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ABSTRACT

Faik, K.A.J. 2017. The Effectiveness of Cat and Mouse Game to Improve Students’ Speaking Skill (Quasi Experimental Research on the Seventh Graders of SMPN 1 Gunungwungkal Pati in the Academic Year of 2016/2017). English Language Education Study Program.  Sultan Agung Islamic University Semarang. Advisor: Choiril Anwar, S.Pd., M.Pd.

The objective of the study was to find out whether or not the use of Cat and Mouse game was effective to improve the students’ speaking skill of the seventh grade students of SMPN 1 Gunungwungkal in the academic year of 2016/2017. The researcher used quasi experimental method and chose two classes as the sample, they were: VIIA grade as experimental class with 30 students and VIIB grade as control class with 31 students. In this study, the researcher collected the data in three steps: pre-test, treatment, and post-test to look for the data, then were analyzed by using SPSS for Windows Version 21.0.  The mean score of this study showed that there was a significant difference in the mean score of post-test in both group. The mean of post-test in experimental group was 74.33, and the mean of the post-test in control group was 68.59.  Based on independent t-test, the result of independent sample t-test for post-test showed that t-value was 2.138 and the degree of freedom (df) = 59. The sig (2-tailed) of t-test for equality of means = 0.037 < 0.05. It means that there was a significant difference in the student’s skills achievement between the experimental and control group. therefore could be concluded that H1 was accepted and H0 was rejected, it means that the use of Cat and Mouse game was effective to improve students’ speaking skills.
Keywords: Cat and Mouse Game, speaking skills.
INTISARI

Faik, K.A.J. 2017.  The Effectiveness of Cat and Mouse Game to Improve Students’ Speaking Skill (Quasi Experimental Research on the Seventh Graders of SMPN 1 Gunungwungkal Pati in the Academic Year of 2016/2017).  Program Studi Pendidikan Bahasa Inggris. Universitas Islam Sultan Agung Semarang. Pembimbing: Choiril Anwar, S.Pd., M.pd.

Penelitian ini bertujuan untuk menemukan perbedaan penggunaan “Cat and Mouse game” dalam mengajar dan belajar untuk kemampuan berbicara siswa di Kelas VII SMPN 1 Gunungwungkal Pati pada tahun ajaran 2016/2017. Peneliti menggunakan metode quasi experimental dan memilih duakelas sebagai sampel, kelas tersebut adalah kelas VIIA sebagai kelas eksperimental dengan 30 siswa dan kelas VIIB sebagai kelas control dengan 31 siswa. Dalam penelitian ini, peneliti mengumpulkan data dalam tigat ahap:  pre-test, treatment, dan post-test untuk mencari data kemudian dianalisis dengan menggunakan SPSS 21.0 untuk Windows. Hasil dari penelitian ini menunjukkan adanya perpedaan yang signifikan dalam hasil pre-test dan post-test di kedua kelas tersebut. Nilai rata-rata post-test untuk kelompok eksperimentala dalah 74.33, dan nilai rata-rata post-test untuk kelompok control adalah 68.59. Berdasarkan atas independent t-test, hasil dari degree of freedom (df) = 59. Sig (2-tailed) dari t-test equality of means = 0.037 < 0.05. Hal tersebut menunjukan perbedaan yang signifikan dalam pencapaian kemampuan belajar siswa antara experimental dan control grup. Jadi dapat disimpulkan bahwa H1 diterima dan H0 ditolak, dalam artian Cat and Mouse game efektif dalam meningkatkan kemampuan berbicara siswa.

Kata kunci: Cat and Mouse Game, kemampuan berbicara.
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CHAPTER I INTRODUCTION

This chapter consists of Background of the Study, Reasons for Choosing the Topic, Research Question, Objectives of the Study, Hypothesis, Significance of the Study, Definitions Key of term, Outline of the Study.

1.1
Background of the Study 

In Indonesian schools, the teaching and learning of English should be emphasized at helping students to be able to communicate in English, both in written and spoken forms. Richards (2006: 3) proposes that communicative competence consists of four language aspects. They are the use of language for a range of different purposes and functions, the different use of language according to the setting and the participants, the way to produce and understand different types of texts, and the way to maintain communication despite having limitations in one’s language knowledge.  

In the teaching and learning of English, teachers also build students’ awareness related to the significance of English as global language. During English classes, it is expected that when they are learning they will understand not only about the language but also about the culture. In addition to teaching to use English in their daily communication, the teacher also exposes the students with the real condition of using English in their own culture. From that statement, it can be analyzed that the purpose is building students’ awareness and making the students’ able to communicate by using English in their daily life especially through spoken communication.  In the teaching and learning of English deals with four major skills that have to be mastered by the students, namely listening, speaking, reading, and writing. Among those four main skills of English, speaking is considered to be the most complex skill and involves a lot of activity and practice. However, compared to the other English skills, there are only fewer speaking activities during English classes so that the students do not have any chance to develop their communication skills.   

The students’ as they are in the seven grade of SMPN 1 Gunungwungkal, also need speaking practice in classroom activity. Limited speaking practices cause students have low self-confidence as well as limited vocabulary and knowledge about parts of speech. As a result, the students spoke in English hesitantly. Such problems occur because the teacher often used Indonesian and Javanese to deliver materials in the classroom activities.  

Those problems indicate that the English teaching and learning process needs to provide more communication practices. These phenomena raise some questions to the English teacher and the researcher on how to solve the problems. As mentioned previously, the researcher tried to find the effective solution to increase the speaking ability of students at SMPN 1 Gunungwungkal by using Cat and Mouse game as a technique of teaching speaking, which is the subject of the research. This game is useful for reducing boredom in learning English. In addition, the game also eliminates feelings of distress in students. Feelings of depression usually occurs in students who feel their ability mediocre. In addition, this game also has not been taught intesively in SMPN 1 Gunungwungkal. The researcher would like to conduct a study on “The Effectiveness of Cat and Mouse Game to Improve Student’s Speaking Skill (Quasi Experimental Research on the Seventh Graders of SMPN 1 Gunungwungkal Pati in the Academic Year of 2016/2017)”

1.2
Reasons for Choosing the Topic

The following reasons are the researcher consideration to choose the topic “The Effectiveness of Cat and Mouse Game to Improve Student’s Speaking Skill”:

Speaking is important skill to be interested by students in order to be able to communicate English well.

There is limited activity in improving students speaking skill.

Cat and Mouse game can improve the students’ responsibility in the teaching learning process.

Cat and Mouse game give the opportunity for the students’ in cooperative with the other students.

Cat and mouse game has not been taught intensively in SMPN 1 Gunungwungkal

1.3 
Research Question

The problem of this study is formulated as follows: 

Is the use of Cat and Mouse game effective to improve the students’ speaking skill of the seventh grade students of SMPN 1 Gunungwungkal in the academic year of 2016/2017?

1.4 
Objective of the Study

The objective of the study is to find out the effectiveness of using Cat and Mouse game to improve the students’ speaking skill of the seventh grade students of SMPN 1 Gunungwungkal in the academic year of 2016/2017.

1.5 
Hypothesis

According to Arikunto (2008: 71), there are two kinds of hypothesis, namely H0 and H1 in which H0 is hypothesis which has no difference or zero difference with the actual hypothesis, while H1 is a statement which contradict with the null hypothesis. In this study, the hypothesis is formulated as follows:

H0: 
There is no significant difference in the mean score of of students’ speaking skill achievement between seventh graders of SMPN 1 Gunungwungkal who are taught with and without using Cat and Mouse game in the academic year of 2016/2017.

H1: 
There is a significant difference in the mean score of students’ speaking skill achievement between seventh graders of SMPN 1 Gunungwungkal who are taught with and without using Cat and Mouse game in the academic year of 2016/2017.
1.6 
Limitation of the Study

The study focuses on the effectiveness of Cat and Mouse game to improve student’s speaking skill of the seventh graders of SMPN 1 Gunungwungkal in the academic year 2016/2017.

1.7
Significance of the Study

This study is significance to some aspects as follows:

The Teacher

The result of study is hoped to make the teacher get more various teaching technique in teaching speaking and this technique will help their students in achieving the best result.

The Student

After experiencing learning English by using this game, hopefully the student’s mindset will change that learning English speaking is not difficult. This game might help them in improving their speaking ability in more enjoyable ways which lead to the improvement of the school teaching learning process. 

School

It is expected to improve the quality of learning and improve the competence of the teachers in teaching learning activities. Finally, it will give valuable contribution in improving the classroom environment which leads to the improvement of school in teaching learning process.

Further Researcher 

This research will give further researchers more references in using Cat and Mouse game to improve other skill.

1.8 
Definitions Key of Term

To make this study easily  to be  understood, it presents the definition of the terms are presented as follows:

Speaking 


According to Fulcher (2003: 23), “Speaking is the verbal use of language to communicate with others. A man is a social creature who needs to socialize with others. They want to convey or to know something from others. One of the ways in conveying something is through speaking.”

Game

According to Wright, Betterdge, and Buckby (2006: 1), “Game is an activity which is entertaining and engaging, often challenging, and also an activity which the students play and usually interact with others.”

Cat and Mouse Game

Cat and Mouse game is a game that requires students to be active, creative, and responsive. Because in this game students are required to think quickly after being appointed to answer questions from the cat, it takes concentration and understanding of the material previously provided. The game is adapted from a traditional children's games. With some modifications, this game can be applied in the study of English in the classroom (Eha,  2011: 9).

1.9
Outline of the Study

This proposal writing consists of three chapters. 

Chapter I is Introduction which covers Background of the Study, Reasons for Choosing the Topic, Research Question, Objectives of the Study, Hypothesis, Significance of the Study, Definitions Key of term, Outline of the Study.

Chapter II is Review of Related Literature. It discusses the theories used as the bases of this study. 

 
Chapter III is Research Method. It consist of Research Design, Subject of the Study, Variables of the Study, Instrument of the Study, Validity and Reliability, Validity and Reliability, Method of Collecting Data, Scoring Technique, Technique of Data Analysis.

CHAPTER II REVIEW OF RELATED LITERATURE

In this chapter the researcher presents review of related literature, which involves General concept of speaking, Classroom speaking performance,  Concept of game, Assessment of speaking skill, Advantages and disadvantages, Review of previous studies.

2.1
General Concept of Speaking


The points of this section are definition of speaking, element of speaking, classroom speaking performance, teaching speaking for junior high school, reasons for teaching speaking, and the goal of teaching speaking. Some activities to promote speaking skill is speech, presentasion, public speaking, and game.

2.1.1 
Definition of Speaking

Speaking is tool of communication for human being in their daily life. By using speaking they can give and get some information.

According to Bailey (2005: 2), speaking is an interactive process of constructing that involves producing, receiving and processing information. Therefore speaking is not merely saying something. It must include many thing in the right context of situation.
In language teaching and learning, speaking is considered a skill to practice and master. In this light, Nunan (2003: 48) claimed that speaking is the productive oral skill. It consists of producing systematic verbal utterance to convey meaning.

Speaking skill is a group of capability covers, among others, speed of processing, short and long terms memory, memorization, time planning, pragmatic ability, interaction intelligence, emotional intelligence, and self-confidence (Robinson, 2005: 25).

From the definitions above, it can be inferred that speaking is the process of sharing information, knowledge, ideas, opinion, or feeling to other person to make a communication by using word.

2.1.2 
The Elements of Speaking


According to Brown (2004: 112), there are five elements of speaking. They are:

Grammar 

Grammar is the system of rules governing the conventional arrangement and relationship of words and sentence (Brown: 2001). It is the basic units of meaning, such as word, and the roles to combine them to form new sentences. Therefore, it is important to be mastered in speaking activity. It is because, if the speaker does not know it, he can not transfer the meaning well. 
Vocabulary 

Folse (2000) stated that vocabulary is single word, set phrases, variable phrases, phrasal verb, and idioms. Vocabulary mastery is a basic element in speaking. Limited vocabulary will make the conversation impossible. 

Pronunciation 

If the students want to be able to speak fluently in English, they need to be able to pronounce phonemes correctly, and to use appropriate stress and intonation patterns and speech in connected speech. It means pronunciation is a crucial element. It is because without a good pronunciation, the listener will never understand what we say.

Fluency 

It is the capacity to speak confidently and at a rate consistent with the norm of the relevant native community. When speaking, the students should be able to transfer the massages without so much hesitation.

Comprehension 

The last speaking element is comprehension. It is the ability to make sentences understandable by the interlocutor. 


It can be concluded that if the elements above are used, the students will produce a good speech that can be understood by others. The capability in using pronunciation, grammar, vocabulary, fluently, and comprehension will give meaningful information to the listener. So those elements are really needed. It is not enough for students to learn words, phrases and grammar only. They have to speak in daily communication. Learning language is about practicing. Students need to express their meaning by doing much practice in speaking.

2.2
Classroom Speaking Performance

According to Brown (2001: 271-274), there are six types of classroom speaking performances. They are:

Imitative

Imitating is about practicing an intonation, stress, words sound, and so on. The students can try to point out a certain vowel sound. The aim of this classroom performance is not to give a meaningful interaction, but to focus on some particular of language form.

Intensive

Intensive speaking can be self initiated or even a part of some pair work activity in which the students use some forms of language. Intensive speaking performance is created to practice some phonological or grammatical aspect of language.

Responsive

A good deal of student speech in the classroom is responsive; short replies to teacher or students-initiated questions or comments.

Transactional

The purpose of extend or exchanging some special information is carried out by transactional language. Some reactions are necessary in oral communication.

Interpersonal (dialogue) 

Interpersonal dialogue brings more for the aim of keeping social relationship and information. Features as the relationship between interlocutor, casual style, and sarcasm are coded linguistically in the conversation are needed to be learned by the students. 

Extensive (monologue)

Students at intermediate to advanced levels are called to convey monologues in oral type of reporting summaries. Even they are expected to give a short speeches.

In speaking class, students are required to produce orally. When  their friends speak, the others need to listen carefully to respond. While teachers also develop students' ability to speak skill which is considering the kind of performance speaking class.

2.2.1
Teaching Speaking for Junior High School 

Teaching speaking is important in teaching activities, especially for teaching English. Teaching English is the way to improve students’ ability in speaking, and also their speaking skill. 

According to Harmer (2007: 16), there are three basic level distinctions to categorize the language knowledge of their students, they are :

Beginner 

Beginner are those who do not know any English. At the beginner level the students have never studied English before.

Intermediate 

Intermediate suggests a competence in speaking and writing an ability to comprehend fairly straightforward listening and reading. In this level the students can understand and speak English confidently. They have studied some tenses and can make a sentence, question and clause confidently.  

Advanced

Advanced students are those whose level of English is competence, allowing them to read un-simplified fact and fiction and communicate fluently with native speakers. This is the highest level where the students can speak English fluently and accurately. All common areas of grammar are familiar for them.


From the explanation above, the main concept of teaching English, especially in teaching speaking skill is their teachers have to know at which level their students are.


However, most students are still feeling shy and not confident when the teacher ask them to speak in front of the class. As a techer, this is the task of the teacher to make students more confident, becouse teachers  is not only teach the aspects of speaking such as vocabulary, structure, pronunciation, but also develop students’ confidence.

2.2.2
Reasons for Teaching Speaking

According to Harmer (2001: 97), there are three main reasons for getting students to speak in the classroom: 

Speaking activities provide rehearsal opportunities-chance to practice real-life speaking in the safety of the classroom. 

Speaking task in which students try to use any or of the language they know provide feedback for both teacher and students. Everyone can see how well they are doing: both successful they are, and also language problems they are experiencing. 

And finally, students have opportunities to be active; the various elements of language they have stored in their brains, the more automatic their use of these elements become. This means that they will be able to use words and phrases fluently without very much conscious taught.

2.2.3
The Goal of Teaching Speaking


The goal of teaching speaking is communicative efficiency (Hughes, 2002: 42). In the other words, the students should be able to make themselves understand in using their current ability. They have to try to avoid confusion elated to the faulty of pronunciation, grammar, or vocabulary. They even need to observe the cultural and situation that are applied in every communication. According to Kayi (2006: 33), the goal of teaching speaking should improve students communicative skills, because, only in that way, students can express themselves and learn how to follow the social and cultural rules appropriate in each communicative circumstance. It means the students should be able to share their idea, opinion, or feeling in communicative way.
2.3 
Concept of Game

An educational game is a game which is designed to teach humans about a specific subject and to teach them a skill. As educators, governments, and parents realize the psychological need and benefits of gaming have on learning, this educational tool has become mainstream. Games are interactive play that teaches us goals, rules, adaptation, problem solving, interaction, all represented as a story. They give us the fundamental needs of learning by providing - enjoyment, passionate involvement, structure, motivation, ego gratification, adrenaline, creativity, social interaction and emotion.

2.3.1 
The Definition of Game

There are many kinds of techniques in teaching activities, one of them is game. According to Hadfield (2001: 4), game is an activity with roles, a goal and element of fun. While Andrew, Betteridge and Buckby (2006: 1) stated, “Game is an activities which learners plays and interacts with others, that activities are entertaining and enganging for students”.

Another expert, Maley (2007: 10) said, “Game is a vital and natural part of growing up learning. Through games students experience, discover, and interact with other.”The game can also be interpreted as a competition which makes children more active in interacting with others.

From the argument above, we can conclude that game is one of activities and competitions that can be challenging and interesting for children. 

Using game is the effective way in teching English, especially fo
2.3.2
Definition of Cat and Mouse Game

Cat and Mouse game is a game that requires students to be active, creative, and responsive. Because in this game students are required to think quickly after being appointed to answer questions from the cat, it takes concentration and understanding of the material previously provided.

Eha (2011: 9) stated that, the game is adapted from a traditional children's games. With some modifications, this game can be applied in the study of English in the classroom.

2.3.3 
Technique of Playing Cat and Mouse Game

Playing is useful for reducing boredom in learning English. In addition, the game also eliminates feelings of distress in students. Feelings of depression usually occurs in students who feel their ability mediocre.
 
Students stand in a circle. Students as Cat standing in the middle of the circle.   Later she will ask questions to one of the students standing in a circle. If the student who asked the question cannot be answered in a matter of 1-5, he is changing into a cat. Such students should do the same as the first. He could be replaced if the students who were asked could not be answered.

2.3.4
Procedure Cat and Mouse Game

The procedure of Cat and Mouse game as Eha (2011: 9) claimed is as the following.

Have students stand in a circle with a teacher standing at the center of the circle. 

Explain to the students the rules of the game.

Start the game with the teacher becomes the first Cat. Teachers give a question to one of his students. Of course the question should match the theme of the lesson. For example the theme is "Introduction". So the question should be about the "introduction" For example, “What's your name?”, “Where do you live?”. Before the game starts, questions and how to answer the student must be mastered first.

Students who cannot answer change into Cat and continue the game.
This game can be played in small and large classes. If there are students under 20, make one circle only. But for a large class consisting of 40 students, split into 3 or 4 groups.

Teachers are in charge of monitoring these games. Teachers pay attention to errors and mistakes that can later be an evaluation after each game.

2.4.
Assessment of Speaking Skill 

Assessment is the procedure to collect data of the student in order to measuring the effectiveness of the method or technique which is used in the research. According of Brown (2004: 4), assessment is an ongoing process that encompasses a much wider domain. Speaking assessment is challenging. There are several components that should be emphasized as follows:  

Vocabulary 

English has a very large vocabulary, which adds greatly to our opportunities to express subtle shades of meaning and to use different styles (McCharty, 2002: 6). Moreover, vocabulary is the important component in speaking skill. By mastering enough vocabularies, students can express their idea clearly. Turk (2003: 87) stated that the second way in which spoken language differs from written language is that the choice of vocabulary is very different. Written vocabulary is formal, and explicit. Spoken vocabulary tends to be familiar, and every day. From that statement we can conclude that the appropriate way to develop the students’ speaking skill is made sure that the vocabulary used in the speaking topic is familiar for them.  

Fluency  

Fluency has crucial part in speaking, because by fluency teacher can measured how far the students master the topic of speaking and the most important benefit of fluency is teacher can conclude how far the students understood about the speaking concept itself. In addition, when the students have a good fluency when they are speaking in using the target language it indicates that they have understood the speaking concept as well as the purpose.   
Grammar 

Grammar is needed in spoken language in order to arrange the correct sentence. People judge you by the way you speak, and they can dismiss what you have to say if you say it carelessly (Batko, 2004:22). Thus, grammar is needed to make a good understanding and comprehension between speaker and listener. However, most students are very easy to get confused with English grammar, while grammar is very needed to form a right sentence. If the students do not have grammar mastery, of course they will not able to produce sentences that grammatically correct. Realizing that the students’ grammar mastery is very weak; in addition, they feel embarrassed when they want to produce English sentences orally.  

Comprehension 

When someone speak, he has to make sure that he understands about what he has said and able to make the listener catch easily the ideas, meanings and feelings of   speaker that why comprehension is needed in speaking. Both the production and comprehension of language are a factor of our ability to perceive and process stretches of discourse, to formulate representations of meaning not just from a single sentence but from referents in both previous sentences and following sentences (Brown, 2007:226).  From that statement it can be concluded that comprehension is used to describe the stretches of the topic which is being spoken by the speakers. 

Pronunciation 

Pronunciation is the speaker way to express every single word in correct language.  Pronunciation is needed to make good understanding between speaker and listener; moreover, clear pronunciation can express the speaker ideas correctly and make the listener understand the ideas easily. However, Burns and Claire (2003:5) state that the survey conducted for this project showed that pronunciation can be something of a ‘Cinderella’ in language teaching – to be given low priority or even avoided. Sometimes teaching learning process only stressed in using of grammar or the fluency without correcting the student’s pronunciation. Some factors can be the reasons of that situation; one of those factors is the teachers’ effort to build students’ confidence.

2.5
Advantages and Disadvantages

Kim (1995: 35) stated that there is a common perception that all learnings should be serious and solemn in nature, and that if one is having fun and there is hilarity and laughter, then it is not really learning. This is a misconception. It is possible to learn a language as well as enjoy oneself at the same time. One of the best ways of doing this is through games.

There are many advantages and disadvantages of using games in the classroom:

The Advantages 

Games can make the students more interested in learning the material, Teacher does not need to explain too many materials to the students. The student will be more responsive in teaching learning processes. In addition to that, student will be used to speak English.

The Disadvantages 

By attracting student’s interest to games, all of them will be active and make noisy. So it is difficult for the teacher to control them. Then, by doing games the teacher only hve a little time to explain the material. So there is no longer time for teacher to explain more and help them to memorize all to improve speaking skill.

2.6   
Review of Previous Studies

 
There have been some previous studies researching the use of game to improve students’ speaking skill.

The first study: Ayu and Murdibjono (2012) conducted the thesis entitled “The Use of Games in Teaching English at Tenth Graders at SMAN 2 Pare”.  The purposes of this thesis are (1) to describe the use of games in teaching English (2) to find some the problems in teaching English by using game (3) to find the students’ responses about teaching English by using game. She did the research in 2012 in SMAN 2 Pare. This research was based on the qualitative data. The data were obtained through interview guide, observations sheet, and questionnaire. The results of this research show, (1) the description of five games used by the teacher, (2) there were several problems faced by the teacher while conducting the games (3) almost all of the students gave positive responses toward the use of games in teaching English.

The second study: Valipour and Aidinlou (2014) made an article entitled “The Effect of Language Games on Learning English Listening-Speaking Skills of Iranian Pre-School Students”. They did the research in a class of 38 male and female homogeneous learners at the Maryam Language Institute in Tonekabon, Mazandaran which were chosen randomly from among 6-7 range of age 2014 in IRANIAN Pre-School Students.  This study investigated the effects of language games on English listening-speaking skills of Iranian preschool EFL learners through applying communicative language teaching according to Morrow and Freeman as the best method and the activities are due to functional communicative ones. The learners took MC Connell's IGDI (individual growth and development indicator) listening-speaking test as a pre-test. Then after 24 sessions, 3 hours each week, they were taught according to the determined syllabus and activities. Then, finally a post-test was taken. The results showed that using language games in teaching English as a foreign language at pre-school level had a positive effect. It can also be claimed that the statistical population after being taught according to this technique, had better performance in comparison with before being taught.

From the analysis of the previous studies above, it can be concluded that between those two researches and this study have similarity for using game to teach English but there are some differences between the previous studies and this study. This study is different from the previous studies mentioned above in the following ways:

For the first study, it is the same as study by using game in teaching English, but different kind of game. It used qualitative data in the research design and the subject was students SMAN 2 Pare. While this study will use quantitative experimental research in junior high school. 

For the second study, it is the same as in this study by using games in teaching English, in this study uses many kinds of games in teaching English. While this study will only focus on one game: Cat and Mouse game.

In conclusion, this study entitled “The Effectiveness of Cat and Mouse Game to Improve Student’s Speaking Skill at the Seventh Graders of SMPN 1 Gunungwungkal in the Academic Year of 2016/2017” is valuable and eligible to be conducted as a proposal writing because it is something new and different.

CHAPTER III RESEARCH METHOD

This chapter presents methods of investigation consisting of Research Design, Subject of the Study, Variables of the Study, Instrument of the Study, V
3.1    
Research Design

The design of this study is experimental study which is included to quantitative method. Airasian (2000: 343) stated that quantitative methods of study are based on the collection and analysis of data, usually obtained from questionnaires, test, checklists, and other formal paper-and-pencil instrument.

 
According to Airasian and L.R Gay (2000: 367), experimental research is the only type of research that can test hypotheses to establish cause and effect relationship. The study wants to find out the effect of teaching English through Cat and Mouse game as treatment. The study will take two groups which have similar quality and condition to compare the result of treatment. One of the groups is called experimental group which is given a treatment using Cat and Mouse game to improve students’ speaking skill, and another group is called control group which is taught without using Cat and Mouse game. 

Hence, the non-equivalent control group design as a part of quasi experimental design is used for the research. Airasian (2000: 395) argued that the non-equivalent control group design involves random assignment of intact groups to treatments, not random assignment of individuals. The design of the non-equivalent control group can be presented as follows:
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(Airasian, 2000: 395)

Notes:

E 
: Experimental group

C   
: Control group

01 
: Pretest for the experimental group

02
: Posttest for the experimental group

03
: Pretest for the control group

04
: Posttest for the control group

X
: Treatment for experimental group using Cat and mouse Game

In the top line there is an experimental group, while in the bottom line there is a control group. This study will give a pretest to the students in every group to know their initial speaking skills. Next, treatment will be given only to the experimental group by using Cat and Mouse game, while the control group will use conventional technique. After that, the post test will be given to the both.
3.2
Subject of the Study

The subject of this study was the seventh graders of SMPN 1 Gunungwungkal. This school has five classes. Those are class A,B,C,D, and E. The explanation of the subject of this study is elaborated in the following sub chapters.
3.2.1
Population

Airasian (2000: 122) said, “Population is the group of interest to the writer, the group to which she or he would like the results of the study can be generalised or is about the extent to which the results of one study can be applied to other situations”.

This study will be held in the seven graders of SMPN 1 Gu
3.2.2
Sample

Selecting a sample in doing a research is very important step. According to Gay and Airasian (2000: 121), “Sample is the process of selecting a number of individuals for a study in such a way that they represent the larger group from which they are selected”. A sample comprised the individuals, items, or events selected from the larger group referred to as a population (Airasian, 2000: 121). 

The study will take two classes as the sample of this study. One class is an experimental group and other class is as a control group. In determining the experimental and control group, the study uses non random sampling which belongs to convenience sampling.

This study uses two classes as the samples of this study. They are VII-A as experimental and VII-B as a control group. 
3.3
Variables of the Study 

Variable is a construct or characteristic that can take on different values or scores (Ary et al, 2010: 37). From the definition it means that variables are an important part of science and experiment. Basically, a variable is any factor that can be controlled, changed or measured in an experiment

There are two types of variable. The first type is called independent variable. The independent variable is the one that is manipulated or changed by the study, the independent variable in this study is the use of Cat and Mouse game in teaching speaking. A second 

3.4
Instrument of the Study

Instrument is a device that is used to collect the data and make the work become easy to process (Arikunto, 2006: 160). By using the correct and accurate information, this research can generate valid and justified data so in the end this result also could be beneficial for other researchers.

In order to acquire sufficient data, test of speaking will be used by the author as the instrument of this study. Pre-test is given to know the students’ speaking skill ability before being given treatments. The pre-test comprises 10 questions given based on introduction material. At the end, post test will be given to see the result whether the students are improved or not.

3.5 
Validity and Reliability

3.5.1 
Validity

Based on Gay and Airasian (2000: 154) validity is the degree to which a test measures what it is supposed to measure, thus permitting appropriate interpretations of test scores. Moreover, it is believed that validity also refers to which a test is capable of achieving certain aims (Mursid 2008: 33). The function of validity is to determine the test whether the test is suitable or not to be used. There are three types of validity. They are construct, face and content validity. Face validity will focus on the questions reliability, the instructions that given and also the spelling. While construct validity will need five aspects of speaking to calculate the data. Content validity addresses the match between test questions and the content or subject area they are intended to assess. Airasian (2000: 164) says that there is no formula of content validity by which can be computed and there is no way to compute and there is no way to express quantitatively.

Therefore, content validity is a certain instrument for measuring the tests achievement by expert judgment. This research will choose the English teacher and the advisor to be the expert judgment and asked them to analyze the test items to make the process clearly for identifying in achieving what would be measured and its conformity with the curriculum.
3.5.2
Reliability

Reliability is the degree to which a test consistently measures whatever it measures (Gay and Ariasian, 2000: 155). On the other hand, according to Bungin (2006: 96) reliability is the capability of the instrument to what it is measured, so that the instrument can be trusted and be relied on. Reliability would show that an instrument could be used as a tool to gather the data because it was reliable. 
3.6
Method of Collecting Data

To collect the data, the researcher will use pretest, treatment, and post test.

3.6.1
Pre-test

The student from both experimenttal and control group will be given a pretest to measure their knowledge about introduction. The test contains 10 question, and will be answered directly by student. The teacher will give score 1 for the correct answer and 0 for the wrong answer. Both group have the same question because pretest is just to know their speaking skill.

3.6.2
Treatment

Before conducting the treatment, the writer makes the preparation and arranges the teaching design. The writer teaches the experimental and control group with the same material but different method. The student of experimental group are taught by using Cat and Mouse game while the control group are taught by using regular instruction without Cat and Mouse game. In every meeting the writer gives material of introduction. The steps of the treatment group are: 

Table 3.1 Schedule of the Treatment

	No.
	Lenght og time
	Target
	Methods
	Material
	Activity

	Meeting 1
	90 Minutes
	Students can understand well about introduction.
	Cat and Mouse Game
	Introduction
	The teacher explains about the kind of introduction

	Meeting 2
	90 Minutes
	Students can understand well about Cat and Mouse game
	Cat and Mouse Game
	Introduction
	The teacher explains about how to play the game

	Meeting 3
	90 Minutes
	Students comprehen the material with playing Cat and Mouse game.
	Cat and Mouse Game
	Introduction
	The teacher plays Cat and Mouse game with students

	Meeting 4

	90 Mnutes
	Student can remember the kind of introduction with good pronounsation
	Cat and Mouse Game
	Introduction
	The teacher pronounce introduction sentences and is followed by students

	3.6.3    Post Test

 Post test is conducted after treatment. But experimental and control group are given a post test with the same question. Because from this test we will know the differences of students achievement between experimental group who is given treatment by Cat and Mouse game from that who is taught by conventional method. From this test we will also know whether Cat and Mouse game gives good progress and effective for the student.

	3.7      Scoring Technique

In scoring the result of the test, this study will use some criteria to acquire the final score of the students’ speaking skill. The tables below show the criteria for scoring the test based on Brown (2004: 46).

Table 3.2 Categories of Speaking Components

Grammar

Score

Category

1

Errors in grammar are frequent, but speaker can be understood by native speakers used to dealing with foreigners attempting to speak his language.

2

Can usually handle elementary constructions quiet accurately but does not have thorough or confident control of the grammar.

3

Control of grammar is a good. Able to speak the language with sufficient structural accuracy to participate effectively in most formal and informal conversation on practical, social, and professional topics.

4

Able to use the language accurately on all levels normally pertinent to professional needs. Errors in grammar are quite rare.

5

Equivalent to that of an educated native speaker.

Vocabulary

Score

Category

1

Speaking vocabulary inadequate to express anything but the most elementary needs. 

2

Has speaking vocabulary sufficient to express himself with simply with some circumlocutions.

3

Able to speak the language with sufficient vocabulary to participate effectively in most formal and informal conversations on practical, social and professional topics. Vocabulary is broad enough that he rarely has to grope for a word.

4

Can understand and participate in any conversations within of his experience with a high degree of procession vocabulary.

5

Speech on all levels is fully accepted by educated native speakers in all its features including breadth of vocabulary and idioms, colloquialism, and pertinent, cultural, references.

Comprehension

Score

Category

1

Within the scope of his very limited language experience, can understand simple questions and statements if delivered with slowed speech, repetition, or paraphrase.

2

Can get the gist of most conversation of non- technical subjects (i.e topics that require no specialized knowledge).

3

Comprehension is quite complete at a normal rate of speech.

4

Can understand any conversation within the range of his experience.

5

Equivalent to that of an educated native speaker.

Fluency

Score

Category

1

(nospecific fluency description. Refer to other four language areas for implied level of fluency).

2

Can handle with confidence but not facility most social situations, including introductions and casual conversations about current events, as well as work, family, an autobiographical information.

3

Can discuss particular interest of competence with reasonable ease. Rarely has to grope for words.

4

Able to use language fluently on all levels normally pertinent to professional needs. Can participate in any conversation within the range of this experiences with a high degree of fluency.

5

Has complete fluency in the language such that his speech is fully accepted by educated native speakers.

Pronunciation 

Score

Category

1

Errors in pronunciation are frequent but can be understood by a native speaker used to dealing with foreigners attempting to speak his language.

2

Accent is intelligible though often quite faulty.

3

Errors never interfere with understanding and rarely distrub the native speaker. Accent may be obviously foreign.

4

Errors in pronunciation are quite rare.

5

Equivalent to and fully accepted by educated native speakers.

 (Brown, 2004: 46).

Based on the table 3.2, score 5 is the highest score for each aspects of successful achievement. To find out the score of the test, this study counted up all scores from five aspects of the student’s speaking.

Formulation of scoring data:
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x 100

Notes:

TS
: Total score

SC
: Students’ score

MS
: Maximum score

After scoring data, the total score of the students will be changed into numerical data which scales from 0 – 100. Then, input the score into the following criteria:
Table 3.3 Criteria of Student’s Achievement

Criteria of Master

Grade

91 – 100

Excellent

81 – 90 

Very Good

71 – 80 

Good

61 – 70 

Fair

51 – 60 

Poor

Less than 50

Very Poor


(Weigle, 2002: 35)

3.8
Technique of Data Analysis

After collecting the data, the next step will be analyzing the data by processing them statistically. The data is analyzed and processed by using statistic computation through SPSS (Statistical Package for the Social Sciences) program. The formula of t-Test is as follows:
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M1-M2

Mean of deviation of control class

Mean of deviation of experimental class

Deviation of each post-test score from pre-test of control class
Deviation of each post-test score from pre-test of experimental class
Number of the students of sample class

(Arikunto 2006:311)





Notes:

M2
: 
Mean of deviation of control class

M1
: 
Mean of deviation of experimental class

∑x1 
: 
Deviation of each post-test score from pre-test of control class

∑x2
: 
Deviation of each post-test score from pre-test of experimental class

N 
: 
Number of the students of sample class

(Arikunto, 2006: 232)

The statistical computation is used to analyze the data of the two groups, those are experimental group and control group. The researcher will analyze the multivariate normality by using one-sample Kolmogorov-Smirnov. 

In this study a statistical technique used is the t-test technique. It is used to determine the difference between students who learn speaking by using Cat and Mouse game with students who are not learning without using Cat and Mouse game.

As a prerequisite test research, before t-test, first test is normality and homogeneity tests on data to be analyzed. The criteria used to test the normality and the homogeneity of the data are: if the result of significance level is more than 0,05 or if sig (2-tailed) > 0,05, it indicates that the data are normal and homogenous but if the result of significance level is less than 0,05 or if sig (2-tailed) < 0,05, it indicates that the data is not normal and not homogenous. 

After the data are normal and homogenous, the researcher can conduct the t-test to identify whether the treatment effect is significant or not. 

The researcher will use t-test formula in SPSS 20 program. Further, the criteria for the hypothesis are:

If | t-value | < | t-table | and sig > 0,05, it means H0 is accepted, and H1 is rejected.

If | t-value | > | t-table | and sig < 0,05, it means H0 is rejected and H1 accepted.
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CHAPTER IV FINDING AND DISCUSSION
In this chapter, the researcher explains about the analysis of results including descriptive of the school, the respondent, the experiment, and the analysis of result.

4.1

The Description of the School 

This study was conducted in SMPN 1 Gunungwungkal Pati which is located on Jl. Raya Gunungwungkal Pati. This school had a good quality, because it was supported by good facilities, such as new tables and chairs, and speaker which are placed in classroom. The accreditation score of this school is “B”. It had six class every grade: A, B, C, D, E, F, G. The building of this school consisted of 18 classrooms, one office room for teachers, one principal room, one library, one administrative office, one UKS, one computer laboratory, one chemistry laboratory, mosque, and parking area.

4.2
The Respondent

The researcher conducted the research in the seventh graders of SMPN 1 Gunungwungkal in the academic year of 2016/2017. In this school, there were seven classes for the seventh grade with total number of student was 217 students. As his research the researcher chose 2 classes. They were grade VII A as experimental class with 30 students and grade VII B as control class with 31 students.

Table 4.1
The Data of the Samples
	Class
	Gender

	
	Male
	Female

	VII A (Experimental)
	16 students
	14 students

	VII B (Control)
	17 students
	14 students

	Total
	48 Students


4.3 4.3

The Instrument Validity and Reliability
4.3.1 
Validity


There was one validity used in this study, namely content validity. Based on Brown (2004: 22), content validity was proven by the speaking test given was based on the curriculum being used. In this case, the researcher used oral test. The researcher also asked an approval from the English teacher of SMPN 1 Gunungwungkal Pati, to validate the test that was used in this study. Moreover, the instrument (speaking test) was valid and appropriate because it was conducted based on five aspects of speaking skill as cited by Brown (2004: 25). They were pronunciation, fluency, vocabulary, grammar and comprehension. 

4.3.2 4.3.2
Reliability
Reliability is to measure the consistency of the test which is given to the students that is used to collect data. Reliability of the test that was used to show the consistency of the score result of the students in the test. The reliability of the test used inter-rater reliability in which the students’ performance were scored by the researcher compared with the students’ performance scored by English teacher to evaporate the reliability research. In this study, the score result of the test which got from the teacher and researcher were nearly the same. Thus, the test of this study was reliable. The result could also be seen in appendix.
4.4
The Research Activity

There were four meetings in both of experimental and control class. However, the activities in experimental class were different from the activities in control.

4.4.1
Pre-test

Both of experimental group and control group were given a speaking test at the same time. The purpose of pre-test was to know the ability of the students before doing the treatments. The pre-test was conducted on November 25th, 2016. The students made a sample of introduction, commanding, prohibiting, asking and responding appologizing orally. Then, the researcher scored them.

Table 4.2
The Result of Pre-Test of the Experimental and Control Class



Experimental class 



Control class
	No
	Students’ code
	Score
	
	No 
	Students' code
	Score

	1
	E-1
	70
	
	1
	C-1
	60

	2
	E-2
	80
	
	2
	C-2
	70

	3
	E-3
	70
	
	3
	C-3
	50

	4
	E-4
	50
	
	4
	C-4
	40

	5
	E-5
	60
	
	5
	C-5
	60

	6
	E-6
	60
	
	6
	C-6
	60

	7
	E-7
	50
	
	7
	C-7
	40

	8
	E-8
	60
	
	8
	C-8
	60

	9
	E-9
	60
	
	9
	C-9
	40

	10
	E-10
	50
	
	10
	C-10
	60

	11
	E-11
	80
	
	11
	C-11
	70

	12
	E-12
	60
	
	12
	C-12
	70

	13
	E-13
	50
	
	13
	C-13
	80

	14
	E-14
	60
	
	14
	C-14
	50

	15
	E-15
	60
	
	15
	C-15
	60

	16
	E-16
	50
	
	16
	C-16
	40

	17
	E-17
	70
	
	17
	C-17
	70

	18
	E-18
	40
	
	18
	C-18
	60

	19
	E-19
	50
	
	19
	C-19
	70

	20
	E-20
	60
	
	20
	C-20
	50

	21
	E-21
	50
	
	21
	C.20
	50

	22
	E-22
	70
	
	22
	C-22
	60

	23
	E-23
	80
	
	23
	C-23
	70

	24
	E-24
	70
	
	24
	C-24
	40

	25
	E-25
	50
	
	25
	C-25
	70

	26
	E-26
	60
	
	26
	C-26
	60

	27
	E-27
	40
	
	27
	C-27
	50

	28
	E-28
	60
	
	28
	C-28
	40

	29
	E-29
	60
	
	29
	C-29
	70

	30
	E-30
	70
	
	30
	C-30
	40

	
	
	
	
	31
	C-31
	60


Based on the table above, the pre-test result showed that the pre-test highest score of experimental class was 80 and the lowest score was 40 while the pre-test highest score of the control class was 80 and the lowest score was 60. In the experimental class, was three students got 80, five students got 70, eleven students got 60 score, eight students got 50 and, three students got 40. While for the control class, there are one student got 80, eight students got 70, ten students got 60 score, five students got 50 score, and seven students get 40.

	Table 4.3
Descriptive Statistics of Pretest Result

	
	N
	Minimum
	Maximum
	Mean
	Std. Deviation

	Experimental
	30
	40
	80
	60.00
	10.828

	Control
	31
	40
	80
	57.10
	11.887

	Valid N (listwise)
	30
	
	
	
	


4.4.2 4.4.2
Standard of Normality
After getting the pre-test result of experimental and control class, the researcher analyzed the normality of the data. The researcher used One-Sample Kolmogrov-Smirnov Test to know the normality standard of the groups. The probability of this test was:
H0 : if Sig. (2-tailed) > 0.05, the data distribution is normal.
Ha : if Sig. (2-tailed) < 0.05, the data distribution is not normal. 

	One-Sample Kolmogorov-Smirnov Test

	
	Experimental
	Control

	N
	30
	31

	Normal Parametersa,b
	Mean
	60.00
	57.10

	
	Std. Deviation
	10.828
	11.887

	Most Extreme Differences
	Absolute
	.200
	.209

	
	Positive
	.200
	.151

	
	Negative
	-.167
	-.209

	Kolmogorov-Smirnov Z
	1.095
	1.166

	Asymp. Sig. (2-tailed)
	.181
	.132

	a. Test distribution is Normal.

	b. Calculated from data.


Table 4.4
Table 4.4 of pre-test score of experimental class showed that the total number of students (N) were 30, the mean score was 60.00 and the standard deviation was 10.828. The Sig. (2-tailed) was 0.181. It meant that Sig. (2-tailed) > 0.05; H0 was accepted; the data distribution of the experimental pretest score was normal. Then, pre-test score of control class showed that the total number of students (N) were 31, the mean score was 57.10 and the standard deviation was 11.887 The Sig. (2-tailed) was 0,132. It meant that Sig. (2-tailed) > 0.05; H0 was accepted; the data of the distribution of control pretest score was normal. It was concluded that the normality data distribution of both experimental class and control class were normal. It could also be seen in histogram normal curve below:

Fig. 4.1

Score Distribution of Pre-Test in Experimental and Control Class

The graphs showed that both of classes had relatively the same score in the mean. It mentioned that the experimental class students got average score of 60 and the control class students got average of 57.1. The homogeneity of the test can be seen on the table of homogeneity of variences.
4.4.3 4.4.3
The Standard of Homogeneity
Homogeneity analysis or Levene’s Test was used to analyze the variance pre-test data of both experimental and control class. It tested whether they were homogenous or heterogeneous. The probability of this was: 
H0 : if Sig. (2-tailed) > 0.05, the variance of two data were the same and homogenous. 
Ha :if Sig. (2-tailed) < 0.05, the variance of two data were the different and heterogeneous.

	Table 4.5

Test of Homogeneity of Variances

	Experimental  

	Levene Statistic
	df1
	df2
	Sig.

	1.291
	3
	25
	.299


The table of homogeneity computation of the pre-test showed that the Levene statistics was 1.291 and the significance was 0.299. In other words, Sig > 0.05; H0 was accepted; both score had the same variance. It means that homogeneity of the data had been reached.

4.4.4
Analysis of t-test
After getting the homogeneity and normality of the data statistics, the researcher then examined the t-test. The result of t-test in the pretest can be seen in the table below:

	Table 4.6
Independent Samples Test

	
	Levene's Test for Equality of Variances
	t-test for Equality of Means

	
	F
	Sig.
	t
	Df
	Sig. (2-tailed)
	Mean Difference
	Std. Error Difference
	95% Confidence Interval of the Difference

	
	
	
	
	
	
	
	
	Lower
	Upper

	Pretest
	Equal variances assumed
	1.392
	.243
	.996
	59
	.323
	2.903
	2.914
	-2.928
	8.734

	
	Equal variances not assumed
	
	
	.998
	58.790
	.322
	2.903
	2.910
	-2.919
	8.726


As the table 4.6 showed, there were two groups: the experimental and the control groups. The experimental group consists of 30 students and the control group consists of 31 students. The mean of pre-test for the experimental group was 60.00 meanwhile the control group was 57.10. The standard deviation of the experimental group was 10.828 and 11.887 for the control group. Mean difference was 2.903. Sig. (2-tailed) was 0.323 > 0.05, it means there was no significant difference between two groups. The degree of freedom (df) = 59 and t-value = 0.996. 

4.4.4 4.4.5
Treatment

The treatment was given in four meetings. It was conducted on November 25th, 2016 until December 2nd 2016 for VII A as experimental group consist of 30 students and VII B as control group consist of 31 students.  In experimental class, this study taught using Cat and Mouse game to improve students’ speaking skill. The researcher conducted speaking activity.Each meeting took 90 minutes. 

The first meeting was conducted on November 25th, 2016. The researcher talked about introduction, then gave explanation about introduction and gave example of them. The researcher mentioned the kind of introducting yourself and introducing others. And then, the researcher asked the students to make the same group and make circle. After that, the researcher stood in the middle of the students and asked question to one of the students standing in a circle. There were student who asked the question cannot be answered in a matter of 1-5, he are singing then changing into a cat. Next, the researcher and students concluded the material what they have learnt that day. Then, researcher closed the class.

The second meeting was conducted on November 26th, 2016. The researcher talked about the previous lesson and gave material about commanding. Next, researcher gave explanation about commanding and gave example of them. Next, researcher showed the conversation by using commanding. And then, the researcher asked to the students to make the same group and made circle like the previous meeting. After that, the researcher stood in the middle of the students. Next, the researcher asked questions to one of the students standing in a circle. There were student who asked the question cannot be answered in a matter of 1-5, he are singing then changing into a cat. Such students should do the same as the first. Next, the researcher and students concluded the material what they have learnt that day. Then, researcher closed the class.

The third meeting was conducted on November 28th, 2016. Researcher asked them about the previous lesson. Next, researcher gave explanation about prohibiting. Next, researcher asked to the students to mention the kind of prohibiting. Next, he asked to the students to divide into some groups. Then, students played the game like previous meeting. The students were happy and enjoyed the game, they could play game with material. Next, the researcher and students concluded the material what they have learnt that day. Then, researcher closed the class
The fourth meeting was conducted on December 2nd, 2016. The teacher asked them about the previous lesson and gave question about introduction, prohibiting, and commanding. Next, researcher explained about asking and responding for apologizing. Then, researcher gave the example of apologizing.. Next, researcher asked to students to make group like previous meeting. Next, they mentioned the kinds of asking and responding for appologizing using Cat and Mouse game. Next, researcher asked to the all students to mention about introduction, commanding, prohibiting, and asking and responding for appologizing one by one. The researcher made conclusion about the material and about the meeting while previous meeting. The students really apreciated the researcher and said thank you. Then, researcher closed the class

4.4.6
Post-test

The post test was conducted on December 2nd 2016 for the experimental and Control Class. The time allocation was 90 minutes. The all numbers of the subjects were 61 students. The post-test was given to students after the treatment was done. The researcher conducted the post-test to measure the progressing of students’ pronunciation, intonation, punctuation by speaking activities. To assess the students’ speaking skill, the researcher asked the students to mention kinds of introduction, commanding, prohibiting, and asking and responding for appologizing one by one. This test that the researcher used was to evaluate the progress of each students.

Table  4.7
The Final Score of Post-Test of the Experimental and Control Group

Experimental class 



Control class
	No
	Students’ code
	Score
	
	No 
	Students' code
	Score

	1
	E-1
	80
	
	1
	C-1
	60

	2
	E-2
	80
	
	2
	C-2
	70

	3
	E-3
	90
	
	3
	C-3
	60

	4
	E-4
	70
	
	4
	C-4
	60

	5
	E-5
	90
	
	5
	C-5
	60

	6
	E-6
	80
	
	6
	C-6
	70

	7
	E-7
	60
	
	7
	C-7
	60

	8
	E-8
	80
	
	8
	C-8
	70

	9
	E-9
	90
	
	9
	C-9
	80

	10
	E-10
	60
	
	10
	C-10
	90

	11
	E-11
	80
	
	11
	C-11
	90

	12
	E-12
	60
	
	12
	C-12
	80

	13
	E-13
	90
	
	13
	C-13
	90

	14
	E-14
	70
	
	14
	C-14
	60

	15
	E-15
	60
	
	15
	C-15
	70

	16
	E-16
	60
	
	16
	C-16
	60

	17
	E-17
	80
	
	17
	C-17
	80

	18
	E-18
	60
	
	18
	C-18
	70

	19
	E-19
	70
	
	19
	C-19
	80

	20
	E-20
	70
	
	20
	C-20
	60

	21
	E-21
	60
	
	21
	C.20
	70

	22
	E-22
	70
	
	22
	C-22
	60

	23
	E-23
	90
	
	23
	C-23
	70

	24
	E-24
	80
	
	24
	C-24
	50

	25
	E-25
	70
	
	25
	C-25
	60

	26
	E-26
	70
	
	26
	C-26
	70

	27
	E-27
	90
	
	27
	C-27
	60

	28
	E-28
	60
	
	28
	C-28
	70

	29
	E-29
	70
	
	29
	C-29
	70

	30
	E-30
	90
	
	30
	C-30
	60

	
	
	31
	C-31
	60


4.4.7
The Independent Sample t-test of the Post-test
The study used t-test to compare the data of the post-test in the experimental and control class whether there was a difference of post-test score between the experimental and control class using independent sample t-test.The first table was a comparison of pre-test mean scores from both the experimental and control group. If there was a difference between both score of the experimental and control group, the next table was analyzed whether the difference was significant. The probability of this test was:
H0 : if Sig. (2-tailed) > 0.05, there was no significant difference in the mean score of post-test between experimental and control class.
Ha : if Sig. (2-tailed) < 0.05, there was a significant difference of post-test scores between experimental and control classes.

Table 4.10
	Group Statistics

	
	Group
	N
	Mean
	Std. Deviation
	Std. Error Mean

	Pretest
	Experimental
	30
	74.33
	11.351
	2.072

	
	Control
	31
	68.39
	10.359
	1.861


Table 4.11
	Independent Samples Test

	
	Levene's Test for Equality of Variances
	t-test for Equality of Means

	
	F
	Sig.
	t
	df
	Sig. (2-tailed)
	Mean Difference
	Std. Error Difference
	95% Confidence Interval of the Difference

	
	
	
	
	
	
	
	
	Lower
	Upper

	Pretest
	Equal variances assumed
	1.434
	.236
	2.138
	59
	.037
	5.946
	2.781
	.382
	11.511

	
	Equal variances not assumed
	
	
	2.135
	58.101
	.037
	5.946
	2.785
	.371
	11.521


Sig. (2-tailed) ≤ 0.05 = Significant difference

The table above shows that the means of experimental group was 74.33 and control group was 68.39. The mean difference between the experimental group and the control group was 5.946. It means that the achievement of the experimental group was higher than the control group. Furthermore, the result of independent sample t-test for post-test showed that t-value was 2.138 and the degree of freedom (df) = 59. On Levens’ Test for Equality of Variances column showed that the sig was 0.236 > 0.05. It means that the sample was no homogenous. 

The sig (2-tailed) of t-test for equality of means = 0.037 < 0.05, it means that the H0 was rejected and H1 was accepted. It can be concluded that there was a significant difference between mean score of the experimental group and the control group after the treatment. The researcher then concluded that using Cat and Mouse game is effective to improve the students’ speaking skill.

4.5
Analysis of Result

The aim of the test was to know the effectiveness of using Cat and Mouse game to improve the students’ speaking skill of the seventh graders of SMPN 1 Gunungwungkal Pati in the Academic Year of 2016-2017.

This study found that Cat and Mouse game had positive effect in improve speaking skill for the seventh graders of SMPN 1 Gunungwungkal Pati. It could be concluded from the result of the research. At the first time, this study held pre-test in order to know the first condition of the students. The result showed that the students’ were in equal condition in the beginning. After getting the pre-test, then the students in the experimental group were given treatments continuously. The last process was post-test conducted to find out the result after they got the treatment. The result of independent sample t-test showed that there was a significant different in the mean score of student’s speaking skill between the experimental and control group.
In the pre-test, the result shows that the pre-test mean of the experimental group was 60.00 and the control group was 57.10. It means that, the ability of both groups was relatively the same. After received the different treatment, the mean score of experimental group was better than control group. Then, the post-test mean of the experimental group was 74.33, while the control group was 68.39. It means that, the ability of both groups was relatively different after receiving the different treatment.

Thus, they indicated that using Cat and Mouse game to improve speaking skill was effective for students. Finally, from the result above, this study found that using Cat and Mouse game had positive effect to improve speaking skill for the seventh graders of junior high school. 

CHAPTER V CONCLUSION AND SUGGESTION

This chapter presents the conclusion of what have been discussed in the previous chapters, and also the suggestions for language teaching that may be useful for both teacher and students of English.

5.1
Conclusion

Based on the result of the last chapter, researcher gave some conclusions, there were a significant difference of the students’ speaking achievement in learning Speaking between students who were taught by using Cat and Mouse game and those who were taught by using conventional Technique to the seventh graders of SMPN 1 Gunungwungkal Pati in academic year 2016/2017.

The researcher found that the total number of subjects (N) in this research for both groups experimental and control was 61 with the degree of freedom (df) = 59.  The result of independent sample t-test for post-test showed that t-value derived was 2.138 and t table was 2.135, thus t-value was higher than t-table (2.138 > 2.135).  So, the Independent Sample T-test showed that sig (2-tailed) was 0.037 < 0.05.  It mean that H0 was rejected and H1 was accepted.

5.2
Suggestion

From the conclusion above, the researcher would like to give some suggestion as follows:

1. For teachers

The English teachers are suggested to use Cat and Mouse game technique as the effective technique to stimulate the students’ learning speaking spirit and interest in the teaching-learning speaking process. 

2. For students

a. The students can use Cat and Mouse game as a guidance to increase their ability in speaking and motivate them in learning English better.

b. Using Cat and Mouse game can make the students to be more creative to express their ideas, opinion and information orally, and the students will be more confidence to speak English in front of their friends.

3. For Further research

For the other researchers and readers, this research can be a reference about one of the games which can be applied in teaching and learning speaking skills.
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