. Dr. H Punaji Setyosari, Third.
(Malang: Kencana Prenada Media Group, 2013).
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The following is the diagram of the 4D model used to foster the speaking games

book:

1. Define
This step aims to determine the requirement for development. Analyze the
appropriate product and model of the research used by the user. In developing the

learning equipment such as a book, the steps in the definition were:

a. observation
The researcher's first step was to analyze the curriculum, syllabus, and
materials the English teacher taught in class. That observation made the

researcher easier compose the learning equipment that develops

b. Interview
The interview was relevant to what students require, particularly for
developing a speaking games book. It also analyzed the student's
characteristics, such as the background and the development of the student's

cognition.

c. Need analysis
The target needs and learning needs were identified during the need
analysis. The pupils were given questionnaires by the researcher at this point in
the process. The surveys were designed to gather information about students'
needs, wants, and deficiencies. It likewise expects to know data about the plan,
info, and learning activities—the result of student analysis was used as a

consideration for the development speaking games book.



25
2. Design
The purpose of the design was to produce the prototype of the learning equipment

development. The step in this stage was:

a. Choosing the media

The media appropriately chose the result of the previous analysis.

b. Format choosing
Format choosing designed the content of the games, the characters, and the

facilities for learning.

c. First design

The first design (first draft) was a game list designed before trying out.

3. Develop
This stage results in the final product design, which is then revised and validated

by an expert before being tested. The step.in this stage was:

a. Valuation of the expert
This step validated the content. The experts validated the product. All of the
experts' suggestions were considered, and the base revised the product. We got

the second draft after fixing the first draft.

b. Student's Perception
The games portrayed the students as limited treatment with the actual students

in this step.
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4. Disseminate
This step tried out the result of the third prototype. And the product was used to

develop the final prototype as the games book's final development.

E. Technique and Data Collection

Observation, interviews, and questionnaires were used to collect data in this
study. The researcher next used an interview technique to ask students and English
teachers specific questions, and finally, the researcher used a questionnaire to collect
data. The first was a questionnaire for need analysis, the second was a questionnaire

for expert opinion, and the third was a questionnaire for the prior student's viewpoint.

F. Data Analysis Technique

1. Data Analysis in the questionnaire
The descriptive data analysis used in this part was dissected by
ascertaining the appropriate response. The following is an example of the need

analysis from the questionnaire:

X
X = ZleOO%

X = Score
Yx = The same answer of students

N = Total number of students
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The decisions made by the students (necessity, lack, and desire) form a

researcher's experience in creating the worksheet.

2. Data Analysis based on expert judgment
The data was transformed into a descriptive analysis by the researcher.
The Mean was used to assess the effect (X). Using conversion pattern data,

the following Means were used:

Mn (X) = %
M = Mean
Y. fx  =Total score
n = Total items
Scales Interval Descriptive Categories
1. 1.0<X<1.7 Very Poor
2. 1.8<X<25 Poor
3. 26<X<33 Fair
4. 34<X <41 Good

5. 42<X<5.0 Very Good
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The example of table Expert Judgment

No. Indicators Score Expert Suggestion

3. Data Analysis of student's perception

The data was transformed into a descriptive analysis by the researcher. The

Mean is used to estimate the effect (X). Using conversion pattern data, the following

Means were used:

_3fx
100%

Y. fx=Total Score

Mn (X) = ]%x

M = Mean

fx = Total Score

n = Total the same answer

The example of table Student's Perception

No. Indicators Score Students Suggestion




CHAPTER IV

RESEARCH FINDINGS AND DISCUSSIONS

This chapter presented and examined the discoveries of the research. The
initial segment of this chapter offers the requirements investigation results, and the
next part shows the conversation of the findings.

A. Research Findings
1. Define
There were three steps for the researcher to determine the information:

observation, interview, and need analysis.

A. Observation

The researcher observed the school curriculum and what the teacher
taught in the English learning book. The researcher discovered that SMPN2
Masamba was using the 2013 curriculum due to the observation. In the 2013
curriculum, character education aims to increase the quality of educational
processes and academic results, resulting in students' character and noble
character. Implementing the 2013 curriculum based on personality and
competence obliges students to actively learn thematic and contextual
approaches. From the observation, the researcher knew the teacher's English
learning book in SMPN 2 Masamba in eighth grade was "When English rings

a bell." In class, the teacher taught from a general English textbook.

29
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Interview
The researcher concentrated on the needs and desires of the students.
And knew students' characteristics in the interview section. The researcher
interviewed the teacher about the feature of a student in the eighth grade that
she taught. The interviewed teacher said that "The students of eighth grade
were not active on learning English because the students were still very new
in English that is because of an absence of propensity to communicate in
English, the subsequent understudy frequently assumes first about what to
discuss, the third point to consider was their lack of vocabulary. We can see
from just a few students active in English lessons. Based on an interview,
some students were not involved in class because English is challenging, and
they were not interested in learning English and silence. Most of the students
want to be involved in English learning. The researcher now knew what
students want in English learning to be dynamic in the exercise from the
Interview. The researcher was looking for an excellent way to increase
student's motivation to learn English. So the researcher concluded that need to
develop an appropriate English games book for eighth-grade students to make

students more active in learning English
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C. The result of the need analysis
The population in this need study consisted of 96 pupils, while the
sample consisted of 15 eighth-grade students
a) Necessities
1. Target Needs
The first item analyzed was the target needs. Here, the researcher
wanted to know the student's necessities, lacks, and enjoyment in learning
English.
a) Necessities
The data shows that the following chart depicts the students' ultimate

goal in learning English:

> @ O O m

10 20 30 40 50 60 70 80

o

Chart 4.1The results of student’s necessities on purpose

In the percentage of this question, the majority of the students
picked option A, which is their goal in learning to speak. It shows from

15 students, 67% or 10 of students decide to habituate talking in
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English. The researcher made appropriate games to make the students

speak of their habituates based on the result.

In addition, students who responded to a questionnaire about the
number of student necessities on media content at this time can see in

the following chart:

60

40

20

Chart 4.2The results of student's necessities on media content

b)

In this question, most students chose option A, which lacks new
media in learning English. Of 15 students,53% or 7 of students
answered the media does not build confidence to speak. The researcher
tried to make appropriate games to encourage students to speak from

the result.

Lack
After the necessities, the next aspect was lack. Two things in the
questionnaire acquired data about the students' English capability in

shortage. The result can see as follow:
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Chart 4.3 The results of student's lack of learning English

In this question, most of the students with difficulties in speaking
did not have a strong mentality speaking. It shows that six students, or
40% of students, chose option A. The researcher tried to make
appropriate games to increase students' confidence to speak in light of the

outcome.

Furthermore, the students that responded to the survey indicated

that they lacked English proficiency can see in the following chart:
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Chart 4.4 The results of student's lack of English proficiency
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The percentage in this question, most of the student's level of
English is basic (lower). It shows that 13 students, or 87% of students,

chose option A. Based on the result, the researcher tried to make suitable

games for the basic level

Furthermore, the students who responded to the survey expressed

a lack of speaking activity can see in the following chart:

10 20 "
40

50

Chart 4.5 The results of student's lack of speaking activity

The percentage in this question was that most of the student's
difficulty in speaking activity Is quickly translated and answered by the
other person. It shows seven students, or 47% of students, chose option B.
Refers to the previous question. It could be a cause of a lack of vocabulary.
The researcher tried to make games that improve speaking skills and

students’ vocabulary based on the result.
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c) Wants

The last part of the objective requirements that should be
distinguished is the topic of needs. The students got some
information about English learning materials that they want to
improve their English. The following is an example of a possible

outcome::

Chart 4.6 The results of student's wants on speaking English

The percentage of the guestion shows that the eighth-grade level is
known speaking is speaking actively in all conditions. The percentage of
students who chose option A showen 67% of students are in this situation
know speaking activity as speaking actively in all conditions is their
opinion about telling. The researcher knew that students wanted to act by
speaking based on the outcome. So, the researcher tried to make suitable

speaking games that would make students active in speaking.



36
The following graph depicts the students' desire to enhance their

speaking skills based on the findings of the questionnaire:

Chart 4.7 The results of student's wants to improve their speaking

The percentage of the question shows that students in eighth grade
chose vocabulary as a kind of language knowledge that can help improve
their speaking skills. The percentage of students who chose option A is
shown as seven students. It means that 47% of students know that their
vocabulary has to be improved. Based on the result, the researcher
besides made appropriate speaking games. The researcher also made

exciting games to improve students' vocabulary.
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Based on the outcome of the questionnaire, the students' wants on

speaking competency can see in the following chart:

Chart 4.8 The results of student's wants on speaking competency

The percentage in this question, speaking competence that students
want to master after learning English, can give multiple English
instructions. It shows that the number of students who opted for option A
is 40%, or six of 15 students. As a result of the findings, the researcher
attempted to make some appropriate games to train students to make

instruction in English learning.
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The students' desires are based on the results of the questionnaire on

the game's content can see in the following chart:

35
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Chart 4.9 The results of student's wants on the game's content

In this question, -the percentage of the use of games book that
students want there were 2. These can encourage them to discuss with
other friends and awaken their passion for learning English. Five students
chose A, and five students chose C. it shows A and C are the same 53%.
Based on the result, the researcher tried to make suitable games that
encourage students to discuss with their friends, and the games can also

increase students' enthusiasm for learning English.



39
2. Learning Needs
a) Input
Based on the questionnaire, the topic of the games which

students wanted to input can see as follow:

Chart 4.10 The results of student's input on the topic

In this question, the percentage of these questions, the students
chose options A, B, and F as kinds of games that students like in learning
speaking: memory games, picture games, and guessing. It shows A, B and
F are the same 27%. The researcher tried to make games suitable for

memory games, picture games, and guessing games based on the result.
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Based on the questionnaire, student's input on the interlude games

book can see as follow:

40
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Chart 4.11 The results of student's input on the interlude games book

The percentage of students who prefer cartoon drawings relevant to
the issues presented in this inquiry. The interlude games book
demonstrates that 40 percent of students chose option B or six out of 15
students. As a result of the findings, the researcher attempted to make

games books with cartoon pictures according to the game book's contents.
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In addition, students who responded to a questionnaire about

student's input on graphic feasibility can see in the following chart:
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Chart 4.12 The results of student's input on graphic feasibility

of the games speaking book

The percentage in this question, The graphic feasibility of the
games speaking book that students want is option E ( All option ) which
were an attractive cover design of games book, the placement of
illustrations and images does not interfere with understanding, the
pictures presented are following the material, using harmonious colors
accentuates function. It shows that option E was selected by 27% of
students. As a result of the findings, the researcher attempted to make
attractive cover design, illustration, and pictures suitable for games book
content in the speaking games book'’s graphic feasibility. The colors of the

games book are good-looking.
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In addition, students who responded to a questionnaire about
student's input on the speaking games book can see in the following

chart:

0 10 20 30 40 50

Chart 4.13 The results of student's input on speaking games book

The students' percentage in this question, want on games speaking
book is instructions on games book are easy to understand. It shows that
students who picked option B are 47% or seven students from 15
students. The researcher tried to make the games book's instructions easy

to understand based on the outcome.
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In addition, students who responded to a questionnaire about
students’ input on language aspects of games speaking books. As can be

seen in the graph below:

Chart 4.14 The results of student's input on language aspects

of games speaking book

The percentage in this question, The language aspects of the games
speaking book that students-want, was used according to students'
emotional maturity level. It shows that option B was selected by 53% of
students, or eight out of fifteen. As a result of the findings, the researcher
attempted to appropriate games according to students' emotional maturity

levels.
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b) Procedures
The procedure is the next learning component to investigate after
the input analysis. According to the survey, the students wanted
activities that allowed them to put their English skills to use. The

following is the outcome:
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Chart 4.15 The results of student's procedure for learning speaking

G H

The percentage in this question, most of the students like a game as
an activity in learning. It shows that the percentage of students who
picked option G is 47% or seven of 15 students. Based on the result, the
researcher knew that games are helpful to improve students speaking
skills. The researcher tried to make appropriate games that help students

learn English in a speaking activity.
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The data shows student's procedures for speaking activity can see in

the following chart:

Chart 4.16 The results of student's procedures on speaking activity

Most of the students want to learn the percentage in this question
using full English as the daily conversation in the classroom. It shows that
5 of students, or 33%, choose option A. The researcher tried to make
appropriate speaking games that encourage students to speak English with

their friends based on the result.
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Furthermore, students who answered questionnaires related to
student procedures on practice speaking material could see in the

following chart:
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Chart 4.17 The results of student's procedures on practice speaking material

The percentage in this question, most of the student activities
that students enjoy when practicing speaking material in class has
conversations in pair with classmates. It shows that 5 of the students,
or 33%, chose option D. Based on the outcome, the researcher knew
that conversation made students enjoy learning English. So, the
researcher tried to make some appropriate conversation games that

encourage students' speaking skills.
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In the questionnaire, there is a section on target needs. Student's
procedures for speaking lessons to improve their speaking can see in the

following chart:
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Chart 4.18 The results of student's procedures in speaking lessons

to improve their speaking

In this question, the percentage of these questions, the students
chose options A and D as kinds of speaking lessons that students prefer to
use to improve their speaking skills are tell the results of abservations and
description. It shows A and D are the same 40% or six students. Based on
the development, the researcher tried to make appropriate games to train
students to tell the result of observation and make some fair describing

games.
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Based on the outcomes of the questionnaire, the students'

procedures on the speaking method can see in the following chart:

Chart 4.19 The results of student's procedures on speaking method

In this question, most of the students like a conversation as the
speaking method of learning. It shows that 7 of the students, or 47%,
chose option A. The researcher tried to make some appropriate

conversation games based.on.the outcome.

c) Setting
The setting is the next component. The use of setting media

can aid students' learning. The following is the outcome:
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Chart 4.20 The results of setting media can support student's learning process
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The percentage in this question, the students more like print media
as their learning media, can support them in their learning process. Kind
of print media is textbook, newspaper, magazine, and module. It shows
that 8 of the students chose option B or 53%. Based on the result, the
researcher tried to make games require several media such as textbooks,

newspapers, magazines; etc.

Based on the results of the questionnaire; students student's setting

place on learning can see in the following chart:
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Chart 4.21 The results of student's setting place on learning

The percentage in this question, the student's favorite place in
learning to speak is in the classroom and outside (park, field, etc.). It
shows that students who chose A and C are the same 27%. Based on the
result, the researcher's games play in two places in the classroom and

outside (Park, field, etc.)
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Furthermore, the students that responded to the survey

questionnaire student's settings on learning can see in the following chart:

Chart 4.22 The results of student's setting on learning

The percentage in this question, the students, like to work with a
small group (4 to 6). It shows 6 of students, or 40% of students, chose
option C. Based on the outcome, the researcher setting games that the

games play with a small group (4 to 6 students)

d) Student's role

The learner's role is the final component. When the
education and learning measure is in progress, this component

defines the student's role. As you can see, it's as follows:
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Chart 4.23 The results of student's role

The percentage in this question, student role in the classroom when
learning English, especially speaking skills, is listening to the teacher's
explanation and implementing the teacher's instruction. It shows eight
students, or 53% of students, chose option A. Based on the result proving
that games are an excellent way to teach students in English learning, the

researcher tried to make games that teachers use to give instruction.

e) Teacher'srole

The students responded to the teacher's involvement in the
learning process based on the questionnaire's need analysis results.

As you can see, it's as follows:
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Chart 4.24The result of the teacher's role

Most students prefer the percentage of the teacher is a Motivator for
students and Involves students in arranging every learning activity. It
shows students chose options B and C with the same value as 40%. The
researcher tried to make appropriate games involving students in all

learning activities based on the result.

2. Result of Expert Validation

The researcher validated the material by administering a questionnaire during
expert validation. The questionnaire contains 30 questions that cover all areas of the
product. Those aspects were content and layout assessed by three experts:
Dr.Masruddin, M.Hum as Lecturer in IAIN Palopo, Mrs.Sumriani S.pd, and
Mrs.Halmiah S.Pd are Teachers in SMPN 2 Masamba. Below are the outcomes from

those three experts.
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a. The First Expert (Lecture)

Table 4.1Average score by expert material on every aspect

Question Question
Number Score Number

15
16
17
18
19
20
21
22
23
24
25
26
27
28
Total Score 109
Mean Value 3.89

Score

© 00 N O 0oL b WN -

e =
N P O

=
w
RSN S~ S ST T S T T ~ S 00 B S S o

B N I S T ¢ T S N S N T - L I N

[y
SN

109
28
= 3.89

Mean =

The data shows that the games book for Speaking skills designed by the
researcher was qualified to apply from content expert validation in the school. It
proved from the first expert (lecturer) giving 109, which equals 3.85. This score
means "good"”. There were some suggestions for this product from the first expert,
including correcting the spelling of writing and providing pictures for each game's

instructions. And The researcher had revised the guidance from the first expert.
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a. The Second Expert (Teacher)

Table 4.2 Average score by expert material on every aspect

Question Question
Number Score Number

15
16
17
18
19
20
21
22
23
24
25
26
27
28
Total Score 110
Mean Value 3.92

Score

© 00 N © O b W N -

e =
N P O

[y
w
A~ BB B B B BB DDDdD

[C0 I S R T T - S S T - N S GO TR S

[N
SN

Mean _ 110
can = 8

= 3.92

The data showed that the games book for Speaking skills designed by the
researcher was qualified to apply from content expert validation in the school. It
proved from the second expert (teacher) score giving 110, which equals 3.92. This
score means "good". The second expert suggested this product: the games in chapter
3 (suggestion me!) and chapter 4 (invite someone!) make it more attractive for

students, and the other games are good. The researcher revised games in chapter 3
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(suggestion me!) and chapter 4 (invite someone!) based on advice from the second

expert.

b. The Third Expert (Teacher)

Table 4.3 Average score by expert material on every aspect

Question Question
Number Score Number

15
16
17
18
19
20
21
22
23
24
25
26
27
28
Total Score 112
Mean Value 4.00

Score

© 00 N O o B WDN B

e =
N P O

[y
w
B T T T R S = R

A A B BB BB DB DD DDDdDDS

[N
SN

b _ 112
ean = >3

= 4.00
The data shows that the researcher's speaking games book was qualified to
be used in the school, based on those tables of content expert validation.
Evidence from the third expert (Teacher) shows 112 = 4.00. This is a "very

good" score.



d. The First Expert Lay-out

Table 4.4 Average by expert design on every aspect

Qo won
1 4
4
4
4
4
4

quals 4.00.

Total score 24
Mean Value 4.00
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Mean = —

= 4.00

The tables above show that the first expert (lecture) design layout on every

aspect gives 24, which equals 4.00. In the interval, this category gets "very good".

f. The Third Expert Lay-out

Table 4.6 Average by expert design on every aspect

Question

Number Score
1 4
2 4
3 4
4 4
5 4
6 4
Total score 24
Mean Value 4.00
24
Mean = 3

= 4.00
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The tables of layout expert validation reveal that the researcher's speaking

games book was qualified for usage in the school. The third expert's score of 24,

which equals 4.00, proves it; this score implies "very good."
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The researcher needed students' perceptions of the generated English book

when designing a speaking gamebook to confirm that the speaking gamebook

was genuinely appropriate for eighth-grade students.

suitability,

The product was provided to the fifteenth students, who completed the content

language propriety, -and layout appropriateness questionnaires.

Fittingness should be spread out. The following.is an explanation of the outcome:

Table 4.7 Revision-of the English design speaking games book for Junior High School 2 Masamba

No Statement SS S R TS STS
The games book presented is
1 suitable for the second grade level 12 3 0 0 0
at junior high school 2 Masamba
The speaking games book has been
2 by the needs for grade junior high 1 14 0 0 0
school 2 Masamba.
This speaking games book can 6 9 0 0 0
3 improve students' English skills.
4 Speaking games book are varied in 11 4 0 0 0
their interity
Speaking games  book are 4 11 0 0 0
5 . .
interesting and easy to understand
6 The contents of the book are from 9 6 0 0 0
the student's k13 book.
The writing appropriate book that 10 0 0 0
7 5
are easely understood by students
3 Colors in writing are interesting to 7 8 0 0 0
learn
Preparation of speaking games 10 5 0 0 0
9 according to the material in the
students k13 book
The book are able to encourage 10 0 0 0
10 5
students to speak
Totally 70 80

The results of the questionnaire on students’ assessments of the content

eligibility component indicate that these games are appropriate: There are 15

students by 10 statement of that questionaires speaking game book and after
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calculated all there are 70% students (Totally Agree), 80% students (Agree), 0%
students (Doubt), 0% students (Disagree), 0% students (Disagree), 0% students
(Disagree), 0% students (Disagree), 0% students (Disagree), 0% students
(Totally Disagree). Six chapters in the book of speaking games total 59 pages.
Each chapter has different activities, graphics, and colors in the speaking games
book. The size of the speaking games book is the same as the k13 book for

eighth-grade students at Masamba Junior High School.

B. Discussion

Speaking games is one of the essential approaches to improve students’
speaking.Therefore to improve students’ speaking, the development of speaking
games book product is very necessary. Recently, researcher revealed that the
problem statement of this research was “How to develop the appropriate games
book in teaching speaking at eighth grade of junior high school 2 Masamba?”.

This research aims to set up the students with the open ability and set them up
to convey English in their daily lives. This research focused on developing a
speaking games book for English speaking skills students at eight junior high
schools 2 Masamba.

This research used 4D models in development—the first step of this research
was defined with analyzed the curriculum. When observing the school, the
researcher also interviewed the teacher about the appropriateness of the curriculum
in the learning process. The result found that the curriculum that applied in SMPN

2 Masamba is the curriculum of 2013 that only focused on general English
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After analyzing the curriculum researcher also analyzed the cognition of
students. It is also conducted when observationed. The student's ability in English
is so low. It showed when the teacher taught the student, and they were entirely
passive cause they looked like they didn't understand all of the lessons. It is the
cause of their vocabulary so lack that the teacher should always translate all of the
instruction herself into Bahasa.

The researcher will need to do an analysis in which the purpose of this trend
was to show why the students needed to learn English (Hutchinson and Waters,
1987). The needs analysis method was separated into two parts: target needs and
non-target needs, which have a place with what the students need to do in the
objective circumstance, and adapting needs, which have a place with the
information and capacities that students can need to perform to the important level
of skill in the objective circumstance.

The next step is designed. In designing speaking games, the researcher made
various speaking games appropriate to the English book material used in the eighth
grade of junior high school 2 Masamba. In speaking games, the researcher put
some attractive pictures to make the game clear to understand and make the games
book become a colorful format it will influence student interest in the study. The
speaking games book contains six-chapter. There were some speaking games in
each chapter.

After the speaking games book had been composed, the subsequent stage was
the expert judgment measure. The speaking games book developed assessed the
material and content by three experts: Dr. Masruddin, M.Hum as Lecturer in IAIN

Palopo, Mrs. Halmia, S.Pd and MrsSumriani, S.pdas an English Teacher in SMPN
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2 Masamba. The result showed The average score by expert 1 material and design
Is 3,91 which is mean good. The second expert judgment is 3,94 which is mean
good and the last expert judgment is 4.00 which is mean very good. After being
validated by three experts, the games book was revised and became a second draft.
Then the games book was used to teach English and shown to the students in the
classroom to find out students' perceptions of these games books. While the result
of students’ perception there are 15 students.and 10 question about that book if we
count there are 80% agree on that speaking games book.

According to expert evaluation and student perspective, the content, language,
materials presentation, and materials layout were all appropriate. As a result, has
potential successfully taught speaking in the eighth grade of junior high school 2
Masamba and this research will be beneficial for others English teacher.

The book could be applied to the games in the school as the Disseminated step
in this research. The researcher just did socialization at SMPN 2 Masamba to show
them the product, and their responses about this product were good. The English
teacher also responded that this product might apply in her class, so the English
learning materials for teaching speaking skills in the eighth-grade odd semester

can more effectively use this product.

Finally, after steps of making this product were all done. The researcher named
the product games book called "Speaking Fun™. The book Speaking Fun has six-
chapter, fourteen speaking games, colorful book and have some quotes. The
advantages of this book are that pictures of this gamebook are connected to the
game's instructions. So, it makes it easy to use by the teacher and understand by

students. And also, the researcher had made a collection of appropriate speaking



62
games according to the material in the book called "When English Rings a Bell"
used in the teaching-learning process. So, it allows "Speaking fun book™ to be used

by the teacher as a companion to the book "When English rings a bell".

This research needs a long process to make the result. The causes in the 4D
design model had a long process, as added in the previous sheet. Most difficulties
were how to arrange the games book to become attractive but still appropriate to
students' abilities. It also ought to be suitable for the result of the need analysis
questionnaire. Other difficulties come from choosing the format media which need
in this-games book. Cause of based on students' ability, researchers should put
simple speaking games appropriate to their ability. So it required a long time to

arrange it and conduct it step by step based on each chapter.

This research used 4D models in development—the first step of this research
was defined with analyzed the curriculum. When observing the school, the
researcher also interviewed the teacher about the appropriateness of the
curriculum in the learning process! The result found that the curriculum that
applied in SMPN 2 Masamba is the curriculum of 2013 that only focused on
general English

After analyzing the curriculum researcher also analyzed the cognition of
students. It is also conducted when observationed. The student's ability in English
is so low. It showed when the teacher taught the student, and they were entirely
passive cause they looked like they didn't understand all of the lessons. It is the
cause of their vocabulary so lack that the teacher should always translate all of the

instruction herself into Bahasa.
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The researcher will need to do an analysis in which the purpose of this trend
was to show why the students needed to learn English (Hutchinson and Waters,
1987). The needs analysis method was separated into two parts: target needs and
non-target needs, which have a place with what the students need to do in the
objective circumstance, and adapting needs, which have a place with the
information and capacities that students can need to perform to the important
level of skill in the objective circumstance.

The next step_is designed. In designing speaking games, the researcher made
various_speaking games appropriate to the English book material used in the
eighth grade of junior high school 2 Masamba. In speaking games, the researcher
put some attractive pictures to make the game clear to understand and make the
games book become a colorful format it will influence student interest in the
study. The speaking games book contains six-chapter. There were some speaking

games in each chapter.



CHAPTER V

CONCLUSION AND SUGGESTION

A. Conclusion
The researcher tried to develop an English games book that focused on
speaking skills utilized in the eighth grade of Masamba Junior High School. The
developing researcher employed a 4D design model: Define, Design, Develop,

and Disseminate. The material 1s made using school textbooks.

The steps in developing a games book start with Define in define
researcher analyzed the curriculum, students, and the material. The researcher
observed and then conducted a need analysis questionnaire in this step. After

finding out the result, the researcher started designing the games book.

The second step is designing. In designing the games book, the researcher
chose the media speaking games and format used in the games book. In
designing games, the book must be appropriate to the curriculum of 2013, and
speaking games also must be suitable for the ability of students in the eighth

grade of junior high school 2 Masamba

After the design, the games book arrives in Develop step, which means that
the expert judge should assess the games book using an expert judgment
questionnaire. The expert judgment became a base for revising the first draft of
the games book. In the first draft of the games book, the researcher became
competent to apply in class. It is supported by expert validation, which reveals

that the score interval is "Good." After the second draft had been designed, the
64
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students assessed the games book in the class. It has been established that the
interval of the score is "very good" based on expert judgments and practitioner-
developed materials used in class. Whereas most students agree with the

developed materials, it is established in students' perception.

The last step is to disseminate the games book in the SMPN 2 Masamba
to learn English in the speaking skill part. The games book could apply in the
school as Disseminate step in this research. This product might apply in her
class, according to the English teacher. Furthermore, the English learning
materials for teaching speaking skills in the eighth-grade odd semester can be

more effectively used with this product.

. Implication

In speaking need for various methods or techniques to make students more
interested and easy to speaking English. This research gives an impact to the
students. The discovery of many speaking games book make it easier to the
students, because the games are relatable with the book that they used in class
usually. In addition, This book Is very easy to use by teachers because it is
accompanied by procedures and illustrations of pictures and there are also some
quotes that teachers can use to be conveyed to their students to further strengthen

their enthusiasm in learning.
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C. Suggestion
The findings of this research may benefit various parties, particularly the

English teacher and other researchers, as in the following explanation:

1. To the English Teachers

English teachers in middle schools should attempt to create a kind
of media such as games books for English, appropriate for students'
needs, especially for speaking. In creating a Games book, teachers
proposed to refer to the research findings on the characteristics of a

decent games book dependent on English learning materials.

2. To the Other Researchers

Other researchers are relied upon to create a games book for English
material, especially for each skill (listening, speaking, writing, reading),
which has problems with appropriate English learning materials. They
must also identify other features of appropriate learning materials
depending on the needs of students, mainly when producing materials for

English-speaking students.
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b. Kuesioner Analisis Kebutuhan
Beri tanda silang (x) pada opsi yang sesuai yang paling menggambarkan situasi Anda
saat ini dan sesuai dengan apa yang Anda butuhkan atau inginkan terkait dengan
belajar bahasa Inggris.
1. Menurut Anda, berbicara adalah ...?

. Berbicara secara aktif dalam segala kondisi

a
b. Aktivitas bicara tentang apa yang ingin kami katakan

(@]

. Kegiatan yang menunjukkan kemampuan berbicara dalam bahasa Inggris lisan

o

. Membiasakan diri dengan aktivitas dalam berbahasa Inggris
e. Lainnya.......... (Sebutkan jika ada)

N

. Apa tujuan Anda belajar berbicara?

. Biasakan berbicara dalam bahasa Inggris

o o

. Tingkatkan skor Anda dalam mata pelajaran bahasa Inggris

o

. Mampu berbicara dengan penutur asli

o

. Mampu menganalisis dan menerima segala sesuatu tentang lisan dalam bahasa
Bahasa Inggris (film, musik, dll.)
e. Lainnya__ ... (Sebutkan jika ada)

3. Kegiatan apa yang Anda sukai ketika belajar berbicara di kelas? (Dapat memilih
lebih dari satu)

Drama

o o

. Menyanyi

. Parodi

o o

. Bercerita
. Diskusi
Pidato

=h D

. Game.......(Sebutkan jika ada)

>0 «Q

. Lainnya.......... (Sebutkan jika ada)
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4. Jenis permainan apa yang Anda sukai dalam belajar berbicara? (Dapat memilih
lebih dari satu)

. Game memori (Game memori)

o D

. Game gambar (Game gambar)

. Game cerita (Game cerita)

o o

. Permainan kata (Word games)

(0]

. Game salah/benar (Game benar/salah)

—h

Permainan menebak (Guessing game)

. Game suara (Game suara)

= (o]

. Lainnya_ ... (Sebutkan jika ada)

(62}

. Apa kesulitan Anda dalam belajar berbicara?

. Tidak memiliki mental yang kuat dalam berbicara

o Qo

. Tidak fasih berbahasa Inggris

o

. Bingung harus mulai dari mana
d. kurangnya kosakata (vocabulary)

e. Lainnya ... (Sebutkan jika ada)

6. Berapa tingkat penguasaan bahasa Inggris Anda saat ini?

a. Dasar(bawah): tahu sedikit kosakata dan ekspresi praktis, penguasaan tata bahasa
terbatas, pengucapan sangat dipengaruhi oleh bahasa ibu.

b. Dasar (atas): dapat berkomunikasi dengan baik tentang beberapa topik dengan
percakapan singkat, masih memiliki beberapa kesulitan dalam kosakata, tata bahasa,
dan pengucapan masih dipengaruhi oleh bahasa ibu

c.Intermediate (bawah): dapat berkomunikasi dengan baik pada topik tertentu namun
masih memiliki kesulitan untuk topik lain, masih memiliki beberapa kesulitan dalam
kosakata, tata bahasa dan lafal.

d.Menengah (atas): meskipun masih mengalami kesulitan dalam kosakata, tata
bahasa, dan pengucapan, tetapi mampu terlibat dalam percakapan yang
menyenangkan dan pada topik yang akrab

e.Advanced: mampu berkomunikasi dengan lancar pada sebagian besar topik, hanya
memiliki sedikit kesulitan dalam kosakata, tata bahasa, dan pengucapan.



f.Lainnya (sebutkan jika ada) .......

~

o O o QD o

. Menurut Anda, apa hal yang paling sulit dalam sebuah kegiatan berbicara?
. Mengidentifikasi kata kunci dalam deskripsi lisan

. Cepat dalam menerjemahkan dan kemudian menjawab lawan bicara.

. Susun kalimat dengan benar sesuai tata bahasa atau tenses

. Bahasa penutur asli yang sulit dikuasai menyebabkan kurangnya kosakata
. Lain......... (Sebutkan jika ada)

. Jenis kegiatan apa yang Anda inginkan dalam keterampilan berbicara?

. Menggunakan bahasa Inggris lengkap sebagai percakapan sehari-hari di kelas
. Menjawab pertanyaan dengan sistem "first come first"

. Menjawab pertanyaan secara bergiliran

. Kegiatan diskusi menggunakan bahasa Inggris

e. Semua kegiatan

—h

9.
a.

b. Pelajari pengucapan (pengucapan) agar terdengar seperti penutur asli (penutur

c
d

e

Lain..... (Sebutkan jika ada)

Kegiatan apa yang Anda sukai ketika Anda berlatih berbicara di kelas?

Pelajari intonasi dari kosakata yang. disediakan

asli)
. Nyanyikan lagu dalam bahasa Inggris
. Lakukan percakapan berpasangan dengan teman sekelas,

. Lain............. (Sebutkan jika ada)

76

10. Jenis pengetahuan bahasa apa yang dapat membantu meningkatkan keterampilan

a
b
c
d

Anda berbicara denganmu?
. Kosakata (kosakata)

. Tata bahasa (tata bahasa)

. Pengucapan (pengucapan)

. Lainnya ......... (Sebutkan jika ada)
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11. Media pembelajaran apa saja yang dapat mendukung proses pembelajaran Anda?
(Bisa pilih lebih dari satu)

a. Audio Visual (Berita TV, Talkshow, film, dll.)

b. Media cetak (buku, surat kabar, majalah, modul, dll.)

c. Visual (tulisan bergambar atau diproyeksikan)

d. Realitas (benda nyata dalam benda nyata atau benda buatan)

e. Audio (rekaman kaset, radio, lagu,dll.)

f. Lain......... (Sebutkan jika ada)

12. Di mana tempat favorit Anda untuk belajar berbicara?
a. Kelas

b. Laboratorium

c. Di luar kelas (taman, taman, lapangan, dil.)

d. Tempat wisata

e. perpustakaan

—h
—
=
S

([P (sebutkan jika ada)

7. Peran yang Anda sukai di kelas saat belajar bahasa Inggris, terutama di
keterampilan berbicara? (Dapat memilih lebih dari satu)

. Mendengarkan penjelasan guru dan melaksanakan instruksi guru

o o

. Berkomunikasi secara aktif di kelas

o

. Melakukan analisis sistematis terhadap materi pembelajaran bahasa Inggris
d. Memberikan saran, kritik, dan saran tentang cara guru mengajar

f. Lain...cooeeen, (sebutkan jika ada)

14. Kompetensi berbicara yang ingin Anda kuasai setelah belajar bahasa Inggris

a. Mampu memberikan beberapa instruksi dalam bahasa Inggris

b. Mampu berbahasa Inggris dengan lancar

¢. Memahami dan mampu menjawab lawan bicara dalam bahasa Inggris
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d. Semua kompetensi
e. Lain......... (Sebutkan jika ada)

15. Apa kekurangan media saat ini dalam belajar berbicara?
a. Tidak membangun kepercayaan diri untuk berbicara

b. Tidak ada buku teks atau panduan yang tersedia

c. Tidak bervariasi

d. Lainnya............ (Sebutkan jika ada)

16. Dalam belajar bahasa Inggris, Anda lebih suka bekerja dengan metode.......
a. sendiri

b. sepasang

c. Kelompok kecil (2-3 orang)

d. Kelompok besar (5-8 orang)

€. LaiNuice s (sebutkan jika ada)

17. Meningkatkan motivasi dalam belajar dan menghilangkan kebosanan dalam
belajar Buku permainan selingan yang saya inginkan adalah .................

Kutipan( peribahasa atau kutipan pernyataan dari novel atau penulis terkenal)

I

Gambar kartun sesuai dengan topik yang dibahas

Ada teka-teki

134

d. Buku Warna-warni

e. Lainnya............... (sebutkan jika ada)

18. Dalam belajar berbicara, peran guru yang Anda sukai dalam kegiatan
belajar adalah.... (Dapat memilih lebih dari satu)

Guru menggunakan bahasa Inggris sebagai bahasa pengantar

S

Melibatkan siswa dalam mengatur setiap kegiatan pembelajaran

o

Motivator bagi siswa dalam melakukan setiap kegiatan pembelajaran

d. Mengontrol setiap kegiatan kemahasiswaan
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e. Guru menulis dan menilai kinerja bahasa siswa

f. Berperan sebagai pemberi masukan yang memberikan masukan untuk hasil
pembelajaran siswa

g. Sebagai sumber daya yang membantu menyediakan fasilitas untuk meningkatkan
kemampuan siswa

h. Lainnya....ccccoeeciieeeeeeeieeee e, (Sebutkan jika ada)

19. Apa Kelayakan grafik dalam buku game berbicara yang Anda inginkan? (Bisa
pilih lebih dari satu)

a. Desain sampul buku game yang menarik

b. Penempatan ilustrasi dan gambar tidak mengganggu pemahaman

c. Gambar yang disajikan mengikuti materi

d. Menggunakan warna yang harmonis membuat fungsinya jelas

e. Lainnya......cooeoeeeeinrennnne (sebutkan jika ada)

20. Gunakan permainan berbicara yang Anda inginkan?

a. Dapat mendorong saya untuk berdiskusi dengan teman-teman lain

b. Saya lebih aktif dalam belajar

c. Permainan yang digunakan dalam buku permainan berbicara ini membangkitkan
gairah saya untuk belajar

d. Dorong rasa ingin tahu

e. Menciptakan kemampuan untuk mengajukan pertanyaan

21. Apa yang Anda inginkan dalam buku permainan berbicara? (Dapat memilih
lebih dari satu)

a. Ada banyak gambar

b. Instruksi dalam buku permainan mudah dimengerti

c. Gambar dan ilustrasi disajikan dengan menarik

d. Buku permainan berbicara menggunakan warna-warna ceria
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e. Lainnya................. (sebutkan jika ada)

22. Aspek linguistik dari buku permainan berbicara yang Anda inginkan.? (Bisa
pilih lebih dari satu)

a. Gunakan bahasa sederhana yang mudah dimengerti

b. Bahasa yang digunakan sesuai dengan tingkat kematangan emosi siswa

c. Pesan atau informasi yang disampaikan dengan bahasa yang menarik

d. Tata bahasa yang digunakan mengikuti aturan yang baik

e. Lainnya.......cccceeunnee. (sebutkan jika ada)

23. Jenis pelajaran berbicara apa yang ingin Anda gunakan? Tingkatkan keterampilan
berbicara Anda.?

a. Meniru ucapan

b. Berbicara tentang pengamatan

c. Mendongeng

d. Jelaskan

e. Lain...cccoeennnn. (sebutkan jika ada)

24. Metode pembelajaran berbicara mana yang Anda sukai?
a. Percakapan

b. di telepon

¢. Wawancara

d. pembahasan

e. Lain................. ( sebutkan jika ada)
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c. Result needs analysis

Table 4.1 Result needs analysis questionnaire

82

No | Question A B C D E F G H

1 |Apa Berbicar | Berbicar | Kegiatan | Membias | lainnya(s
pendapat | a aktif di | aktif yang akan diri | ebutkan
mu setiap tentang menunju | dengan | jika ada)
tentang kondisi(1 | apayang | kkan aktivitas
speaking | Ostudents | ingi kita | kemamp | berbicara
? ) bicaraka | -uan bahasa

n(1stude | berbicara | Inggris
nt) bahasa (2
Inggris students)
lisan (2
students)

2 | Apa Terbiasa | Tingkatk | Mampu | Mampu | Lainnya(
tujuanmu | berbicara | an skor berbicara | mengana | Sebutkan
belajar dalam Anda dengan lisis dan ' | jika ada)
speaking | bahasa dalam penutur | menerim
? Inggris mata asli (2 a segala

(10 pelajaran | students) | sesuatu
students) | bahasa tentang
Inggris berbicara

(2 bahasa

students) Inggris

(Film,

musik,

dil.) (1

student)

3 | Kegiatan | Drama (2 | bernyany | Parodi(1 | Mencerit | Diskusi | pidato | perma | Lain
apa yang | students) | i (5 student) | akan (1 (1 inana( | nya(
Anda students) cerita(l1 | student) | studen | sebutk | Sebut
sukai student) t) an kan
ketika jika jika
belajar ada) ada)
berbicara (7
di kelas? studen
(Dapat ts)
memilih
lebih
banyak
dari satu)
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Jenis Permaina | Permaian | Permaina | Permaina | Permaina | Perma | Perma | Lain
permaina | n an ncerita(2 | nkata (3 | nbenar |ianan | inan nya(
n apa menging | gambar | students) | students) | atau mene | bunyi | Sebut
yang at (4 (4 salah (3 | bak(4 | (1 kan
Anda students) | students) students) | studen | studen | jika
sukai ts) t) ada)
dalam (1
belajar siswa
berbicara )
? (Dapat
memilih
lebih dari
satu)
Apa Tidak Tidak Bingung | Kurang . | Lainnya
kesulitan' | memiliki | fasih harus kosakata | (Sebutka
Anda mental berbahas | mulai n jika
dalam yang a Inggris | dari ada)
belajar kuat (4 mana (5
berbicara | dalam students) | students)
? berbicara
(6
students)

Apa Dasar Basic Menenga | Menenga | Lanjutan | Lainn
tingkat (Bawah): | (Upper) |h h (Atas) | :mampu |ya
penguasa | tahu dapat (Bawah) | meskipu | berkomu | (Sebut
an sedikit berkomu | dapat nmasih | nikasi kan
bahasa kosakata | nikasi berkomu | mengala | dengan | jika
Inggris (13 dengan nikasi mi lancar ada)
Anda students) | baik dengan kesulitan | tentang
saat ini? pada baik dalam sebagian

beberapa | pada kosakata, | besar

topik topik dil., topik

dengan | tertentu | Mampu

percakap | tetapi terlibat

an masih dalam

singkat mengala | percakap

(2 mi an yang

students) | kesulitan | menyena

dengan ngkan
topik lain

Menurut | Mengide | Cepat Menyusu | Bahasa Lainnya
Anda, ntifikasi | dalam n kalimat | penutur | (Sebutka
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apa hal kata menerje | dengan asliyang | njika
tersulit kunci mahkan | benar sulit ada)
dalam dalam dan sesuai dikuasai
sebuah deskripsi | kemudia | dengan menyeba
kegiatan | lisan (2 |n tata bkan
berbicara | students) | menjawa | bahasa kurangny
? b lawan | atau a

bicara (7 | tenses (3 | kosakata

students) | students) | (3

students)

8 | Jenis Menggu | Menjawa | Pertanya | Kegiatan | Semua Lainn
kegiatan | nakan b an yang | diskusi kegiatan | ya
apa yang | bahasa pertanya | menjawa | menggun | (2 (sebut
Anda Inggris an b secara | akan students) | kan
inginkan" | lengkap | dengan bergantia | bahasa jika
dalam sebagal | sistem n(@3 Inggris ada)
keteramp | percakap | "first students) | (3
ilan an come students)
berbicara | sehari- first" (2
? hari di students)

kelas (5
students)

9 | Kegiatan | Pelajari | Pelajari | Nyanyik | Lakukan | Lainnya
apayang | intonasi | penguca | an lagu percakap | (Sebutka
Anda dari pan agar | dalam an n jika
sukal kosakata | terdengar | bahasa berpasan | ada)
ketika yang seperti Ingaris gan
Anda disediaka | penutur | (2 dengan
berlatih | n (4 asli (4 students) | teman
berbicara | students) | students) sekelas
di kelas? (5

students)

10 | Jenis Kosakata | tatabahas | Pelafalan | Lainnya
pengetah | (7 a(2 (5) (Sebutka
uan students) | students) n jika
bahasa ada) (1
apa yang student)
dapat
membant
u
meningk

atkan
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keteramp
ilan
Anda?

11 | Media Audio Media Visual Realitas | Audio Lainn
pembelaj | visual cetak ( (Tulisan | (Objek (Rekama | ya
aran apa | (Berita Buku, ilustrasi | nyata n kaset, | (Sebut
sajayang | TV, koran, atau atau radio, kan
dapat Acara majalah, | proyeksi) | objek lagu, jika
menduku | bincang- | modul, 4 buatan) | dll.) ada)
ng proses | bincang, |dll. (8 students)
pembelaj | Film, students)
aran dil.) (3
Anda? students)

(Bisa
memilih
lebih dari
satu)

12 | Dimana | Kelas (4 | Laborato | Di luar Daya Perpusta | Lainn
tempat students) | rium kelas ( tarik kaan (3 |ya
favorit Taman, | wisata (2 | students) | (Sebut
Anda lapangan | students) kan
untuk ,dll) (4 jika
belajar students) ada)
berbicara (1
? studen

t)

13 | What Listening | Commun | Conduct | Give Other (
role do to the icate a advice, Indicate
you like | teacher’s | actively | systemati | criticism, | if any)
in the explanati |inclass | ¢ and
classroo | onand 5 analysis | suggestio
mwhen | impleme | students) | of n on how
learning | nting the English | teachers
English. | teacher’s learning | teach
Especiall | instructio materials
yin ns (8 (4
speaking | students) students)
skills? (

Can
choose
more

than one
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14 | Kompete | Mampu | Mampu | Memaha | Semua Lainnya
nsi memberi | berbahas | mi dan kompete | (
berbicara | kan aInggris | mampu | nsi(1 Sebutkan
yang beberapa | dengan menjawa | student) | jika ada)
ingin instruksi | lancar (5 | b lawan
Anda dalam students) | bicara
kuasai bahasa dalam
setelah Inggris bahasa
belajar (6 Inggris
bahasa students) (3
Inggris students)
adalah....

15 | Apasaja | Tidak Tidak Tidak Lainnya
kekurang | memban | ada buku | bervarias | (Sebutka
an media | gun teksatau | i (2 n jika
pembelaj | kepercay | panduan | students) | ada)
aran saat |aandiri | yang
ini? untuk tersedia

berbicara | (6
(7 students)
students)

16 | Dalam Sendiri Berpasan | Kelompo | Kelompo | Lainnya
belajar (2 gan (5 k kecil k besar (Sebutka
bahasa students) | students) | (3-4 (5-8 n jika
Inggris, orang) orang) ada)
Anda 6 (2
lebih students) | students)
suka
bekerja
dengan
metode...

17 | Untuk Kutipan ( | Gambar | Ada Buku Lainnya
meningk | Amsal kartun teka-teki | berwarna | (Sebutka
atkan atau sesuai 3 -warni (1 | njika
motivasi | kutipan | dengan students) | student) | ada)
dalam pernyata | topik
belajar an dari yang
dan novel dibahas
menghila | atau 6
ngkan penulis | students)
kebosana | terkenal)
ndalam | (5
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belajar. | students)
Buku

permaina

n

selingan

yang

saya

inginkan

adalah ...

18 | Dalam Guru Melibatk | Motivato | Mengont | Guru Berpe | Sebag | Lain
belajar menggun | an siswa | r bagi rol setiap | menulis | ran ai nya
berbicar | akan dalam siswa kegiatan | dan sebag | sumbe (Seb
a, Peran | hahasa mengatu | dalam kemahas | menilai | @i rdaya | tkan
guru Inggris rsetiap | melakuk |iswaan | kinerja pe.mb )r;aenr‘?]b jika
yang sebagai kegiatan | an setiap | (6 bahasa er antu ada)
Anda . . . masu
sukai bahasa pembelaj | kegiatan | students) | siswa (2 Kan meny
dal pengant | aran (6 pembelaj students) ediaka
alam yang
kegiatan ar (5 students) | aran (6 memb ? i
tersebut | Students) students) erikan ae;.s”
belajar masu | untuk
adalah.... kan menin
(Dapat unt.uk gkatk
memilih hasil an
lebih dari pemb | kema
satu) elajar | mpua

an n
siswa | SIswa
(1

siswa)

19 | Kelayaka | Desain Penemp | Gambar | Menggu | Semua
n graflk sampul atan yang nakan kompete
apa buku ilustrasi | disajikan | warna nsi (4
gﬁf&n game dan mengiku | yang students)
game yang fzmbar ti materi | harmoni
berbicara | menarik | 192K (3 s
yang (3 menggan students) | membua
Anda students) get h t
inginkan pemana fungsiny
? (Bisa man (3 :

students) ajelas (2

pilih
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lebih dari students)
satu)

20 | Gunakan | Dapat Saya Permain | Dorong Mencipta
game mendoro | lebih anyang | rasa kan
berbicara | o sava | aktif digunaka | ingin kemamp
xanndga untuk dalam ndalam |tahu(3 uan
inginkan berdisku | belajar | buku students) Umn;gk _
2 Si (2 permain gaju

dengan | students) | an kan
teman- berbicar pertanya
teman a ini an
lain (5 memban
students) gkitkan

gairah

saya

untuk

belajar

(5

students)

21 | Apa Ada Instruksi | Pictures | Buku Lainnya
yang banyak | dalam and permain | (Sebutka
_A”?'a gambar | buku illustrati | an n jika
:jr;?;r;fan (1 permain | onsare | berbicar | ada)
b student) | an presente | a
permaina mudah d menggun
n dimenge | attractiv | akan
berbicara rti (7 ely (2 warna-

? (Dapat students) | students) | warna
memilih ceria (5
lebih dari students)
satu)

22 | Aspek Gunakan | Bahasa Pesan Tata Lainnya
linguistik | bahasa yang atau bahasa (Sebutka
dari sederhan | digunaka | informas | yang n jika
buku ayang n sesuai [i  yang | digunaka | ada)
permain | \.dah dengan disampai | n
an dimenge tingkat kan mengiku
berbicar fti (6 kematan galr?m ti aturan
a an an ahasa an
Anday ° students) imosi yang \t/)aikg (1
inginkan. siswa (8 | menarik | student)




89

? (Bisa

pilih
lebih dari
satu)

students)

(2
students)

23

Jenis
pelajaran
berbicar
a apa
yang
ingin
Anda
gunakan

Untuk
meningk
atkan
keteram
pilan
berbicar
a Anda.?

Meniru
pidato (6
students)

Berbicar
a
tentang
pengama
tan (2
students)

Bercerita
(1
student)

Mengga
mbarkan
6

students)

Lainnya
(Sebutka
n jika
ada)

24

Metode
pembelaj
aran
berbicara
mana
yang
Anda
sukai?

Percakap
an (7
students)

di
telepon
(2
students)

Wawanc
ara (2
students)

Diskusi(4
students)

Lainnya
(Sebutka
n Jika
ada)

Average

131

98

72

48

14
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d. Expert Judgment

Table 1.2 Expert validation questionnaire

No
|

Description
Content Aspects

The research objectives are clearly stated.

The objectives of the questionnaire are clearly stated.
c. The questionnaire filling instructions are easy to
understand

o

Aspect Coverage (Content)

a. The questionnaire items include data relating to
adequate content coverage

b. The questionnaire items include data relating to the
use of language in the material correctly and
adequately.

c. The questionnaire items include data relating to
adequate material input.

d. The questionnaire items include data relating to good
graphics.

Aspects of Language

The questionnaire items formulate in good and correct
Indonesian.

Questionnaire items formulate in effective Indonesian.
The questionnaire items formulate in efficient
Indonesian.

The questionnaire items formulate in easily understood
language according to the respondent’s language level.

91
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e. Result of Questionnaire

1. The first expert (Lecture)

Table 1.3 Content aspect

Question Result
1 3
2 3
3 5
Total Score 11
Mean Value 3.66

Mean = 11
3
=3.66

Table 1.4 Aspect coverage (C
Question

otal Score

1 5
2 5
3 5
4 4
Total Score 19

Mean Value 4.75

93



Mean =19
4
=475

2. The second expert (Teacher)

Tabel 1.6 Content aspect

Question Result

5

Mean Value

Mean

Mean =20
4
=5

94



Table 1.8 Aspect of language

Question Result
1 5
2 5
3 5
4 5
Total Score 20

Mean Value 5

95



ITAIN PALOPO



97
f. English Syllabus

Chapter |

School Name: SMP Negeri 2 Masamba
Class/semester: V1I/1

Time Allocation:

e Basic competencies:

Learning spiritual attitudes and social attitudes are carried out through indirect

teaching, namely modeling, habituation, and school culture, by paying attention to
teaching characteristics and students' needs and conditions.
3.1Applying social functions, text structure, and linguistic elements of oral and ™
written interpersonal interactions-involve asking attention, checking understanding,
rewarding performance, asking for and expressing. opinions, and responding to them
according to their use.
4.1 Composing a_concise and straightforward oral and written text of interpersonal
interaction involves asking for attention, checking to understand, appreciating
performance, asking and expressing opinions, and responding with attention to social
functions, text structure, and language elements that are correct and in context.

e Subject matter
In the chapter, students learn to do oral and written communication to

(@) get attention, (b) check to understand, (c) reward good performance, and (d)
express opinions and respond to them. This ability can increase the social
intelligence of students, especially in showing attention and appreciation.

e Social Functions
Maintain interpersonal relationships with teachers and friends.

e Text Structure

1. | am getting started.

2. Respond (expected / unexpected).
e Linguistic Elements

1. The expression a.l. Excuse me. Is that clear ?, Good, and I think so.

2. Speech, word stress, intonation, spelling, punctuation, and handwriting.
e Topics

Between students and teachers inside and outside the classroom who

apologize for attention, check understanding, reward performance, beg, and express
can foster K.I's behavior.

e The focus of Learning Stages: Observing

- Opening is done using the first page in this chapter. Use the 'Unlocking Lessons by
Chapter' technique in the Guide section.

- On this first page, the primary material that will study in this chapter is presented,
including: getting attention, checking if we are understood, showing appreciation to
others, and telling what other people or we think of something.

- On the first page, a statement appears, "From now on, | will use English in the
English class."”
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- This statement shows a passion for applying English, especially in the English
classroom.
Chapter Il

e Basic Competencies

Learning spiritual attitudes and social attitudes are carried out through indirect
teaching, namely modeling, habituation, and school culture, by paying attention to
teaching characteristics and students' needs and conditions.
3.2 Applying social functions, text structures, and linguistic elements of oral and
written transactional interactions involves giving and asking for information
regarding the ability and willingness to take any action in its use. (Pay attention to the
linguistic elements of can, will).
4.2 Composing a concise and-straightforward oral and written transactional
interaction text that involves giving and asking for information regarding the ability
and willingness to take any action, taking into account social functions, text structure,
and linguistic elements that are correct and in context.

e Subjectmatter

This chapter discusses the text of oral and written transactional interactions that
involve giving and requesting information regarding the ability and willingness to
take action, according to the context of use.

e Social Functions
Explain, boast, promise, invite, and so on

e Text Structure
* Getting started.
* Respond (expected / unexpected).

e Linguistic Elements

- Expression of ability and willingness by the capital can, will.

- Singular and plural nouns with or without a this, those, my, their, etc.

- Speech, word stress, intonation, spelling, punctuation, and handwriting.

e Topics

Interaction between students inside and outside the classroom involves the ability and
willingness to foster the behavior in K.l.

Chapter 11

e Basic Competencies
Learning spiritual attitudes and social attitudes are carried out through indirect
teaching, namely modeling, habituation, and school culture, by paying attention to
teaching characteristics and students' needs and conditions.

3.3 Applying social functions, text structures, and linguistic elements of oral and
written transactional interactions involves giving and requesting information
regarding musts, prohibitions, and appeals, according to the context of their use.
(Note the linguistic elements must, should).

1.4 1 am composing a concise and straightforward oral and written transactional
interaction text that involves the act of giving and asking for information related

to musts, prohibitions, and appeals, taking into account social functions, text
structure, and linguistic elements that are correct and in context.
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e Subject matter

This chapter contains the primary material of oral and written texts to (1) provide
suggestions and appeals and (2) state the rules and requirements, as well as their
responses. This ability can improve students' social intelligence and show concern for
others and the common good.

e Social Functions
Prompts, forbids, and appeals.

e Struktur Teks
- Memulai.
- Menanggapi (diharapkan / di luardugaan).
e Linguistic Elements
- Expressions of requirements, prohibitions, appeals with capital must, should.
- Singular and plural nouns with or without a this, those, my, their, etc.
- Speech, word stress, intonation, spelling, punctuation, and handwriting.
e Topics
Between students and teachers inside and outside classes involve musts,
prohibitions, and appeals to foster K.l behavior.
Chapter IV

e Basic Competencies

Learning spiritual attitudes and social attitudes are carried out through indirect
teaching, namely modeling, habituation, and school culture, by paying attention to
teaching characteristics and students' needs and conditions.
3.4 Applying social functions, text structure, and linguistic elements of oral and
written interpersonal interactions involves order, asking, asking for permission, and
responding to them according to the context of their use.
4.1 Composing a concise and straightforward oral and written interpersonal
interaction text that involves the actions of ordering, inviting, asking for permission,
and responding with attention to social functions, text structure, and linguistic
elements that are correct and in context.

e Subject matter

This chapter contains the primary material of oral and written texts to order, ask
for permission, and respond to them. This ability can increase students' social
intelligence, especially in showing care, respect, and politeness towards others.

e Social Functions
Ask, invite, ask for permission, and respond to it, to maintain interpersonal
relationships with teachers and friends.

e Text Structure
- | am getting started.
- Respond (expected / unexpected).
e Linguistic Elements
- The expression a.l let ..., can... do you like ..., and may 1?
- Singular and plural nouns with or without a that, I, them, etc.
- Speech, word stress, intonation, spelling, punctuation, and writing.
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e Topics

Between teachers and students inside and outside the classroom involves
ordering, asking, and asking for permission, which can foster the behavior in K.1.
Chapter V

e Basic Competencies
Learning spiritual attitudes and social attitudes are carried out through indirect
teaching, namely modeling, habituation, and school culture, by paying attention to
teaching characteristics and students' needs and conditions.

3.5 Comparing social functions, text structure, and language elements of several
unique texts in the form of greeting cards by giving and asking for information
related to special days, according to.the context of their use.

4.5 Compiling unique text in-the form of greeting cards, very short and simple,
related to special days by paying attention to social functions, text structure, and
linguistic elements correctly and in context

e Subject matter
Unique text greeting cards related to special days.

e Social Functions
Maintain interpersonal relationships with teachers and friends.

e Text Structure
The text greeting card can include

- ldentity (name of the event, special day) that is special.

- Relevant special phrases.

- Pictures, decorations, and color compositions.
e Linguistic Elements

- The expression a.l. Congratulations, Well done; good job.

- Speech, word stress, intonation, spelling, punctuation, and handwriting.
e Topics

Events, birthdays, advances, championships, etc., can foster the behavior
contained in K.1.

Chapter VI

e Basic Competencies
Learning spiritual attitudes and social attitudes are carried out through indirect
teaching, namely modeling, habituation, and school culture, by paying attention to
teaching characteristics and students' needs and conditions.

1.6 They are applying social functions, text structure, and linguistic elements of
oral and written transactional interactions involving giving and requesting
information regarding the whereabouts of people, objects, and animals
according to the context of their use. (Note the linguistic element there is/are).

1.7 1 am composing a concise and straightforward oral and written transactional
interaction text that involves giving and asking for information regarding the
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whereabouts of people, objects, and animals, taking into account social
functions, text structure, and linguistic elements that are correct and in
context.
e Subject matter
This chapter contains text and written text materials to request and provide
information on the whereabouts of people, objects, and animals according to the
context of their use. This ability can increase students' social intelligence and
show concern, respect, and politeness towards others.

e Social Functions
Mention, describe, make inventory, and so on.

e Text Structure
- | am getting started.
- Respond (expected / unexpected).
e Linguistic Elements
- Phrases with There is/are.
- _~Indefinite number words: little, few, some, many, much, a lot (of).
- Pronouns: in, on, under, in front of, below, above, and others.
- Speech, word stress, intonation, spelling, punctuation, and handwriting.

e Topics
Humans, animals, objects in the classroom, school, home, and surroundings can
foster K.I's behavior.
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g. Questionnaire students Perception

Table 1.6 Questionnaire for students' perception

No

Statement

Entire Book Contents

1

10

The games book presented is suitable for the second
grade level at junior high school 2 Masamba

The speaking games book has been by the needs for
grade junior high school 2 Masamba.

This speaking-games book can improve students'
English skills.

Speaking games book is varied in their integrity

Speaking games book is exciting and easy to
understand

The contents of the book are from the student's k13
book

The appropriate writing book that students easily
understand

Colors in writing are interesting to learn

Preparation of speaking games according to the
material in the students' k13 book

The book is able to encourage students to speak
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h. Need Analysis Instrument Validation Sheet for Material Expert
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i. Evaluation Questionnaire Sheet for Material Expert
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j.Documentation

Questionnaire Analysis for Students and teaching speaking through the researcher’s
product (speaking games book)

Pembagian‘kuesioner
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pengéunaan buku games speaking fun di sekolah( hari ke-1)
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penggunaan buku games speaking fun.di sekolah ( hari ke-2)
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k. Speaking Fun Book Product
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Hak cipta dilindurgi oleh undang-wndang.
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Welcome to Speaking Fun

Aims

This book aims to help the teacher to find games in
teaching speaking. Using this game's book, the teacher can
interact with students by 5pualnn5| Engllsh. FLI'tI'Imnum,
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h siswa duduk rapi seperti b
angku yang ada di kelas
. Guru menjelaskan gturan bermain di baws:
siswanya sebelum nain

# left menycbutkan N yang
duduk di ing kirinya

Siswa ha nycbutkan in yang
duduk di san

# right

: dischutks oldngnm.Conmbgnm

mm;m*mmmbuﬂmhmynmﬂ
(his name is Budi) | |
d. Jika siswa salah menjawab maka akan diberikan hukuman
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Locking for. My Name

Picture 3 vipa i inages app ZOOEUIBYN 345V RVH QU

Focus: To cheék if we are understood
Materials: Things in class

Instructions:

a. Siswa dibagi menjadi 4<5 kelompok

b. Guru akan mendeskripsikan | benda di dalam kelas tanpa
menycbutkan namanya

¢. Kemudian guru memilih | benda untuk di deskripsikan terlebih
dahulu ke kelompok A.

d. Lalu kelompok A dan kelompok lainnya dengan teliti
mendengarkan. Jika kelompok A tidak bisa menjawab. Maka,
kelompok lain dapat berchutan untuk-menjawab. Kelompok
yang terlebih dahulu mengangkat tangan, maka pertanyaan itu di
lempar ke kelompok tersebutimisal kelompok B). jika kelompok
B bisa menjawab pertanyasin deagan benar. Maka poin akan
diberikan pada kelompok B. Permainan ini, dilakukan secara
bergiliran.

¢. Dalam permainan ini, ada 10 benda yang akan dideskripsikan
oleh guru
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lustrations:
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Price Me

‘semua kelompok atau menghitung semua jumlsh harga yang
‘leundibuilmolchkchqulnnsdﬂnmya. Dan dari situ
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Hustrations:

FVETS. [NE

0w and brown
10 TO MNAaKE SRacks
We oo 1o amothei
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n&tﬂlmhmmltmmlkmmm[ﬂhmﬂ
Misal: What Ani(tim A) can and cannot do? Lalu tim B
menjawab Ani can cook but cannot swim.

f. Setelah selesai , giliran tim b uniuk speak up what he fshe can and
cannot do? seperti pada kegiatan (d)




Instructions:

W cannot palying
oompamer but can climd

| can climb
but canmod

I can elimb bui '
cannat playing

157

Cook Sing
Swim Climh

Playing compuier  Dance
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at we will do's
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lustrations:
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Focus: Toir

LIC I A Al

31 : rus mencs N 1 kelompok lainnya
..-,..,. cnook.Halymghmsdihhlkm

yumnnnhnnhlm akan. Misal ( I invite you to my birthday

pmy lmmumymdmumw
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Hustrations:
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kertas sepert su, teh dan mie.

npok maju
an dia lad epan kelas

5 1¢ mﬁﬂp

a gambar Kertas alat dan
nantiny: apan tulis.
memberikan instruksi
engan menggunakan bahasa
man wpoknya yang ada di depan kelas.
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® ae

Pctire 12 g TIGAN T YA

Focus: To ask forpermission

Materials : Paper, Things in class

Directions:

a Guru membagi siswa menjadi team A dan tcam B

b. Guru menulis kata benda schanyak mungkin. Misal: pulpen,
pensil, buku. spidol. jendela. pintu dil

€. Setclah itu guru menunjuk salah | siswa secara acak untuk maju
ke depan dan mengambil salah 1 kertas tersebut.

d. Siswa yang telah berada di depan kelas akan membuka kertasnya
dan siswa terscbut harus mencari dan memegang Kata benda yang
ia dapat sesuai apd yang tertulis di kertas tersebut dan membuat
kalimat ask for pcrmission. Scmisal kata benda yang ia dapat
adalah pulpen, maka terlebih dahulu siswa terscbut mencari dan
memegang pulpen sambil mengucap kalimat ask for permission.
Contoh: May I bosrow your pén? Siswa yang tadinya berucap
“May | borrow your pen?" teman lainnya pada team A menjawab
* yes, you can” dan team B menjawab “No. you can't”. team A
dan team B bisa bergantian menycbut jawaban dari kalimat di
atas.

¢. Team yang anggotanya paling banyak salah memegang benda atau
tidak sesuai dengan apa yang tertulis di kertasnya akan mendapat
hukuman. Hukumannya berupa meniru | suara hewan sambil
berjalan ke bangku masing-masing.
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Siswa B: here s
Siswa A; thank you!

#bmdianmmAmmbmaiandmsiswaB

f. Setclah selesai, guru memanggil pasangan siswa selanjutnya
;Mw&mmmwmmkm&hm
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Hello A, Here s &

Fresting card 1oy
- . Helbo B, Thank you'
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i MWMWMWJMWW
an penggunaan ( there is and there are) dengan
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There are: There is:
# There are 3 Pens # There is 1 pen
# There are 2 Pencils # There is 1 Pencil
# There are 4 books # There is 1 book
here are 3 rulers # There is 1 ruler
- # There is 1 eraser
# There is 1 paper

LS
i
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