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ABSTRACT

This study aims at finding out s’ruden’rs’ needs in learning English

tenses, process of developi ?ﬁnn esian-local content based
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process and qug% both ms’rrume@ ere analyzed
quantitatively by g e statistics ado from Johnson &
Christensen. First daf % ealed that the @s needed learning
media based on print lish tenses. Second,
the seven processes of th W were passed successfully.
Third, the printable Indonesian-local content based English games book is
qualified to be used. In conclusion, the developed product can be an
alternative learning-teaching aids for 8th grade of SMPN 15 Kota Serang.
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Background of the Study

Grammarr is very important in a context of English Foreign Language
teaching and learning process. According to Rahman and Ali (2015, p.
131), "“tense and aspect occupy a major part in almost every language
teaching syllabus”. Therefore, the main important and fundamental in
Grammar is Tenses, because a tense shows and signifies the time of past,
present, and future when something or events happened. Furthermore,
for the English Foreign Language learners especially Indonesians who

have different language system, these characteristics of English can be
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Therefore, the teachers should be more active and creative in teaching
tenses to enable students in learning tenses. The teachers should teach
the English tenses very clearly because it is the most important

component of English subject.

There are various ways in learning tenses, one of them is game.
Games can be one of strategy for teacher to teach tenses. Games
encourage learners to direct their energy towards language learning by

providing them with meaningful contexts. This study produced a teaching



aids of a printable Indonesian local-content based English games book
teach tenses material. Moreover, there were types of games and
procedures of each games in this printable book. It helped teacher in

teaching tenses and attracted the students in learning tenses.
Theoretical framework

Teaching is an activity carried out by teachers to give knowledge
to students. The teachers have a lot of roles in the teaching activity. The

teachers should be facilitator of learning in the class. According to the

book of teaching by prin.cipleS' ond‘ﬁroc ive Approach to Language
Pedagogy, teaching isW‘ocili’roﬁng &,.enobling the learner
to learn, and se’r@he 8 J/@r
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m@\)\mﬂ. The games are
advantageous at this point ey reduce anxiety, increase

positive feelings and improve self-confidence because learners do not
afraid of punishment or criticism while practicing the target language
freely (Crookal, 1990, p. 112)

Research Design

Research and Development (R & D) design was used in this
research. The steps of process are referred to as the R & D cycle, which

consisted of studying research findings pertinent to the product to be



developed, developing the product based on these findings, field testing
it in the setting where it was used eventually, and revising it to correct the
deficiencies found in the field testing stage (Borg, 1983, p. 772). The
researcher had the purpose to design and produce a decedent and

reliable a printable games book to teach tenses material.
Research Procedures

The researcher took 7 major steps and modified the procedures, as

follows: Research and information collecting, Planning, Developing

preliminary form of product, Prellinln@/ﬁeld esting, Main product revision,
roduct revi

Main field testing, Operg@(ﬁ%

Research Setting a@Subje
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The Time& i nd se (ﬁ'emic Year 2018-

2019. The subJQ ® e of SMPN 15
Kota Serongg ég)f 36 students
in Preliminarfafie i <le asses cmwisTed of 60
—
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Data Collecho&e
Based on / oblem, there wer Qur separafed data
collection techniques \@x the English teacher.

% i structure |§
The teacher was intervie ia or the students’ needs in

teaching tenses material. The second, students’ open-ended

questionnaire. Students filed out the open-ended questionnaire on
research and information collecting stage. The third, experts’ validation
sheet. There were three kinds of the experts’ validation sheet. There were
the material expert’s validation sheet, the media expert’s validation sheet
and the language expert’s validation sheet. The last, students’ assessment,
it was collected in the preliminary field testing of product and main field

testing of product. The preliminary of testing was tested in small group



which were consisted of 36 students. Then, the main field testing of

product was tested in large group which were consisted of 60 students.
Research Instrument

The research instrument that used were semi structure interview,
students’ open-ended questionnaire, experts’ validation sheet, and

students’ assessment sheet.
Data Analysis

The process of analyzing the data was explained in details, as follow:

| __aqal on &b,
The first data analysis ‘QA mi [ gw.ond students’ open-
ended ques’rionno@%o’rh C ({@ﬁuoli’roﬁve method
based on Mil a ording. fo Miles and
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process of data '?lesis, the data of

students’ open-ende‘/ stfionnaire were d by selecting and

reading all of the result f mm

e*hen the result of students’
open-ended questionnaire were collected by underlining the data itself.

Meanwhile, the data of semi structure interview were transcribed info
textual form. Then, the data were selected by analyzing based on
focusing of theme by underlining too. Then, the data of students’ open-
ended questionnaire displayed by using diagram chart. The last step,
drawing conclusion. All the data and interpretations from both students’
open-ended questionnaire and teacher’s semi structure interview were
combined in order to determine whether the data of semi structure

interview and students’ open-ended questionnaire in order to find out the



similarities finding. Then, the findings of both students’ open-ended
questionnaire were integrated into coherent conclusion qualitatively.
Furthermore, there were experts’ validation sheet and students’
assessment sheet in the second data. Experts’ validation sheet and

students’ assessment sheet were analyzed statistically.
Research findings & discussions
Students’ Needs in Learning English Tenses

The data analysis of the first research question revealed from

students’ open-ended qu aﬂol@n\d Emi structure interview. The
results showed that n eo’@;s’riormoire and semi

structure in’rerview%re rele ne d learning media
based on prin@le s n lec es. Rurthermore, the
problems and he ’r&’rure interview.
The studentsaiere not in extbook. The
teacher olsog ' Q" .,.,? on oﬁs brings the
positive effecho o

Students’ Nee@ d Questionnaire

In short, ’rhe’@s ionnaire showed

open-ended

that the eighth gro% 15 Kota Seron@ded the games as
learning media. Most o &d"WI’@Qﬁédio which usually and
commonly used by the teacher was not enough. Therefore, the students
needed the interesting media such as games in the learning tenses
activity. Furthermore, the eighth grade of SMPN 15 Kota Serang wanted
the games as the learning media supported by interesting contents, such

as picture and other trick of games.
Students’ Needs Gained from Semi Structure Interview

The data analysis of semi structure interview showed that the

students needed an interesting learning media based on games. It was



needed to help students in learning tenses activity. The students were
more understanding about tenses material by using interesting media
such as games. Besides, it was needed as a part of teaching aids for EFL

learners.
Developing Process of Printable Games Book

The findings of second research question showed that the printable
games book was successfully developed through several steps by using R
& D cycles. The 7 steps in R & D of Borg & Gall have been carried in

developing printable games bo
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The most important aspect of planning stage was the statement of

students’ open

specific objectives to be achieved by the product:
Selecting appropriate materials

The types of materials which have been categorized and related to
the lesson plan of study. Then, the result of students’ open-ended
questionnaire and semi structure interview in the research information
collecting were described specifically. Based on results of interview, there

were 5 types of tenses which have been made in this printable games



book. The level of games are synchronized with the students’ grade level.
Moreover, based on the result of students’ open-ended questionnaire in
the research information collecting, the materials should be supported by
interesting contents, interesting picture, procedures of games, and
exercise. Hence, the added interesting pictures and contents was done in

this step in order to correlate with the students’ need.
Outline content

Arranging the structure of the books started by making the outline

chapters. Then, arranging the s’rr‘p’rt‘ﬁﬁ the chapter. The structure of the
-
chapters include the i ion of Theéﬂ erials which consists of

® %ocﬁviﬁes. Then, it
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Figure 4.1: Ex. Drawing and designing on the paper

Software selection (Adobe Photoshop CS5)

Adobe Photoshop ﬂSﬁa‘ Cfeﬂ\ i
printable games b_oob@re .

proc

er to design 4 parts of this

t, Infroduction, Map

ble games book,
o

MAP OF THE BOOK

of the Book, and e
as shown by th \
C A

ACKNOWLEDGEMENTS INTRODUCTION

ACKNOWLEDGEMENTS : Il

L FRACTICALTIPS) i INTRODUCTION o

owever, ab thia may fum ot 16 b dults SXpantive, Yo Loago ot i LS

may

ne et s phatmamphin i Aiusvh mb smrdnnrs, An bar s UNIT1 | THE SIMPLE PRESENT TENSE
e Lovel i Boginnar
asiion . Type i Card Gama
Tople + Activities and Evants
SUBSTITUTING MATERIAL: Time : 20-50 Minutan

O Rt M. P et have anugh counters, ute. Page o1

Invhend, They ore eavy 1o Find and cheap.
: PRESENT CONTINUOUS TENSE

Expurts' Volidation:
i 2 Intermudiate
rd Gam

.o

and Events
: 20-30 Minutux

Hlustratator: understand. Always check fhe boards. cards. dicer. and
oz e “emmives, Wb pimyin thes pnme.

: THE SIMPLE PAST TENSE
+ Beginner

+ Board Game

1 Activitics, Events, Memories, and Experiences
1 20-30 Minutos

107

1" - i
-'In — NJ

Unit 1 Unit 2
Tho Simple Prosent Tense i
MAP OF THE BOOK P . Present Continuous Tense
Level 1 Invermediate
Type 1 Card Game.
- Tapie : Activitias and Evants
Interaction : Group of four
Time 20-3
Matarial
smocepuns.

Than,
2nd divide thum te sach shodem.

Shwa in the middie. Then, the slayers sheck thelr advarniel
Cards amd direcily mot in the middle f svitaste with the.

e e sha mush toke that shament cord. Then.  thare it the
e ar

ard et has sueble.
- ot oot hin




Unit 3 Unit 4 Unit 5

The Simple Past Tense Pt BeeAl e Dk Simple Future Tense
Leval Lawel Lovel ' Advanced
i Ty e Type 1 Card Game
Topic s e e tass Topic : Unplanned Decisions
Interaction : Group of four s Eneeess
Time. ' utes - . % il Material  : @ Set of Sitvation Cards (Per o.oup).
Mormiol 1 Bowrd, Gussion Cards end it e e (e Grou Response Cards (Eight Per Student
Countars (One Par Student) Cavrimrs (Owe Bur Svisde PROCEOURES,
. " of rexporu cords for ench grove..
T o wnd the dicn bo su " vet of sitvation card 1o cach Sroups. Thun, cul oot
2 PLAYING THE GAME . PLATING Th8 GAMES
2 hiayare piace e ?

Software selection (Corel Draw)

The next software chosen was Corel Draw in order to design cover

and all types of games in this printable games book as shown by the
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Preliminary Field Testing of Printable Games Book

Preliminary field testing was done to acquire a preliminary
evaluation of printable games book. There were 2 steps in this stage;
students’ assessment and material and media expert's validation. Both
were evaluated in order to get initial suggestions, inputs, comments, and

validations of the developed product.

The result of all criteria in students’ assessment sheet were

calculated and converted into percentage, as shown below:
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Then, the material validation score was calculated by using the
percentage calculation procedure, as follows:

_(5x4)+(4x6)
- 50

P X 100% P =0,88 X 100% = 88%



Chart of The Material and Language Expert Validation Sheet in Preliminary
Field Testing
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Main Product Revision of Printable Games Book

The revision process of expert evaluations carried out directly based
on criticism, suggestions and input given. From the experts' assessment

and students’ assessment sheet after tested to the students, the



researcher made revisions to the aspects of media display quality,

grammar aspects and material evaluation aspects.

Main Field Testing of Pri
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a validation of

printable games book of students’ assessment
sheet in main field testing CM It means that the printable
games book was excellent and appropriate to be used. Thus, there were
significant improvements of material and language validation score and
students’ assessment sheet results from the preliminary field testing to main

field testing step.

Operational Product Revision

In this stage, the product of printable games book was fixed and

completed in made for the final model.



The Quality of Product

The findings and discussions of the third research question was about the
quality of product. The data analysis of the third research question showed that
the developed printable games book has a good quality. It was indicated by
the result of material and language expert’s validation sheet, media expert’s
validation sheet, and students’ assessment sheet during preliminary field testing
and main field testing. There were significant improvements of those results from
the preliminary field testing to main field testing step, the validation score from
material and language expert improved from 88% to 98%. Besides, the validation

score from media expert still on 100%. Last, the students’ assessment result
increased from 86% to 97% «Morglnfvo
learning media for ’rens%@r i

ropriate to be used as a
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Conclusions Qb’ 6\)&
This study found that NMen’rs needed learning media

based on games. The students were not enough toward the learning
media based on textbook which commonly used by teacher in the class.
Second, the process of developing printable games book went through
seven steps of R & D cycle (Borg, 1983). Third, the developed printable
games book has a good quality. It was indicated by the result of material
and language expert’s validation sheet, media expert’s validation sheet,
and students’ assessment sheet during preliminary field testing and main

field testing. Hence, it can be concluded that the developed printable



games book can be an alternative learning-teaching aids for teaching

tenses to students.
Suggestion

There is one suggestion that can be proposed is that further
researcher should fit the developing product with the lesson plan of study

and the syllabus design for language teaching.
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