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PRE-SERVICE TEACHERS’ EXPERIENCE IN USING 

GAME AT SWCU HIGH SCHOOL SALATIGA 

Andika Windianto 

Abstract 

As the use of games in class activity nowadays has become common, some 

teachers tend to use this kind of activity to attract student‟s attention. Sigurdardorttir 

(2010) also suggests that games can be a good teaching method when teaching foreign 

languages. This research focused on games that are used by pre-service teachers who 

conducted their practicum in SWCU (Satya Wacana Christian University) High 

School in Salatiga. However, since they are still learning to teach, this study will 

show how pre-service teachers deal with games as class activity. The aim of this 

research is to analyze pre-service teachers‟ experience in using games. Semi-

structured interview were conducted after they finished their teaching practicum to 

collect the data from 10 participants who did their teaching practicum in SWCU High 

School. Observations were also conducted before the interview to check that pre-

service teachers used games in their class activity, and to observe how they conducted 

their game. Games play an important role in the Teaching Practicum and that all of 

participants using game in their class it may need for additional knowledge about the 

games on their micro teaching class, so that they can know the various types of games 

and can use it appropriately, besides, with that knowledge, they can avoid problems 

that they face when implementing games in the future. 

Keywords: Pre-service teachers, Teaching Practicum,Game. 

 

Introduction 

As a student of Faculty of Language and Literature, I was obliged to take 

teaching practicum course. Teaching practicum is a time when the students apply or 

practice their teaching knowledge into the real classroom. There are many teaching 

strategies or methods which can be applied in teaching practicum, but sometimes not 

all strategies are suitable to be applied. There are some strategies that have turned old-

fashioned, and the students may become bored with them.  
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Based on my experience as a learner, the students usually may feel bored with 

the lesson, if the teacher does not use the appropriate strategy or cannot present the 

lesson well. It can become a problem too for pre-service teachers if they cannot find 

the right method, moreover, if it is the first time they meet the students. Teachers may 

bring their experiences from their training or from being language learners. 

Commonly, the teacher only teaches the students using old-fashioned way, and the 

method that is usually used is teacher centered. It means that all the students‟ attention 

is directed to the teacher‟s explanation. After giving the explanation, the teacher gives 

exercise to the students and checks students‟ answers.  This activity makes the student 

feel bored because they only listen to the teacher. 

I remember when my mentor in Micro Teaching suggests us to use a creative 

activity, such as game. The reason is that, games can make the students feel more 

excited and fun in learning because games motivate the students to learn (Yolageldili 

& Arikan 2011). 

Perhaps, the use of games as class activity to be applied in senior high school 

students (teenager) is rarely used. Bala & Wilson (2005), Robinson (2006), and Hui 

Wang (2010) believe that language games can motivate the students because they 

build interactive learning. Playing games create enjoyment, excitement and passion 

naturally. Games stimulate learners‟ interest and curiosity, which give learners the 

best benefits to play with the language. It is suitable to be applied in the teaching and 

learning activity. 

Every student will prefer to play games in their class rather than sit and listen 

to the teacher‟s explanation. Kim (1995) believes that being a creative language 
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teacher is important. To do something new and different in class does not need much 

effort, then the teacher will see students‟ enthusiasm and the joy of students‟ faces. 

Besides, the teacher should involve in the game  

According to my experience in a Teaching Practicum program, the use of 

games in class activity can be fun and amusing for the students. The relationship 

between the teacher and the students will be closer. If we, as pre-service teachers have 

good relationship with the students, the teaching and learning process will work 

naturally. The students can get the lesson we present easily, because it is interesting 

and amusing. Ed Walker (2010) mentioned that the game motivates students away 

from boredom and redirects them to gain knowledge in an exciting way because it 

provides a “fun”. Barr & McNeilly (2005) in Ed Walker (2010) believe that 

experiential learning such as games provides students with opportunities to 

incorporate their participations and contributions to the team and the team‟s projects, 

as well as their application and mastery of class materials. In addition, Ersoz (2000), 

Klopfer et al. (2009), and Patel (2008), believe that playing games is an interactive 

process that can foster active learning and teamwork, and increase motivation. Games 

offer creative and interactive alternatives to traditional classroom activity, but the 

teachers also need to know that the activity should be still relevant to the lesson. They 

should also know that the goal of applying games into the teaching is to give exercise 

to the students which can give them benefits. Also, before they conduct the games, 

they should introduce the games at a pace where the students are comfortable with 

(Wilson, 2009) so that the students can understand how the game works and get the 

benefits of it. 



Pre-service Teachers’ Experience in Using Game at SWCU High School Salatiga 

4 
 

However, since pre-service teachers are still learning to teach, maybe game is 

not easy to be done because it needs to be well prepared before teaching. Pre-service 

teachers should make sure that it will work, and they should think about the time 

allocation. They may also need more money if they use some properties in the game 

activity. Besides, they should consider that the class will be noisy when the students 

are playing the game. They should always pay attention to every student. They, as 

teacher, also should be able to manage the classroom because if they cannot, it will 

contributes to the low achievement (Donovan & Cross, 2002; Harrel, Leavell, Van 

Tassel, & Mckee, 2004; in Oliver, 2007). That is why, with the problem that I found 

in my experience, I wanted to know the pre-service teachers‟ experience who taught 

in SWCU High School in using games. 

The aim of this research is to learn about pre-service teachers‟ experience in 

using games for their class activity, whether the use of games in class activity is 

suitable to be used by them. It is because perhaps, they don‟t have a lot of experience 

in teaching. Then, this research also wanted to know whether there are any advantages 

and difficulties in applying games in their teaching and what the factors which make 

them difficult to apply games in class activity are. Also, this study is conducted to 

know how pre-service teachers decide to use certain kinds of games to teach certain 

kinds of activities. 

I hope this research can become knowledge for other pre-service teachers and 

other teachers about the use of game for class activity. From this study, hopefully they 

can  understand whether game is good to be used for the class activity or not. In 

addition, this also can be a reference in preparing and conducting games for teaching. 
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Literature Review 

This research aims to analyze: 

“What are pre-service teachers in experience in using games at SWCU High 

School?” 

There are some theories from experts about the use of games in teaching. 

These theories are used to support the findings which will answer the research 

question above. 

 Smith (1969) stated that teaching is passing information or knowledge or 

skill. Teacher is the one who imparts the knowledge to the students. Teaching is a 

very personal activity, therefore, usually every individual teacher brings very different 

beliefs and assumptions about what constitutes effective teaching (Richards, 2005). 

There are many ways or methods which are applied by each teacher. Some of them 

use traditional teaching method and some other try to find new one. When I was in 

senior high school, my English teacher tended to be teacher-centered, this method 

make the student bored and passive. Roberto (2004) stated that in teacher-centered 

approach, teacher controls and guides the students in the learning process, teacher 

plays a role as the center of the knowledge, so that the teacher assumes that all the 

students get the same knowledge and therefore, their knowledge are in the same rate. 

My teaching practicum mentor used new method, which is used game in her teaching. 

When I observed her teaching, her student tended to be more active, it is because 

game is student center. Roberto (2004) stated that in student-centered approach, the 

students are assumed that they already have the background knowledge, the teacher 
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only play their role as facilitator who helps the students in learning. So the students 

are more active than the teacher. 

According to Toth, (1995) in Yin Yong Mei & Jang Yu-jing (2000) a game is 

an activity with rules, a goal and an element of fun. Game is limited with rules, so 

people will play with the rules as the guidance, and it will be fair for everyone. Goal 

is also important in the game, because it can motivate people to play the game. The 

last is element of fun which can refresh people‟s mind who play the game, because 

game is not played in serious way. Toth (1995) also shares that there are two kinds of 

games: a) Competitive games, in which players or teams race to be the first to reach 

the goal, and b) co-operative games, in which players or teams work together towards 

a common goal. Game activity usually holds in a) pair work and b) group work 

(Wright et al. 1984). Pair work is simple and quick to organize. Intensive listening 

and speaking opportunity is provided. Pair work is better than group work for shy 

learner and discipline problem. Group work usually requires 4-6 players. Membership 

of group should be constant for the sake of goodwill and efficiency. The teacher 

might choose groups according to ability because the group should be in mixed 

ability, so there will be a competition between groups. 

Tyson (2000) in Yin Yong Mei & Jang Yu-jing (2000) shares some criteria in 

choosing games: 

a) A game must be more than just fun. Game should be educative and build a 

competition in the class. 

b) A game should involve "friendly" competition. “Friendly” is a must in the 

game, because if game only consists of negative competition, it only creates 
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bad competition. It can be a crash for each student. If there is friendly 

competition, there will be fun and positive atmosphere in the class. 

c) A game should keep all of the students involved and interested. Game 

should be interesting for the students so that they want to join the game. The 

purpose of the game is to make all students involved. 

d) A game should encourage students to focus on the use of language rather 

than on the language itself. Game therefore, is one way to encourage the 

students to focus on the use of language because they tend to speak when they 

play the game. If the students focus on the language, they may worry about 

their grammar, then they fear to speak. 

e) A game should give students a chance to learn, practice, or review specific 

language material. Games are the way to learn with fun activity so it should 

cover topic of the lesson. 

Besides, there are also some criteria in choosing game according to Lengeling & 

Malarcher (1997) which are: classroom space, noise, materials necessary for the 

game, the amount of time needed for the game, and the level, culture, interests, and 

age of the students.  

Wright et al. (1984) stated that learning a language is hard work. If the 

students are only taught using explanation, they will be bored and silent, because they 

only listen to the teacher‟s explanation, and in some cases they will be silent when 

they do not understand what the teacher was just taught. Games, which can encourage 

students to learn, are interesting to be applied in teaching activities. According to 

Marzano (2010), Games are a regular part of students‟ lives, no matter what their 
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grade levels are. They had already accustomed to many kinds of games in their 

everyday life. In the other hand, if pre-service teachers include game in his/her 

teaching activity, the students will enjoy and have fun with it because they are 

familiar with game and feel fun in playing game in their class. If they enjoy the 

teaching and learning process, they can receive the material that the teacher teaches 

easily. Moreover, Marzano (2010) examined 60 studies which are conducted by 

teachers on the effect of games on students‟ achievement. According to him, students 

raise 20 percentile points in gaining their achievement when the teacher uses 

academic games in the classroom 

Teacher‟s role in games activity is to be facilitator (Lengeling & Malarcher, 

1997), because the teacher should facilitate the students when students play the games 

activity. In conducting game, perhaps the teacher faces some difficulties. In 

overcoming this problem, Wright et al. (1984) suggests that the teacher should make 

the students familiar with the game by using their own language, because it is very 

helpful. 

The following are the ways to introduce new games to the students (Wright. et 

al. 1984): 

a) Explanation by the teacher to the class. The teacher explains about how to 

play the game to the class so the students can understand and have no 

difficulty in playing the game. 

b) Demonstration of parts of the game by the teacher and one or two 

learners. By demonstrating the game, the game will be clearer, and it will 

run properly. 
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c) Trial by a group in front of the class. It is almost the same as demonstrating 

the game, but it is done only by a group of students. The teacher tells the 

instruction then the students try to play it, while other students pay attention 

to the group demonstrating it. 

d) Written key language and/or instruction on the board. It will help the 

students to play the game by reading the instruction written on the board 

although it is not as clear as trial or demonstration. 

e) First ‘try out’ of the game, by groups. It is similar to the trial but it is done 

by all groups in the class, so all the students can try it first before the real 

game starts. 

Kim (1995) and Langeling & Malarcher (1997) believe that there are some 

benefits in using game in class activity. According to Langeling & Malarcher (1997) 

there are four kinds of benefit, it is a) affective, b) cognitive, c) class dynamics, d) 

adaptability. 

Affective: Game is fun for the students. It can create good atmosphere in class. It also 

can motivate the students in learning because they have fun with the lesson. Besides, 

the games can encourage students to be creative and to use the language 

spontaneously. When they play the game, they communicate with other students or 

the teacher, and therefore, it will promote communicative competence. 

Cognitive: Game can reinforce their lesson when the teacher uses educational games 

or games that emphasize on the material being discussed. It can become a review of 

and an extension of the lesson. Game also focuses on the use of grammar 

communicatively. 
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Class Dynamics: The role of the teacher is only as a facilitator and the students are 

the center. Game also can foster whole class participation because all students are 

involved in the games. It also promotes healthy competition. However, the teacher 

should keep an eye to the students in playing game and remind them to obey the rules. 

Adaptability: Game is easily adjusted for any age, level, and interests. Also, it 

utilizes all four skills, which are speaking, reading, listening, and writing.  

In the Yolageldili & Arikan‟s (2011) study, there were 86.67% of 15 teachers 

who believed that games are both fun and full of pedagogical value. It shows that 

teachers feel fun in teaching language using games, and the games still have 

pedagogical value in it. Besides, all participants in their study believed that games 

may present many opportunities to learners to show their skills, not only in grammar 

but also in many language areas. Games are the important and necessary part of 

English language teaching and learning. In other word, game has many benefits to be 

used in classroom activity. 

From the previous study conducted by Al-issa (2011), he found that all of his 

participants believe that using games in language class was fun, motivating, 

challenging, and competitive. Those elements (fun, motivating, challenging, and 

competitive) are always in a line with games. When game is applied in the classroom, 

it would encourage the student in learning. It is supported by Klopfer, et al (2009) 

who stated that games can foster active learning and increase student motivation. 

Game deals with students-center‟s strategy, because student will talk actively and the 

teacher is only a person who controls the game. Al-issa mentioned that game can help 

provide a classroom atmosphere where the students use language communicatively. 
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The Study 

Context of the study  

This research was conducted at SWCU High School, Salatiga, Indonesia. The 

subjects of this study were pre-service teachers. Teaching practicum course is where 

we apply and practice our teaching theory and knowledge in the real classroom 

situation. The reason for selecting this subject is because pre-service teachers from 

Faculty of Language and Literature who had their practicum in SWCU High School 

used game when they taught their students. The pre-service teachers used their 

creativity to create some games in their teaching activity. They used games in their 

teaching activity such as, question games, matching games, scavenger hunt games, 

physical games, competitive games, and cooperative games. 

Participants 

The participants of my study were ten pre-service teachers in SWCU High 

School. They had never taught in any formal institution before. Those participants 

were student A, student B, Student B, Student C, student D, student E, student C, 

student D, student E, student F, student G, student H, student I, student J. The reason 

of why I chose them was because all of pre-service teachers in SWCU High School 

used games in their teaching practicum. The other teaching practicum group rarely 

used games. 

Data collection Instruments and Procedures 

The instruments that I used to collect the data are observation and semi-

structured interview. I observed the teaching and learning activity with video 
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recording, I observed each participant about 90 minutes. The purpose of this 

observation was to describe the game used by the student teachers. Then, I 

interviewed pre-service teachers about the use of games in their class activity, the 

purpose was to get information about their feeling, opinion, and more information 

before and after they taught as well as while they were teaching using games. I 

interviewed the participants using a semi-structured interview type. There are nine 

questions which cover the following issues (i) participant‟s belief about teaching 

using games (question1-3 & 9); (ii) Participants‟ preparation in choosing games 

(question 5); (iii) Conducting games in class (question 4 &6-8). The interviews took 

15-20 minutes on average and were recorded and transcribed. 

Data Analysis Procedure 

In this step, the statements from the interview recording of each participant 

were transcribed. Then the data were categorized based on three big themes, (i) 

Participants‟ preparation of teaching using games; (ii) Participants‟ application of 

games in the classroom; (iii) Participant‟s belief about teaching using games. 

 

Discussion 

In this finding, there are three themes to be discussed. The themes are: 

participants‟ preparation of teaching using games, participants‟ application of games 

in the classroom, and participants' belief about teaching using games.  

A. Participants’ preparation of teaching using games. 
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This section discusses about game selection and the factors which influenced 

the selection.  

 1. Game selection 

In this section, I would like to discuss about how the participants chose the 

game to be used. Participants chose game based on their own purpose, which mean 

they chose the game based on the topic being discussed or the objective of the 

teaching. There are three kinds of games were mentioned by the participants, which 

are interactive games, TPR based games, and competitive games. The first one is 

interactive games. One example is found from Participant A. She chose to use video 

and then it was followed by a game which needed the students to speak in group. 

When she was asked about kinds of game she used, she explained: 

Extract 1.1 

Participant A (female): surely, I choose games that make them become active 

speaker (active in speaking), because I really measure their speaking… 

(December 5
th

 2012) 

 

Participant A made game that could make her students become active 

speakers. She wanted her student to use the target language directly in the game, so 

she could measure their speaking. Game is an interactive and interesting activity, so it 

can foster the student to be active in the class. Moreover, when the game requires the 

students to communicate using the target language actively, whether the students 

realize it or not, they will be forced to know how to use the language itself. 

Sigudardottir (2010) also suggest game as a good method to make the students to 

practice their conversation. 
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The next type of game is TPR (Total Physical Response). The example is 

participant H. She used a modified TPR. She gave instruction to the students to move 

left or right indirectly, by means of questions. It was the students who transfer the 

answer of the questions with the instruction. This is how she explained about the 

game: 

Extract 1.2 

Participant H (female): …for example I gave lesson relative pronoun, I tried 

to make game which is how the student can distinguish which one can be 

deleted. So they would choose one, if it can be deleted, they move to right 
(green light), and if it cannot be deleted they move to left (red light). 

(November 30
th

 2012) 

 

TPR is good to be used because it can help the student to remember what they 

are doing (James, 2000). Student will be easier to remember something with physical 

movement rather than when they only read it. James (2000) believe that if language is 

only taught by explaining and lecturing, the left brain is targeted and the information 

is kept in short term memory, but if it is taught actively through movement, the 

information will be kept in the right brain and remembered in long term memory. 

Another type of games which is used by the participants is competitive games. 

Participant E, as one of the example, mentioned that he used this kind of game 

because he wanted all students to involve in the game. Here is the reason why he used 

competitive game: 

Extract 1.3 

Participant E (male): Competitive game build emm…it attracted the student, 

so they feel want to be a winner. (December 7
th
 2012) 
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Toth (1995) said that Competitive game is a game in which the students race 

or compete to reach the goal. In giving the students the competitive game, participant 

E had a purpose to make the students become enthusiastic with the activity. The 

participants believe that every student has a desire to be a winner. Usually the 

participants created the competitive games in form of answering comprehension 

question. Some participants combined both competitive and cooperative game, 

cooperative game is a game in which the students work together to raise a goal (Toth, 

1995). There is no participant who used cooperative game only. They combined both 

because the participants also want to build the students‟ team work character. 

However, teacher can create the games as creative as they want according to 

their needs. According to Yolageldili & Arikan (2011), the most important thing in 

selecting the game is the purpose of the game itself. In this finding, the participants 

created the games based on the objective of teaching that they wanted the students to 

achieve. Knowing clearly the purpose of the game is important. If the game has no 

purpose or its purpose is not suitable with the teaching objective, the game has no 

value in the particular class activity. 

 2. Factors which influenced the selection of the game 

Some factors as shared by Langeling & Malarcher (1997) are classroom space; 

noise; materials necessary for the game; the amount of time needed for the game; and 

the level, culture, interests, and age of the students. The participants had varied 

answer in choosing the game that they used for class activity. Most of them 

mentioned that materials, number of the student, students‟ level/grade, time 

allocation, space of the room, interesting, and aim of the games are some of the 
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consideration that they took in designing a game for the teaching and learning 

process.  

Not all those factors shared by Langeling & Malarcher (1997) influenced all 

participants in selecting the games, for example participant H. She mentioned that she 

considered only the material (such as, listening, reading, vocabulary, grammar) and 

the time allocation. Another example, participant B, he mentioned that he considered 

material related to the level/grade of the student. Level or grade 10, 11, 12 must have 

different kinds of material. However, Participant E had different thinking about 

materials. He said that in his teaching, mostly he used comprehension game no matter 

what topic or material he discussed.  It means that he related the material not with the 

kinds of game, but one how he managed the competitive game to reach his goals.  

Besides choosing the game, the participants also prepared another thing such 

as, AVA (Audio Visual Aids) and property. AVA and property are any devices which 

can be used to help teacher presents their explanation effectively and more concretely. 

It can attract students‟ attention and motivate them. Participant C is one of the 

participants who mentioned that he used AVA and property in his teaching. When 

asked about the use of property he mentioned that: 

Extract 1.4 

Participant C (male): In my opinion, game needs AVA and property, but not 

all of them need to use complicated property. The most important thing in 

creating game is that the students know the aim of the game, and AVA helps 
the  students to understand it.(December 6

th
 2012) 

 

Participants C agreed that the use of AVA (Audio Visual Aids) and property is 

important, but they are not always prepared in complicated way. He only used simple 
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AVA and property such as PowerPoint and worksheet. The point is the students 

understand how to play the game and reach the goal of it and those are the main aim 

of using the games. Another explanation about the use of AVA and property came 

from Participant F. She stated that, 

Extract 1.5 

Participant F (female): In preparing properties is depends of us. If we make 

simple properties creatively, it won’t be any difficulties for us. (November 

30
th

 2012) 

 

Participant F had little bit different opinion, she believed that she could use 

some complicated properties and it would be a difficult task for her. She believed that 

way if the teacher could creatively make the properties in simple way.  However, she 

believed the same thing as other participants that the point of creating such property 

on game is to make the students interested with and understand the game. 

It can be concluded that the participants are in line with Langeling and 

Malarcher (1997) about some factors that influence them in choosing the games (such 

as classroom space, noise, materials necessary for the game, the amount of time 

needed for the game, and the level, culture, interests, and age of the students), but not 

all factor (such as noise, culture, age of the students, and interests) influence the 

selection of a game, because it will be difficult or take much time to consider all the 

factor in selecting a game. The point is, by using the game, the students can 

participate actively and fulfil the purpose of the game. 

B. The application of games in the classroom. 
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The participants had their own reasons when they decide to conduct the game 

during their teaching. Rinvolucri (1990) in Yolageldili & Arikan (2011) said that 

game can be used in any of these three stages:  

a) Before presenting a given structure, especially to find out diagnostically 

how much knowledge is already known by the learners.  

b) After grammar presentation to see how much the group has grasped.  

c) As a revision of grammar area.  

In the finding, most of the participants conducted games in the middle of lesson after 

explaining the material. One of the examples is Participant J. She stated that, 

Extract 2.1 

Participant J (female): usually I use games in the middle. After explanation, 
for example, the student got reading lesson first, after reading they would get 

reading comprehension, nah..at that part I used games. 

I want them they know the material first, the the game is the reinforcement. 
(November 30

th
 2012) 

 

Participant J believes that game is a form of reinforcement of the material, and 

therefore, she chose to conduct the game after she delivered the explanation because 

she wanted the students to have background knowledge before doing the game. Game 

can function as reinforcement, review and enrichment (McCallum, 1980 as cited in 

Yolageldili & Arikan, 2011). If the teacher conducts the game after giving the 

explanation, the student will focus at the material, and then in the game teacher can 

check their comprehension about the lesson.  
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However, besides conducting the game in the middle of the lesson, Participant 

E also conducted games in the beginning of the lesson. He said that the games were 

used to build students‟ mood in the beginning, but he used simple games such as 

tongue twister. In this case, Participant B put emphasize on the function of the game 

as a mood builder. Game can motivate the student in learning (Al-issa, 2011), so it 

can gain the students motivation to follow the lesson.  

Besides paying attention on the time when the game should be conducted, the 

participants also consider the way to introduce the game. The teacher should 

introduce the new game well to be successful in conducting their game, if not their 

game will not work properly. There are several ways to introduce the new game 

according to Wright et al. (1984), which are explanation by the teacher to the class, 

Demonstration of parts of the game by the teacher and one or two learners, Trial by a 

group in front of the class, written key language and/or instruction on the board.  

From this research, it was found that there are three ways to introduce the 

game. The first way is by writing the rules and demonstrating the game.  

Extract 2.2 

Participant B (male): when I explained orally from the PowerPoint and they 

didn’t understand, I demonstrate the game. After they understand the game, 

we start the game. (December 8
th
 2012) 

 

According to Participants B, the first things to do were by writing the rules in 

slides and explaining it. However, if the students had not understood his explanation, 

he would demonstrate the game in front of the class. Other way to introduce the game 

is by having one group doing a trial. Participant A who did this stated that, 
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Extract 2.3 

Participant A (female): I explained the instruction and I ask one group to 

come forward and make example (trial). (December 5
th

 2012) 

I don’t write the rule I only explain it to them. (December 5
th
 2012) 

 

Different from Participant B, Participant A did not need to write the rules. She 

only explained the game as clear as possible and she had one group to do the trial. She 

believes that trial would be very effective. This is because “trial by a group in front of 

the class” helped her to make her students understand. 

Different from the two participants above, Participant C did not use any 

demonstration or trial. He only wrote the rule and explained it. He stated that,  

Extract 2.4 

Participant C (male): Usually, I typed the rule on the PowerPoint, then I 

read it, I asked the student to read it too, if they hadn’t understood with the 
instruction I explain it. (November 30

th
 2012) 

 Never demonstrate it, because my game is simple, the student don’t need to 
move from their chair, they understand with my explanation only. (November 

30
th

 2012) 

 

According to him, he never demonstrated the game because he only used 

simple game. In this simple game, the student didn‟t need to move from their chair 

because they only need answer the question quickly and correctly. The students were 

able to understand with his explanation only. 

All participants had the same goal in using game for their class activity. The 

first goal is the student become active/attracted with the activity, and the second is the 

students understand the lesson, if this two goals are achieved by the teachers, it means 

they are successful. There are some factors based on participant‟s experience that 
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made the game successful in the class. There are four factor stated by the participants 

to make the game successful: a) instruction, it should be clear and understandable, 

because it is the key that the game can work properly; b) students‟ participation, if the 

students do not participate, it means that the introduction of the game do not interest 

the student; c) readiness of the material, the material should be prepared or ready, so 

the students can do the game; d) fairness, teacher should be fair to all the student. If 

“unfairness” happened in the game, the student will protest, and it can cause chaos in 

the class. Participant A said, 

Extract 2.5 

Participant A (female): First, readiness of the teacher about the instruction, 

instruction should be clear. Second, students’ participation. Third, readiness 

of the material. Then forth, fairness, because unfairness happened in the 

activity. It influence students’ mood…. (December 5
th
 2012) 

 

C. Teaching practicum students’ beliefs about teaching using games 

In this section I will discuss about the participants‟ beliefs about the use of 

game. When I asked the participants related to the activities they used in their 

classroom activity, all of them liked to use game in their classroom activity. There are 

some reasons shared by the participant.  

Extract 3.1 

Participant A (female): Students have varied response, there are clever and 
active students, and also students who only give little bit response. So I used 

activities which are fun and creative to make the students involved in the 

activities, whether clever student or mediocre. (December 5
th
 2012) 

Participant J (female): The effect of game..the students become… become 

more relax. So they don’t think that I am not strict teacher. Besides that, they 

understand the lesson easily rather than I explain in front of the class and 
they listen to me. (November 30

th
 2012) 
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As stated by participant A and J, game is activity which is fun, creative, and 

challenging. Participants included game in their activity to make a fun learning 

atmosphere. Fun activity can make the students more relaxed. Those positive feeling 

(relaxed) can remove negative feelings such as, fear and worry (Dogan et al, n.d.). 

This finding is in a line with Walker (2010) that game provides fun method that 

motivates the student to learn in exciting way. In addition to that, Participant F has the 

same opinion. She stated that,  

Extract 3.2 

Participant F (female): In my opinion, English is for fun, so they will fun with 

the game, beside that they also get the aim of the game based on the 
material. (November 30

th
 2012) 

 

Opinion shared by participant F is in line with what had stated by Wright et al. 

(1984) that learning language is hard work therefore, it needs much effort to acquire 

it. Participant F also told about student‟s opinion that learn English is difficult, but she 

had strong belief that “English is for fun” and she could make it true by using game. 

She has tenet that her student should learn English in fun way, and still, the students 

get the aim of the game based on the material. Therefore, game can help the teacher 

reduce students‟ anxiety in English class. Her opinion is in a line with Yolageldili & 

Arikan's (2011) that games provide language teachers with many advantages when 

they are used in classroom. One of these advantages is that learners are motivated to 

learn the language when they are in a game. Another advantage stated by him is that 

games also reduce students‟ anxiety in language learning.  Once the students enjoy the 

atmosphere in the class, the lesson can be effectively transferred to the students, 
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therefore, game plays important role in making the lesson effective. Participant A who 

believe in that way mentioned that,  

Extract 3.3 

Participant A (female): Game is effective because it can make all the students 

participate in the activities. So they can work as a team, in this activity they 
will be able to think and…, this is what makes the differences between giving 

games and giving theory only. By giving games, the students can apply the 

material directly, they can use it in the context, and also get correction from 

the teacher. We also can measure students understanding. We can see 
whether they understand or not, if they are passive, it means they haven’t 

understand. At that time, we can encourage them, and explain to them, so 

they feel that they are encouraged and they can apply it in the game. 
(December 5

th
 2012) 

 

Game is effective to be used as classroom activity, these finding is in a line 

with Yolageldili & Arikan (2011) because game can make students actively follow 

the lesson, at that time they will perform their skill directly and have opportunities to 

communicate freely. At that time the teacher also can measure students‟ 

understanding from their participation in the game. Besides, game is also needed to 

build the mood of the students and in the end, the teaching and learning process can 

be effective. 

Extract 3.4 

Participant E (male): Game is very effective because it helps the teacher. It 

helps the teacher to build student mood in learning, sometimes students 
cannot understand the lesson from explanation or book only, and games are 

needed to make them understand. (December 7
th
 2012) 

 

Participant E believed that games really helped him in teaching in order to 

build the students‟ mood in learning. As stated before that game is fun, so it can set 

the students‟ mood in a good condition. If the students have good mood they are 
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motivated to learn, and they will be easier to catch the lesson. It is very helpful if the 

student can understand the lesson easier. 

Besides making the class fun by using games, the participants can avoid 

students‟ boredom by being innovative. Participant F in accordance to this idea stated 

that, 

Extract 3.5 

Participant F (female): …I varied the game so the game is not monotonous, 
but it still appropriate with the material. (November 30

th
 2012) 

 

Being innovative like what was stated by Participant F can avoid boredom 

from the students, because the students will have something new to do. Their way in 

teaching is supported by Kim (1995) that being creative and innovative language 

teacher in their job is important. They will be rewarded by the joy of the student, the 

student will not be bored and in other word the student will like their teaching.  

All of the participants have positive attitude when they implemented the game 

in their class activity. Moreover, they saw their students more active and understand 

the lesson. They felt that they were successful in teaching. However, in conducting 

game in teaching, one thing that the participants must be able to perform is their 

controlling role as a teacher. According to Numrich (1996) as cited in Al-issa (2011), 

controlling the learner is one of teacher„s early preoccupation while teaching, so the 

teacher should be able to control the students when they are getting noisier, so that the 

game will work properly. 

The opinion about the benefits of using games in class activities. 
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Game provides many benefits when it is used in classroom activity. Most 

participants which was interviewed implicitly stated some advantages of using games 

when they explain their reason in using games for their class activity. In this finding I 

divide the category of the benefits based on Langeling and Malarcher‟s (1997) theory 

about general benefit of games in four aspect, they are: a) affective, b) cognitive, c) 

class dynamics, d) adaptability, but adaptability was not experienced by the 

participants, so there are only three aspects. In term of affective benefit, Langeling & 

Malarcher‟s (1997) mentioned that it means benefit from students positive attitude or 

positive moods toward game, here are the participants statements: 

Extract 3.6 

Participant A (female):…in games, students can apply the material 

(language being learned) directly and used it in the context… (December 5
th

 

2012) 

Participant C (male): …With this game, they learn community language 

learning, so they learning through their friends. We as the teacher don’t talk 
too much and see their work…. (November 30

th
 2012) 

Participant H (female): …learning language is difficult so I want my student 

learn in fun way, then I used games, the students become more interested 
with the lesson. They are not sleepy in the class, and they also became 

active… (November 30
th

 2012) 

 

First, I found benefit in affective aspect from participant A, C, and H‟s 

experiences. By using games, the participants could apply the lesson directly in the 

context what the students are learning, so that he students would use target language 

spontaneously. In the games, the students also communicated actively because they 

should get information and had a discussion with their friend, it means that games can 

promote communicative competence. The last for affective benefit, participants saw 
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that the students learned English in a fun way, and they are motivated because they 

are become more active in class. 

The second benefit is cognitive aspect, According to Langeling & Malarcher‟s 

(1997), cognitive aspect means the process of student learning language. 

Extract 3.7 

Participant E (male): The students more understand the lesson by games. 
After I explain the lesson to them, I asked them whether they understand or 

not, then they answered “emmm…understand” it means they are not sure, so 

I asked them to play game. then in the end I ask them  “ what is our lesson 
today about?” and they answer confidently “ we learn this..and this…” 

that’s because of game. (December 7
th
 2012) 

 

Here, Participant E believe that game can be a reinforcement of his lesson, so 

by games, students can understand the lesson more.  

The third benefit comes from class dynamics aspect. Langeling & Malarcher‟s 

(1997) stated that class dynamics aspect means making positive class‟s atmosphere. 

Extract 3.8 

Participant C (male): …by playing game can reduce our nervous, then the 
activity is not teacher-centered. Teacher only as facilitator, give instruction. 

Bla..bla..bla.., student should explain to their friend in their group…. 

(December 6
th

 2012) 

Participant A (female): … by games, students was encouraged to compete 

with others and become winners… (December 5
th
 2012) 

 

From Participant A and C‟s experience, it can be inferred that the role of the 

teacher is only as a facilitator and the students are the center of learning. Therefore, 

the teacher should not talk too much, and let the students be active and form their own 

class dynamics. It can be inferred that game can also foster the whole class 

participation.  
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Those findings above are supported by Ersoz (2000), Patel (2008) &, 

Klopfer, et al (2009) who stated that playing games is an interactive process that can 

foster active learning, teamwork, and increase motivation. 

 

Conclusion 

The aim of this research was to analyze TP students‟ experience in using 

games. The finding of this research was participants‟ preparation, participants‟ 

application of games in the classroom, and participants' belief about teaching using 

games. From the discussion in the previous findings, the result was all TP students 

tend to use game in their teaching activity because it was creative, competitive, and 

also fun, so that it can attract students‟ attention and make the student interested to the 

lesson. This result is in line with Al-Issa (2011) who stated that playing games was 

fun, motivating, challenging and competitive. If the students are interested in the 

lesson, they are willing to learn and can understand the lesson. Besides, there were 

three categories of benefits in using game: a. affective (motivates the students in 

learning, fun, make the student communicate actively) b. cognitive (reinforces or 

reviews the material) c. class dynamics (students centered and the teacher act as 

facilitator, it also promote whole class participation). Besides that, in term of choosing 

the game, TP students did that based on the purpose of the lesson, the materials, 

number of the student, students‟ level/grade, time allocation, space of the room, and 

interest. The majority of the participants used the game after they gave the 

explanation and they used games as a reinforcement activity to make sure that the 

student did understand and check whether the students‟ understanding were correct or 
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not. Game can also be used in the beginning of the lesson to build students‟ mood. In 

introducing new game to the student, TP students explained the game and wrote or 

typed the rule on the whiteboard or slides. If the students did not understand yet, the 

participants demonstrated it in front of the class.  

However, this study has limitations. In the terms of methodology, I only 

focused on knowing the participants experiences of using game in teaching. More 

observation is needed to conduct further research so that the researcher would gain 

more information on how the game was conducted, the situation in class, and also 

what the students reaction toward the game.  

This research can be a consideration in using innovative activities, such as 

game. TP students will also be more aware in selecting game, and ready in applying 

game. Considering that games play an important role in the Teaching Practicum and 

that all of participants using game in their class it may need for additional knowledge 

about the games on their micro teaching class, so that they can know the various types 

of games and can use it appropriately, besides, with that knowledge, they can avoid 

problems that they face when implementing games in the future. 
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Appendix A 

List of interview question: 

 

1. How does your first teaching in SMA K SatyaWacana? What do you feel? 

2. What kind of activity do you use in your teaching practicum in SMA K 

SatyaWacana? 

3. What do you think about the use of games in teaching activity?  

4. When do you conduct the games? 

5. What kind of game do you choose to be used in your class activity? What 

factors which influence the selection of the game? 

 How do you prepare the game? Do you use some property? 

 Do you use competitive or cooperative games? Why? 

 Do you conduct individual, pairs, or group games? Why? 

6. Do you introduce the game? How? 

 What do you think about the effect of the games on the student? 

 How did your student react toward the use of games in your class? 

7. How do you conduct games in your class activity? What factor makes the use 

of games successful/ not successful? 

8. How long do the time you need to play the games? 

9. How do you feel when you implement the games? 
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Appendix B 

Interview transcribe 

(Participant A, December 5
th
 2012) 

 

Interviewer: good morning Diane. How did your first teaching in SMA Kristen 

Satya Wacana? What do you feel? 

Interviewee: I was nervous, because it was really my first.  

Interviewer: but, have you ever taught before? 

Interviewee: I have, but I taught junior high school and children, toddler. So this is 

really the first time I teach senior high school student. 

Interviewer: do you think that it has much different? 

Interviewee: yes of course, because they have already in senior high school, they 

have developed mindset and give more and excellent response.  

Interviewer: then, with those characters, what activity did you use? 

Interviewee: the student have various response, there is student who smart and 

active, and the other student who give less response. So that, I made 

activity which is fun, creative, in order the entire student involve in the 

activity  

Interviewer: what is fun and creative activity? 

Interviewee: activity which is gives….emm… 

Interviewer: what activity did you use? 

Interviewee: I used video, and then game. I am sure the entire student will 

participate in the game, because they work in group and they are 

motivated to win the games. Their participation will make them think 

and also apply my objective or anything that we have prepared. 

Interviewer: how do you get idea to use game? 

Interviewee: I think game is a must. 

Interviewer: a must? 

Interviewee: yes, I think all teacher know that there is no fun activity, except game, 

which can engage the student. So I think game is common to be used 



Pre-service Teachers’ Experience in Using Game at SWCU High School Salatiga 

34 
 

and we as teacher should prepare the activity and the material to be 

useful. I made it as creative as I can, so they will respond well. 

Interviewer: what is your opinion about the use game for class activity? 

Interviewee: it is effective. As I said before, it could involve all students, every 

students. In the game, they worked as a team. With game, of course 

they unintentioally will think. Mmm,, how to say it..? Sometimes, this 

is the difference between giving games and giving theories. In games, 

students can apply the learning materials directly, can use them in 

context directly, and get the correction at the same time. So, this is the 

effectiveness from using game. We can also know who have already 

understood and who haven‟t. Maybe there is an obstacle for them or 

maybe they don‟t really understand, so they tend to be passive. Nah, 

from that, we can encourage them and tell them “See your friend, they 

do it like this, so it suppuse to be like this”. From that, they can feel 

encouraged and apply it like this and this. 

Interviewer: How many times did you teach? 

Interviewee: 6.  

Interviewer: Did you used game in all your teaching? 

Interviewee: Averagely I used game.   

Interviewer: When did you use your game in your teaching? In the beggining, 

middle or end of your teaching? 

Interviewee: Usually in the middle. 

Interviewer: Why? 

Interviewee: If I used it in the middle, after I give theories and examples, they more 

understand. So, if it is inth middle of teaching, and why this is there, 

the tendency, after they learn about theories they will be sleepy and 

loss their focus. So we have to make them stay focus. with actitivies 

like that. If the game is in the end of the teaching, maybe it is enough 

with review of the lesson, sometimes I should also give additioanl 

game just to cheer the atmosphere up. But fot he main game, it is 

usualy in the middle. 

Interviewer: In your preparation, what kind of game can be used? What kind of 

game can you put into your activities? 

Interviewee: Certainly, games which can make them to be active speaker, active in 

speaking, also  because here, the speaking aspect is really measured 

from the way they respond the game. Because all of these are based 

on,,, there is also some goodness for the game rules. they will only take 
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turn, and one student can only have 2 turn in maximum, which means 

that the other friends have to speak no matter what. So, it is like that, 

so it is equal and all students can speak.  

Interviewer: What do you do in preparing the game? 

Interviewee: I usually prepared pictures, envelopes, music, and sometimes a ball. 

Interviewer: Used a ball? 

Interviewee: Yes, 

Interviewer: Averagely/usually, did you use many properties or just minimal use of 

properties?  

Interviewee: there are two types of game. The first is comprehension game, 

questions which are wrapped  into game. So, they answer with 

textbook and also flag in each group. Another game is really a total 

physichal response game where we use property and students are 

obliged to have contact with the peoperty and actively move and speak. 

Like that.  

Interviewer: Is your game usually competitive or cooperative? Competitive game is 

like quiz, for example, and the other one is a game which needs 

cooperation. 

Interviewee: I used both of them. 

Interviewer: Why? 

Interviewee: Because there should be a competitive character to give the best that 

they have. The second is cooperative in,,, because it is in group, so 

they work as a team, and maybe, although they do not understand the 

lesson, they have responsibility to complete each other and do 

whatever they can.  

Interviewer: Please give the example of competitive and cooperative. 

Interviewee: For the competitive, I gave them the pictures of Indonesian ghost, then 

they in group, there are 5 groups and five pictures. They had to make 

horror stories. It was about horror. narrrative. There, they had to think 

to make a good and creative story, dan later the group with most 

creative story would be the the winner. The second one is 

comprehension questions which are also competitive, because they 

should be guided to understand the text and know all aspects of 5W 

and 1H questions. Also, because there were points, reduction and 

additional points and etc, there, they got points. Especially, I like to 

give reward for the winner, but in the end, the other  also  get rewards. 

So, it is something chich can motivate them to study. I think, it is the 
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point from games, how to make students willing to apply and really 

comprehend the material interactively with the teachers. 

 Then, for the cooperative, for procedural text about how to make a 

ninja star, we needed 8 sheets of folding papers and there were 5 

people in a group and one people could hold 2 folding papers in 

maximum. There, they had to follow the instrruction correctly, listened 

to and did what were in the video and what  I asked them to do in 

group. To make a good ninja star like in the video, they had to make it 

carefully and merge eight parts of it into one. That is te way to make 

them become cooperative.  

Interviewer: You said that you gave reward, right? In your opinion, is there should 

be a reward in your game? 

Interviewee: Actually, there is not. Actually, as I remember, it was without reward, 

Reward was always in the end, and I never told in the beginning that 

there would be a reward. As far as  I observed, evem without reward 

they have been motivated enough. So, reward was just a little 

apreciation because they have been willing  to participate in the game, 

listen to the material and that they have to understand that by listening, 

it would be a good thing and I apreciated them who were willing ti 

listen. Just like that.   

Interviewer: You also said that your game were mostly done in group, didn‟t you? 

Ore there was also individual game? 

Interviewee: I think there was no individual game. 

Interviewer: How about peer? 

Interviewee: Peer? I think there was also no peer game. I usually made them into 

small group. 

Interviewer: Why did you choose group rather than individual and peer? 

Interviewee: Hmm,,  how do I say it...?  If it is for teacher, for the goal, for me 

myself group is better, more organized. I mean, it is easier to form the 

group and not too spreaded anywhere, but they are demanded to 

discuss, giving each other‟ opinion and listen to each other. Like that.  

 If it is in pairs, although there are just two people and they have to 

speak, but I think that the chance to speak with many people, listen to 

more people‟ opinions is less. Just from the perspective of two people.  

Interviewer: Before you move to the game, did you explain abot the rules? 

Interviewee: Of course. 
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Interviewer: How did you do it? What did you do to make them understand? 

Interviewee: I gave them the instruction before the real game started, for example, 

one group gave one example.  

Interviewer: Did you asked them to practice it? 

Interviewee: Yes, in simulation. 

Interviewer: Okay... Did you write the rules down in front of the class? 

Interviewee: No, I explained them orally.  

Interviewer: Did the students understand? 

Interviewee: After I explained two times, they understood.  

Interviewer: In your opinion, what is the effect of game for the students? 

Interviewee: Like what I said before. Firstly, it can motivate them, secondly, it can 

make them speak and thirdly, it can force them to master the material 

in order to win the games.  

Interviewer: Most of the class that you taught use game, how is their reaction after 

they listen “Now, it is the time for game1”? Were they happy? 

Interviewee: On th first, they were happy, but then they just like “Oh,, game.. 

Okay...” I think all teching practicum students also used game. So, 

because games have become a usual thing, their reactions were just 

like that. Nah, that was the time for us to get challenge to be a creative 

teacher, to make games which really support them and make them like 

and enjoy the game. 

Interviewer:  What factors that can make the game successful? 

Interviewee: The first is the teacher‟s readiness about instuctions, good instruction. 

The second thing is students‟ participation. The third is, the material is 

also ready. So, those all are the parts of  teacher‟s preparation.  Also, 

for the forth is fairness, becasue sometimes there is unfairness and it 

affects students‟ mood.So, as much as possible, the instruction and the 

rule of game should be made as fair as possible. Whatever happen in 

class, although there is a chaos or other things, the teacher has to be 

able to handle it and gives a fair solution. It is because it really,,, 

hmmm,,, there are euforia in every group, and if they lose, they will 

demand for fairness. It is really important. 

Interviewer: Have you ever found obstacles during in applying the game? 

Interviewee: Yes. 



Pre-service Teachers’ Experience in Using Game at SWCU High School Salatiga 

38 
 

Interviewer: What was it? 

Interviewee: I thaught alone at that time. It was the comprehension question which 

were made in group. I myself was not ready yet, I just got the listening 

part on that day. So, the students who answer it wrong, I considered it 

correct. I thought it by myself, and because I was not ready, I gave 

another answer, but the answer was also wrong. Tthere was when they 

really demanded and thought that I was not wise. I was not ready amd I 

felt embarassed because they saw that I did not do enough preparation. 

Interviewer: Any other else? 

Interviewee: Hmm... What was it...? Usually, in a big group, there were one ore two 

passive students, and sometime there was also a students who 

disturbed me because they did not want to participate. Maybe that was 

the weakness of big grouping compared to peer group, because if it is 

in peer, they have to give contribution and speak no matter what. 

Interviewer: When I observed your teaching, I saw your ball game. You used 

punishment that time, right? 

Interviewee: Yes. 

Interviewer: Why did you use it? 

Interviewee: They were not messing around and knew that if they were wrong or 

did not listen to the explanation, there would be the consequences. 

Interviewer: Did you use punishment in your every game? 

Interviewee: Not every game. 

Interviewer: Why? 

Interviewee: I think that punishment is more apropriate for things like,,,,,. That time 

I used a ball with noun phrases. When one of them did wrong, they 

should get punishment to make them learn from their mistake “Oh, it is 

not like that. The correct answer is like this.”  

 Then, for big group, I usually do not use punishment because I think 

that if it is in big group, all of them are certainly participate. All of 

them surely contribute their thoughts and for this, I like to give reward. 

Apreciation for their participation.  

Interviewer: In choosing game, does the material affect you to choose the game? 

Interviewee: It really does, because this game adjust the material. It is not the 

material that adjust the game.  
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Interviewer: Do you have your own characteristic/determination? For this material, 

the game is supossed to be like this, and for that material the game is 

supossed to be like that. 

Gak. Harusnya kalau game itu wataknya fleskibel, bisa untuk apa aja. Jadi game itu 

yang benar-benar meyesuaikan materinya. Karena yang namanya game 

kan bisa dalam bentuk apa pun, dan kreasi kita sendiri, jadi ya benar-

benar menyesuaikan materinya. 

Interviewee: No. The characteristic of a game has to be flexible, can be used for 

everything. So, game is the one that relly adjusts the material because 

game can be made in many form with our own creation. It really 

adjusts 

Interviewer: So the game can adjust the material. How long did you take to do your 

game? 

Interviewee: 5-10 minutes. The longest was 15 minutes. 

Interviewer: Has your game ever deviated from your plan? 

Interviewee: So far, it does not deviate. 

Interviewer: So, you never experience an obstacle like the game take longer time 

than your plan  and continue to the activity? 

Interviewee: No. 

Interviewer: Do you have  suggestio to make the game goes like what you have 

planned? 

Interviewee: A game, to make it does not take too long time, we should keep 

reminding the students because they tend to play game and become 

lazy to back to the lesson, whereas the game is only a small part. So we 

should. as a teacher, sometimes see if there is something,,,, what is 

it....? We feel the euphoria so, “Oh, okay, okay” But I thnik the teacher 

should encourage them “Come on, the time is over”, to make them 

discipline. If we give them time tolerance, 1-2 minutes is enough, more 

than enough. 

 


