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ABSTRACT

Nisa, Zahrotun. (2026). Improving Students Speaking Competence through
Baambozzle Collaborative Digital Games at the Eighth Graders of MTsN 1
Bojonegoro. Skripsi, English Education Dapartement, Faculty of Language
and Art, IKIP PGRI BOJONEGORO, Advisor (1) Chyntia Heru Woro
Prastiwi, M.Pd., (I1) Dr. Moh. Fuadul Matin, S.S., M.Pd.

This study aimed to describe how the implementation of Baamboozle
Collaborative Digital Games helped eighth-grade students overcome speaking
barriers and improve their speaking competence at MTsN 1 Bojonegoro. This study
employed Classroom Action Research (CAR) based on the Kemmis and McTaggart
model. The participants were 36 students of class VIII A. The data were collected
through observation, interviews, field notes, and speaking tests. Students’ speaking
competence was assessed based on four aspects: grammar, fluency, pronunciation,
and vocabulary.The findings showed that the implementation of Baamboozle
Collaborative Digital Games successfully improved students’ speaking
competence. In Cycle I, the mean score was 69, and 19 students (52.8%) achieved
the minimum mastery criterion. After revising the teaching strategy, the mean score
increased to 80 in Cycle 11, and 28 students (77.8%) achieved the minimum mastery
criterion. The implementation of Baamboozle also encouraged students to
participate more actively, increased their confidence, and reduced their speaking
barriers during classroom activities. In conclusion, the implementation of
Baamboozle Collaborative Digital Games effectively improved the speaking
competence of the eighth-grade students at MTsN 1 Bojonegoro. Therefore,
Baamboozle can be used as an interactive learning medium to support students’
speaking development in English language learning.

Keywords: Baamboozle Collaborative Digital Games, speaking competence,
classroom action research.



ABSTRACT

Nisa, Zahrotun. (2026). limproving Students Speaking Competence through
Baambozzle Collaborative Digital Games at the Eighth Graders of MTsN 1
Bojonegoro. Skripsi, English Education Dapartement, Faculty of Language
and Art, IKIP PGRI BOJONEGORO, Advisor (1) Chyntia Heru Prastiwi,
M.Pd., (1) Dr. Moh. Fuadul Matin, S.S., M.Pd.

Penelitian ini bertujuan untuk mendeskripsikan bagaimana penerapan
Baamboozle Collaborative Digital Games membantu siswa kelas VIII mengatasi
hambatan dalam berbicara serta meningkatkan kompetensi berbicara mereka di
MTsN 1 Bojonegoro. Penelitian ini menggunakan metode Classroom Action
Research (CAR) berdasarkan model Kemmis dan McTaggart. Subjek penelitian ini
adalah 36 siswa kelas VIII A. Data dikumpulkan melalui observasi, wawancara,
catatan lapangan, dan tes berbicara. Kompetensi berbicara siswa dinilai berdasarkan
empat aspek, yaitu tata bahasa (grammar), kelancaran (fluency), pelafalan
(pronunciation), dan kosakata (vocabulary).Hasil penelitian menunjukkan bahwa
penerapan Baamboozle Collaborative Digital Games berhasil meningkatkan
kompetensi berbicara siswa. Pada Siklus I, nilai rata-rata siswa adalah 69, dan 19
siswa (52,8%) mencapai Kriteria Ketuntasan Minimal (KKM). Setelah dilakukan
perbaikan strategi pembelajaran, nilai rata-rata meningkat menjadi 80 pada Siklus
I, dan 28 siswa (77,8%) berhasil mencapai KKM. Penerapan Baamboozle juga
mendorong siswa untuk berpartisipasi lebih aktif, meningkatkan kepercayaan diri,
serta mengurangi hambatan berbicara selama kegiatan pembelajaran di
kelas.Berdasarkan hasil penelitian tersebut, dapat disimpulkan bahwa penerapan
Baamboozle Collaborative Digital Games efektif dalam meningkatkan kompetensi
berbicara siswa kelas VIII MTsN 1 Bojonegoro. Oleh karena itu, Baamboozle dapat
digunakan sebagai media pembelajaran interaktif untuk mendukung pengembangan
kemampuan berbicara siswa dalam pembelajaran bahasa Inggris.

Kata Kunci: Baamboozle Collaborative Digital Games, kompetensi berbicara,
penelitian tindakan kelas.
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CHAPTER I
INTRODUCTION

A. Background of the Study

English has become one of the most important languages in the world,
serving as an international tool for education, technology, and business. In
Indonesia, English is recognized as a foreign language and is taught as a
compulsory subject at junior high school and senior high school levels whereas
at the elementary school level it is considered a local or elective subject
depending on each school's curriculum policy (Laia et al., 2020).

A primary purpose of English teaching in Indonesia is to help students
communicate smoothly and effectively, both in spoken and written forms.
Among the four language skills: listening, speaking, reading, and writing,
speaking has a particularly important role because it enables learners to express
their ideas, opinions, and feelings in various everyday situations. However,
many students still face challenges in developing their speaking competence,
especially in the context of learning English as a foreign language (EFL) in
Indonesia.

According to the Indonesian national curriculum, English learning is
intended to communicate effectively in both oral and in writing, and to actually
be able to use English to speak and write, not just to memorize. English is a
language that allows children to look around the world for information and to

deal with today's modern events. Thus, students are required not only to master



the four language skills of listening, speaking, reading, and writing but also to
have confidence and critical thinking abilities, communicating according to
their real needs. In the free curriculum, English learning increasingly
emphasizes the importance of adjusting materials to students' characteristics,
using interactive learning media, and giving meaningful assignments that
follow communication situations in daily life (Muslim, 2023).

English is considered a complex language because it places a strong
emphasis on grammatical structures and the accuracy of their use in both
spoken and written communication. To master English, learners are required to
understand its grammar, acquire sufficient vocabulary, and develop proper
pronunciation. Inthe process of learning English, students are expected to gain
comprehensive control over all of these linguistic components (Anggoro,
2019).

Mastering speaking skills is essential because it helps learners express
their ideas confidently and communicate effectively in English. This is
important because English functions as an international language. In today’s
interconnected world, English proficiency is a crucial skill that supports

students’ academic growth and future opportunities (Arif & Narotama, 2023).
Furthermore, mastering English enables students to access the latest
developments in their fields of study, broaden their intellectual insights, and

contribute meaningfully to global academic progress (Arif & Narotama, 2023).

To communicate well, a student must master language skills that include

several elements. “speaking skill requires the integration of several language



components such as pronunciation, vocabulary, fluency, and grammar, which
young learners often struggle to master simultaneously (Nikmah & Anwar,
2021).This indicates that speaking involves not only producing words but also
coordinating linguistic aspects.

Saragih et al. (2024) add that speaking difficulties among EFL learners
often stem from vocabulary limitations, lack of confidence, and insufficient
practice time provided in the learning environment. Thus, the ideal process of
learning to speak must devise an appropriate strategy to overcome these
obstacles while taking into account the student's specific conditions

In classroom practice, many junior high school students still face
challenges when they are required to speak English. Common obstacles include
limited vocabulary fear of making mistakes of mispronouncing and low
confidence speaking in front of their pers. Nikmah & Anwar (2021) said
”young learners tend to hesitate to speak English because they are afraid of
being judged by their peers or making pronunciation errors during classroom
activities”. This psychological condition prevents students from speaking even
when they actually understand the material. In addition, traditional and teacher-
cantered teaching methods also contribute to student low speaking ability.

Previous studies indicated that game-based media can help improve
students' speaking ability in EFL context of elf Rijal and Rahman (2022).
Therefore, the researcher intends to implement Baamboozle as a game-based
learning platform to support students’ speaking competence through interactive

and collaborative learning activities. The use of this application aims to



increase students’ learning motivation through a Game-Based Learning (GBL)
approach, in which games are integrated into the teaching and learning process
(Surahmat, 2025) Digital games can be used as additional tools to monitor the
learning and development of students during the learning process. Among the
online games that can be used in study activities is bamboozle (Karya et al.,
2022). However, studies investigating the implementation of Baamboozle to
improve students’ speaking competence at the junior high school level remain
limited. Therefore, this study seeks to address this research gap.

In the context of Madrasah Tsanawiyah Negeri (MTsN), the selection of
learning media needs to be adjusted to students’ characteristics, as they tend to
be more active when learning is presented in an interesting and non-
monotonous way. One medium considered relevant is Baamboozle, an online
game-based platform that can support collaborative learning activities.
Through Baamboozle, teachers can design various speaking activities that are
aligned with the curriculum materials, such as describing daily activities,
expressing opinions, and answering simple questions orally.

The use of Baamboozle allows students to learn in groups, creating a
more lively and less stressful classroom atmosphere. This condition helps
reduce students’ fear of making mistakes, increases their self-confidence, and
encourages them to support one another in the learning process. Therefore, the
implementation of Baamboozle in MTsN classrooms is expected to create a
more enjoyable learning environment while also helping to improve students’

speaking competence and participation in English learning.



Although the curriculum expects students to be able to speakl English
with confidence and effectiveness, many students are still unable to achieve
this because of the limitations of vocabulary, a lack of confidence, fear of
making errors, and the dominance of teacher cantered learning. This gap
between curriculum expectations and classroom realities indicates the need for
appropriate learning strategies to improve students’ speaking competence.

Solutions to overcome the gap between the demands of the new
curriculum and the students' ability to speak in class need a more fun,
collaborative learning strategies that align with student’s characteristics. The
free curriculum emphasizes the use enjoyable learning media contexts
(Muslim, 2023). In addition to that studies, other studies suggest that speaking
constraints such as limited vocabulary, anxiety in speaking, and low self-
esteem can be overcome through enjoyable study activities that emphasize
recurring and collaborative practice (Nikmah & Anwar, 2021). One medium
that may support this is bamboozle collaboration on an online game platform
from the web that allows students to learn in collaborative ways through
interactive gaming activities. Bamboozle has proven effective as a learning tool
that increases student participation and makes learning more interesting and
engaging (Karya et al., 2022).With its easily accessible and group-based game
features, this platform provides more opportunities for students to practice
speaking in a relaxed and enjoyable atmosphere.

Speaking is a key skill in English learning because it allows students to

convey their ideas, opinions, and feelings orally. In the curriculum, students are



expected to use English as a tool for effective communication. However, this
expectation is not always reflected in real classroom situations. Based on
preliminary observations at MTsN 1 Bojonegoro, many students still encounter
difficulties in speaking English. Most of them have limited vocabulary, lacked
confidence, and felt anxious when speaking in front of the class. They often
worry about making mistakes and being evaluated by their classmates.
Moreover, speaking activities are still largely dominated by teacher-cantered
instruction, which limits students’ opportunities to practice speaking actively.

This situation shows a gap between the learning objectives stated in the
curriculum and the actual classroom practice. Consequently, students’ speaking
competence has not developed optimally, particularly in terms of vocabulary,
pronunciation, fluency, confidence, and classroom participation. Therefore, a
learning medium that can motivate students to speak in a more supportive and
enjoyable atmosphere is urgently needed.

Baamboozle is considered one of the learning platforms that can respond
to this problem. It offers game-based and collaborative activities that encourage
students to practice speaking in groups through interactive tasks. The use of
Baamboozle can create a more relaxed learning environment, reduce students’
anxiety, and increase their willingness to participate in speaking activities. For
this reason, this study focuses on the implementation of Baamboozle as a
learning medium to improve students’ speaking competence at MTsN 1
Bojonegoro. Speaking competence in this study includes vocabulary,

pronunciation, fluency, confidence, and classroom participation. Therefore, the



implementation of Baamboozle is expected to help students improve their
overall speaking competence through meaningful and interactive learning
activities.
B. Research Problems
1. How does the implementation of Baamboozle-based learning media in
teaching speaking for Grade VIl students?
2. How is the improvement of speaking competence of Grade VIII students
after learning using bamboozle medium?
C. Research Objective
1. To describe the implementation of Baamboozle-based learning media in
teaching speaking for Grade VIII students.
2. To investigate the improvement of speaking competence of Grade VIII

students using bamboozle medium.

D. Significances of the Study

1. Theoretical Significances

Theoretically, this study is expected to contribute to the development
of knowledge in the field of English language learning, particularly
regarding effective strategies for improving students’ speaking competence.
The findings of this study may provide a better understanding of how
interactive media and collaborative learning can support the development of
various aspects of speaking competence, including vocabulary,
pronunciation, fluency, and confidence. Furthermore, the results of this

study are expected to serve as a theoretical reference for future researchers



who are interested in enhancing students’ speaking competence in the

context of EFL learning. Practical Significances

a. To Researchers

It is hoped that this study will serve as a reference for future
researchers who want to investigate the development of student
speaking competence through interactive media or collaborative
learning models. In addition, the results and procedures of this study
can be used as a reference for designing advanced studies that have a

different focus, learner characteristics, or school environments.

b. To Teachers

For a teacher or educators, this study can provide insights into how
interactive media and collaborative learning can be used to enhance
students' speaking abilities. Through the findings of this study,
educators can obtain references for choosing strategies and approaches
that are aligned with students' needs, so that speaking learning can be
more effective and support the growth of students' confidence and
participation in class.

2. Pedagogical Significances
This study provides pedagogical benefits by showing how the use of
Baamboozle and collaborative learning can support the teaching of speaking
in the classroom. The findings of this study may help teachers understand
an effective way to improve students’ speaking competence. Through this

strategy, students can be encouraged to participate more actively in speaking



activities, increase their vocabulary, build confidence, and express their
ideas more clearly. In addition, this study can be used as a reference for
teachers in designing interesting learning activities that give students more
opportunities to practice speaking. It is expected that the results of this study
can support meaningful and student-centered learning in line with the goals
of the Merdeka Curriculum.
E. Delimitation of the Study
The study was limited to examining the eighth graders’ speaking
competence at MTsN 1 Bojonegoro. The focus of the research is solely on the
use of Bamboozle media, which is applied through collaborative study activities
to help improve students' speaking ability. The observed aspects of speaking
include vocabulary, fluency, enunciation, and self-confidence. The study does
not include any other language skills and does not use any learning medium other
than bamboozle. These limits are set to keep the research focused and to align
with the goals that one aims to achieve.

F. Definition of Key Terminologies

1. Speaking Competence.

Speaking competence refers to students’ ability to express ideas
orally through direct communication activities in the classroom
(Nurhayati, 2020). Speaking competence involves the appropriate use of
vocabulary, language structures, and pronunciation during interactions
(Sosas, 2020). In this study, speaking competence is defined as the ability

of the eighth graders at MTsN 1 Bojonegoro to express ideas verbally by



10

demonstrating adequate in vocabulary, fluency, pronunciation
(enunciation), and confidence
Bamboozle

Bamboozle is an online game-based learning platform that allows
teachers to create interactive, collaborative, and engaging classroom
activities that can be used in classroom instruction (Al et al., 2022). Inthis
research, Bamboozle is defined as the digital medium used to facilitate
collaborative speaking activities to help students develop their speaking
competence through the improvement of vocabulary, pronunciation,
fluency, and confidence.
Collaborative Learning

Collaborative learning refers to learning activities in which
students work together, support each other, and participate actively in
group-based tasks. In the context of this study, collaborative learning is
aligned with the principles of the Merdeka Curriculum, which emphasizes
enjoyable, student-centered, and interactive learning activities (Muslim,
2023). (Nikmah & Anwar, 2021) highlight that “collaborative and repeated
speaking practices help students reduce anxiety and build confidence”. In
addition, Bamboozle as described by Karya et al. (2022), provides a digital
platform where students can learn through team-based, interactive games.
In this study, collaborative learning is defined as students working in

groups during Bamboozle activities to practice speaking, discuss answers,
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support one another, and improve their speaking competence through
active interaction and communication in English.
Games-Based Learning (GBL)

Game-Based Learning is an instructional approach that integrates
games into the learning process to enhance students’ motivation and
engagement (Surahmat, 2025). In this study, GBL specifically refers to the
use of digital games integrated into speaking activities through the

Bamboozle platform.
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