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ABSTRACT
Surya Ardana Putra the Effectiveness of Using Find Someone Who Game in
Improving Speaking Skills of the 10th Grade Student at SMK Muhammadiyah 1
Kediri, Skripsi, Pendidikan Bahasa Inggris, FKIP UN PGRI Kediri, 2025.
Keywords: Speaking Skills, Game-Based Learning, Find Someone Who

This research was motivated by findings during the PLP (School Field
Introduction) activity at SMK Muhammadiyah 1 Kediri, which indicated that
students had trouble speaking English. This was because the learning process was
still dominated by lecture methods with the use of textbooks and presentations, thus
providing little opportunity to develop speaking skills. The research questions were
formulated as follows: (1) How were students' speaking skills before being taught
using the “Find Someone Who” game? (2) How were students' speaking skills after
being taught using this game? (3) To what extent did this game improve students'
speaking skills? (4) How did its implementation meet the practical communication
needs of vocational high school students?

This study used a quantitative approach with a pre-experimental one-group
pre-test and post-test design. The subjects were 11 10th-grade students. The
research instruments were a speaking test and a Likert-scale questionnaire. Data
analysis was performed using the Shapiro-Wilk normality test because the sample
size was less than 50, the Paired Sample T-test because the normality test scores
are normally distributed, and the Effect Size calculation. The results showed an
increase in students’ average score from 33.82 to 48.18. The Paired Sample T-Test
yielded a significance value of 0.000 (<0.05) with an effect size of 0.979, indicating
a significant effect. Questionnaire analysis demonstrated high reliability
(Cronbach's Alpha 0.802), with the result that 63.64% of students agreed that the
game was effective in improving speaking skills, while 36.36% were neutral.

The conclusion of this study is that the "“Find Someone Who”" game
significantly improved students' speaking skills. Teachers are advised to integrate
interactive game-based learning methods while encouraging students to actively
participate and build their speaking confidence. Future researchers are advised to
expand the scope of the study with a larger sample size and test the game's

effectiveness on other language skills.

viii



TABLES OF CONTENTS

APPROVAL PAGE ...t i
APPROVAL SHEET ..o iii
STATEMENT OF WRITING ORIGINALLY ....ooiiiiiiiiieieeeeeeeeeeee iv
MOTTO AND DEDICATION.....c.cieiitiieireieiereee ettt v
ACKNOWLEDGEMENT ...t Vi
ABSTRACT bbbttt viii
TABLES OF CONTENTS ...ttt s iX
LIST OF TABLES ...t e Xi
LIST OF DIAGRADMS ...ttt e Xii
LIST OF APPENDICES ..ot xiii
CHAPTER I INTRODUCTION ....coiiiiiiiiiireeeseereeese s 1
A. Background of the RESEArCh .........cccveiiiieiiii e 1
B. Formulation of the Problems ..., 3
C. Purpose of the ReSEarch ..........cocvveiiiiiic e 3
D. Significance of the Research............ccccooiiveiiii i 4
CHAPTER Il THEORETICAL FRAMEWORK ........cccooiiininininneeeeeee 6
A. Previous Theories and Research of Teaching Speaking Skills.................... 6
B. Previous Theories and Research of “Find Someone Who” Game............. 11
C. Framework of ThinKiNG........ccceiiiiiiiiie e 25
D. Hypothesis of The ReSEarCh ..........ccoovveiiiiiiiiiieice e 26
CHAPTER Il RESEARCH METHODS ..ot 27
A, RESEAICH DESIGN.....oeiiiiieiiiee e 27
B. Operational DefinitioN............cooiiiiieiiiiiie e 28
C. Population and Sample of the Research .............cccocveveeiviiiec e, 29



D. Instruments of the RESEArCH..........cccveiiiiiiiiii e 29
E. Research Procedures of the Research...........cccooiviiiiiciiciciceen 32
F. Place and Schedule of the Research............cccooiiiiiiiic i 34
G. Data Analysis TECNNIGUES ........cccuiiiuiiiiieiiiiiee e 35
CHAPTER IV RESEARCH RESULT AND DISCUSSION........cccccecevirinrrennne 41
A. ReSEArCh RESUIL.........cceeiiiii e 41
B DISCUSSION ...ttt ettt ettt 53
CHAPTER V CONCLUSION, IMPLICATIONS AND SUGGESTIONS.......... 56
AL CONCIUSION ... 56
B, IMPHICALIONS ..o 57
C. SUQQESTIONS ...ttt ettt ettt ettt a b 58
BIBLIOGRAPHY ..o e 61

APPENDIX ..o 66



Table 3.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

Table 4.

LIST OF TABLES

1 Research schedule table..........c.ooovieiiiii 35
1 Distribution of students’ pre-test scores table..............cccoeriennnn. 42
2 Distribution of students’ post-test scores table .............cccoooeviiennnnne 43
3 Distribution of pre-test criteria values table..............ccccccceevirerinnnne 44
4 Distribution of post-test criteria values table................cccooeiiinnnn, 44
5 Questionnaire distribution value table...............ccoceeeiiiii e, 45
6 Validity teSt table ..........ooviiiiii 47
7 Reliability test table...........coooeeiii 47
8 Normality test table .........cooiiieiiiiie 49
9 The paired samples correlations table ............ccccccovvveiiiieiiie e, 50
10 Paired samples test table ...........cccvveviiiiviiie i 50
11 Distribution of questionnaire results table ............ccccoocvveeiiveeiineenne, 52
12 T-CoUNEEaDIE ..o 53

Xi



LIST OF DIAGRAMS

Diagram 4. 1 Students’ speaking SCOT€S COMPATISON .....ccvvvervvreriirreerieeenireeennns

Xii



LIST OF APPENDICES

Appendix. 1. SKripsi GUIAANCE Card ..........ccocoviiiiieriienieiie e 66
Appendix. 2. Research Permit LEtter.........ocovviiiiieiiieie e 68
Appendix. 3. Teaching Module ..o 70
APPENAIX. 4. PrE-TESE ..ottt 86
APPENAIX. 5. POSE-TESE.....eieiiiiiieiiii ettt 86
AppendiX. 6. QUESTIONNAINE..........oiiiiiie e 87
Appendix. 7. Student’s Speaking Pre-Test and POSt-TeSt ...........ccccevvveiviirinennnn. 90
Appendix. 8. Student’s QUEStIONNAITE SCOTES .......uvvvreeirirreieeiiirreeessireee e 91
AppendixX. 9. DOCUMENTATION. .......cviiiieiiieiii e 92

Xiii



CHAPTER |
INTRODUCTION

This chapter provides information about the initial or preliminary
description that will be carried out in this research. Given the importance of this
chapter, there are several topics that will be discussed, including the background of
the research, formulation of the problem, purpose of the research, and significance
of the research.

A. Background of the Research

English as a global language plays an important role in international
communication, including in education and work. In Indonesia, English is an
inseparable part of education, but speaking skills are often considered one of the
most difficult skills to master. When researchers participated in the School Field
Introduction (PLP) activity at SMK Muhammadiyah 1 Kediri City, researchers
found that in practice many students lacked English speaking skills. Not only that,
many students, especially at the Vocational High School (SMK) level, face the
same obstacles, such as low self-confidence, limited vocabulary, and minimal
opportunities to practice speaking in certain contexts and according to professional
needs.

Several studies explain that students often feel embarrassed or afraid of
making mistakes when speaking English, thus inhibiting their active participation
(Rohmatul Inayah, 2024). Limitations in vocabulary mastery make it difficult for
students to convey their ideas or opinions effectively in English (Machfudi et al.,
n.d.). This challenge is particularly felt in vocational schools, where students need
language skills that can be applied to meet the demands of an increasingly
competitive workplace but often do not have real-world situations that require
communication in English.

Therefore, innovative, interactive, and engaging learning methods are
needed that can encourage students to practice speaking actively. One method that
has proven effective is the use of game-based learning methods or gamification
methods in learning English. According to an article from the IELC, gamification
in English learning can make the learning process more fun and reduce stress, which

is very beneficial for students who easily feel anxious or overwhelmed in a



traditional classroom environment. A study published in "Procedia: Social &
Behavioural Sciences" found that gamification can improve students' understanding
and use of grammar. Another study published in the "Journal of Educational
Computing Research™ showed that gamification learning can reduce anxiety in
language learning.

In this case, one game that can be used is “Find Someone Who” game, which
allows students to interact with each other through questions and answers in a
relaxed atmosphere, thus supporting the development of their speaking skills.
Several previous studies have shown the effectiveness of using the “Find Someone
Who” game in improving speaking skills. For example, Nurteteng and Winarsih
(2020) with their research entitled "Implementation of the Find Someone Who
Method to Improve Students' English-Speaking Skills” in their research at SMP
Muhammadiyah Aimas showed a significant increase in students' speaking skills.

Another study conducted by Sunaenah (2023) with her research entitled
"Find Someone Who to Improve Learning Outcomes of Speaking Skills™ showed
that this game improved learning outcomes at SDN Satap 1 Lingsar, with a learning
completion rate reaching 100%. Ubaedillah, Zaman, and Islami (2023) in their
research entitled "Using the Find Someone Who Method to Improve Students'
English-Speaking Skills™ also reported an increase in the speaking skills of SMP
Losari Brebes students by using the “Find Someone Who” game.

Although many studies have shown the effectiveness of the game, most
previous studies were conducted on elementary and junior high school students, so
they paid less attention to the context of vocational high school students who have
specific vocational needs. In addition, most previous studies focused more on
improving speaking skills in general without considering the vocational aspects
needed in the workplace. In terms of research design, this study used a One-Group
Pre-Test and Post-Test design which allows for a more in-depth quantitative
analysis of changes in students' speaking skills before and after treatment.

Thus, this study aims to evaluate the effectiveness of the “Find Someone
Who” game in improving the speaking skills of grade X students at SMK
Muhammadiyah 1 Kediri, with modifications that are relevant to their vocational

needs. This study is expected to provide new insights into how game-based learning



or gamification can improve students' fluency, pronunciation, vocabulary,

grammar, and comprehension according to the criteria of the English-speaking

assessment rubric, as well as contribute to the development of more effective

English teaching strategies that are appropriate to the vocational context.

B. Formulation of the Problem

Based on the title of the study, the formulation of the problems proposed are
as follows:

1. How are the learning outcomes and grades of students before implementing the
“Find Someone Who” game to improve the speaking skills of 10th-grade
students at SMK Muhammadiyah 1 Kediri?

2. How are the learning outcomes and grades of students after the implementation
of the “Find Someone Who” game to improve the speaking skills of class X
students at SMK Muhammadiyah 1 Kediri?

3. How far does the “Find Someone Who” game affect the improvement of
students’ pronunciation, fluency, grammar, vocabulary, and comprehension in
speaking English?

4. How does the implementation of the “Find Someone Who” game suit the needs
of vocational high school students in developing practical communication
skills?

C. Purpose of the Research

With the formulation of the problem above, it is important at this point that
the researcher will describe several objectives or main intentions of this research.

The main objectives or intentions of the research are as follows:

1. To determine how the learning outcomes and grades of students before the
implementing of the “Find Someone Who” game improved the speaking skills
of 10th-grade students at SMK Muhammadiyah 1 Kediri.

2. To determine how the learning outcomes and grades of students after the
implementation of the “Find Someone Who” game in improving the speaking
skills of grade X students at SMK Muhammadiyah 1 Kediri.

3. To determine how the extent to which students' pronunciation, fluency,
grammar, vocabulary, and comprehension in speaking English are affected after

using the “Find Someone Who” game.



4. To determine how the “Find Someone Who” game can meet the special needs
of vocational high school students in improving their practical communication
skills.

D. Significance of the Research

This research is expected to provide several benefits, both theoretical
contribution, practical contribution, policy, benefits for teachers, benefits for
learners, and benefit for other researchers:

1. Theoretical Contribution

This research will contribute to the development of teaching methods in

English language education, especially in improving speaking skills through

interactive and interesting activities such as games. This research will add insight

into the use of games in improving students' speaking skills, especially in the
context of vocational education.

2. Practical Contribution

The results of this study will provide valuable insights for English teachers
at SMK Muhammadiyah 1 Kediri and other vocational schools, by providing an
interesting alternative method to improve students' speaking skills. This research
can be used as a reference for teachers in designing classroom activities that
increase students' confidence and fluency in English, especially for vocational
students who are preparing for professional communication in the workplace. This
research can also encourage the integration of the “Find Someone Who” game into
the curriculum as an effective teaching tool to create a more interactive and student-
cantered learning environment.

3. Policy

“Find Someone Who” game is one of the many game-based learning
teaching methods that can be applied in a productive learning environment. Thus,
the results of this study can provide information to school policy makers and
educational institutions about the effectiveness of using games in teaching English
and vocational high schools, which can lead to the implementation of other

innovative teaching strategies.



4. Benefits for Teachers

This study can be a practical reference for teachers in developing more
interactive and interesting English teaching strategies. By adopting the “Find
Someone Who” game, teachers can create a learning atmosphere that encourages
students to actively participate in speaking activities. In addition, the results of this
study can help teachers understand how certain aspects, such as pronunciation,
fluency, grammar, vocabulary, and comprehension can be improved through a
game-based approach.
5. Benefits for Learners

This study provides an opportunity for students to overcome the obstacles
they often face in English speaking skills, such as low self-confidence and limited
vocabulary. By using the “Find Someone Who” game, students can learn in a
supportive and fun environment, so they are more motivated to practice speaking.
This method also helps students connect English learning with real-life contexts,
which are relevant to their professional needs.
6. Benefits for Other Researchers

This study can be a basis for further research in the field of English language
teaching, especially in vocational education settings. Other researchers can further
explore the effectiveness of the “Find Someone Who” game or adapt it for different
groups of students or learning contexts. In addition, this study also contributes to
the literature on game-based approaches in English language teaching, which can

enrich academic discussions and pedagogical innovations in this field.
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