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1. BACKGROUND OF THE STUDY

Basically people like something funand one
of theactivities is playing. When they are happy
playing a game, they enjoy and are willing to
provide their time for hours, and do it again
repeatedly. A lot of games entertain us and one
of them is online game. The game
by people at all ages and pl
play station, computer and |

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 thﬁltli
vocational high school students stole a wa lfe
from a shop in order to get money to pay !
rent of a booth in internet cafe to play game: t

The situations described previously thad
there isless time owned by students to study f:st
it does not guarantee that they will use thees )
of their time to study. This reality has becom™

can be played
ayed in; Gameboy,
aptop,

We could see, when we gt
cafe, the average of visitors are ¢
feel cozy being there
has become

't In an internet

tudentsand they

for hours. This condition

an indication of addiction for them,
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concern for educators, because students ca
focus tO study. From the problem that omu:n‘_)t
society, educators feel need to be Creat_w'ﬁ‘_n
reaching to students. It is not the time to t;:ﬂr:
hat teaching only in classrooms is the best v
to transfer knowledge. They need to be ablei
adjust the development of times dealing witf\
the usage of computers and technology, inte-
grated with students interest in learning through
computer games. Then it is aimed that Educat(is
could shift the negative into positive environ-
ment, students could study through computer
games.

Through playing computer games, students
could learnanything and one of themis learning
English In learning through computer games,
students could study and still could gainthe fun

in playing games that integrated with English
materials in Intermediate level.

2. REVIEW OF THE RELATED
LITERATURE

21 Integrative English Language Learning

Integrated and Interactive - Integrative
English Language Learning (IELL) is a coined
term for a research title proposed by team.
Language skillsare integrated inthis interactive
game design. The skills are combined and
developed an educative English game. There are
computer responses for game players in playing
this education game. This game is related to
English language learning asa foreign language
that focuses on intermediate level. The bottom
line is that the integrated language learning is
integrated with language okills manifested in
interactive computer game.

22 Computer-Based Instruction

Learning can be conducted by self (self
taught). Learners who want to exp'lc?re
something, like playing game, cando thils activity.
Game players defend the actor and figure out
how to win the game. Gamers should have had
knowledge about the game he or she plays and

proceed
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knows the strate
p_eople-tan pldy
time and they

gies to play and win the game.

and learn something at the same

can do it with

o a computer.
Mputers are not foreign object for people.

;:lmost everyone can operate a computer easil
_ order to assist people finishing jobs. Com g;
is a machine, especially desi edl“ - Con pu
informationcodzs, tY ES'I gnec o I!f\ampulate
to appear simp32uair§agziecromc e
ex i
(Gerlach, Ely, Melnick, 1980: 31;3). cperetion
In operating computers, all of things in
computers arebased on instruction done by ma-
('?hlnes. A machine that accepts and run
instruction that has been designed is called a
program or software. Instruction for a machine,
leads to a program called “software”. Computer
program instruction is a series of systematically
constructed commands that will guide the stu-
dents to master the program and make mini-
mum errors (Gerlach, Ely, Melnick, 1980: 395)
The experts of the field conduct the making
of game designs. Programmers develop the
computer programs and they have cooperation
with the teachers about the problems they found
in the field (Gerlach, Ely, Melnick, 1980: 395).
Someone who does not possess the skills to
use programming language can still use the
software the programmers made. The users of
software such as Memory Game Maker and
Gentence Game that can be used for language
learning and the teachers can use them to create
the game for their teachings. The game they
create can be adjusted with the students’ need
and skills, then the software can also be
integrated into the teaching material. There are
some game patterns that have been adapted in
education field by integrating them into the
teaching material. By using computer game
method, teaching materials can be inserted in a

fun way.

3. RESEARCH METHODS

: : ,
This research investigates on users

ption on language learning implemented

erce _
. in Intermediate Level and

through online games
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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 co]lection‘ 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 multiyear 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 (IELL)
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 place. The next responses
placed 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

360

followed by the sixth position that isStory

with 6.3%. The least attracted attractive

to play is Role Play game with the responses of
1.3%.

The respondents mentioned that the user
interface on the online games is i.nteresting Ttis
proven that the majority of the respondeng with
95% of them agree tosay so0.Only a sma]] Numbey
of 5% of the respondents consider that the
interface is not interesting,

From the data gained in this research, it cap,
be briefly conveyed that learning English with
computer games become more interesting, A fter
conducting the trial with the online games, mogt
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 [ELL 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 =
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CONCLUSION
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s created into three differe
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\atching game, Shoot the Word BAME and Dra o

nd Drop. and Memory game. |i,.;|t.,.,i,1g aned

geading games are created with myly iple
and yYes or ‘No" answer.

choice

The most attractive game to play is
yJdventure game. The user interface of EIELL
online games on _the webis interesting Learning
English with online games are more interesting
and the most attractive TELL game to play is

vocabulary game particularly Shoot the Word
game The statement level of appropriateness
proposed to the users is suitable. The top ten
proposed games that the users consider suitable
to plav are: Vocabulary game, Matching game,
Dragand Drop game, Educative game, Listening
game, Adventure game, Shoot the Word game,

Crossword game, puzzle game, Reading game.

Since todays’ learners are familiar with
computer and gadget, digital learners are
technology 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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