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Abstrak

Keterampilan berbicara adalah salah satu keterampilan berbahasa yang penting yang harus dikuasai oleh
siswa. Itu karena keterampilan berbicara adalah keterampilan produktif yang di mana siswa harus
berkomunikasi dalam bahasa Inggris secara lisan. Namun, ada beberapa masalah dalam pengajaran dan
pembelajaran berbicara, seperti siswa bersikap pasif dan tidak memiliki motivasi untuk belajar, siswa
kurang komunikatif dalam kelas, guru jarang menggunakan media di kelas, dll. Dengan demikian,
penelitian ini bertujuan untuk mengetahui pengaruh permainan monopoli terhadap keterampilan berbicara
siswa kelas sepuluh. Penelitian ini adalah penelitian eksperimental yang menggunakan quasi-
eksperimental desain. Semua siswa kelas sepuluhdari salah satu sekolah islam di Surabaya sebagai
populasi, sementara itu 63 siswa sebagai sagpel c‘n paggelitian ini. 32 siswa dari kelas X SOCIAL 1
sebagai grup eksperimen dan 31 siswa 4 elas OCI g
instrumen penelitian, yaitu pre—gft dg t-test. Al dari kS
ini yang dianalisis dengan by U Te: ukur tingkat signifikasi dari
hasil kedua tes. Hal itu kar g ‘ 1si normd nunjukkan bahwa Asymp.
Sig. (2-tailed) dari tesgi i i mgnunjukkan bahwa ada
perbedaan yang signifilta ; dapat perbedaan yang
signifikan dari nilai grup kontrol. Dapat
disimpulkan bahwa opoli keterampilan
berbicara siswa kgld . L ap berbicara siswa.
Selain itu, the e/ % 3 \ j ’ #niliki efek besar.
Dengan Singkat, cara siswa kelas
sepuluh dalam t Bahasa Inggris
untuk menerapk hmpilan lainnya.

Kata Kunci: Per} J
Speaking skill is q e!1 Do arfllace s uld bgiinasianasal !!u ents. It is because
fish orally. However,

speaking skill is pro

there are some proble 3 g a gents arc passive and have no
motivation, students’ 1€ Nad C in cld Cacher C in class, etc. Thus, this
study aims to investigate

sebagai grup kontrol. Tes lisan sebagai
cbut adalah data dari penelitian

0f monopoly me on tenth X
. All tenth graders of one of Islamic school

experimental research which apply quasi-experimental desi

in Surabaya as the population w 63:tHllen the ple inglis study. There are 32 students in X
SOCIAL 1 as experimental groupfnd ] SO L ontrol group. Oral test as research
instrument which are the pre-test a st-#est. testSre the data of this study which are

analysed by applying thg Mann-Whigney U Tesgig order to megsurg the significant level of the score. It is
because the resam! vmﬁagsN\egef nSu;rea ngsymp. Sig. (2-
tailed) of the test is .0U0 which Tess than -050. 1t Ind#ated that there 1s significag¥ diiference between
control and experimental group. Moreover, there are significant different from mean rank score which is
42.34 from experimental group, while 21.32 from control group. It can be concluded that s there is
significant difference in the use of monopoly game of tenth graders’ speaking skill. This game gives effect

toward students’ speaking skill. In addition, the effect size of the test is .64, which it means it has large
effect. In short, the monopoly game gives an effect toward tenth graders’ speaking skill in learning

Baking skill. This study is

descriptive text. Thus, the researcher recommends to English teacher to apply monopoly game in teaching
speaking and other skill.
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speaking in recount text is not communicative because
INTRODUCTION the teacher who is talking most of the time, the teacher
Speaking is one of important skill to human  used an unattractive method which using the grammar-
because it is the nature of human to communicate with  translation method when teaching English and rarely
others. Speaking is a process of delivering the idea that using media during class. In Flamboyan & Lestari
involves  receiving, processing information, and  (2014), it is found that the teacher did not find out yet the
producing the idea that includes two components of skill, appropriate media that can give the opportunity to
productive and interactive skill (Florez, 1999, p.1). As a students for practice speaking without being pressured,
line with Florez, Brown (2001) defined speaking as an also the students are afraid to speak because of they
interactive process of constructing meaning that involves afraid to make mistake. Moreover, Lisa & Yusuf (2018,
processing information, producing, the presence of  p.117) found that the students' rarely practiced speaking
speaker and listener and receiving the message. In  because only the textbook that the teacher used to help
education, speaking has a big role in students' the students speaking practice.
successfulness in learning a language. When ESL/ EFL
students can communicate effectively, they may

To solve that problem that happens during
g speaking, the teacher needs attractive media
successful in learning a language ig ich Y pe. As Broughton, Brumfit, Flavell, & Pincas
Lazaraton, 1991). Richards (2008)
on the functions of speaking, t

to make an enjoyable atmosphere
ing process, the teacher needs to
teaching speaking which are gn i i Z i P sorpes activities in their teaching.
and a performance. i n, MAumfit, Flavell, & Pincas,

In learning Englis hra (2013, p. 171) state that
students should learn twe lgarners to speak English.
one of them is descripti i
of text which aims to d

ame is a monopoly.

tate that gaming is one
tuflents-directed method.
Depdiknas (2003), in ¢ iptive text i e cddliihat the students should
give a brief picture abd i C 1 achieve the goal with
(happiness, sadness, T TRl ith Sadiman in Susanti
taste, sound, etc.) so s}wming media which has
understand through the \jiaualis e_be 2 activity to create joyful
components of descriptive ional tool. According to
al. (2017) which are a sowg g at game involve one student
particular place and historical’ bud languag€ or group o us game is a structured activity
features ( words that relate to I building and = that create jOY osphere and involve team and

ecotourism destination noun phraselp a enggiic i al.
structure (identification and description) n ion, Sadiman in Kusuma & Irawati (2013)
Nowadays, there are still a lot o s fa Rl f advantages of game as a media in

by students in teaching speaking skill, which are learning process which are students are more active make

students’ less communfi H.m.rt) e e Eﬁio‘sy:‘rﬁﬁa ad game can imProve
have no motivation, th Ii as) t i ving real experience.

oreover, Smaldino et al (2004) also mention four

person, place, activitype

have not opportunity to practice. The one cause of the
first problem which students’ less communicative during ~ advantages of game as media which are students can
class is teacher rarely give speaking practice to learners.  interest to repetitious task because game is fun activity,
The second problem which students are passive and have ~ game can build students’ interest in learning, game can
no motivation to learn speaking skill caused by teacher create relaxed and pleasant atmosphere which suitable to
rarely use learning media also only use English textbook students who have low achievement, and game is one of
to practice speaking. Next, they afraid to make errors solution because game is fun for learning activities also
because the other students will laugh when they made  suitable for adult and children learners.

errors. Last, they are rarely given an opportunity by the Monopoly game is one of example board games
teacher for them to practice speaking skill because of ~ that have board, picture, cue card, dice, pawn, and
limited time. Here some previous studies who mention money. In the monopoly game, the player should collect
the problem in teaching speaking skill. According to ~ money as much as they can in order to win the game. As

Erlina & Rachmajanti (2013), found that the teaching Carroll (2011, p. 23—32) says, Monopoly game is a
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game that apply several economic activities in order to effectiveness of monopoly game in teaching speaking
win the game by moving around the board based on the = descriptive text for senior high school students.
dice. She also said that money was used in a variety of = Therefore, in this research the researcher aims to examine
ways to do payments and expenditures. According to the effectiveness of monopoly game in enhacing 10th
Azmi (2018), monopoly game can be played in any level graders’ speaking skill.
of students. Haqiqi &Suprayitno (2017) state that the Based on the background of the study, the
monopoly is effective and efficient learning media  researcher seeks answers to one research questions as
because the teacher can modify the game creatively by follow: Is there any significant difference between
adding learning material based on curriculum and students' speaking skill after the treatment? There are two
learning objective. hypotheses in this study which are null hypothesis (Ho)
There are some advantages of monopoly game in and alternative hypothesis (Ha). The null hypothesis (Ho)
teaching English according to previous study. Erlina & is stated that there is no a significant difference in the
Rachmajanti (2013) mention some advantages of  students’ speaking skill between students who are taught
the speaking skill in the descriptive text by applying

monopoly game which are students are more active and
motivated, they are know how to play the game ause mon¥galy game as media and those who are not taught
gonogoly game. Meanwhile, the alternate
stated that there is a significant

they are familiar with the conventiona
they can easily speak in English bec
fun atmosphere, they are listeni speaking skill between students
from others, teacher can applyg b king skill in the descriptive text
students need and the skill t i 1 an@las media and those who are
teacher can modify the ru g K i oame.

fine, and question depe! 1
Flamboyan & Lestari (J8l4
help the students’ mof
produce better utterange
the students can arrang ad text ey i . ) gl perimental. According
researcher uses the ga ’ ¢ & Razavieh (2010),
speaking descriptive teXjm ¢ ' erimg is 3 S which aims to find out
game and they know how% s effec Mn variable to another
be played by students fro/\glsss N A 1ab | cllg A there are some types of
game can improve their mo¥ i al research and one of them
game can make them be moruygs yame gagf. One of the criteria of quasi
be designed in any English skil] el based on@Pexperimen(y : design is nonrandomized subject.
the curriculum and learning objec 0 this game is Therefore, the er examined the significant effect

one of the ways to make students more affive cakflhg se monopoly game to enhance ten graders
English and more understand about the nj@terif PO in descriptive text which was assigned
There are some previous stu a ubi ing specific criteria such as students’

monopoly game as learning media in teaching speaking. English level.
According to previouzti ichS 4 enmi S ﬁ ses, control group and
monopoly game in Vé,i‘\gl tag te ggmn m aygtudy, the researcher
monopoly game can improve students’ speaking skill conducted two types of test to experimental and control
(Erlina & Rachmajanti, 2013; Flamboyan & Lestari, groups. The first was pre-test which aimed to assign
2014; Lisa & Yusuf, 2018, p. 117). Not only in speaking, students' speaking skill before the treatment. Then, the
monopoly game also gives relax and joyful atmosphere researcher was taught descriptive text in the experimental
during class (Flamboyan & Lestari, 2014; Lisa & Yusuf, group by applying monopoly game as treatment
2018, p. 117). Moreover, monopoly game can improve meanwhile applying a conventional method to teach
students’ fluency, confident and pronunciation (Erlina & descriptive text in the control group. This treatment has
Rachmajanti, 2013). been implemented twice which were in second and third
Most of the studies above used monopoly game in meetings. After the treatment, she conducted the second
speaking descriptive text, recount text and expression test that was post-test which aimed to assign students’
(greeting, opinion, introducing, etc.). Most of subjects of  speaking skill after the treatment.
those studies are students of junior high and vocational There were two classes of tenth grader that were
school. Yet, only a few studies who investigate the chosen by researcher as the subject of this study. They

ental research which is
fitative approach. The
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are students from one Islamic school in Surabaya. There teaching English for 5 years. Therefore, the teacher
were 32 students of X SOCIAL 1 as experimental group knows the abilities of social class students.

and the X SOCIAL 3 which had 31 students as control 3) After validator approved the tests, then the
group. These group were chosen based on their equal researcher continued to measure the reliability of the
speaking skill which proved by pre-test mean score. The test.

mean score of experimental group is 33 and control group The researcher used equivalent form to measure the
is 30. The class meeting is twice a week which on  reliability. In this method, the researcher gave two set the
Thursday and Friday. The meeting for X SOCIAL 1 is similar test in same day, which are the pre-test and post-
every Thursday on 5" and 6™ period while X SOCIAL 3 test for control and experimental group. In this case, the
is every Friday on 7" and 9™ period group. researcher conducted the try out to five students of X
The researcher was collected the data by using two SOCIAL 2 which were not control and experimental
tests as instrument that were given to both the group. The result of students' speaking test will analyze
experimental and control group which were pre-test and by using Pearson Correlation on IBM SPSS for windows
post-test. release 24.
The pre-test was conducted to measure
control group and experimental gro

Table 1. Correlations

treatment. In the pre-test, the rese Pre-test | Post-test

clue of the place. Then, the sgnd Score Score

descriptive text in their owilto

After that, they were asked ! 218

have made in 2-5 minutgs 4

as an audio. 124
The post-test was S S

of experimental group}a 218 1

before and after obtaf

similar to pre-test, the reX 724

the place, then the dents s C 5 5

descriptive text in their 0 abovemecsult showed the reliability

(see appendix 3). After t
the place that they have
recorded by the researcher alyg
post-test, the researcher gave diffgren
test. Thus, the place was dissimilar:

In measuring students’ speaking sfll,
assessed by using adopted speaking ru

ding to scale and level of

N 13 7 ®), it can be indicated that the
pout e re refore, the td for pre-test and

post-test.

om the pre-

avie 2. Level of Reliability

English as a Second Language by

McGraw (see appendix 4). cal Level of Reliability
° ° 080em 1.00 Very Reliable
In order to meaUerLIVaerys)lt-atSt, Me 60 Reliable
researcher used a validator by following several stages 40 -.599 ¥ Reliable enough
below: 20 -.399 Less reliable
1) The researcher designed the test based on a basic .00-.199 Not reliable

competence 3.4 and 4.4 in 2013 curriculum for  Afier measuring the reliability, the researcher collected
senior high school which about the descriptive text  the data using test. The process of collecting data was

of tourist destination and historical building. conducted by the followinﬁg steps:
. I
2) The researcher was asked an expert as validator to a. First, on August 277, 2019, the researcher went go
judge the tests and used the expert’s judgment in to school and did observation to all tenth graders.

b. Second, on September 2™ 2019, the researcher
gave permission letter to the headmaster of the

order to know whether the tests were appropriate or
not. The validator is Mrs. Sunarminingsih,S.Pd, she
is English Teacher of ten grade who has experienced school.
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Third, the researcher was conducted the tryout to five
students from X SOCIAL 2. This tryout test was
given on September 9" 2019.

Fourth, the researcher was conducted the pre-test in
form of speaking test to both groups before the
treatment. The test was given on September 12™ for
experimental group and September 13™ for control
group.

The researcher the researcher applied some took
four meetings. In implementing the game, steps:

* In first meeting which was on September 26™
2019, the researcher began with brainstorming.
Then, she gave a descriptive text and the
students identified three components
descriptive text by answering some g
After that, the students and
discussion of the text by,

answer session. In the la
they did exercise gn
together.

* Second meeting
2019, the reseal
reviewing pr
students  pra
monopoly ga
of descripti
differences of ¥

After playing, 8
students  answ 10NS

comprehension.

! nu
t and
rea

* Third meeting whi Q
2019, the students & Crcid St
comprehension and maged
then they practiced speak

y of a text,
o the group by
playing monopoly game that ref@tes

of

by using Mann-Whitney U Test to find out significant
differences between of both groups. The researcher used
IBM SPSS for Windows release 24. The stages are as
follows:

1.

Arranging the result of the pre-test and post-test of
both groups.
Assessing the homogeneity of data by using
homogeneity of variance test to check whether the
data is homogeny or not.

Calculating the normality of data by using shapiro-
wilk test of normality.

in order to show both of pre-test score were equal,
the researcher computing a Mann-Whitney U Test to
compare the means score of pre-test of both groups.
wpute a Mann-Whitney U Test to compare the
orgof post-test of both groups in order to
Eni t difference.

me

find
Meal

Here

t size by calculating eta-squared.
to geasure eta-squared:

d by the researcher to
applied the treatment to

, 0D, | TSNese d to know whether the
Marable. Pre-test results
Pus alculatgd trough homogeneity of

onfirm that the data is
allant (2010), the data is

1 0
omogeny level of the score is more

than 0.05, ¥

data is not homogeny if the

doifls jendfcance Jevel is less than 0.50. Here is the result:
e

co'rnprehensmn of the descripfiive SE le 3. Homogeneity of Variances
minutes.

* Forth meeting which was on September 24™

2019, student . - ;
oo i ppivarsitasNe

students made their own descriptive text and
students presented it orally.
Sixth, both groups were given the post-test on
October 31 for experimental group and November
1% 2019 for control group. The test is similar with
pre-test but in this test, there was 4 different places.
This test was in form of speaking test which aimed
to collect the final result after the treatment.
After collecting all the data through test, the

researcher analyzed the data to find out the answer to the

research question. The researcher was compared the pre-
test and post-test of both control and experimental group

99

Pre-test Score

=

Levene

Statistic dfl df2 Sig.

.029 1 61 .865

According to the result above, the significance levels is
showed as Sig, it can be known that the significance
levels of pre-test score from both groups is .865, which is
more than 0.05. It can be concluded that the data of pre-

test score is homogeny. Therefore, the researcher may
continue to next stages to analyze the normality.

After analyzing the homogeneity of the data, the pre-test
score used by the researcher as the data to analyze the



RETAIN. Volume 8 Nomor 1 Tahun 2020 (95-103)

normality of the data. Because the participants in each The Result of Post-test

groups less than 50 students, the researcher used Shapiro- The post-test was given after control and
wilk to assess the normality of data. Pallant (2010) states experimental groups obtained the treatment. This test
that the data is not normally distributed if the significance aimed to know whether the treatment gave effect to
level is less than 0.50, on the other hand, the data is students’ speaking skill or not. In order to know the
normally distributed if the significance level is more than significant difference of post-test from both group, the
0.50. Here is the result: researcher used the Mann-Whitney U Test in IBM SPSS
for Windows version 24 to calculate the medians score.

Table 4. Normality Here is the significant difference of both groups after

being applied the treatment:

Shapiro-Wilk
Statistic | df Sig. Table 6. Ranks

Pre-test| X SOCIAL 1 .629 32 .000
Score X SOCIAL 3 .661 31

Mean Sum of

The Classes N Rank Ranks

Based on the result above, the signific SOMIAL 1 32 4234 1355.00
given as Sig. could be known that
SOCIAL 1 was .000 and the valu

3 31 21.32 661.00

3 was .000, which indicate gha 4 . 63
groups was less than .005.A&u l .
that the pre-test score of | ) ; tic of Post-test

distributed.
Next stage, Mann

Post-test Score

. 165.000
researcher for assessing
the significant differerie 661.000
assessed by using IB -5.135
Here is the significance 000

before obtaining the tre“

Table 5. Test ey U Test, the significance

? stweore for both groups can be
l . ormeq AS . (2-tailed) showed that the
462.000

Mann-Whitney U significance the post-test is .000. Pallant
Wilcoxon W 958 000 2010:229) states that the result would be concluded as
7 no@ignificgle if the p-value was equal or not less than
Asymp. Sig. (2-tailed) ' ‘ hl lant’s explanations above, there was a

] ) ence in the post-test score of both
a.  Grouping Variable: Group groups. , 7\; over, can conclude that by giving

iversitas N
. U i S t uld improve student’s
A_CC(,);dmg tlo tlablfe MLVI?ZE hI aes’ b e ﬂlrg a& a the research question
'81gn1 teance fevel o pre—tt'est score' or both groups can be Wthh was mentioned in the first chapter can be
informed. As Asymp. Sig. (2-tailed) showed that the .
o . . . answered. There was an effect of using monopoly game
significance level of pre-test is .583, which means there is toward tenth-grade students’ speaking skill. Thus, the

no significant difference between both groups since the . :
) . researcher could continue to next stage which was
p-value is > .050. Therefore, it can be concluded that . .
calculating effect size of the treatment.

speaking skill of both groups was equal. Then, the Effect Size

researcher continued to next stage which were applied the In order to find the level of effect from the
treatment for experimental group, and conventional
method for control group. It was given for four meetings.
Lastly, the researcher conducted post-test for both groups
in order to know the significant difference.

treatments which was applied by the researcher, it is
necessary to calculate the effect size from the Mann-
Whitney U Test. Pallant (2010) states that the value of Z’
in the result of the Mann-Whitney U Test (see table 7) can
be used to measure standard deviation which was
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equivalent in #-fest. It used to find the effect size of the there is significant difference if the p-valiue is less than

treatment from the experimental group. If the result of the .05 and there is no significant difference if the p-valiue is

post-test scores showed a significant difference, the effect equal or not less than .05. Therefore, there is a significant
size would be known: difference of both groups in the post-test score.

Here is the formula of effect size which was mentioned In order to know the effect size of the treatment, the

by Pallant (2010): researcher also calculating the Eta square after calculating

r=_ 7 the Mann- Whitney U Test. The Eta square value is .64. In

N this study, a guideline which is purposed by Cohen in

Pallant (2010) used to interpret the Eta Square. Based on

In this study, a guideline which is purposed by Cohen in  the guideline, .64 is more than .14. Thus it can be

Pallant (2010) used to interpret the Eta Square. The  concluded that the effect size given by treatment has large
following table is the list of the scale. effect.

According to the analysis above it can be indicated

‘that there is significant improvement to the students’

speaNgmg after applying monopoly game in teaching and

ne of the cause of this improvement are

class. By applying game, students

Table 8. Scale of Eta Square

The Criteria The Descript

.14 Large e ’

06 Modeyfi

01 SAflal ﬂ

Then, here is the calculat
effect size from Mann-Vighi

speak English. It is in line with
bx (1994) who stated the game
learners to sustain their

he line with some previous
Rachmajanti (2013), they
as suitable media for
_oofi elping students to speak
Poud monopoly game which
esearcheadilling was also conducted
ey found that monopoly
ents’ speaking skill and
teaching speaking.
r=.6 ¥ Riaalel came, the Students can
petence., e.g., grammar,

According to the calculation se®c, th :
¥ fluency, etc., also their

is .64. Based on the guideline; 4P . .
it can be concluded that the effecrs comprehen desgriptive text. It was line with

has large effect. PSa & Yusuf (2018, p. 117). They

In the first chapter, the rescarcher [Jhs o o at phonopoly game helped the students to speak
hypothesis (Ha) which stated there N5 0 d @oving their speaking skill. When students
enhancement of the students’ speaking s eMriptNe % trying to speak English and correcting

. each other when they were speaking. Not only in
applying mongpoly game as

text after being taughtljv i ir friends to understand
media. b
!;l-leyg!l‘;!;t% Me qgjﬂnsﬁtm could be reflected by

According to the™p .
examined using Mann-Whitney U Test which it showed eir post-test score. The post-test score of control group
got lower mean rank score than the experimental group,

that there is significant enhancement toward students’ i
which are 21.32 for control group and 42.34 for

speaking skill after being taught using monopoly game as )
experimental group (see table 6). It happened because the

media. In addition, the effect size of the post-test is large

effect which is .64. Thus, it can be concluded that  *P erimental group got the treatment that was monopoly

alternate hypothesis (Ha) is accepted. game. It could be concluded that the experimental group
had higher post-test score than control group according to

table 6.

The alternate hypothesis (Ha) that monopoly game
could enhance students’ speaking skill in descriptive text
after being taught by using monopoly game is accepted.
Monopoly game is proven to be effective technique to
improve students’ ability in teaching learning process.

by treatment

previous stud

Discussion

Applying Monopoly game can enhance speaking
skill. It was showed by the result of the Mann- Whitney U
Test in Table 7. According to the table, Asymp. Sig. (2-
tailed) or the significance level of the post-test is .000
which is equal or less than .05. Pallant (2010) states that
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This finding is in line with the finding from some language skill or other topic of text also implement this
previous studies that was conducted by Lisa & Yusuf  media to different school graders. Moreover, a suggestion
(2018), Flamboyan & Lestari (2014) and Erlina & to complete the data which are not obtain in quantitative
Rachmajanti (2013). It can be concluded that monopoly research by conducting a study in a qualitative research.
game is proved as an effective learning media that the
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