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ABSTRACT

Fajar Fadli, 2163121021. Developing Digital Eyewitness Game as a Media to
Teach Writing Recount Text for the Tenth Grade Students in SMA Negeri 1
Perbaungan. A Thesis, English Educational Program, Faculty of Languages
and Arts, State University of Medan, 2020.

The objective of this study is to develop digital Eyewitness game as a media to
teach writing recount text for the tenth grade students in SMA Negeri 1
Perbaungan. This study was conducted by using Research and Development
design through six stages; gathering data and information, need analysis,
designing materials and media, validating, revising (final product). The subject of
the study was tenth grade students and the English teacher in SMAN 1
Perbaungan. The data were gathered by reviewing documents, conducting
interview to English teacher and distributing questionnaires to X MIA 1
consisting of 35 students to get the students’ need. The interview and
questionnaire results proved that the students needed digital game as a media. The
developed reading materials were validated by two experts with the average
scores of 92 and 100, it shows that the digital Eyewitness game is valid and
suitable to be used for grade tenth students in SMAN 1 Perbaungan. The final
product can be downloaded from efllearning-tefl.blogspot.com.
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l. INTRODUCTION

Students in EFL countries need to acquire four essential skills as the basis
to be able to use English, these skills are listening, speaking, reading, and writing.
Karney (2014) argues that one goal of writing may be to preserve a place in the
precedence of ideas. It means that writing is a productive skill which expresses
message or ideas in symbols and letters. Writing is also one of the skills that is
expected to be mastered by students in the 2013 curriculum. One of the genres in
writing that is expected to be mastered is recount text. One of the basic
competences in the syllabus of the 2013 curriculum for tenth grade students is to
compose a short and simple recount text orally and in written, regarding historical
event, in accordance with the social function, generic structures, and language
features properly and in accordance with the context.

Teaching in general including teaching writing will be more effective by
using media. Dayton (1985: 25) argues that, teaching media can make the process
of teaching and learning to be more efficient, interactive, clear, and interactive.
Teaching media itself is a platform that help deliver the teaching materials to the
students. Based on its form, media is divided into two, conventional and digital
media. Sikarwar (2015) states that digital media is electronic media that works by
using digital codes to create digital audio, digital video or other digital content.
Digital media can produce a lot of end products including presentation, tutorials,
and game.

The development of technology is so rapid and expanses itself to various
fields including education. Buchori (2016) argues that the development of ICT is

very rapid this decade, it should be taken seriously in order to bring a positive



impact in print prospective educator who is professional and has good
characteristics. From that theory, it is expected that teachers should be able to
adapt to the development of technology and engage it in their teaching routines.
One of the teaching Kits that can be digitized is media. Therefore, teachers should
use digital media in their teaching process.

One of the digital media products is game. DGBL (Digital Game-Based
Learning) has risen in popularity. DGBL is considered to be the answer for the
drawbacks found in traditional education (such as lack of motivation and
confidence) (Felicia, 2011). Therefore, teachers are expected to eliminate these
problems by shifting from traditional or conventional way of teaching to digital
based, in this case adapting conventional educational game into digital form.

However, based on the reconnaisence data from the interview that had
been done by researcher with an English teacher in SMA Negeri 1 Perbaungan, it
had been found out that digital game had not been applied yet. Researcher visited
SMA Negeri 1 Perbaungan to interview the tenth grade English teacher to find out
whether there was any implementation of digital game. Based on the interview, it
can be implied that the teacher does not use any game in teaching recount text. It
can also be implied that the teacher is not aware that the use of game as a teaching
media is feasible.

Hence, researcher was intrigued to develop the Eyewitness game from a
conventional game to be in a digital form for the students of ten grade in SMA
Negeri 1 Perbaungan. This digital game was made based on the needs of the
students. This game was also made to be accessable from smartphone which

makes it more efficient to be used.



1. REVIEW OF LITERATURE
Teaching Writing

According to Harmer (2004) here are the tasks which teachers have to
perform before, during, and after student writing:

1) Demonstration
Students need to be aware of writing conventions and genre
constraints in specific types of writing, teachers have to be able to
draw these features to their attentions.

2) Motivating and provoking
Teacher can help, provoking the students into having ideas, enthusing
them with the value of the task, and persuading them what fun it can
be. It helps, for example, if teachers go into class with prepared
suggestions so that when students get stuck they can immediately get
help rather than having, themselves, to think of ideas on the spot.

3) Supporting
Students need a lot of help and reassurance once they get going, both
with ideas and with the means to carry them out.

4) Responding
When responding, we (teachers) react to the content and construction
of a piece supportively and often (but not always) make suggestions
for its improvement.

5) Evaluating
When evaluating our students’ writing for test purposes, we can
indicate where they wrote well and where they made mistakes, and we

may award grades; but, although test-marking is different from



responding, we can still use it not just to grade students but also as a
learning opportunity.
d. Recount Text
Rudi Hartono (2005: 6), defines recount text as a kind of genre used to
retell past events for the purpose of informing or entertaining. It provides the
audience with a description of what occurred and when it occurred. This will
give a description to the readers what occurred and when it occurred. It also is
a good or bad memory of the students or their experiences in past events.
Examples of recount text include eyewitness accounts, newspaper report,
letter, conversation, television interviews, and speeches.
1) Generic Structure and Language Features
Rosyadi (2011) states that there are three elements of generic
structures and some language features of recount text. Here are the
elements of the generic structures and language features of recount
text:

Table 2.1 Generic Structure of Recount Text

Generic Structure Function
Orientation Introducing the participant, place, and time
of the event
Events Describing series of event that happened in
the story
Reorientation Stating personal comment of the writer to
the story
Table 2.2 Language Features of Recount Text
Language Features Example
Introducing personal participant I, my group, etc.
Using chronological connection Then, first, etc.
Using linking items to do with time On Wednesday, tomorrow, etc.
Using action verbs Run, go, bring, etc.

Using simple past tense Ran, went, brought, etc.




2. Media
a. Definition of Media

In the context of education, Wati (2016: 3) states that media is something
that is reassuring the message and can stimulate the thoughts, feelings, and
willingness of the audience or students so as to encourage the learning process
in these students. In education, media is used to help transfer the material from
the teacher to students. At the same time, it also enhances the process of study
by intrigueing students’ curiosity, motivating them to engage with the lesson,
and keeping their interest and keenness up. Media can also provide a more fun
learning situation by creating a closer relationship between teacher and
students throught the usage of media and the excitement of students.
b. Learning Media

Media is indeed important in the teaching and learning process. Media is
one of the learning resources that can help student to understand the material.
Media is the communication tools, but there is some definition that said media
is an intermediatery tool. In a simple way, learning media can be explained as
a medium that contains elements of information or messages that are
instructional and can be used in a teaching process. Leslie J. Briggs (1991)
explains that media is the physical means of conveying instructional content
books, films, video tapes, slide-tapes. He also says that media can give
stimulus for student in process of learning Manurung, (2013).

Manurung (2013: 14) stated that NEA (National Education Association)
also clarifies that media can be separated into two kinds based on its nature,

they are media as a mean of communication in print form and media as a



mean of communication in audio visual including technology and its
hardware. It means that media can be divided into two kinds. The first one is
conventional printed media for example textbook or other media that use
paper or other printable materials as the tool. The other kind is digital media
that is based on technological devices for example power point presentation
slide, video, etc.

So, learning media is a medium or a platform that help teacher to deliver
material to the students easily and enhance the process of learning for the
students which can be seen, heard, or touched whether it is printed or in digital
form.

d. Digital Media

Sikarwar (2015) states that digital media is electronic media that works by
using digital codes to create digital audio, digital video or other digital
content. This is contrast to analog media, older technology which uses a
constinuous signal. Digital media can be used to produce a variety end
products, including:

1) Presentation

It can help the process of presenting the ideas by providing the layout of

the information presented. It can be made digitally by using softwares

such as Microsoft PowerPoint or Prezi.

2) Tutorials

University of Bristol gives a definition for tutorial as a self study activity

designed to teach a specific learning outcome. They are usually delivered



via Blackboard but can also be made available via the Internet or on a
DVD.
3) Simulations
With the advent of the computer age, digital simulation provides effective
virtual learning experiences for learners in many fields, such as medicine,
police training, engineering, physics, the military and aviation (Gibson,
2009).
4) Games
Digital game based learning (DGBL) refers to any form of use or
integration of game into a learning environment in which the game
plays a central role and is itself a digital (computer or console) game.
May refer to serious games, curriculum in which the students design their
own game, or COTS GBL (Van Eck, 2009).
5) Web pages
Professional Learning Board (PLB) argues that educational websites can
include websites that have games, videos or topic related resources that act
as tools to enhance learning and supplement classroom teaching.
e. Digital Game as a Learning Media
As stated by Buchori (2016), game is one thing that is liked by children.
The nature of game which is an activity aimed for entertainment interests kids
and attracts their attention. According to Masterman (1999), learning requires
hard work and sometimes will make students frustrated and lose focus, it

results to them losing their attention to the lesson. Therefore, game can be a



solution to create a comfortable situation for children which can make them
regain focus to the lesson.

In the e-book "Learning in Immersive worlds A review of gamebased
learning”, Sara de Freitas (2006) explains some of the functions of the game,
namely: (1) to motivate and engage learners in learning activities (2) to train
skills or assignment (3) to provide therapy to relieve pain and cognitive
difficulties (4) to play the role of a particular job and profession prior to
practice in real life (5) to empower learners as a writer and producer of
multimedia, mixed media and contentbased games.

Ebner and Holzinger (2002) explains that a computer based educational
game can increase student interest in learning. Further educational games can
also improve motivation to learn (Yee et al. 2009). Garris (2002) states that
games with mobile can make student have more motivation at learning any
lesson. Then, Cheng et al. (2012), shows student made high motivation,
engagement and learning through digital.

In conclusion, in this modern and digital era, teachers should adapt and be
able to use and incorporate technology into their teaching routines including
media. One of the ways to do it is through the use of digital game which is
very favored by the students and can effectively increase their motivaion and
engagement to the lesson.

f. Developing a Media

Teachers should be able to pick and choose a media that can be used in the

process of teaching. More than that, teachers should also be innovative and

may try to develop their own media which they see fit to be used. Sanjaya



(2007: 77-74) states some principles that will guide teachers in creating a
media:

1) The media is designed to facilitate the participants learn in an effort to

understand the subject matter.

2) The media used by teachers should be appropriate and directed to

achieve the learning objectives.

3) The media design must be in accordance with the material.

4) Learning media must be in accordance with the interests, needs, and

condition of students.

5) The media use should concern on the effectivity and efficiency.

6) The media should be in accordance with the ability of teachers to use it.
g. Media Evaluation

In the process of media development, evaluation is needed to gain the best
result of the product. In evaluating a media, it is important to know to what
extent we need to develop it and what the criterias are. Asemota (2015: 315)
provided nine criterias to be implemented in selecting media, those are:

1) Must be relevant to the instructional objectives

2) Must be relevant to the students nature and characteristics

3) Must be relevant to students background

4) Must be understood by the teacher

5) Must be allocated appropriate time

6) Must be suitable to the instructional strategies

7) Must be relevant to the content and concept being learnt

8) Must be motivational



9) Must be conspicuous
3. Needs Analysis

The analysis of target needs focuses on three areas: necessities, lacks, and
wants (Hutchinson & Waters, 1987). Necessities are what the learners need to
know in order to function effectively in the target situation. Then, finding out
the learners® lacks, ones can examine what the learners have known already.
The information about what the learners have known already is the base to
determine what necessities that the learners lack of. Analyzing learners® wants
is related with questions such as —what do the learners wish to learn?

In addition to the analysis of target needs is the analysis of learning needs.
The analysis of learning needs tries to figure out anything needed to carry out
the instructional process. It focuses on figuring out what the learners need in
order to learn the language (Hutchinson & Waters, 1987).

3. Eyewitness Game

Eyewitness is a game created by Jill Hadfield in her book Advanced
Communication Game (1996). Hadfield stated that this game is a type of
activity which includes the whole class and is an information search. The
function of this game is to practice the use of past and past perfect tense along
with sequence connectives.

In the original idea by Hadfield (1996), the game may be played with 8 —
15 students. If you have more than 15, form two groups. Copy a role card and
a map for every students in the class. If you have fewer than 15 students in the

class, make sure you include the first eight cards. Give out the role cards and



the maps and allow the students time to read and absorb the information and
ask questions if necessary.

I11. RESEARCH METHODOLOGY

This study used Research and Development (R&D) to develop a new
eduucational product based on the need analysis. It adapted the R&D research
method by Gall, Gall, and Borg (2003) who stated that educational R&D is an
industry-based development model in which the findings of the research are
used to design new product and procedures, which systematically field-tested,
evaluated, and refined to meet the specified criteria of effectiveness, quality or
similar standards. The subjects of this research are the tenth MIA 1 class and

an English teacher in SMA Negeri 1 Perbaungan.

(AVAS DATA ANALYSIS, FINDINGS AND DISCUSSION
A. Findings
Here is the data that were obtained from the questionares:
Table 4.1 Students’ Needs

No. Questions Choices

Goal
1.  Being able to compose a recount text based on the a. Yes = 80%
proper social function, generic structures, and language  b. No = 20%
features is my goal in learning recount text.
Necessities / Needs
2. | need to be able to produce a recount text based onthe  a. Yes =89%
correct chronological order. b. No=11%
3. Media is necessary for me to learn recount text. a. Yes = 89%
b. No =11%
4.  Being able to explain an event in a good chronological a. Yes = 86%
order is important in using English. b. No =14%
Lacks
5. I have experienced difficulties in learning recount text. a. Yes = 86%
b. No = 14%
6. | understand recount text very well. a. Yes = 34%
b. No = 66%




7. lam active in the process of learning recount text. a. Yes=31%
b. No = 69%
8 I use media in learning recount text. a. Yes=37%
b. No = 63%
9. I can write a recount text with good chronological order.  a. Yes = 34%
b. No = 66%
Wants
10. I want to use interesting media in learning recount text.  a. Yes = 86%
b. No =14%
Input
11. I want to learn recount text by using the story of "The a. Yes = 86%
Battle of Surabaya". b. No = 14%
12. | want to use game in studying. a. Yes = 89%
b. No=11%
13. 1 want to use the Eyewitness game in learning recount a. Yes = 86%
text. b. No = 14%
Procedures
14. Learning recount text by using digital game a. Yes = 83%
(Eyewitness) interests me. b. No=17%
15. 1 want to use digital game that | can access by usingmy  a. Yes = 89%
smartphone. b.No=11%
Settings
16. | like to use colorful digital game. a. Yes = 80%
b. No = 20%
17. 1like to have the story to be presented in the game. a. Yes = 89%
b. No =11%
Learners’ Role
18. When I learn, it is better for the students to actively a. Yes = 89%
engage with the material directly. b. No=11%

After getting the data from the questionares about the students’ needs.
Researcher further developed the media through 3 steps namely mock-up
stage, content and concept, and prototype. After creating the prototype, it will
further be validated by the experts who are a lecturer in UNIMED and the
English teacher in SMA Negeri 1 Perbaungan. Here is the result of the

validation.




Table 4.2 Experts Validation: Lecturer

No. Aspects The amount of Maximum Score
criterias score

1. Linguistic 7 35 32

2. Process 7 35 33

3. Product and content 6 30 25

4. Layout 5 25 25

Total 25 125 115

Average 115/125 x 100 = 92

Table 4.3 Experts Validation: English Teacher

No. Aspects The amount of Maximum Score
criterias score

1. Linguistic 7 35 35

2. Process 7 35 35

3. Product and content 6 30 30

4, Layout 5 25 25

Total 25 125 125

Average 125/125 x 100 = 100

After getting the validation from two different experts, some suggestions had
been offered. The media was further revised based on the suggestions given by the

experts. Here are the suggestions given by the experts:

a. Lecturer’s Suggestion

The suggestions given by Prof. Amrin Saragih, M.A., Ph.D. were to
display the whole text before the game is played, to apply conjunctions, and

also to add instructions at first.

b. Teacher’s Suggestion

The teacher perceived the media as very valid and already sufficient.
Hence, the teacher did not offer further suggestion nor change towards the

digital Eyewitness game.



After revising the media based on the experts’ suggestions, the digital
Eyewitness game was finalized as a complete product. The digital game was made
based on the students’ needs and had been perceived as valid to be used by
experts. This digital game is compatible to be used in Android based operation
system devices. It is compatible for all available Android types. The complete

final product can be downloaded from http://efllearning-

tefl.blogspot.com/2021/01/eyewitness-game.html .

B. Discussion

This study aims to develop develop digital Eyewitness game as a media to
teach writing recount text for the tenth grade students in SMA Negeri 1
Perbaungan. The digital game was developed since based on the preliminary data
collected from an interview with an English teacher in SMA Negeri 1
Perbaungan, there had been no digital media nor digital game used in the teaching
of recount text in the school. Meanwhile, Felicia (2011) argues that DGBL is
considered to be the answer for the drawbacks found in traditional education (such
as lack of motivation and confidence). Considering the benefit of DGBL,
researcher developed a digital Eyewitness game which is suitable for teaching

recount text.

A needs analysis was conducted in order to create a digital game that
would be applicable and fit the students’ settings. The needs analysis was meant
to find out both the target needs and learning needs of the students. Target needs
covered goal, necessities, lacks and wants of the students. Meanwhile, the

learning needs covered the learning input, procedures, settings, and learner’s role.
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After getting the information about the students’ needs, researcher started
to design and develop the digital game product to fit with the students’ settings.
Researcher used Unity as the application to develop the digital game. The
developing process included a mock-up phase, inserting the content and also
concept for the settings of the game, and the final stage of the media design was to
create the prototype or the preliminary model of the game. This game was further
validated and given suggestions which was later used to revise and create the

final product which is the digital Eyewitness game.

Hadfield (1996) stated that the Eyewitness game is a type of activity which
includes the whole class and is an information search. The function of this game is
to practice the use of past and past perfect tense along with sequence connectives.
However, it was the conventional form of the Eyewitness game by using papers.
This study shows that the Eyewitness game can be developped into a media to

teach recount text in digital form.

A study by Mardini (2018) shows that the use of Quartet Card as a media
could increase learning motivation and could also greatly improve the recount
text writing skill of the Elementary Level students of Intensive English Course
(IEC) Magelang. This is in line with a study by Garris (2002) which states that
games with mobile can make student have more motivation at learning any
lesson. Then, Cheng et al. (2012), shows student made high motivation,
engagement and learning through digital media. Hence, it is expected that the
Eyewitness game can also increase the students’ motivation and writing skill
ability since the developped Eyewitness game is in digital form. The product

itself is now ready to be used. It can be accessed by downloading the digital



game application from http://efllearning-

tefl.blogspot.com/2021/01/eyewitness-game.html .

V. CONCLUSION AND SUGGESTIONS
A. Conclusion

The researcher concludes that there had been no digital media used in the
teaching of recount text in SMA Negeri 1 Perbaungan. The students found it
difficult to produce a recount text and they wanted to be more active in
learning recount text. They also wanted to use an interesting digital media to
learn recount text with. Hence, researcher got intrigued to develop a digital
media that can be used to teach recount text for these students. Eyewitness is
one of the educational games that can be used. Therefore, researcher
developped it to be in the digital form. The mediadevelopment followed the
R&D method by Borg and Gall (2003) which consists 6 stages; gathering data
and information, need analysis, media design, validating to experts, revising,
and final product. The digital game was used by using an application called
Unity. After the media had been designed or developped, it was validated by
two experts. There were 4 aspects that were judged by the validators which
were linguistic, process, product and content, and layout. The average score
by the first validator was 92 which means that the media is very valid, and the
averag score by the second validator was 100 which means that the media is

very valid as well.
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B. Suggestions

After the analyzing the data and developping the digital media product.
Here are some suggestions by the researcher:

1. For teachers, teachers should consider students’ needs and the benefits
of using media in teaching so that it would help teachers in varying
teaching and learning activities in the classroom.

2. For students, students should use media in learning recount text to
increase their motivation and also ability in writing recount text.

3. For other researchers, there are still aspects of recount text and writing
that can be analyzed and be the base of future product developments to
help solve the problems. This research can also be the reference to develop
other digital media or other more enhanced version of digital Eyewitness

game.
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