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Abstract:

Dice Board Game is a type of modified board game that aims to encourage
students to have interactive communication while learning through games. It
is suggested that teaching materials should meet the needs of students.
However, the suitability of teaching materials is often not considered.
Therefore, it is necessary to design a media that can provide more
opportunities for students to build their interactions as they need to acquire
speaking skills. The design of this study is based on design-based rescarch as
proposed by Akker et al. In this study, in-depth interviews with teachers were
conducted to find out the needs of students. In addition, observations were
made on the syllabus and materials for media development. In addition, media
implementation and interviews with English teachers were observed to assess
the implementation and quality of the Dice Board Game. The results showed
that the Dice Board Game media could motivate students to speak more. In
addition, it was found that the activity met the practicality of speaking
learning.
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A. Introduction

Speaking is one of the skills students must have in learning FEnglish. Speaking is
also one of the most important aspects for students in learning and obtaining
information. Brown (2000) states that speaking is the process of two-way
communication in building meaning by giving, receiving, and processing information
(p.49-58). Based on this definition, it means that someone can provide ideas or
exchange information through a process of interaction. It also means that students
should be able to master speaking skills well. If students can master speaking, it will
make it easy to learn Hnglish. Here, the teacher not only provides material and
information to students but also can interact with students by creating a pleasant
atmosphere that can make students interested in the lesson.

On the other hand, based on the current reality, Indonesia has also become one
of the countries affected by the Covid-19 pandemic. The impact has changed all aspects
and one of them is in the world of education. As a result of this Covid-19, to keep the
world of education running well, all schools are required to support the government in
implementing the social distancing system. This also affects the teachers and students
of SMP Sunan Ampel. Currently, students need media that can be adapted to
government regulations regarding social distancing which causes schools to not be able
to implement group-based learning.

Based on the problems, the researcher intends to modify the board game to be
more attractive to help teachers in teaching material for Fighth-grade students at SMP
Sunan Ampel Bangsal. The modified board game for a large class is called "Dice Board
Game" which is a board that contains several adjectives that will a challenge for players
to develop into a form of Degrees of Comparison.

B. Literature Review
Teaching Speaking
Teaching Speaking with Garies

McDonough et al. (2013) states that speaking activities w;mg game media are
often a useful way to provide opportunities for students to be more involved in using
English, although not perfectdy (p. 171). By using games in teaching speaking, it will
help students achieve broader abilities both in terms of moral, intellectual, social and
emotional. In this study, the game is one of the learning media in the classroom.
learning media can stimulate teelmg-; of comfort and affect student interest in the
teaching and learmng process. This is also related to learning objectives that can be
facilitated by the existence of learning media. The use of media can reduce student
boredom in the learning process.
Teaching Speaking for Degrees of Comparison

based on the observed needs of students, the teacher needed media in the form
of games to help students' speaking learning related to Degrees of Comparison
material. Onions (1966) the term "comparison" comes from the Latin "comparaso"
which means to compare, which is a measure to compare (p.196). According to Sidney
I, Landau (1975) Comparison is an act of changing an adjective or adverb that shows a
positive, comparative and superlative degree (p.143). Based on this definition,
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comparison can be interpreted as a way to compare something or someone based on
time, quantity, or quality.
The Usages of Degrees of Comparison
Positive Degree

As said before, a positive degree states that there is no comparison. That means
a positive degree is used to compare two people or objects that have something in
common with each other. According to Martin Hewings (2005, p.146) "we use as +
adjective/adverb + as to say that something or someone looks like another, and the
negative form of the sentence can use not as or not so". For Example:
1) 1 running as quickly as I could
2)  The length between the two tables is not the same
Comparative Degree

Comparative Degree is used to comparing the quality level or the number of
two people or objects on the condition that one exceeds the other. For Example:
1) Bagaz is taller than rasti
2) My shoes are more expensive than yours
Superlative Degree

Superlative Degree is used to measuring the highest quality or the highest
number of a group. For Example:
1)  Mount Everest is the highest mountain in the world
2) Angelis the prettiest student in his class.
Dice Board Game

Board games are one of the most familiar games for children. Board games are
the best solution for teachers when they face problems teaching English in schools.
This game can also be used for students' speaking language learning. According to
Chang & Cogswell (2008) states board games are media that can be adapted easily in
the classroom because board games can be used as intended by the original creator
asset that is adaptable in the classroom because board games can be used as intended by
native speakers. Board games have also been used to teach basic facts and information
about the world in which they live (Provenzo, 1981, p.2). This means that the board
game is one of the games that are easy to implement in the classroom. It has also been
proven that with board games, teachers can easily convey information and material.

Dice Board Game is a modification of the regular board game which is
developed into a new form that makes it different from the others. The Dice Board
Game is used here as a supporting medium so that students can more easily understand
the material, especially Degrees of Comparison. This game is also combined with the
application of speaking practice in its implementation. According to Chang & Cogswell
(2008), using board games as a medium in the classroom is an effective way, does not
cause anxiety, and is a good way for students to learn and practice practicing
communication skills and improve communication strategies, low anxiety, and a good
way for students to learn and practice communication skills and develop their
communication strategies that can be easily applied to the real world. That means, by
using a board game in class, students can practice their speaking skills in a fun way.

C. Research Methodology
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In this study, researcher used Akker's theory, namely Design-Based Research.
Based on Akker, et al (2013) design-based research is a research process used to form,
develop and validate a media in the form of a product (page 15). Its purpose is to find
solutions to specific educational problems or even develop or validate theories. This
study aims to modify the board game for speaking learning. In this case, the researcher
was modified the regular board game with the latest, more attractive version. There are
three phases in conducting design-based research (Akker et al. 2013 page 19). It is the
preliminary research stage, development or prototyping, and the assessment phase.
Therefore, this study aims to modify the speaking learning media which is called the
Dice Board Game.
1) Preliminary Reasearch
2) Development Phase
3) Assessment Phase
1. Respondents / Population and Sample
The respondents of this research were students and teachers of class VIIT SMP
Sunan Ampel Bangsal. The teacher here acts as an informant in the preliminary stage
and as an evaluator at the assessment stage. The reason for choosing a teacher is
because he understands the needs of his students, especially in the speaking class. Then
the students Hight Grade of SMP as the object of research as well as participants in the
trial of the application of learning media.
2. Instruments
In conducting a needs analysis, the instruments used were interviews,
questionnaires, and observations.
Interview
The researcher was interviewed English teachers and students. The purpose of
interviewing teacher and students were to find out students' ability in speaking English,
especially in speaking skills. Interviews focus on finding information about student
needs such as material, topics, and information to modify games into learning media.
Meanwhile, the purpose of giving questionnaires to students is to determine students'
interest in learning English.).
Questionnaire
a. To get validation from experts (lecturers) in the development phase, the instrument
needed was a questionnaire. The questionnaire related to the modifications of the
Dice Board Game and how to use them.
b. To get an assessment from the teacher in the assessment phase, the instrument was
used a questionnaire given to English teachers.
Observation
These observations were used for preliminary research for observing the
syllabus. It was related to the material of the game.
3. Data Analysis
a. In the preliminary research, data on student needs in the form of materials, learning
topics, and student activities. Meanwhile, the data sources were obtained from
teachers and students of Highth grade English, as well as from the syllabus used in
Highth grade. Data were obtained from interviews with teachers and questionnaires
with students.
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b. At the development phase, the data sources were the result of the preliminary stage.
The data were obtained from expert evaluations of the modified media. Data
SOUICES are experts.

c. At the assessment phase, the data was the teachers” assessment of the media. And
the data source is the English teacher.

D. Findings

1. Result of Preliminary Research

The first phase is preliminary rese arch. Researcher are looking for information
to obtain the instructional needs of teaching Speaking in Highth grade SMP Sunan
Ampel. From the results of preliminary research, researchers found the need for using
media in teaching speaking in junior high schools.

In addition, the researcher also interviewed teachers to find out the most
needed material for teaching speaking in the eighth grade of SMP Sunan Ampel
Bangsal. So that could be the background of the creation of the Dice Board Game.

The results of the interview stated that speaking activities were rarely carried out
by students in the learning process because there were no media that could bridge
students to practice their speaking. The teacher also said that the material needed in the
Eighth grade of SMP Sunan Ampel was about Degrees of Comparison. Therefore, the
researcher wants to modify the existing board game into a medium that can facilitate
students to want to speak HEnglish through playing games. From the results of
preliminary research, researchers can formulate appropriate needs for modifying board
game media. So that could be the background of the creation of the Dice Board Game.
2. Development Phase

In this Dice Board Game media, the researcher changed the rules of the game
from the original board game. Researchers also consider the time management needed
to play this Dice Board Game so that it can be adjusted to the available time. This game
originally had a concept like a snake and a ladder game but was modified so that there
were no "down" or "up" rules like in the snake and ladder game. Likewise in modifying
the dice, the researchers made it larger than usual, so that when playing it could be seen
from a rather far distance. On the sides of the dice, the researcher entered the words
"Positive Degree, Comparative Degree, and Superlative Degree" which were then used
as a command for what form to develop from the adjectives in the board game.

Tabel 1 Modification Of The Tools And Rules Of The Dice Board Game

No | Original Board Game Dice Board Game

1 The size of the original Board Game is The size of the Dice Board Game is
48cm x 48cm. Each column measures 200cm  x  100cm. FEach column
6cm x 8em., measures 15cm x 17ecm

2 The dice of an original board game is The Dice of Dice Board Game is 9.4cm
3cm x 3em x 9.4cm

3 Researchers only use 1 color in each The researcher uses many colors in
column in the boardgame, namely each column in the boardgame
white

4 There are several “up” and “down” No “up” and “down” arrows
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arrows  scattered  across  several

columns
5  In each column, there is a command to In each column, there is an adjective
describe a person, thing, or place. that will be developed into a sentence
by the players
6 Boardgame made of boards cut like a Boardgame made of printed banners
chessboard
7  Board games designed through the A board game designed through the
CorelDraw application Collage Maker application
8 On the dice, there are only numbers On the dice, there are numbers along
with orders in the form of Degrees of
Comparison

picture 1 First Design

The picture above is a media design betore being validated by an English
teacher who teaches Highth grade at SMP Sunan Ampel Bangsal. In addition, there are
also some changes to the pictures on the board to suit the needs of students. The
modifications are as follows adjectives and color.

Product validation was carried out on June 5, 2021. The results of the expert
evaluation were carried out as a guideline for revising the product to be ready tor
implementation. The result of the expert evaluation is the design of the Dice Board
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game that is following the needs of students in learning comparative material. In
addition, the rules of the Dice Board Game are also following the learning activities
that must be carried out by students. However, there is a revision from the expert
regarding the size and material of the Dice Board Game. Based on his suggestion, it is
better to print the Dice Board Game in the form of a banner and the size is according
to the size of the blackboard in the class so that the contents of the media can be
noticed by many students simultaneously.

In the original board game media, the board game is played in groups.
Meanwhile, during the pandemic, schools in the yellow and green zones are allowed to
conduct offline learning on the condition that they must follow government rules,
namely social distancing. For now, students need media that can be adapted to the
limitations of social interaction. . Therefore schools will not use group-based learning
for the time being. This is also a strong reason why the Dice Board game is designed
for large classes so that students as a whole can still follow the game in learning and still
be able to obey existing government regulations. The following are the details of the
design before it was revised.
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Picture 2 Design Before Teachers' Evaluation

Based on the teacher's evaluadon, there are several suggestions for
improving the Dice Board Game media as follows:
a. Adjective
In the initial design, many adjectives cannot be developed into degrees
of comparison. In addition, there are too many adjectives that are not
common for class VIII students, because they are not listed in the textbook or
worksheet. To adapt to the needs analysis of class VIII SMP, it is better to use
only 50 adjectives, because the rest of the students will find it difficult to
remember the meaning.
b. Color
Some of the colors used for the box are almost the same as the writing
color. Researchers are expected to check one by one whether the color of the
writing can contrast with the color of the box. This should be considered
carefully because it will make the writing difficult to read from a distance.
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c. Animation
The animated image used does not match the written adjective.
Animated pictures also make students more interested in seeing the pictures,

not the writing. To anticipate the responses of students who are actively
commenting on the image, the image should be removed. Here are the details
of the Dice Board Game layout after being revised

picture 3 Design After Teacher's Evaluation

The validation results above indicate that the use of Dice Board Game media
has met the needs of students based on the analysis in the preliminary study. The rules
of the game in it are clear and can be understood easily by students and allow students
to play the media to practice speaking. Finally, the results of the validation agreed that
the Dice Board Game was ready to be implemented in the eighth grade of SMP Sunan
Ampel as well as being assessed by the English teacher on June 10, 2021.

3. Assessment Phase by Teacher

In the assessment phase, the English teacher also agrees that the Dice Board
Game is feasible to run in the classroom for speaking skills through the media game.
The 10 students who took part in the Dice Board Game also admitted that they were
very satisfied and happy. Besides being able to play, students can also learn to practice
their speaking skills. Dice Board Game can be controlled properly because this media is
intended to be played in large classes. The positive side of the Dice Board Game is that
it can not only be played in class, but can also be played in the library during recess.

E. Discussion
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Based on Akker, et al. (2013) design-based research is a research process used
to form, develop and validate a media in the form of a product (p.15). Three stages of
research, namely preliminary research, development phase, and assessment phase
according to the theory of Design-Based Research proposed by Akker et al. (2013). Its
purpose is to find solutions to specific educational problems or even develop or
validate theories.

This theory is related to the current research, that this study aims to provide an
explanation of how the boardgame is modified to become a learning medium that
students need in speaking skills. The results of this study are expected to provide
contributions and alternatives to modifying the board game, especially in learning
speaking in class VIIT SMP according to the needs of students.

The researcher found that the students rarely practiced speaking. After knowing
the students' needs, the researcher used it as a design principle to modify the board
game. In this phase, the media is developed based on the students' needs that have been
mentioned. Then the media was validated first by an English teacher of Eighth grade
SMP Sunan Ampel. Thus, the Dice Board Game was implemented for students after
the validation process. The English teacher assessed the implementation of the Dice
Board Game media and also the media for further recommendations for teaching
speaking.

F. Conclusion

Learning to speak is one of the topics that most English teachers do not
facilitate their students well. It is very rare to find media that can bridge them in their
practice of speaking English. This often happens to junior high school students who
start learning English but do not have the motivation so that there is no interest in the
learning process. To solve this problem, the researcher tried to create a learning media
that uses a design in 3 stages based on Akker et al (2013: 15). They are the preliminary
research phase, development phase, and assessment phase.

Based on the observations of the English teacher and the assessment related to
quality, he agreed that the Dice Board Game is feasible and very satisfying to reflect a
good speaking class because it involves students speaking English in the classroom. The
10 selected students also expressed their opinion about the Dice Board Game media.
They said that they enjoyed the game while learning English.
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