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GAMING FOR ENGLISH: STUDENTS’ PERCEPTIONS OF ONLINE
GAMES IN BOOSTING THEIR SPEAKING SKILLS
AT SMAN 1 PESANGGARAN, BANYUWANGI

ABSTRACT

This study investigates students' perceptions of the impact of online games on
enhancing their English-speaking skills, focusing on 10th-grade students at SMA
Negeri 1 Pesanggaran, Banyuwangi. The research employed mixed-method design,
combining qualitative and quantitative including questionnaires and interviews, to
collect data on students' experiences and challenges while using online games for
language learning. The findings reveal that a majority of students (78%) perceive
online games as a beneficial tool for improving their English-speaking skills,
particularly in vocabulary acquisition, pronunciation, and grammar. Students reported
that games provide an immersive and engaging environment for practicing English
through dialogues, instructions, and interactions with other players. Additionally, the
interactive nature of games makes learning less stressful and more enjoyable compared
to traditional classroom methods. However, the study also identified several
challenges, including difficulty understanding complex game language, limited
opportunities for verbal interaction, low confidence in speaking English, and a lack of
educational features such as feedback or language support tools. Despite these
challenges, students believe that online games are a valuable supplement to language
learning. The study concludes that while online games can positively impact English-
speaking skills, their full potential is realized when integrated with structured learning
environments or enhanced with educational features. The study offers
recommendations for students, teachers, and future researchers to optimize the use of
online games in language acquisition.

Keywords: English Learning, Learning Media, Online Games, Speaking Skills,
Students' Perception

Advisor, The Researcher,

Kharisma Naidi Warnanda S, S.Pd., M.Pd. Qabila Maulina Nur Safitri

vii



TABLE OF CONTENTS

COVER i
APPROVAL PAGE ii
LEGALIZATION PAGE iii
MOTTO AND DEDICATIONS iv
AUTHOR’S DECLARATION OF ORIGINALITY ....oooiiiiiiieeeee e v
ACKNOWLEDGEMENTS vi
ABSTRACT vii
TABLE OF CONTENTS viii
LIST OF TABLES X
LIST OF APPENDICES xi
CHAPTER I. INTRODUCTION 1
1.1. Research Background...............ivieireiiitisiteieieteise ettt et e eses e breenassseenseessesnsaassesssennns 1
1.2. ReSearch Problems ... .......ciiiuiieiiii et siaiiieseetie et aet ettt stte st te s st e st e et saeeebeseneesaeenaeas 4
1.3. ReSEarch ODJECLIVES ..ottt it e ettt et et s e e e e e e et e st e tb et e saeeeheeeneesneesaeens 4
1.4. Scope and LIMItatiONS ........cooeibiieuiiien et ottt e st bbbt ee e ebe e enee e 4
1.5. Research SIGNIfICANCE. ......eiiviiviiiiterienireetiaie s st eabassaessbeseaeeessasaanssesssesssenssesasenssesssenssensnes 5
1.6. Definition of KeY TeIM.........oooiiiii il bt ete e et e eeeetee e tesereesereesnneeenes 6
CHAPTER II. REVIEW OF RELATED LITERATURE 7
2.1, Students’ POrCEPLION......ciiuiieiieierieiiesiiesteestesiessaeiteeiaeesteesseesseesssesstesseesseesssesssesssessenns 7
2.2, ENglish LEarNiNg .........cecciitireriiieiieeiiie it ereeireeaestiesesesesssesssessseashasnsesssesssesssesssesssensses 9
2.3. Definition of Speaking SKillS .....cccoeotririiiiiniieiien el 11
2.4 Problems in Speaking SKills........ o o it ettt 13
2.5 Definition of ONline GamE.......cc.eeiuieiuiiriiiieniieniieiieter ettt sttt 16
2.6 Types 0f ONIINE GAMES.......ccveeriieiiieeiieecite e eseeesteesteesbeeebeeesseeesaeessseessseessseessseeans 17
2.7 Learning MEIa........cueeeuieiuieiieieeie ettt ettt et ettt ettt e te et e esteebeeabeenbeenseeseenteens 19
CHAPTERIIL. RESEARCH METHOD......ccccccceetissueicssarcssarsssasssssssssssssssssosssssssassssassssasases 21
3.1, RESEATCH DIESIZN ... uiiciiieiiiiciiiecieecee ettt ettt e e e te e e taeeta e e sbeesssaesssaeenneeenseeens 21
3.2. ReSCArCh SUDJECT.....eveiiiiiiiieiectete ettt 22

viii



3.3, DAta COllECTION ..ttt e e e e e e eeeeeeeeeeeeeeeeeeeeeseeseeeeeesererereseeeseaaaas 22

3.3.1 Techniques and INSTUMENTS ........c.eecciiiieiiieiieeeiiecteeete e etee et eseeesveesreesreeereeebeeenes 22

A, QUESTIONNAITE.........veiivieitieectie ettt e et e et e eteeeeteeeeteeeeteeeetteeeaeeeeeseeeseeeeseeeseeeseeenseeeesseens 23

D INEETVIEW ...ttt sttt b e ettt b et e et e ae et et e 23
3.3.2 PIOCEAUIE. ...ttt ettt ettt sttt e s bt e bt e s bt e sbeesbeesbeesbeesbeenaeas 24
3.4, Data ANALYSIS....coiuiiiieiieeiieee ettt st sttt st saeeea 25
CHAPTER 1V. FINDINGS AND DISCUSSION. 27
O T 1114 1134 OSSR URURI 27

4.1.1. Students’ Perceptions of The Impact of Online Games on Their Speaking Skills 29
4.1.2. Challenges Face by Students in Using Online Games in Their Speaking Skills.... 34

4.2, DISCUSSION. ¢ 1t uiiuee it she e iateete et ete et et e e eeeseeseesneat s sbeeanense s ke shesasessees Fan s St e st eneententeeseeneeneas 41
CHAPTER V. CONCLUSION AND SUGGESTIONS 46
5.1. CongluSion e /1 I . . Moneeee Aol N S NN e 46
5.2 Suggestionsey,/.. /A8 ... NN s SN 47
REFERENCES 49
APPENDICES 33

X



LIST OF TABLES

Figure 4.1 Students’ Believe of The Impact of Online Games............cccoeceeiiriercinierieeenee. 30
Figure 4.2 Level of Engagement in Playing Online Games............cccceoeeeerenencenieneneneeenn 31
Figure 4.3 Level of Engagement in Playing Online Games............ccoccoceeveerenencenieneneneenenn 31
Figure 4.4 Effectiveness of Online Games............c.cccveeiiieiiienciieeeiie e esee e esreeeveeeveeesvneens 32
Figure 4.5 Effectiveness of Online Games.............cecveviereerienienienieseeseeseeseeseesseesseesseenns 33
Figure 4.6 Content Relevance in Improving English-speaking Skills...........cccccevieniiiienennnen. 34

Figure 4.7 Students’ Challenges Using Online Games to Improve English-speaking skills.... 36



LIST OF APPENDICES

Appendix 1: Questionnaire GUIAEC.........c..eeeiieriieriieetie e ceeeieeeeteeesereesreesbeesseeesbeeesveeeseeas 53
Appendix 2: The Result of QUESHIONNAITE .........ccccviiiiiieiiieeiie ettt eee e esee e sreeeeveeeaeeeas 56
Appendix 3: INtervIEW GUIAC.........cociiiiiiiciiecieeeee ettt e e e e re e et e eeaeesaeesaveas 62
Appendix 4: The Result of INtEIVIEW .......cccuiieiiiiciiieiieeieeceeeee e e 63
Appendix 5: PlagiariSm ChECK.........ccveviieriieciieiieiieie ettt ere e esseesseessesnseeens 71

X1



REFERENCES

Alshammari, H. (2015). The effectiveness of online games in enhancing students’
learning. Research Journal of Applied Sciences, 10(7), 311-316.
https://doi.org/10.3923/rjasci.2015.311.316

Arifuddin, N. (2010). Penggunaan media kartu pelengkap dalam pembelajaran
keterampilan membaca di Madrasah Tsanawiyah Yaspuri Malang — Jawa
Timur. Thesis Universitas Islam Negeri (UIN) Maulana Malik Ibrahim
Malang.

Bastos, A., & Ramos, A. (2009). Youtube for learning English as a foreign
language: Critical thinking, communicative skills.

Bastos, L. F., & Ramos, A. M. (2009). Language learning and communication
competence in an intercultural context. Journal of Language Education, 17(3),
95-110.

Bogdan, R. C., & Biklen, S. K. (2007). Qualitative research for education: An
introduction to theory and methods (5th ed.). Allyn & Bacon.

Buckingham, D. (2003). Media education: Literacy, learning and contemporary
culture. Polity.

Buczek-Zawita, A. (2016). Do they understand more? Turkish EFL speakers'
perception of sentence stress in English. Linguistics Beyond and Within
(LingBaW), 2, 27-43. https://www.ceeol.com/search/article-
detail?1d=522095

Darihastining, S., Sholihah, A., Nur Amalia Putri, F., & Wahyu Hidayah, A. (2019).
Online game as a media to improve students’ speaking skill. Journal of
Intensive Studies on Language, Literature, Art, and Culture (ISLLAC), 3.
http://journal2.um.ac.id/index.php/jisllac

Derwing, T. M., & Munro, M. J. (2005). Second language accent and pronunciation
teaching: A research-based approach. TESOL Quarterly, 39(3), 379-397.
https://doi.org/10.2307/3588488

Ebrahimzadeh, M., & Alavi, S. (2017). The effect of digital online games on EFL
students’ language learning motivation. Teaching English with Technology,
17(2), 87-112. https://www.ceeol.com/search/article-detail?id=527571

Fatimah, S. (2020). The analysis of students’ perspective and problems in English
pronunciation. Journal of English Pedagogy and Applied Linguistics, 1(1),
15-26.
https://ejournal. masoemuniversity.ac.id/jepal/index.php/englishpedagogy

49


http://www.ceeol.com/search/article-
http://journal2.um.ac.id/index.php/jisllac
http://www.ceeol.com/search/article-detail?id=527571

Godwin-Jones, R. (2018). Emerging technologies: Language learning and
technology. Language Learning & Technology, 22(2), 11-29.

Harahap, I. M. (2015). The students’ intonation ability in speaking at grade X SMA
Negeri 8 Padangsidimpuan.

Hikmah, D. (2019). Media for language teaching and learning in the digital era,
01(02), 84-89.

Horwitz, E. K., Horwitz, M. B., & Cope, J. (1986). Foreign language classroom
anxiety. The Modern Language  Journal, 70(2), 125-132.
https://doi.org/10.1111/j.1540-4781.1986.tb05256.x

Kearney, M. (2011). Exploring the role of technology in learning: A review of
educational innovations. Journal of Educational Technology, 42(2), 53-69.

Kherbache, F. (2024). The impact of online games on language skills among
Tlemcen University EFL students in Algeria. Journal of Positive School
Psychology, 2024(1). http://journalppw.com

Lee, H., & Lee, S. (2017). The role of grammar in second language acquisition: A
study of grammar instruction. Language Learning, 67(2), 331-360.
https://doi.org/10.1111/lang.12210

Leavy, P. (2017). Research design: Quantitative, qualitative, mixed methods, arts-
based, and community-based participatory research approaches. The Guilford
Press.

Lightbown, P. M., & Spada, N. (2006). How languages are learned (3rd ed.). Oxford
University Press.

Lincoln, Y. S., & Guba, E. G. (1985). Naturalistic inquiry. Sage Publications.

Maclntyre, P. D., & Gardner, R. C. (1994). The subtle effects of language anxiety
on cognitive processing in the second language. Language Learning, 44(2),
283-305. https://doi.org/10.1111/5.1467-1770.1994.tb01 103 .x

Maclntyre, P. D., Clément, R., Dérnyei, Z., & Noels, K. A. (1997). Conceptualizing
willingness to communicate in a L2: A situational model of L2 confidence
and affiliation. The Modern Language Journal, 81(4), 545-562.
https://doi.org/10.1111/j.1540-4781.1997.tb05544.x

Mayer, R. E. (2017). Learning with technology: A cognitive approach. Pearson.

Mazhar, S. A. (2021). Methods of data collection: A fundamental tool of research.
Journal of  Integrated Community Health, 10(1), 6-10.

https://doi.org/10.24321/2319.9113.202101

50


http://journalppw.com/

Nation, I. S. P. (2001). Learning vocabulary in another language. Cambridge
University Press.

Novia, N. (2002). The role of speaking in language acquisition. Language Press.

Oktarina, S. (2002). Understanding speaking skills in second language learning.
Linguistic Research Publications.

Peterson, M. (2013). Online Games and Language Learning. London: Palgrave
Macmillan.

Pickens, J. (2005). Perception: Theory, development, and organisation. McGraw-
Hill.

Qiong, L. (2017). The role of perception in cognitive science and learning. Springer.

Qiong, O. U. (2017). A brief introduction to perception. Studies in Literature and
Language, 15(4), 18-28. https://doi.org/10.3968/10055

Rasita, 1., Barus, G., & Simanjuntak, M. B. (2020). EVIETA-based learning
material in English business class: Students’ perceptions. Scope of English
Language  Teaching, Literature and Linguistics, 3(2),  73-82.
https://ejournals.umma.ac.id/index.php/seltics

Reinhardt, J. (2019). Gameful Second and Foreign Language Teaching and
Learning: Theory, Research, and Practice.

Riadil, I. G. (2019). The EFL learner’s perspective about accuracy, fluency, and
complexity in daily routines. Journal of Research on Applied Linguistics
Language and Language Teaching, 2(2), 160-166.

Riadil, I. G. (2020). A study of students’ perception: Identifying EFL learners’
problems in speaking skill. International Journal of Education, Language, and
Religion, 2(1), 31. https://doi.org/10.35308/ijelr.v2i1.2256

Richards, J. C. (2008). Teaching listening and speaking: From theory to practice.
Cambridge University Press.

Skehan, P. (1996). A framework for the implementation of task-based instruction.
Applied Linguistics, 17(1), 1-18. https://doi.org/10.1093/applin/17.1.1

Soekamto, T. (1992). Strategi belajar mengajar. BP-FKIP UMS.

Tang, F. (1997). A course in language teaching: Practice and theory. System.
https://doi.org/10.1016/s0346-251x(97)84229-7

Thornbury, S. (2005). How to teach speaking. Pearson Longman.

Thornbury, S. (2006). An A-Z of ELT: A dictionary of terms and concepts in
English language teaching. Macmillan.

51


https://ejournals.umma.ac.id/index.php/seltics

Tudge, J. R. H., & Scrimsher, S. (2003). The role of social interaction in the
development of language: Vygotskian perspectives. In Language
development and education: Vygotskian perspectives (pp. 39-59).

Vesselinov, R., & Grego, J. (2012). The effectiveness of online language learning
platforms. The Modern Language Journal, 96(1), 101-118.

Wendiyarti, E. (2022). The reciprocal relationship in classroom learning: Teacher
and student interaction. Journal of Educational Theory, 45(1), 58-72.

Wijiarti, D. (2016). Dampak penggunaan game online terhadap pembelajaran
bahasa Inggris (Ditinjau dari persepsi mahasiswa).

Young, D. J. (1991). Creating a low-anxiety classroom environment: What does
language anxiety research suggest? The Modern Language Journal, 75(4),
426-439. https://doi.org/10.1111/j.1540-4781.1991.tb05378.x

52


https://doi.org/10.1111/j.1540-4781.1991.tb05378.x

UNIVERSITAS
MUHAMMADIYAH
MALANG

——
I", - i»,
1ISTARS 8

FAKULTAS KEGURUAN DAN ILMU PENDIDIKAN

PENDIDIKAN BAHASA INGGRIS

english.umm.ac.id | b.inggris@umm.ac.id

LEMBAR HASIL CEK PLAGIASI

Koordinator Plagiasi Program Studi Pendidikan Bahasa Inggris FKIP UMM menyatakan
bahwa:

‘Nama : Qabila Maulina Nur Safitri

‘NIM :201810100311103

Telah melakukan uji kesamaan Karya Ilmiah dalam bentuk Tugas Akhir (Skripsi) dengan hasil
sebagai berikut:

Bagian Skripsi (CHAPTER) Prosentase Hasil Kesamaan
CHAPTER I Introduction 9%
CHAPTER Il Review of Related Literature 7%
CHAPTER III Research Method 16%
CHAPTER 1V Findings and Discussion 0%
CHAPTER V Conclusion and Suggestions 5%

Berdasarkan prosentase hasil uji kesamaan, dapat disimpulkan bahwa hasil deteksi plagiasi
telah memenuhi syarat dan ketentuan yang telah diatur pada Peraturan Rektor No. 2 Tahun
2017.

Malang, 8 Juli 2025

Winator Plagiasi Prodi,

Q“ PRODI
<) ke KAN BAHASA INGGRIS

:}r\ Wi-Kureatryahto, M.Pd

Visi: Menjadi Prodi yang terkemuka di tingkat internasional dalam penyelenggaraan Pendidikan Bahasa
Inggris berdasarkan nilai-nilai keprofesionalan dan ke-Islaman.

Kampus |

JI. Bandung 1 Malang, Jawa Timur
P +62 341 551 253 (Hunting)
F-+62 341 460 435

Kampus Il

JI. Bendungan Sutami No. 188 Malang, Jawa Timur
P +62 341 551 149 (Hunting)

F- +62 341 582 060

Kampus Il

JI. Raya Tlogomas No.246 Malang, Jawa Timur
P +62 341 464 318 (Hunting)

F: +62 341 460 435

E: webmaster@umm.ac id



