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ONLINE INTERACTIVE GAME-BASE 
USERS' PERCEPTIO~~isH LANGUAGE LEARNING (IELL) IN I) 

INTEGRATED ENINTERMEDIATE LEVEL 

Listyaning Sumardiyani, Laily Nur Affini, Ajeng Setyorini 
(laily _naffi@yahoo.com) 

UNIVERSITAS PGRI SEMARANG 

This study explores on designing an Integrated Eng~sh Langua]e Leam;ng ~IEL;~ model,_ creating 
online a mes and investigating game users' perceptions to~ar comp~ er- ase . interactive game 
manife~ ted in on.line games. The games serve virtual learrung ~~tenals as onl~ne sources. They 
are created with an aim to perfo rm benefits for studen!s as digital le~rners, m order to make 
them able to fos ter their language learning in a free diStance educ~hon th~t can be accessed 
from any locations. Furthermore, since the learning materials are an mtegration of multimedia 
manifested in online games, the games become an apflied ~pproach that works to ~tilize and 
enhance students' language retention. Another benefit retamed ~rom te~chers that 1s to vary 
their lesson presentation styles and providing a learning _opporturuty outs1~e th~ classroom. The 
online o-ame is integrated and structured in language skills: Vocabulary, Listemng and Reading 
which ~re designed for intermediate level. The investigation focuses on carrying on the trial of 
the games on the web, analyzing and figuring out users' perception toward the online games. 
Detailed scopes of the investigation are obtaining information about: the kind of game that the 
respondents are m.ost attracted to play, the user interface, learning English with online games, 
the most interesting educative game on JELL, the statement of level of appropriateness proposed 
to users a~d the most favorable kind of online games in learning English. This study employs 
pre-expenmental research method. The population of this research is English learners in 
intermediate level, th~ fir~t semester students of English Department of University of PGRI 
Semarang. Data collect10n 1s conducted through an online questionnaire survey as the instrument 
and there are 160 game users as the respondents. 

Keywords: In tegrated English Language Leaners (JELL), online games, Intermediate level. 

1. BACKGROUND OF THE STUDY 

Basically people like something fun and one 
of th~activities is playing. When they are happy 
play1_ng a game, they enjoy and are willing to 
provide their time for hours and do ·t . , 1 agam 
repeatedly . A lot of games entertain us and one 
of them is onJine game. The game can be played 
by people at alJ ages and played in- G bo 

1 
. , ame y, 

pay station, computer and laptop. 
We could see wl . 

f th 
' 1en we get tn an intemet 

ca e, e average of . . t V1s1 ors are students and th 
~:eJ cozy being_ th~re for hours. This conditi:~ 

s become an md,ca tion of addiction for th em, 
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because they play games for hours. 
Tribunews.com informed that many students 

skipped from schools. On 22 January 2014, 
another news from tribunews.com supports the 

previous news, informs a negative effect on 
playing online game. It was reported that a 
vocational high school students stole a wallet 

from a shop in order to get money to pay the 

rent of a booth in internet cafe to play game. 
The situations described previously that 

there is less time owned by students to study and 
. d t it oes not guarantee that they will use the res 

of their time to study. This reality has becomes a 
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employs pre-experimental research method . The 
trial is conducted five times in a language 
laboratory supported by online access. The 
population of this research is English learners, 
the first semester students of English Department 
of Universitas PGRI Semarang. Six classes are 
participated in this study. Data collection is 
conducted through an online questionnaire 
survey as the instrument and there are 160 game 
users as the respondents. After data collection 
is acquired, the data is analyzed and interpreted. 
The interpretation of the data is then described, 
in order to answer the investigation. 

4. RESEARCH FINDINGS 
These findings are derived from the last 

stage of the second year of a multi year research. 
The investigation focuses on figuring out the 
users' perception toward the application on 
computer-based interactive game manifested in 
online games. There are six main proposed 
questions on an online questionnaire that was 
filled out by 160 respondents as the game users. 
Those questions provided information about 
users' perception toward the application of 
Integrated English Language Learning (JELL) 
online games on the web. The detailed result of 
the investigation is elaborated from game users' 
perspective, including: the kind of game that the 
respondents are most attracted to play, the user 
interface, learning English with online games, 
the most interesting educative game on IELL, 
the statement of level of appropriateness 
proposed to users and the most favorable kind 
of online games in learning English. 

The data gathered from the respondents' 
responses, they mentioned that the kind of game 
as the most attractive game to play is adventure 

game, with 52.5% of the respondents stated as 
such. Other 21.3% respondents chose Educative 
game in the second pJace. The next responses 
pJaced in the third place is Strategy game with 

18.8% of responses. Then the fourth place goes 
to Word game that acquires 11.9%. Racing game 
belongs to the fifth position with 8.1 % and 

followed by the sixth position that is Story 
with 6.3%. The least attracted attractive garne 

I . garne 
to play is Role P ay game with the respons 

esof 
1.3%. 

The respondents mentioned that the 
. . . user 

interface on the onlme games 1s interesting. It . 
th .. fh lS proven that e rnaJonty o t erespondents With 

95% of them agree to say so. Only a small number 
of 5% of the respondents consider that the 
interface is not interesting. 

From the data gained in this research, it can 
be briefly conveyed that learning English With 
computer games become more interesting. After 
conducting the trial with the online games, most 
of the respondents agree that it becomes more 
interesting to learn English with online games. 
The data informs that 51.9% respondents are 
strongly agree, 46.9% informs that they agree, 
0.6% respondents disagree and 0.6% respon
dents are strongly disagree. 

From the trial conducted by the respon
dents, the most attractive IELL game to play in 
the vocabulary game is Shoot the Word game 
and it reaches 31.9 %. The second most favored 
game with 31.3%, is Matching game. For the 
third place, it is still within the vocabulary game 
that is Drag and Drop with 24.4%. The game 
for listening skill comes to the fourth place with 
8.8% and the last position is 3.8% that belongs 
to Reading skill. 

The researchers would like to figure out that 
the proposed level of the materials for, in 
Intermediate level is suitable for the users or not. 
The users mentioned on the data that 75% of 

the respondents agree that the level is suitable 
for them. There are 25 % respondents who also 
mention that they are strongly agree to that the 
level is also suitable for them. There are merely 

8.8% of respondents who disagree with the 
statement and there is only 0.6% of the 

respondents' mention that they are strongly 
disagree. 

To the best of the respondents' knowledge, 

the top ten proposed online games matching fo~ 
them to play in attaining language learning are. 

360 / Proceeding International Conference of Teaching English as a Fo • L 
reign anguage 



coNCLUSION 
t; . 
• n,._• 1.tr,~"•' t~' ~kills u~c·d in o lllit"I(' 

• • g,i me~ for 
, -..tL~ r.1tt,f I r~l, ~h 1 .. rn~ ••' ~~ 1 o,, niin,, (IF! I ) 
I ·c . . n , - ~ d r l' 

-,rul,H'\ ' (j~lcnmg ,m d R('rl din,.t V b 
, l' ' . · Yi · ocn ulnry 

n,c , ... < n.· .1 tc·d rnt 0 t h rC'1..' differ , l 
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The mos t a ttra cti ve ga tn e to 1 . pay I S 

\dn~nture ga m e . The u ser interface of JELL 
,nl,nc ~ame:s on the web is interesting Le . 
t 1 

. , • • • arrung 
Enpish " ,th online ga m es are more interesting 

Jnd the most attractive JELL game to p1ay is 

n.x:.a t,ulary game particularly Shoot the Word 
fame. The s tatement ]eve] of appropriateness 

proposed to the users is suitable. The top ten 
proposed games that the users consider suitable 
t ci pla~· ar e: Voca bulary game, Matching game, 
Oragand Drop ga me, Educative game, Listening 
fame, Adventure game, Shoot the Word game, 
Crossword game, puzzle game, Reading game. 

Since todays' learners are familiar with 
computer a nd gadget, digital learners are 
tedmoiogy savvy with computer and internet. 

Most of the respondents are welcome with this 
tool as a free source to be manifested online on 

the web and to enhance their language learning. 
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