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DEVELOPING THE GIANT SPEAKING SNAKES AND LADDERS BOARD
GAME FOR THE TEACHING OF SPEAKING
TO CHILDREN AGED 9-11

By
Meta Asri Saraswati
11202241016

ABSTRACT

The objective of this study was to develop the giant speaking snakes
and ladders game to teach English speaking to children aged 9-11.

This study was classified into research and development (R & D),
since the purpose of this study was to develop a product used for teaching
processes. The procedures of the study were conducting needs survey, developing
materials and product, getting experts’ validation, product revisions, trying out,
and developing final product. The settings of this study were in EFH (English for
Holiday) and SEC (Semoya English Club) Yogyakarta. The subjects of this
research were EL 3 children from EFH (English for Holiday) 2015 and 10
children from SEC (Semoya English Club). The data of this study were qualitative
data and also supported by quantitative data. The data from the interview and
observation were analyzed qualitatively in the descriptive form while the data
from the questionnaires were analyzed quantitatively through the simple
descriptive statistics. The questionnaires were distributed to the content and media
experts and the English teacher in order for them to assess the media.

The product of this study is the giant speaking snakes and ladders
board game for teaching English speaking to the children aged 9-11. From the
assessment, the average percentages of contents aspect is 93.5% and the average
percentages of media aspect is 91.25%, it means that the product of this study is
very good and feasible to be used for the English instruction. The result of the
implementation indicates that this board game is the appropriate media for
teaching English speaking to children aged 9-11.
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CHAPTER 1
INTRODUCTION

A. BACKGROUND OF THE STUDY

In 1994, some of the primary schools in Indonesia started to
introduce English to children. The position of English for primary schools
was as the local content subject. English was taught from the fourth grade
up to sixth grade of elementary school which 2x 35 minutes for a week
each grade. It was not nationally tested, but it still had curriculum made by
the government. In 2008, the government released a book entitled
Pedoman Pembelajaran Bahasa Inggris di Sekolah Dasar as teacher’s
guide book. The book consists of some chapters such as the curriculum,
objectives of the teaching and learning process for primary schools,
syllabus and lesson plans, examples of the learning media, and assessment
(Depdiknas, 2008). Since the introduction of English in elementary
schools, children were happy when learning English. Their parents
consider the introduction of English to children as a need. They let their
children to learn English since the children are in the early age. The reason
for starting to learn English in very young age was simply to increase the
total number of years spent learning the language (Brewster and Ellis,
2002)

In recent times, English in primary schools will be as an
extracurricular subject. The class can be held after school for about an

hour. In fact, the English is not introduced to all of the students in rural



areas. Then, there are many language schools in Indonesia as a result of
the policy of the government. They provide some programs for children
with unique names but sometimes the facilities of the teaching and
learning activity are not creatively made or there are no media provided.
They only teach the children with conventional method.

Nowadays, parents are more selective to choose the program that
the schools provide. They have much expectation when they send their
children to language school. They want their children to acquire English
and can speak fluently after the children join certain program in language
school. Consequently, language schools have to consider this as an effort
to make parents interested and send their children to study English in the
program they provide. They have to be creative and some challenges must
be done to make the children enjoy learning English. They should focus
the English learning on speaking.

In learning English, there are four skills that should be mastered;
listening, speaking, reading, and writing. The four skills are significant
because they are interrelated to each other. Speaking is a crucial and an
important aspect for the learners because people who know a language are
referred to as speakers of that language. The ability to speak grows with
age, but it does not mean that such growth will automatically lead to
perfection. Children need to learn speaking skill at the early age because to
speak in more effective ways requires particular attention and constant

practice (Al Hosni, 2014).



Children have a lot of physical energy and need to be physically
active. They also can get bored easily (Brewster and Ellis, 2002). The
children need fun learning and interesting media that can motivate them to
speak in English. Involving them on the lesson is also important to make
them enjoy the process of English teaching and learning. Games are one of
the best ways to help children in learning language with fun activities that
promote interaction, thinking, learning, and problem solving strategies.
Children enjoy constructive play and games. They are not only motivating
and fun but also can provide excellent activities to improve pronunciation,
vocabulary, grammar, and the four language skills (Brewster, 2002). The
use of games in teaching speaking will be effective and make them learn
English unconsciously. It is used to facilitate the reluctant children to
speak and communicate actively.

There are so many types of games that can be used in the class.
There are two ways of classifying language games based on Hadfield
(1999), linguistics games and communicative games. Linguistics games
focus on accuracy, such as supplying the correct antonym. On the other
hand, the communicative games focus on successful exchange of
information and ideas, such as two people identifying differences between
their two figures, which are similar to one another but not exactly alike.
Correct language usage, though still important, is secondary to achieving

the communicative goal.



Board games can be offered as joyful media to teach English for
children, especially elementary school students. Snakes and ladders game
is one of the examples of board games that can be used in teaching
English. It is popular board game around the children in the world.
According to Sari and Muniroh (2012:2), they state Snakes and ladders
game facilitates the students to learn about counting, life, interaction and
socialization. In this game, implicitly, the elementary students can learn
about up and down in life or about joys and troubles. Ladders represent
“the up life and joy”, while the existence of the snakes represent “the
down in life or trouble”. Moreover, children also learn about fairness,
tolerance, and how to take turn.

Snake and ladders game is also a common game among children
in Indonesia. Players move around the game board, go up and down. There
are interactions among the players when the game runs. The players are
making some deals when they are in the same place, so that snakes and
ladders game is one of the games which have similarities with the
communicative game. However, the authentic snakes and ladders game is
not in contextual form. The places of the game board are the number 1 up
to 100 with snakes and ladders figures in some places. It will be more
useful if the game is contextual, so that the children are not only playing
the game but also they are fun learning English by using that game. As for
the reasons, the way of developing “THE GIANT SPEAKING SNAKES

AND LADDERS GAME” is written on this study.



B.

IDENTIFICATION OF THE PROBLEMS

Based on the observation, the problems related to this research
come from some factors. Those problems can be identified as follows.

The first was about teaching technique. During the observation,
there were many language schools for children. They promoted their
program for children but actually the fact is that the technique they use to
teach children is not appropriate to the characteristics of young learners.
They treat the children like adults. On the other hand, children cannot deal
with what adults do. It is not easy to get the attention of the children in the
class. Only a little number of language schools which have a program for
children provide facility that can be used to teach young learners. Children
are more enthusiastic and lively as learners but they also can lose their
interest more quickly than older learners when they come to a difficult task
(Cameron, 2001). They will learn a new language in a fun way and they
can acquire it from meaningful contexts (Pinter, 2006).

The second was about the opportunity to speak English. Most of
the students did not have enough opportunities to practice speaking. The
opportunity to practice English is needed for them to be able to improve
their speaking skills. English is regarded as a foreign language in
Indonesia because most of peoples in Indonesia speak in Bahasa
Indonesia. As a result, they did not have opportunity to speak English in
daily conversation. The only opportunity they have is when they learn

English in the class. So, the teacher should optimize this opportunity to



make them practice English in fun way in order to make the students feel
under pressure.

The third was about the snakes and ladders game. This authentic
game is not provided with contextual activities which can be used to teach
speaking to children. Based on Pritchard (1994: 162), snakes and ladders
was originated in India as part of a family of dice board games that
included gyan chauper and pachisi (present-day ludo and parcheesi). The
game made its way to England and was sold as ““snakes and ladders” in
1943. It is played between two or more players on a game board having
numbereds. A number of ladders and snakes are figured on the board, each
connected two specific board squares. The object of the game is to
navigate one’s game piece, according to die rolls, from the start (bottom
square) to the finish (top square), helped or hindered by ladders and snakes
respectively. The size of the square (most commonly 5x5, 8x8, 10x10, or
12x12) varies from board to board, as does the exact arrangement of the
snakes and ladders, with both factors affecting the duration of play. Each
player is represented by a distinctly colored game piece token. A single
dice is rolled to determine random movement of a player’s token in
traditional form of play.

The giant speaking snakes and ladders game provides some
activities which are interesting and makes the players have some
interactions. However, the authentic snakes and ladders game is not

provided with contextual activities which can be used to teach speaking to



children. Some changes have to be done in developing the giant speaking
snakes and ladders game to teach speaking to children. The game board
size is 3 m x 3.48 m, the dice is 30 cm x 30 cm, there are 40 guided cards;
20 ASK cards and 20 TELL cards which guided the children to speak in

English.

. LIMITATION OF THE PROBLEM

Because of the limitation in terms of time, human resource, and
also finance, in this research, the researcher narrowed down the problem
into effort to develop “THE GIANT SPEAKING SNAKES AND LADDERS
GAME” to teach speaking to children aged 9-11 which can be flexibly
used for teaching speaking to young learners especially EL 3 participants

of EFH or SEC participants in the future.

. FORMULATION OF THE PROBLEMS
Based on the limitation of the problems above, the researcher
proposed the formulation of the problems as follows:

a. How can the giant speaking snakes and ladders game be developed
for English teaching instruction to the EL 3 participants of English for
Holidays and Semoya English Club?

b. What are the characteristics of appropriate game board to be
developed in teaching speaking to EL 3 participants of English for

Holidayss program and Semoya English Club?



E. THE OBJECTIVE OF THE STUDY
This study aimed to develop the giant speaking snakes and ladders

game as teaching instruction of speaking to children aged 9-11.

F. THE SPECIFICATION OF THE PRODUCT
The product of this study designed for children aged 9-11 which

have good ability in reading English texts. It can be used flexibly without

any certain syllabus. Children can play it every time they want. These are

the equipment of the product:

1. instruction card: there are some rules of the game

2. game board: this is the most important equipment in this game. The
board size is 3m x 3.48m which has 64 places, 5 rockets (represent
ladders = go up), and 5 robots (represents snakes = go down).

3. dice: asix sided dice (30cm x 30cm) made from flannels.

4. cards: there are 40 cards (20 TELL cards and 20 ASK cards) which
were drawn by the players when they land on the squares of the truck

and follow the instructions printed on them.

G. THE SIGNIFICANCE OF THE STUDY
1. For teachers
The results of this study are expected to help teachers to teach

speaking skill in children language schools. The product of this study



also can help the teachers to improve their teaching technique and
their teaching aid, in this case by using snake and ladders game.
For children

The product of this study can make the children interested in
learning English and increase their motivation to learn English.
For media developers or other researchers

This study can give reference to the other researchers about the
use of snake and ladders game and the development of snake and

ladders game to teach speaking.



CHAPTER II

THEORETICAL REVIEW AND CONCEPTUAL FRAMEWORK

A. THEORETICAL REVIEW

1. The Characteristics of Children

Teaching English to children is different from teaching English to adults.
Teaching English to children needs to consider cognitive, physical, and emotional
development. According to Linse (2005:3-5) children’s attributes to their
emotional development can be seen from some aspects. Children have positive
mood and relationships with one or two peers. They already show the capacity to
really care about their classmates. They can show the capacity of humor,
negotiate, and compromises with others properly. They also express bored,
frustrations, and anger easily. Then, the children’s attributes of cognitive
development can be seen from their ability to follow one up to three steps of
instructions. They already understand the concept of symbols such as numbers
and letters. They also can make connection between different concrete concepts,
abstract and concrete concepts, and different abstract concepts. Besides, they can
follow a sequence of events, recognize patterns, and classify concrete pictures,
objects, or abstract concepts. Then, the last attribute from Linse (2005) is the
attributes of physical development. The developments are shown from their ability
to demonstrate their muscle control such as when using scissors, holding chop

sticks, running, jumping, throwing, catching and kicking the ball, etc.
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The children have their own characteristics which differ them from adults.

Here are some of the characteristics proposed by the experts.

a. Having sense of fun

According to Pinter (2006:18), children will pick up and learn the second
language if they are having fun or if they can work out messages from
meaningful contexts. In this case, having fun means children do not realize that
they are learning language and only know that they are having fun with the
activities. Harmer (2001:38) states that children like games, puzzles, and songs.
The teacher can design the activities variously in order to make the children

interested in learning language.

b. Having short attention span

According to Brewster and Ellis (2002:29), one way to increase the
children’s attention span is by giving them opportunities to choose and decide an
action. Children attention span is normally related to his or her age. The children
attention span is about two to five minutes. Children with short attention spans
are likely to be impatient while listening, waiting for their turn to speak, and have
a hard time returning to an unfinished task once they are interrupted. Brown
(2000:88-89) adds that short attention span occurs when children have to deal
with materials that are boring, useless, too difficult to them. The children’s
natural curiosity can be used to maintain their attention and focus. By knowing
the children’s attention span, it will enable the teacher to schedule the steps in the

process of language teaching appropriately.
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c. Enjoying fantasy, imagination, and movement

According to Pinter (2006:2) children enjoy fantasy, imagination, and
movement. A fantasy is a situation imagined by people that has no basis in reality
but express certain desires and aim. An imagination is the activity of forming
mental images, sensation, and concepts in a moment when they are not perceive
through sight, hearing or other senses. A movement is moving the body or part of
the body. The activities in language learning should provide visual, auditory, and

physical to support children’s fantasy, imagination, and movement.

Children aged 9-11 as in this study are classified into young learners who
belongs to the second age group (Scott and Ytreberg, 2004). Based on Scott and
Ytreberg (2004:3-4), children at this age are able to tell the difference between
fact and fiction, can generalize and systematize, can understand symbol, rely on
the spoken word, and make some decisions about their own learning. They like to
work with others and learn from others. They have definite views about what they
like and do not like doing. Harmer (2001:38) adds the children really love
discovering things and they respond well to being asked to use their imagination.

Being aware of these aspects will be helpful when teaching children.

By knowing the children’s characteristics above, the teacher should
consider it for designing the activities. The activities should support the children
in improving their abilities in the language learning process. A good teacher at
this level has to provide a rich diet of learning experiences which encourages their
students to get information from a variety of sources. They need to plan a range of

activities for a given time period, and be flexible enough to move on to the next
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exercise when they see their students are getting bored. The teachers also might
expect the children to be working in groups in different parts of classroom and

changing their activity every ten minutes or so.

2. TPR (Total Physical Response)

Total Physical Response is a language teaching method developed by
James Asher. It is a learning method that emphasizes the comprehension of
language which stimulates the memory through association with physical motor
activity. In this method, the teacher will acts out when teaches the students. TPR
method involves physical activities and body movements so it does not put
pressure young learners to speak. Pinter (2006: 50) states that the principle of TPR
activities is that before children have to speak they get the chance to listen to the
language. The teacher have to provide possible listening practice to grasp the
children’s competence in speaking. She also states that teacher must provide the
children with activities which mainly involve non-verbal responses from children.

According to Larsen Freeman (2000: 115-117), there are three techniques
of Total Physical Response in teaching learning activities. The first is using
command to direct behavior. At the beginning of learning process, the teacher
explains the command by demonstrating the actions, while the students try to
understand the meaning. The next activity is the teacher calls one student and
gives him/her a command to be performed directly. It should be continued in the
whole class afterwards. The second technique is role rehearsal. In the role

rehearsal, students give the commands to the teacher or to the selected classmate
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in order to perform the actions directly. The last technique is action sequence.
Teacher explains three sequenced commands by demonstrating three actions in
order. The students watch and try to understand the meaning of those three
ordered commands.

According to Linse (2005: 30) TPR has several positive aspects. First, it
utilizes the auditory, visual, and concrete learning stations. Far ahead, the children
have chance to listen, watch one another, and do commands. Second, TPR helps to
teach children to follow instructions and listen kindly. Third, children are
permitted to listen and choose when they feel comfortable to start speaking.
Fourth, this method can easily be adapted in many different ways for young
learners. It is important to consider the complexity of the language being used as
well as the interest level of the children.

The use of TPR is important to make the students enjoy their experience in
learning to communicate in foreign language. In fact, TPR was developed in order
to reduce the stress that the students feel when studying foreign language and thus
encourage students to persist in their study beyond a beginning level of

proficiency.

3. The Principles of Teaching English as Foreign Language to Children
The comparison of processes and conditions between first language and
foreign language or second language learning shows certain principles which

teachers need to be aware of and make use of wherever possible. Brewster and
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Ellis (2002: 40) proves seven principles to ensure that the teachers do not

underestimate students’ capabilities, as follows.

a. Teachers should help the students draw on their skill (observing) in the
second language using visual support and contextual language, because
children are excellent observers and have a natural ability to grasp meaning in
their first language.

b. Children often repeat words and phrases. It is important to the teachers to
guide the children reactions.

c. Teachers should provide the inductive exercises in the second language but
the language should be contextualized and motivating for the children to work
with.

d. Teachers can help children to practice their skills in guessing and predicting
as part of learning to learn.

e. Teachers should give a lot of opportunities for meaningful communication
activities, because children like to talk, even they do not know much
language.

f. The teachers should create a balance between providing support and
providing challenge in the classroom in order to make the students motivated
to learn foreign language.

g. The teachers should encourage the willingness to take risk to the children,
because children seem to be a good risk takers and experimenters.

According to Cameron (2001:19-20) there are five important principles in

the teaching English as foreign language to children:



16

a. Teachers need to examine the classrooms activities from the children’s
perspective in order to assess whether the students will understand what to do
or not.

b. Teachers need to use routines and scaffolding to help children in making
space of language growth, since the immediate potential of the children is the
central importance for effective learning.

c. Teachers should provide skilled help in noticing and attending to aspects of
the foreign language that carry meaning.

d. Teachers have to create many social interaction with the students in the
classroom.

e. Teachers need to ensure that the children have experience in the lessons

which build learning activities in the classroom.

4. Teaching Speaking to Children

Speaking is one of the important skills to be mastered. Speaking
categorized as a productive skill, since it produces language rather than responds
it. Spratt et al (2005:34) propose that speaking involves using speech to express
meaning to other people. It is a kind of activity designed to practice the language
learned before. Speaking emphasis in accuracy and theactivity should design to
promote fluency. Moreover, they also state that fluency is speaking at a normal
speed, without hesitation, repetition or self-correction, and with smooth use of
connected speech. Accuracy in speaking is theuse of correct forms of grammar,

vocabulary, and pronunciation. Harmer (2001:269) states that the ability to speak
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fluently presupposed not only a knowledge of language features, but also the

ability to process the information and language “on the spot’ such as.

a) Language processing. The effective speakers need to able to process language
in their own heads and put it into coherent order so that it comes out
comprehensible and covey the meanings that are intended. So, the main
reason for including speaking activities is to help students in developing the
habit of rapid language processing in English.

b) Interacting with others. The effective speaking involves a good deal of
listening, understanding of how the other’s feeling, and knowledge of how to
take turns or allow others to do so.

c¢) Information processing (on the spot). The effective speaker needs to be able
to process the information. The longer it takes, the less effective the speaker
IS as instant communicators.

Based on Linse (2005:46), children begin speaking by experiment andplay
with the utterances that are made to form words and phrases. As they grow,they
integrate the words and structures into their real and imaginary play. Thatis why
teachers should teach children with different kinds of games, songs, andstories.
The teachers should give some possible activities to practice speaking in English
because speaking is not easy for children. Cameron (2001:41) also states that
speaking activities require careful and plentifulsupport of various types, not just
support for understanding, but also support forproduction. Linse (2005:49-52)
also proposed the development of speaking skills as follows.

a. Avoid unrealistic expectations
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The teacher should understand that the expectations for children learning
ESL or EFL should not be greater or more demanding than the expectations for
children learning to speak in English as their native language.

b. Overgeneralization of errors

In learning other languages, in this case English, children tend to make an
error in grammar rules. The errors they make are often known as
overgeneralization. According to Brown (2000) in Linse (2005:51),
generalization is a vitally important aspect of human learning and involves
inferring and deriving a rule, or law. The example of overgeneralization occurs
with the use of the past tense and rules from his first language and applied them
to a second or foreign language.

When teaching speaking, it is important to select the activities which
match with the objectives of your teaching. The specific technique that you
choose should be based on the purpose of your teaching with the learner’s stages
of development. There are some appropriate techniques to teach speaking to
children proposed by Linse (2005) as follows.

a. Choral response

This technique is used when the children repeat the lines of song, chant, or
poetry. When they are repeating the lines over and over and they are substituting
words throughout the various verses. It can easily see how the language resembles
a substitution drill.

b. Role plays
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The role plays provide learners with the grammatically controlled scripts
that they can use in real life. Harmer (2001: 274) adds the role plays can be used
to encourage general oral fluency or to train the students for specific situations.
There are three characteristics according to Ken Jones (1982: 4-7) in Harmer
(2001: 274), as follows.

- Reality of function: the students must think as real participants in the
situation.

- A simulated environment: the teacher explain to the children to imagine that
the classroom is a market, airport check in, or library, for example.

- Structure: the students must know how the activity is constructed and they
must be given the necessary information to carry out the role play
effectively.

In role plays, the teacher adds the element of giving the participants
information about who they are, what they think, or what they feel. The role plays
should be also based on the types of real conversations that children have when
they play and perform. Role plays are open ended, so different students have
different views. That way there is a dynamic movement as the role play
progresses, with people clearly motivated to say as much or as little as they need
to achieve their aims.

c. Using puppets

Slattery and Willis (2003) in Linse (2005:54) states that the teachers
working with children are often aware that children feel more comfortable talking

with puppets than with adults. The use of puppets is very suitable in the children



20

classroom. The children who are developmentally too shy to speak in front of
class, may feel more comfortable and confidence when the teachers or adults are
holding puppet and speaking to the children as the puppet. Puppets make the
atmosphere of the teaching and learning speaking more fun.
d. Fishbowl

This is a technique which helps children in learning how to work in pairs
or groups. The teacher can invite a volunteer or model to do the activity. The
models activity that the children are expected to do while everyone in the class
watches as if the teacher was in fishbowl. Children then go back to their seats
knowing clearly what they are expected to do. (For example: two students speak
but a prearranged signal one of the participants has to reach fishbowl and take out
one of many pieces of paper on which students have previously written phrases,
questions, and sentences. They have to incorporate these into the conversation
straight away.)
e. Using game

Game is a part of playing. Game is a very appropriate teaching technique
to teach children in the classroom. Game offers advantages of both ALM
(Audiolingual Method) and CLT (Communicative Language Teaching). The
teacher can easily set up the game, so the children repeat the same patterns over
and over. Game is also structured to maximize English language use. When the
teacher gives the rules for the game and English is use as the rule of the game, the

children tend to monitor their use of English when they play the game. For
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example, if the children use their first language (other English language) while

playing a game, they will lose a point or a turn.

5. The Use of Games in Teaching Speaking to Children
a. Definition of Games

Speaking in foreign language may be a hard skill for the students or
sometimes it can be frustrating. However, it can be something interesting and fun
if the teacher finds suitable techniques to teach the language. One of the ways to
make the teaching speaking interesting is by using games. According to Hadfield
(1999: 8), a game is an activity with rules, goal and an element of fun. Games
involve many factors such as rules, competition, relaxation, and learning. The
teacher should remember that the main factor of using a game is to promote the
teaching and learning process in fun and interesting ways.

Games may be simple and require very little planning or may need a quite
bit of preparation and the use of special materials, such as dice, board, cards and
pictures. There are two kinds of games according to Hadfield (1999: 8). The first
is competitive games. Competitive games are games in which the players or teams
race to be the first in reaching goal. They always have a winner who may be the
one who has collected the most of something, or the first to do something. The
second is cooperatives games. Cooperative games are games which the players or
teams work together towards a common goal, such as drawing picture or solving

puzzle.
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Besides, Ellis and Brewster (2002:174) divided games into two main
types. The first is accuracy-focused games. This game is aimed at practicing the
new language items and developing accuracy. This game may focus on
comprehension, such as listening and reading as well as production such as
speaking and writing. Then, the second is fluency-focused game which referred to
moves from language control to communication. This game tends to focus on
developing fluency and collaboration with others. This game is important to the
communicative and activity based approaches which are usually done in pairs or
groups. Harmer (2001: 272) adds games which are designed to provoke
communication between students frequently depend on the information gap, so the
student has to talk to their partner to solve a puzzle, describe and draw, describe
and arrange, or find similarities and differences between pictures. These are
variety techniques of games proves by Hadfield (1999:8-9).

1. Information gaps
The game where two or more students have information and others need to
complete the mission. (Student X has admission to some information which is
not held by student Y, and student Y must obtain the information to complete
the task).

2. Guessing games
The game where the players with the information consciously denies it, while
others must guess what it might be.

3. Board games
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Board games are any games which mainly involve moving markers along a
path.
4. Searching games
In this game the students have one information. They must find all of the
information available to fill in a paper or to solve a problem. Each student is
thus simultaneously a giver and a collector of information.
5. Matching games
In this games the players must find a match of words, cards or pictures.
6. Collecting games
The students need to collect cards in order to complete a set.
7. Combining games
The students need act on certain information in order to arrange themselves in
group.
8. Arranging and ordering games
In this game, the students provide a set of cards with different topics, then
they must arrange the cards in good order based on the topic.
b. Advantages of Using Games
According to Brewster and Ellis (2002:173-174) some advantages of using
games are encouraging student’s motivation, improving attention span, increasing
the students communication which provides fluency practice and reduces the
domination of the class by the teacher, creating fun atmosphere and reduces the
space between students and teachers, encouraging creative use of language, and

making the teaching and learning process is more memorable and accessible such
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as the use of mime and movement, the use of color, pattern and pictures in the
game. Larsen Freeman (2000:126) state that games are important because they
have certain features in common with real communicative events. There is a
purpose to exchange. Also, the speakers receive immediate feedback from the
listeners on whether or not they have successfully communicated. Finally, having
students work in small group through game maximizes the amount of
communicative practice they received.
c. The Roles in Implementing Game in the Classroom

Conventionally, games have been used in the language class as warm-up
or when there are extra times in the end of the class. Those activities are right but
now games can also constitute a more important part in language class. The
students are very enthusiastic about games. The teacher should explain the
purpose of the games so they also focus on the goal of the learning while they
play the game. The teacher may negotiate the rule of the games or modifying the
games according to the students’ interest. The teacher also needs to consider and
pay attention to the level of difficulty, because the games are too challenging that
it may discourage them. The challenge can be divided into two kinds. They are the
understanding how to play the game and understanding the language content.

The teacher has many roles in implementing games in the classroom. Paul
(2003: 52-55) defines several roles of the teacher in implementing games as

follows:
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Designing games. The teacher assesses what the students need to learn in any
particular reason and designs the game where the goals of the lesson are
achieved.

Getting the pace right. The teacher should consider language sequence very
carefully and decide which target language that will be introduced for the
students. The teacher needs to interfere the game and gives hint if the targets
are too difficult and makes the targets a bit more difficult if the students are
not being challenging to think. The teacher also needs to ensure that they
understand the target language.

Answering questions. The teacher should be always available if the students
want to ask about the game.

Extending the children ability. The teacher should make sure that the games
are challenging enough for the students.

Cheating creatively. When the students play competitive games, some team
will be stronger than others, the teacher needs to cheat creatively so that all of
them have a good chance of doing well in the game.

Giving all the students the chance. The teacher needs to ensure that all of
them are enjoying the game and have opportunity to speak. The teacher may
encourage them who have less confidence.

Taking part. The teachers also can join in the game and sometime makes a
mistake in the hope that the students will correct the teacher. In brief, a game

is an interesting way to make learning language easier.
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There are so many kinds of games that the teacher may use in the teaching
and learning process, especially in teaching speaking. The teacher should consider
several things such as the level of difficulties and the students’ interest. The
teacher’s roles in implementing the game needs to be taken into account to make

sure if the game helps the students to learn the target language.

6. Board Games
a. The Definition of Board Games

Board games can be offered as a teaching aid to teach English for children,
especially the primary or elementary students. Board games are the popular types
of games among the children. Board games are well known almost in all of
societies in the world. According to Pritchard (1994), the origins of board games
came from China, India, or Nigeria. The examples of popular board games are
monopoly, snakes and ladders, and luda. This type of the board game mainly
involves moving markers along a path (Lewis and Bedson, 1999). Board games
are a kind of games that can be used in teaching language. Rahmawati (2012)
states board games are also been used to teach children basic fact and information
about the world in which they live. In the board game, there are some materials
needed by the player such as, counters, dice, game board, and cards.
b. The Advantages of Board Games

Board games give many advantages for the teacher and the students. The
advantages of board games for the teacher are helping the teacher to get the

students involved and get more positive proactive responses, enhancing students’
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motivation because it is contrast with the regular class exercises, and adding

students’ interest to what they do not normally find interesting. Whereas, some of

advantages of board games for the students are the board games provide rich

learning opportunities and improve their learning ways, connect to the real life

situations, encourage the use of authentic materials and guarantee fresh content,

enhance their motivation as they perceive them as fun and enjoyable, help them to

be more creative, tap into the emotional side, etc.

According to Carly (2010: 21) there are many advantages of using board

games in the classroom, such as:

a.

Speaking skill board game bring real world context into the classroom, and
increase students’ use of English in a flexible, meaningful and communicative
way.

Board games usually involve friendly competition and they keep students
interested in learning the language.

Board game can help them (children) learn and hang on to new words more
easily.

The board games are motivating and challenging.

Learning a language requires a great deal of effort.

Board game helps students to make and sustain the effort of learning.

Board game provides language practice in the various skills-speaking,
writing, listening and reading.

They encourage students to interact and communicate.

They create a meaningful context for language use.
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Another advantages of the board games according to Wright, Betteridge,
and Buckby (2005) are:

a. Board game adds variation to a lesson and increase motivation. Shy students
can participate positively.

b. Help students to develop personal reasons for learning English. For example
by encouraging out of — school class activities.

c. Make learning English enjoyable and fun. Teacher is influencing their attitude
to language learning.

d. The game context makes the foreign language immediately useful to the
children. It brings the target language to life. The board game makes the
reason for speaking plausible even to reluctant children.

e. Through playing board game, students can learn English a lot without stress.

f. Create warm and joyful atmosphere where teacher and students enjoy
working together. Teacher arranges good atmosphere in classroom and make
the students interested.

c. Disadvantages of Board Games

Board games also have some disadvantages in the teaching and learning
process. Teachers need more time, energy, money, and preparation than the
ordinarily teaching. It is because the teacher needs to prepare the board, dice, and
cards in order to ensure that the activity runs well. The teachers also need to use
their imagination to design a board game which appropriate for their students.

Currently, there are many websites which can help the teacher to make a board

game based on the student’s needs. The teacher also needs more time to explain
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the instructions and shows the game to make the students really understand about
the instructions of the games.

Based on Hadfield (1999), the teacher should explain briefly what the
game involves, the photocopied hand out /cards, and the teacher should give a
little time to the students to study them. The teacher also needs to give more
attention to the students because the teacher should move around and monitor the
student to take a note on the students’ mistakes or errors. Therefore, the teacher

can give feedback to their students in the end of the game.

7. Snakes and ladders Game
a. The Definition of Snakes and ladders Game

Snakes and ladders is a common board game among children in the world.
Snakes and ladders is a game that have two or more players on a game board
which having numbered squares (1-100). Commonly, the equipment of this game
are board game, colored tokens, and small dice. The size of each square in the
board game most commonly 5x5 cm, 8x8 cm, 10x10 cm, or 12x12 cm varies from
board to board, as does the exact arrangement of the snakes and ladders, with
both factors affecting the length of play. The path of the game consist of some
squares from “Start” square and end on “Finish” square which the players will
find the snakes and ladders around the squares. The authentic snakes and ladders
game, each player is represented by colored game piece token. A single dice is
rolled to determine random movement of a player’s token in traditional form of

play. The dice is a small cube with one up to six dots on each sides. The dice will
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decides how many steps the players should move and the number of dice decides
who will be the first to play the game. The winner of this game is when the one
who grasps the “Finish” square.

Besides, Pritchard (1994: 162) states that the snakes and ladders
originated in India as part of a family of dice board games that included
gyanchauper and pachisi (ludo and parcheesi). In 1943, this game well known as
Snakes and ladders in England. Snakes and ladders facilitate the students to learn
about counting, life, interaction and socialization. In this game, implicitly, the
elementary students can learn about up and down in life or about joys and
troubles. Ladders represent the up life and joy, while the existence of the snakes
represent the down in life or trouble (Sari and Muniroh, 2012:2). In addition, the
children also learn about fairness, tolerance, and how to take turn.

The researcher modified the equipment of this game such as the size of the
board game, the size of the dice and also the researcher adds two kinds of cards
which are ASK and TELL cards. The players move around the game board, go up
and down. There are interactions among the players when the game runs. On the
each square of the board game they need to take a card containing clue and
mission (ASK/TELL) that they need to practice. The players are making some
deals when they are in the same place. It can be concluded that snakes and ladders
game is one of the games which have a similarity with a communicative game for

teaching and learning English especially speaking.

b. Rules in the Snakes and ladders Game
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The snakes and ladders game is played at least two or more players. The
players should determine the turns first to decide who will be the first to roll the
giant dice. After determining the turns, the students can roll the dice and notice
how many numbers they get for moving forward (if the student get the six number
of dice, the players have second opportunity to play the game). Players take place
on a snakes and ladders board where the space are from start to finish (1-100).
The structure and layout of the board may or may not match to the conventional
board. The positions and effects of snakes and ladders will be consistent (terms
such as up, down, forward, back, etc.). The game goes on in this manner until
someone reaches the “Finish” square.

On the other hand, the snakes and ladders board game for language
teaching has the same rules with a regular snakes and ladders board game but in
this game there are some modifications to make the students can communicate in
English. Below are the rules of the snakes and ladders board game for language
teaching refer to Haryati (2012: 36).

1) Put your playing piece on the start square.

2) Decide who is going to start and which order you are going to play.

3) First player rolls the dice and moves forward according the number of the
dice.

4) Take a card according to the number of the square indicates.

5) Read aloud the clue in the card.
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6) The player should communicate with their friends within the group using the
clue on the card. The group members also have to respond to the player who
is playing.

7) Continue the playing, roll the dice again.

8) Player gets snakes; turn off from the snake tip until the snake’s tail.

9) Player gets ladders; turn on from bottom of the ladder until top of the ladder.

10) To finish you have to land directly on the square last square.

8. The Significances of the Snakes and ladders Board Game in the Teaching
Speaking

The Snakes and ladders board game can be used as one of the media that
facilitates the students to be able to speak in the class. According to Chang and
Cogwell (2008) using a board game in the language classroom is an effective, low
anxiety, and fun way for them to learn and practice communication skills as well
as develop their own communication strategies that can be readily applied to the
real world. Playing the snakes and ladders board game is an interesting thing to
do in the class. This game is fun and it helps the students to learn the language
while playing the game they are not anxious in the class.

Using the clues in the cards, they will be motivated to speak English to
complete the task of the game. While talking with their friends, they will be able
to increase their fluency because they will repeat using the same expressions and
vocabulary. It will help them to adapt with the words and expressions related to

the topic. Haryati (2012) also highlights that the snakes and ladders board game
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helps to increase the students’ motivation and interest in take part actively in the
speaking class. Suryani and Rosa (2014) also state that using board games
successfully improves the students’ speaking skills. The improvement lied on all
aspects of speaking i.e. students’ comprehension, fluency, vocabulary mastery,

pronunciation as well as their grammar.

9. EFH (English for Holidays) of UNY

English for Holidays or EFH is a yearly program conducted by Languages
and Arts Faculty of Yogyakarta State University in the form of language school.
English for Holidays is an annual English program which is oriented in
participants’ communicative competencies. Since the program is held in the
school holidays, it serves carefree, fun and cheerful condition for participants. The
purposes of this program are to make the students of kindergarten schools,
elementary schools, junior high schools and also the students of senior high
schools learn English actively and also to make their holiday more fun
(Hidayanto, 2011). This program offers cheerfulness and care for the participants.
On the other hand, EFH offers English areas and English activities which are
combined between science, modern technology and also the traditional culture
from Indonesia. It means that there is an implementation of contextual teaching
and learning in EFH.

The teaching method used in EFH especially to teach kindergarten
(Kindie) and elementary (EL1-EL3) children is the Total Physical Response

(TPR), then for EL4-EL6 and Junior-Senior High School (Junsen) class, they
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mostly used Communicative Language Teaching (CLT). Those methods are
chosen since they seem to be the most effective method to be applied in teaching a
foreign language to young learners. In every activity, the teachers are guided by
syllabuses. The syllabuses show the topics and themes which will be taught to the
children. They are taken from the national syllabus of English because in general,
the children on the same age have the same things to learn. The syllabuses were
developed by the teachers according to the facility of the program (Supriyanti,
2012). In order to fulfill children’s need in their holiday, the materials to be
delivered to the children in English For Holidays are mostly in the form of songs,
games, stories and worksheets that can be adjusted with various themes since the
materials being chosen is almost in general topics. Those materials are chosen in
regard to the previous theories that seem to be the most appropriate to be
delivered to the children since it offers children’s liveliness. In general, the
materials of EFH are indoor activities (classroom activities), outdoor activities
(campus grand tour, barbeque, field trip and games) and class performances. The
activities of EFH are held in UNY with field trip as an additional activity which is
held outside the campus. In every activity of teaching and learning, there are
media to equip the children. The media are developed by the teachers of EFH.
English for Holidays is a form of a language school which has the
appropriate methods and treatments to make the children enjoy learning English.
The development of the snakes and ladders game to teach speaking to children
aged 9-11 in language schools is inspired by this program which provides the

children with some interesting media in every teaching and learning activity
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although there is still lack of the media and materials provided and some
improvements have to be done in every year of EFH (Hidayanto, 2011). From the
EFH’s syllabus, some themes and topics are taken as the materials of the snakes
and ladders game developed. In the year the researcher doing this study, the big

theme being used is about space, so the design of the product is also about space.

B. RELEVANT STUDIES

The snakes and ladders board game is an ancient game, but it turns with
the current approach in communicative language teaching. It can improve the
students’ achievement and motivation in the class. There are some similar
research studies that had been conducted before. The results of the research are
described as follows.

The first is an article written by Aida Suryani and Rusdi Noor Rosa (2014)
proves that the use of snakes and ladders game is effective to improve junior high
school students’ speaking ability. The study shows that the students were playing
the game enthusiastically. The game could improve their motivation to speak in
English. From this game, the students tried to speak and learn each other.

The second study is the research conducted by Candrika Citra Sari and Siti
Muniroh from State University of Malang (2012). The research proves that the
speaking and vocabulary of the students can be improved by using snakes and
ladders game as teaching aid. The study also shows that the use of snakes and
ladders game could improve the students’ learning motivation, pronunciation,

enlarge vocabulary since it involves physical movement and group work.
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C. CONCEPTUAL FRAMEWORK

Media are very useful to teach children. Besides making the students
interesting, it motivates them to study English more. The researcher tried to
develop an interesting teaching aid to teach English speaking in language schools.
Snakes and ladders is a simple game and an example of interesting teaching aid to
children because this game is familiar among them. With some improvisation on
the rules, design, size, and properties of the game, the researcher tried to design a

useful and interesting teaching aid to teach speaking in language schools.

Young Learners

- Get bored easily

- Needtobe THE GIANT SPEAKING
physically active SNAKES AND LADDERS
- Need to learnin GAME
fun way
- Easily distracted - Afamiliar and easy

game for children

- Afun game for
children to learn

EFH/SEC speaking skill

- There are some
physical movements

- Learn English in

fun way

- There are some
activities with
physical
movements

- Learn English
with song, story,
and game

and interesting
figures

The activities of the
game are related to
children’s daily life
Encourage the
children to speak in
English

Figure 1: Conceptual Framework




CHAPTER Il
RESEARCH METHOD

A. RESEARCH DESIGN

This study is classified as Research and Development. The purpose
is to develop a product that then it can be used as an educational program.
It is currently used to develop and evaluate the educational products, such
as materials, object, a method of teaching, and instructional media.

Educational research and development is a process which is used to
develop and validate educational products (Borg and Gall, 1983: 772).
Borg and Gall provide steps of the process in research and development
study which was ordinarily known as research and development cycles.
There are ten steps in research and development cycle. They are research
and information collecting, planning, develop preliminary form of product,
preliminary field testing, main product revision, main field testing,
operational product revision, operational field testing, final product
revision and dissemination and implementation (Borg & Gall, 1983: 775).
However, from those ten steps, the researcher decided to employ only six
steps of research and development method as the methodological umbrella
in conducting this research.

In this study, the researcher developed the product in the form of
snakes and ladders board game. The product was developed to meet
students’ specific needs and according to the detailed specifications. The

product was tried out and revised in order to achieve its effectiveness.
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B. PRODUCT OF THE STUDY

The product of this study is Snakes and ladders which can be used

to teach English speaking to children aged 9-11. The equipment of the

product are:

instruction card: there are some rules of the game and gambits which
can be used in this game.

game board: this is the most important equipment in this game. The
board size is 3m x 3.48m which has 62 places, 5 rockets (represent
ladders = go up), and 5 robots (represents snakes = go down).

dice: a pair of six sided dice (30cm x 30cm) made from flannels and
dacron.

cards: there are 40 cards (20 TELL cards and 20 ASK cards) which
were drawn by the players when they land on the squares of the truck

and follow the instructions printed on them.

PARTICIPANTS OF THE STUDY

The participants of this study were children from EL 3 students of

EFH 2015 and 10 children in Semoya English club. The ages of the

participants varied from 9-11 years old. They had varied backgrounds in

learning English.

D. SETTING OF THE STUDY
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The study was conducted during the teaching and learning process
in the EL 3 class of EFH (English for Holidays) UNY 2015 and in the

SEC (Semoya English club) of SD Muhammadiyah Semoya, Berbah.

. RESEARCH INSTRUMENTS

The instruments of the study were syllabus of EFH, interview
guidelines, gquestionnaires for the experts and teachers, and also the field
notes. From the syllabus, ten topics were taken and the activities on the
game were decided after analyzing the reflective field notes of
observation. The questionnaires were to assess the instructional design of
the snake and ladders game, whether it was interesting, easy to understand
and appropriate for the children or not. Field note was a kind of note in
which the researcher wrote some of the findings during the observation.
This was the students’ behavior during the teaching and learning process

or the problems during the ongoing research.

. RESEARCH PROCEDURE

In this study, the researcher combined and simplified the
methodological steps from research and development model by Borg and
Gall (1983:775) and from Masuhara’s model (Tomlinson, 1998: 247).
There are ten steps in the research and development cycle. They are
research and information collecting, planning, develop preliminary form of

product, preliminary field testing, main product revision, main field
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testing, operational product revision, operational field testing, final
product revision and dissemination and implementation (Borg & Gall,
1983:775). Whereas, Masuhara in Tomlinson, (1998: 247) proposes five
steps which are need analysis, goals and objectives, syllabus design,
methodology/materials, and testing and evaluation. The researcher decided
six steps of research and development method as the methodological
umbrella in conducting this research. The researcher modified the models

used in the research as follows.

Needs Survey

\Z

Developing materials and products

AV

Getting experts’ validation

\Z

Product revision

\Z

Trying out

\Z

Final Product

Figure 2: Research Procedure in Developing the giant speaking snakes
and ladders Game.

1. Conducting needs survey
Needs survey conducted by analyzing syllabus of EFH program and
observing the children. Generally, children have same needs to learn

English. The syllabus is the form perceived needs that children have.
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The aim of observing the children was to know what the children
wanted in learning English and to decide kinds of activity which made
the children interested. This step was necessary as the guidance in
designing the instructional media and the contents of the snakes and
ladders game.
2. Developing materials and product
In developing the materials, some topics from the syllabus were taken
and the course grid was developed. The course grid was the guidance
for the teachers to guide in deciding what kinds of materials had to be
taught before implementing the product. The contents of the course
grid were the topics, competencies, indicators, materials and language
function.
The product was developed with interesting colors and figures to make
the children attracted and interested in playing the game. There were
some steps had to be done in developing the product:
a. Transferring ideas and designing the lay out of the product
The ideas were transferred into the draft of product. The next step
was designing the lay out of the product. The researcher was
searching for the appropriate figures which were related to snakes
and ladders game.
b. Producing the product
The next step was producing the product. The real concept of the ideas

was designed and the selected figures were taken into the draft of the
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product. The player’s guide was also designed in this step and they
were printed on an appropriate form.

3. Getting experts’ validation
In this step, the researcher asked an expert who verified the product
from the content and media aspect. From the expert, there were some
revisions and suggestions to make the product better.

4. Revising the product
This step is the first editing of the product. After being revised based
on some suggestions from the supervisor as the experts of English for
children, the product were produced and ready to use.

5. Trying out the product
This step is implementation of the product. The researcher
implemented them to 10 children of EFH and 10 children of Semoya
English club. There were some lacks that had to be revised based on
the implementation of the product.

6. Producing final product
After implemented the product, the researcher revised the lacks of the

product, then the final product were produced.

G. DATA COLLECTION TECHNIQUES
The data were obtained through the data from need analysis, and
the data from expert and teacher judgements. Need analysis was the step

which has to be done to decide the design of material that the children
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generally need in daily life. The need analysis was conducted by
interviewing the English teacher, observing the teaching and learning
processes and analyzing syllabus. The observation and interview are the
technique to know the information about what students need and really
want in the class and also the kind of lesson they interesting of. Through
the observation, researcher could decide the concept of the game and kinds
of activity in the game. The expert and teachers judgements were the
technique to evaluate the media, so that the researcher got the feedback

about the product.

. DATA ANALYSIS TECHNIQUES

After collecting the data, the researcher got two kinds of data. They
were qualitative and quantitative data. The qualitative data consisted of the
results of interviews and observation during the analysis and try out. The
results of interviews and observations were presented in the form of
interview transcripts, field notes, and analyzed qualitatively through the
description.

The quantitative data consisted of the results of the evaluation
questionnaires from the expert and English teachers. To analyze

quantitative data, the researcher used Likert Scale as follows:

Table 1: Description of the score
(Sugiono, 2012)

1 Very poor
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2 Poor
3 Fairly
4 Good
5 Very Good

The way to count the percentage of the result of Likert Scale is called
Likert scale to formula, described as follows:

Table 2: Likert scale to formula
(Sugiono, 2012)

P = Error! Reference source not found.

P . percentage
f : collected scores
N : number of case

The percentage of the analyzed data can be used to conclude whether
the product are good or not from this average:

Table 3: Description of the score gained
(Sugiono, 2012)

81-100 Very good

61-80 Good
41-60 Fair
21-40 Poor

<20 Very poor




CHAPTER IV
RESEARCH FINDINGS AND DISCUSSION

A. RESEARCH FINDINGS

In this research, some steps were conducted in designing the giant snakes
and ladders to teach speaking to children aged 9 to 11. The steps are presented as
the findings of the research in order to answer the question in the formulation of
the problems. The findings are presented into five sections as follows.

1. Need Analysis Result

Before designing the giant speaking snakes and ladders board game, a
need analysis was conducted at aiming to understand about what kind of the
media needed by the students and the contribution of the media toward the
instructional process. The need analysis was conducted by interviewing the
English teachers of Semoya elementary school and analyzing the FEC and EFH
course grids.

The need analysis interview guidelines for the teachers consisted of nine
questions and were developed based on the blue print that has been made before.
The blueprint was made based on the theory of developing need analysis such as
Hutchinson and Waters (1987). It can be seen in the table below.

Table 4: Blueprint of interview guideline

The purpose Question number Number of items
To find some
information about 1-3 3
children profile
To find some
information about 4-6 3

45
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children learning
activities in the class

To find some
information about topic

of materials and media 7-9 3
that the children’s need
Total of items 9

The question was aimed at finding out the learner’s need and the learning
need. There were nine questions being asked to the teachers. Those questions also
aimed at finding out who the students are and to obtained information about the
student’s attitude toward English lesson, the students’ motivation in English
learning, the learning activities in the classroom, teachers’ teaching technique, and
activities that the students are interested in.

From the interview, some information were got related to the English
instruction in the class, especially related to the use of instructional media. The
English teacher explained that the students had different characteristics. Most of
them were talkative. Their English abilities were also varied. Some of the students
were in the high level, some were in the middle, and some were in the low level
proficiency. Moreover, the students were active and full of curiosity. However,
sometimes they were easy to get bored. Therefore, they needed to be provided
with various activities and media in order to make them more interested in the
teaching and learning process.

However, the activities that were applied sometimes made them feel bored
though the teacher made use of technology in the class. Therefore, the teacher has
to prepare another media, material, or activities. Moreover, the teacher did not

only prepare one activity in the classroom; she also prepared another media, for
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examples, cards, figures, and song. Furthermore, she thought that the instructional
media should be adjusted well the theme, the media should be durable, the media
should be attractive and interesting because the students were easy to get bored.

Then, the researcher analyzed two kinds of syllabuses. The first was from
FEC (Fun English Club) 2015 and the second was from EFH (English for
Holiday) 2014. The format of both can be seen in the table below.

Table 5: Syllabus of FEC 2015

Meeting | Topic | Indicator | Input | Language | Activity Sources

Table 6: Syllabus of EFH 2014
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In general, both syllabuses have the same topics and researcher decided to
take 8 topics from them; personal information, likes / dislikes, direction / public
places, universe, action verb / instructions / command, feelings, opinion, and
invitation.

From the data above, it could be concluded that the teacher and the
students had good attitudes toward the English instruction. However, they still
needed more interesting and appropriate media, especially visual media to

facilitate the instructional process. Thus, the researcher decided to develop
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instructional media in the form of the giant snakes and ladders board game which

belongs to the visual media to facilitate the instructional process.

After analyzing the syllabus, the researcher observed the children to know
the general design of the game and the type of activity that the children were
interested in. The observation was conducted in Semoya. There are five things

which were observed:

Table 7: Observation guidelines

a. | The age of the children

b The habits of the children on their daily life (learning
" | habit and playing habit)

c. | The background knowledge of the children

d. | The topics they already know

e. | The kinds of activity they are interested

On the first day, the researcher asked the children to sing a song. The class
was so noisy and not effective, because the children were not interested in singing
that song although there were some body movements in the song. This case can be

identified from this reflective field note:

Table 8: First day observation

: Well kids, we will sing “zoom-zoom we’re going to the moon”

: Ok miss

: Let’s sing the song together and let’s dance like this

: Miss.....capeek, tired ITho miss nari-nari gini. Minum dulu ya? Istirahat...

()

n-4dumw-H

On the second day, the researcher tried to tell them a story, but they did
not enjoy the stories and the activities. Some children said that they felt sleepy,
and the others were busy playing with their stationary. They wanted to do an

activity which was more interesting than listening to the story and arranging
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figures based on the story. They are students in rural area and on their daily life,

they play everywhere with everything, for example they play clay in rice field,

they play sand and water in the river, and they play kite in railway track.

Table 9: Second day observation

T

: Hello kids, Ms. Meta will tell you a story.
: Cerita apa miss? (What kind of story do you want to tell miss?)

- It is a story about the very hungry caterpillar. (Show the children a
caterpillar doll and the ppt slides of the story). Are you ready?

: Yes, | am ready.

: Miss mbok game lho miss, nek cerita tuh ngantuk miss. (Miss, why don’t
we play a game?)

. lya miss, story make me so sleepy.

- well dear, today miss tells story first then on the next meeting we will
play a game. Okay?

All Ss : Okay miss, janji ya miss minggu depan game?

(...))

From the reflective field note above, the children were not interested to

the song and story. The children were so active, they moved here and there,

played with something and they were easily bored with the activities which did

not make them interested in.

. Product Development

a. Deciding the draft and the rules of media

Generally, the draft of the teaching aid is as same as the authentic snakes

and ladders, but what makes this kind of snakes and ladders different is the

activity while players playing the game, there some conversation related to the




50

theme. The rules of the game are also little bit different with the authentic one.
The researcher modified this snakes and ladders as follows.

The size of the game board is giant (3x3.48 m)

The size of the dice is giant (30x30cm)

There are two kinds of card in this game; “Tell Card and Ask Card”. These card
used to guide the students speaking in English.

. Organizing course grid

The course grid was organized after the researcher gained the needs
analysis and observation. The contents of the course grid are referred to the results
of the needs analysis and observation. The researcher divided 8 topics to make the
children easily learn.

The first topic is personal information. Children learned how to introduce
themselves, their family or others. Then, they also described the occupation of
their family or others.

The second topic is about like and dislike. Children would learn how to
express like/dislike, how to ask/response the favorite foods-beverage/fruits-
vegetables/hobbies/animals. Then at the same time they learned about kinds of
fruits-vegetables, foods-beverages, or hobbies which may not know yet. In this
theme/topics the teacher may suggest the students to consume the
fruits/vegetables/foods/beverages that they may dislike. Then, for the animals,
teachers were not only introducing the kinds of animals but also teachers showed

th