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Abstract – English clubs in schools are commonly 
expected to help students develop fluency in speaking 
English. This study examines the impact of Game-Based 
Learning – the use of the Bingo game, a modified 
matching game, and ‘Two Truths and a Lie’ game – in 
the English club on students’ speaking skills and self-
efficacy in speaking. This study was mixed-method 
research and employed an explanatory sequential 
design. Twenty-four students as members of the English 
club in a state junior high school in Surabaya, East Java, 
Indonesia, participated in this study. Quantitative data 
were collected through oral tests and questionnaires, 
while qualitative data were gathered through follow-up 
interviews. The results indicated that using these three 
games in the English club has a good effect, with a 
Cohen's d of 1.14019, indicating a large effect size on 
students' speaking skills, but only a little on their self-
efficacy in speaking. The follow-up interviews revealed 
the students' opinions towards the three games and the 
reasons that influence their self-efficacy in speaking. It 
is suggested to consider the elements of games and 
related constructs of self-efficacy when selecting games 
for further research. 
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1. Introduction

Teaching English in a foreign language context, 
such as Indonesia, presents a sort of challenge for 
teachers. Teachers at boarding school face several 
challenges in teaching English, including motivating 
students, enhancing their language skills, managing 
overcrowded classrooms, coping with limited time, 
and dealing with inadequate learning resources [1]. A 
previous study also highlighted some of the challenges 
teachers face when teaching English at the junior high 
school level, such as low student motivation and 
limited access to learning media [2]. It can be seen 
from these two previous studies that students’ lower 
motivation, limited facilities or learning media, and 
management of overcrowded classrooms are the most 
challenging, which need to be coped with. 

The challenges mentioned above may be overcome 
in some ways, such as having small classes, involving 
students in making learning media, and providing 
English clubs at schools. Unfortunately, in state 
schools in Surabaya, class sizes for regular programs 
are already determined. Besides, involving students to 
make learning media often takes time, and teachers 
need to catch up on time to complete the materials. 
Therefore, another solution is to have an English club 
at schools can be the best option. 

Providing English clubs at school is the best 
solution to the challenges above for some reasons. 
First, teachers can manage the meeting hours based on 
the agreement with students. Second, the number of 
students can be controlled, and the overcrowded 
classes can be hindered. Third, teachers can be as 
creative as possible because the activities are based on 
specific learning objectives that the students in the 
English clubs need to achieve. These reasons are the 
benefits of providing English clubs at schools. The 
English club is recommended to be organized because 
it provides a good model of English for students [3].  
Moreover, participating in the English club helps 
boost students’ motivation, engagement, and comfort 
in the classroom, which in turn supports their 
independence, confidence, and language development 
[4].  
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Providing English clubs at schools is suitable for 
facing the challenges. 

Commonly, there are three main goals in providing 
English clubs at schools: developing students’ 
potential, preparing for English competitions, and 
focusing on speaking or daily conversations. In 
developing students’ potential, the materials provided 
offer students to master communicative competence 
both orally and in writing. Besides, English clubs that 
are held to prepare for English competitions mostly 
provide materials for competitions such as speech, 
storytelling, debate, news reading, and essay writing. 
The materials in English clubs that focus on daily 
conversations are also different because of involving 
speaking practice and vocabulary items used in daily 
activities. Knowing the main goals of the English 
clubs, such as developing students’ potential, 
preparing students for English contests, and 
emphasizing speaking or everyday discussions, makes 
teachers understand the materials and activities that 
need to be prepared. 

Based on the questionnaire shared in the 
preliminary study that researchers conducted, most 
English clubs in junior high schools in Surabaya focus 
on speaking skills. However, the students were still 
reluctant to interact with their friends using English in 
the English clubs. Several factors can make speaking 
challenging, such as linguistic complexity, clustering, 
speaking speed, redundancy, stress, reduced forms, 
intonation, use of colloquial language, rhythm, 
performance-related issues, and the interactive nature 
of conversation [5]. Besides, English is not a language 
used in daily conversations in Indonesia, especially in 
state junior high schools. In other words, the students 
do not get much exposure to the target language. 
Therefore, mastering speaking skills in English clubs 
requires effort to achieve the goal as expected. 

Speaking performance can be categorized into six 
types: imitative, intensive, responsive, transactional, 
interpersonal, and extensive [5]. Both transactional 
and interpersonal can be called interactive speaking. 
English club members are expected to have better 
speaking skills, so teaching in English clubs mostly 
leads to interactive and extensive speaking.  
Interactive speaking is used to ask for specific 
information and maintain relationships with other 
people, while extensive speaking is extended 
monologues that require students to speak 
spontaneously or with preparation. The six types of 
speaking performance mentioned are important to 
learn if students want to master speaking skills. 

Knowing that the speaking performance needs to 
be mastered, while students in English clubs are still 
reluctant to speak English when interacting with their 
friends, incorporating Game-Based Learning (GBL) 
can be a solution.  

Game-based learning (GBL) incorporates 
instructional information into engaging game formats 
to optimize learning outcomes. It offers a powerful 
approach to increasing student engagement, 
motivation, and active participation. Besides being 
supported by theories such as Self-Determination 
Theory (SDT) and constructivism, GBL is supported 
by previous studies. According to research findings of 
a previous study, game-based learning and the school 
environment have a positive, though relatively minor, 
influence on student achievement; however, when 
self-intention serves as a mediator, the impact 
becomes both positive and significant [6]. In addition, 
GBL has the potential to improve student engagement 
through greater motivation, interest, and peer-to-peer 
learning [7]. Besides, another study showed that the 
group using games made greater progress compared to 
the group taught through traditional methods [8]. 
Therefore, using games in learning can be the best 
option to achieve the expected objectives in English 
clubs. 

Following the benefits of games mentioned, it is 
necessary to use them as an innovation in English 
clubs. It is expected that using games in English clubs 
can influence students' speaking skills and self-
efficacy in speaking. The reason why self-efficacy 
matters in this study is that it is the belief in oneself 
that someone can learn or do tasks at specific levels 
[9]. Individuals with high self-efficacy see 
challenging tasks as opportunities and growth, rather 
than as threats to be avoided [10]. Besides, three 
independent variables—self-efficacy, self-regulation, 
and self-evaluation—that were presented in the 
previous study were enough for predicting students' 
employability levels, with self-regulation providing 
the most substantial and practical contribution [11]. 
Given the advantages of playing games to learn 
English, it is required to use games in English clubs. 

In this study, the three games were chosen for this 
study based on the goal of each meeting, namely the 
bingo game, the modified matching game, and the 
‘Two Truths and a Lie’ game. By playing a bingo 
game, the students were expected to understand the 
vocabulary items and pronounce the words correctly. 
By playing the modified matching game, the students 
were expected to respond to short questions asked 
orally. Playing the ‘Two Truths and a Lie’ game was 
expected to encourage students to speak confidently in 
front of their friends. It was planned to give feedback 
after the students played the games in every meeting. 
Although students perceived teacher feedback in 
different ways, it still played a role in helping them 
develop self-regulated learning skills such as 
monitoring progress, staying motivated, setting goals, 
seeking help, adapting strategies, and evaluating their 
learning in English [12].  
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In line with these expectations, this study aimed to 
investigate the effects of using a bingo game, modified 
matching game, and the ‘Two Truths and a Lie’ game 
on students' speaking skills and their self-efficacy in 
speaking. 

 
2. Literature Review 

 
Two theories that support Game-Based Learning 

are elaborated here. First, Self-Determination Theory 
(SDT) has been applied in various fields, including 
educational settings. SDT highlights three core 
psychological needs: autonomy, competence, and 
relatedness. A study proved that GBL Game-Based 
Learning provided an environment that can improve 
performance by meeting these needs as outlined by 
SDT [13]. Second, constructivism also supports GBL, 
as it encourages students to take an active role in the 
learning process. Moreover, constructivism theory 
views learners as active participants in the learning 
process, building upon previously established 
foundations, revising understandings as new 
knowledge  acquired, and continually developing and 
refining emerging concepts when necessary [14]. The 
theories above underpin this study. 

Besides the abovementioned theories, some 
previous studies support game-based learning in 
English language teaching. According to a previous 
study result, game-based learning can improve 
students' proficiency in the English language; the 
students used the game-based learning platform in an 
independent learning environment [15]. Another 
finding showed that communication games help 
students improve their speaking skills when using 
English as a Foreign Language (EFL) classes [16].  

 
 
 
 

Furthermore, game-based learning is one of the 
many effective methods for helping students learn 
English in contexts where it is not their native 
language [17]. In addition, games enhance language 
skills, boost motivation, and help students build 
positive relationships and develop social skills [18]. A 
previous study also found that board games are 
effective in supporting students’ cognitive, language, 
and motor skill development [19]. Besides, the 
competitive mode of a developed digital role-playing 
game promotes students’ self-efficacy [20]. In a 
nutshell, games can offer many benefits for students 
in English class, such as improving speaking skills, 
developing social skills, providing motivation, and 
promoting self-efficacy. 

While many studies have investigated the 
effectiveness of games in enhancing language skills, 
few have explored their dual impact on speaking skills 
and self-efficacy, particularly in an English club 
setting. Additionally, little focus has been placed on 
comprehending how students view particular games 
and how these views affect their speaking self-
efficacy.  

By investigating the impact of three games—
Bingo, a modified matching game, and ‘Two Truths 
and a Lie’—on junior high school students' speaking 
abilities and self-efficacy, this study aimed to close 
this gap. 
 
3. Methods 
 

This study employed a mixed-methods research 
approach and utilized an explanatory sequential 
design. Mixed-method research involves the 
collection of both quantitative and qualitative data 
[21]. This design was selected because qualitative data 
were necessary to help explain the findings from 
quantitative data. Figure 1 shows the research design 
used.   

 

 
 

Figure 1. The research design was adopted from [21] 
  

The initial number of participants was 25 students; 
however, one participant only followed the pretest and 
was absent during the teaching and learning process. 
Therefore, 24 students–3 males and 21 females–from 
the English club in a state junior high school in 
Surabaya, Indonesia, participated in this study.  

This school was chosen because it was one of the 
state junior high schools that provided an English club 
as an extracurricular activity. Besides, the principal of 
this school hoped that the students would be able to 
speak English fluently and supported the running of 
the English club.  
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The English club consisted of ten seventh-graders, 
nine eighth-graders, and five ninth-graders. The study 
was conducted from January to February 2024. 

Quantitative data were gathered through tests and 
questionnaires, while qualitative data were collected 
via follow-up interviews. A pretest was administered 
prior to the treatment, and the posttest was conducted 
afterward. The test was an oral test conducted by 
conducting interviews with students. Three topics–
family, hobby, friends–were provided, and the 
students were free to choose. The rubric used for 
assessing speaking was adapted from oral proficiency 
scoring categories consisting of grammar, vocabulary, 
comprehension, fluency, and pronunciation [22].  

 
 
 

Besides, the questionnaires on self-efficacy in 
speaking were distributed to students before and after 
the treatment. The questionnaire items were adapted 
from the self-efficacy for English as a Foreign 
Language (EFL) speaking scale (SEESS) [23]. A total 
of 17 items were translated into Indonesian to enable 
the students to respond. These items covered three 
dimensions: performance self-efficacy, self-
regulatory efficacy, and linguistic efficacy. The 
questionnaire was distributed through Google Forms, 
and the students were asked to rate each statement on 
a scale from 1 to 4. Ratings 1-2 (strongly disagree and 
disagree) are categorized as negative, while ratings 3-
4 (agree and strongly agree) are categorized as 
positive. Table 1 presents the items in the 
questionnaire and their dimensions. 

 
Table 1. The questionnaire items and their dimensions adapted from [23] and translated into Indonesian 
 

Item no Statements Dimensions 
1 I can speak English fluently when giving a presentation in front of the class. 

 

Performance self-efficacy 

2 I can make an effort to stay confident when speaking in English. 
 

3 I can understand even the most difficult materials presented in speaking 
lessons. 
 

4 I can master the speaking skills taught in class. 
 

5 I can apply the speaking skills learned in class to real-life communication. 
 

6 I can perform very well in speaking activities during class. 
 

7 I can actively participate in class discussions conducted entirely in English. 
 

8 I can achieve my goal of improving my English skills. 
 

Self-regulatory efficacy 

9 
 

I can think of various ways to help improve my English-speaking ability. 
 

10 I can evaluate whether I’ve achieved my goals in learning English. 
 

11 I can assess whether my speaking performance in class is good or needs 
improvement. 
 

12 I can identify my strengths and weaknesses in English. 
Saya dapat menilai kekuatan dan kelemahan saya dalam berbahasa Inggris. 

13 I can find different ways to boost my motivation to speak English. 
 

14 I can use appropriate sentence structures to describe my school to others in 
English. 
 

Linguistic self-efficacy 

15 I can speak with correct pronunciation and intonation when asking my teacher 
questions in English. 
 

16 I can discuss my favorite topics in English with my classmates without needing 
to search for expressions too often. 
 

17 I can fluently tell my classmates about a book I have read in English. 
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The oral test results were analyzed using SPSS 
version 25 (Statistical Package for the Social 
Sciences). SPSS was chosen because it is an adaptable 
application with a broad range of data conversions, 
output formats, and analysis capabilities [24]. 
Questionnaire data were analyzed by calculating the 
number of positive responses (ratings of 3 and 4), 
while the interview data were examined through data 
condensation, data display, and drawing conclusions 
[25]. In more detail, the interview data were 
transcribed, selected, categorized, displayed in the 
table, conclusions drawn, and described 
comprehensively. 
 
4. Results and Discussion 
 

This section outlines the results obtained in this 
study and explains their meaning and relevance. 
Besides, their relation to learning theories and 
previous studies is also discussed. 

 
4.1. The Teaching and Learning Activities 

 
The treatment was given in four meetings, and the 

meetings were held once a week. Since the main focus 
of the English club was speaking skills, the four 
meetings led to interactive speaking. The schedule 
followed the school regulations; therefore, the 
meeting of the English club was only conducted on 
Monday after school for one and a half hours. 

The bingo game was played in the first and second 
meetings. This game was chosen because it was good 
to build students’ vocabulary items before beginning 
to speak. Some previous studies showed that the 
students' attitudes regarding the bingo game were 
good and it was found that their success improved 
[26], the student's interest in the learning process 
increased after playing the bingo game [27], and the 
students’ vocabulary items improved after being 
taught through the bingo game [28]. The first meeting 
focused on imitative speaking. The teacher wrote 25 
verbs on the whiteboard. Then, the students were 
asked to write 25 squares in their notebooks. The 
students were free to write the verbs provided by the 
teacher on their note (square) randomly. Next, the 
teacher mentioned the verbs one by one. Every time 
the students heard the word, they crossed out the verb 
on their notes. If the student crosses 5 verbs in a row, 
either vertically, horizontally, or diagonally, he/she 
could cross the letter “B” from Bingo. The one who 
could cross the letter “B”, “I”, “N”, “G”, and “O” 
shouts “Bingo” and wins the bingo game. After the 
game finished, the teacher read the words again, and 
the students repeated them. The teacher also made 
sure that all students understood the meanings of the 
verbs. The winner of the game got a star. Figure 2 
shows an activity when playing the bingo game. 

 

The second meeting focused on intensive speaking. 
Students played Bingo with "family" as the topic. The 
teacher wrote the words related to a family on the 
whiteboard, such as "mother", "father", and so on. The 
students wrote them on their notes (square) randomly. 
It continued with the same procedure as the first 
meeting. After the game finished, the students were 
asked to speak a sentence by using the words they had 
just learned. The teacher wrote all the sentences on the 
whiteboard. Next, error recognition was done for the 
sentences that the students made. It was done so the 
students could speak English not only fluently but also 
accurately. The students who recognized the errors, 
mostly grammatical mistakes, got the stars. 
 

 
 

Figure 2. An activity when playing the bingo game 
 

The third meeting focused on responsive speaking. 
At the beginning of the lesson, the teacher introduced 
interrogative sentences in the What, Who, When, 
Where, Why, and How (5W1H). The students were 
asked to make some questions with the 5W1H format. 
Then they took turns asking their partners sitting 
beside them. After all the students finished asking and 
answering, they played the modified matching game. 
Based on a previous study, matching games can 
facilitate second-semester students' easy and efficient 
learning of speaking [29]. In this modified game, the 
students did not use cards to match. They used their 
bodies as cards. The teacher wrote the question "What 
is your hobby?" on the whiteboard, then chose two 
students to be the players to compete with each other. 
These two students were waiting outside while the 
other students were working in pairs to determine the 
hobby they chose. After all was set, the two students 
waiting outside were allowed to come in. They had to 
ask a question, "What is your hobby?" to each student 
and find the pairs. The one who gets the higher score 
wins. The winners got stars. The game continued until 
all the students became the players. The questions 
provided by the teacher could be "Where are you 
from?", "Who is your favorite teacher?", and so on. 
The students seemed most enthusiastic about playing 
this modified matching game compared to the other 
two games. Figure 3 shows an activity when playing 
the modified matching game. 
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Figure 3. An activity when playing the modified matching 
game 

 

The fourth meeting focused on interactive 
speaking. The game played in this meeting was ‘Two 
Truths and a Lie’. The ‘Two Truths and a Lie’ game 
is a fun and inventive technique to enhance speaking, 
critical thinking, and language proficiency in language 
classes [30]. In this game, the students were asked to 
prepare two truths and a lie about themselves. Then 
they delivered the two truths and a lie to the class. 
Other students tried to guess what the lie was. The 
ones who could guess correctly got stars. The two 
truths and a lie delivered by Student 11 is, “First, I 
have 11 cats. Second, my phone is passed down from 
my brother. Third, my favorite sport is basketball. 
Which one is a lie?” and by Student 13 is “...my 
favorite singer is Michael Jackson. I was born in 
2008. I have a brother...” To conclude the lesson, the 
teacher went over the content taught from the first to 
the fourth meeting. The student who got the most stars 
during the four meetings would get a prize.  

 
4.2. The Results of Speaking Scores 

 
The speaking scores collected from the pretest and 

posttest were analyzed using the Statistical Package 
for the Social Sciences (SPSS). A normality test was 
initially performed to determine whether the data were 
normally distributed. The Shapiro-Wilk test was 
selected, as it is well-suited for small sample sizes and 
is considered both effective and reliable in such cases 
[31]. Table 2 presents the normality test results.  

Table 2. The normality test results 
 

 
 

As shown in Table 2, all data have significance 
values greater than .05, indicating a normal 
distribution.  

Therefore, a paired-sample t-test was appropriate. 
Table 3 displays the results of descriptive statistics and 
the paired-sample t-test. 

 

Table 3. The descriptive statistics and paired-sample t-test 
results 
 

 
 
Table 3 shows that the Significance (2-tailed) value 

is less than .05, indicating a significant difference 
between the pretest (M = 3.1833, SD = .63223) and 
posttest scores (M= 3.9417, SD = .14218; t (23) = -
9.094, p = .000 two-tailed. In other words, the 
treatment had a significant effect on the observed 
differences, with a Cohen’s d of 1.14019, indicating a 
large effect size. These results follow Kaur's and 
Aziz's [32] study, which concluded that language 
games have an important role in speaking lessons. 
Besides, using games was an excellent way to 
incorporate learning in the speaking classrooms [33]. 
There has been a positive change in the classroom 
environment, giving students more opportunities to 
communicate and improve their speaking abilities 
[34]. In the current study, most students also seemed 
to understand the questions asked in the posttest 
compared to the pretest. It can be seen from the scores 
in the comprehension category. 

 
4.3. The Results of Self-Efficacy in Speaking 

 
The analysis results of the students’ self-efficacy in 

speaking are presented in Table 4. It shows that 25% 
of students’ self-efficacy increased, 54% of students’ 
self-efficacy is constant, and 21% of students’ self-
efficacy decreased. The results were good but quite 
surprising. Knowing that most students’ speaking 
scores increased, it was expected that around 80% of 
students’ self-efficacy in speaking would increase as 
well. The follow-up interviews in the following 
section revealed other reasons that may influence 
students' self-efficacy in speaking. 

Knowing that the students' speaking skills improve 
but have little effect on their self-efficacy, these 
findings align with a previous study that found no 
significant correlation between self-efficacy and the 
academic achievement of learners [35]. In addition, 
academic self-efficacy played only a minor role in 
explaining differences in students’ performance in 
their academic work [36].  
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However, the findings of this study contrast with a 
previous study, which stated that academic self-
efficacy is beneficial in raising academic performance 
[37].  

It may be caused by the different settings and 
students’ levels. 

 
Table 4.  The results of self-efficacy in speaking 
 

Students Positive 
ratings 
(Before) 

Positive 
ratings 
(After) 

Category Performance 
(maximum score 

is 7) 

Self-regulatory  
(maximum score 

is 6) 

Linguistic  
(maximum score 

is 4) 
1 15 17 Increased 7 6 4 
2 13 12 Decreased 5 5 2 
3 17 17 Constant 7 6 4 
4 17 17 Constant 7 6 4 
5 17 17 Constant 7 6 4 
6 17 17 Constant 7 6 4 
7 17 17 Constant 7 6 4 
8 10 17 Increased 7 6 4 
9 14 15 Increased 7 6 2 

10 16 9 Decreased 4 4 1 
11 17 17 Constant 7 6 4 
12 17 17 Constant 7 6 4 
13 16 17 Increased 7 6 4 
14 17 17 Constant 7 6 4 
15 17 14 Decreased 6 5 3 
16 17 17 Constant 7 6 4 
17 17 17 Constant 7 6 4 
18 17 17 Constant 7 6 4 
19 17 17 Constant 7 6 4 
20 16 15 Decreased 7 6 2 
21 17 17 Constant 7 6 4 
22 8 14 Increased 5 6 3 
23 15 13 Decreased 5 6 2 
24 16 17 Increased 7 6 4 

Table 4 also presents the score of performance self-
efficacy, self-regulatory efficacy, and linguistic self-
efficacy for each student. Performance self-efficacy 
reflects students’ confidence in understanding the 
material or completing tasks in the EFL speaking 
course; self-regulatory efficacy refers to their 
perceived ability to manage their learning process 
using metacognitive strategies to become proficient 
speakers; and linguistic self-efficacy indicates how 
confident students are in using appropriate grammar, 
vocabulary, pronunciation, and sentence structure to 
complete specific speaking tasks accurately and 
fluently [23]. Table 4 shows that 79% of the students 
achieved the highest score in performance self-
efficacy, 88% reached the maximum score in self-
regulatory self-efficacy, and 71% attained the top 
score in linguistic self-efficacy. It means most 
students have the highest self-efficacy in speaking in 
the self-regulatory efficacy dimension, while 
linguistic self-efficacy has the lowest percentage. 

 
 
 
 

4.4. The Results of the Interviews 
 

The results of the interviews are elaborated in two 
subsections, namely students’ preferences and 
opinions, and students’ reasons that could contribute 
to their self-efficacy in speaking. 

 

4.4.1. Students’ Preferences and Opinions 
 

There are several questions in the interviews, for 
example, which games the students like, which games 
can improve their speaking skills, and which games 
can increase their self-efficacy in speaking. For the 
first question, the interview results showed that both 
the bingo game and the modified matching game have 
the same percentage (77%) of students’ preferences. 
In other words, most students stated that they liked 
playing the bingo game and the modified matching 
game in the English club. The difference is slight with 
the ‘Two Truths and a Lie’ game, which got 71%. This 
means the three games used in the English club were 
suitable for the students' interests.  
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This is consistent with the previous studies stating 
that the students responded positively to the bingo 
game [26] and showed increased enthusiasm and 
participation when learning vocabulary through word-
matching games [38].  

The results of the interviews for questions 2 and 3 
showed the students' opinions about the three games 
on their speaking skills and self-efficacy in speaking. 
All students felt that the ‘Two Truths and a Lie’ game 
could enhance their speaking skills. The bingo game 
offers fewer speaking opportunities compared to the 
‘Two Truths and a Lie’ game. Meanwhile, the 
modified matching game may limit the students' 
utterances because the students need to talk based on 
the topic chosen. This is why most students chose the 
‘Two Truths and a Lie’ game as the game that they felt 
was beneficial in increasing their speaking skills. 
Besides, most students stated that the ‘Two Truths and 
a Lie’ game is the game that could increase their self-
efficacy in speaking. The second place is the modified 
matching game, while the third place is the bingo 
game. During the ‘Two Truths and a Lie’ game, 
students had the chance to speak in front of the class 
and receive responses from their friends. This finding 
supports earlier research, which noted that the game is 
a fun and creative method for enhancing speaking 
skills, critical thinking, and language proficiency [30]. 
The interview results indicate that, although the 
increase in self-efficacy in speaking was low, many 
students responded positively to the three games 
provided, which made them enthusiastic about 
participating in activities at the English club. 

In the interviews, the students also revealed their 
opinions about the games in other aspects. Student 13 
talked about getting new vocabulary items when 
playing the games, so student 13 was more confident 
in speaking English. This could be the reason why 
student 13’s self-efficacy in speaking increased. 
Student 11 and student 12 stated that they were happy 
when playing the games. However, student 11 
admitted learning a little, and student 12 felt 
discouraged when losing the games. This may cause 
their self-efficacy in speaking to be constant. Student 
14 liked the games but felt exhausted after school; 
therefore, the engagement in the games during the 
English club led to noticeable variations in student 
14’s emotional state. It could be the reason why 
student 14’s self-efficacy in speaking decreased. 
These opinions could show how the three games were 
from the student's point of view. In addition, this 
supports constructivist theory since the students 
actively build their knowledge through their 
participation in the English club activities. 

 
 
 

4.4.2. Students’ Reasons that Could Contribute to Their 
Self-Efficacy in Speaking 

 
After conducting the interviews with the students, 

some reasons why their self-efficacy in speaking did 
not increase were concluded. The first reason was that 
they realized that their friends were better than they 
were at speaking while playing the games. Two of 
their answers are translated into English: “I am 
insecure, Ma’am, because there are still others who 
are better than me at speaking English, and “…I feel 
like my English is lacking. Then, if compared to 
others, it looks like the others are good.” 

The second most common reason was that the 
students were frequently absent, afraid of grammatical 
mistakes when speaking, and tired after a long day of 
school. Student 2 and student 23 were frequently 
absent because they joined other clubs with the same 
schedule as the English club. Having difficulties in 
vocabulary and grammar explains why the linguistic 
self-efficacy dimension has the lowest percentage 
among others. They felt tired when playing games in 
the English club because the English club was held 
after school, and they had many assignments from 
school from January to February. Therefore, these 
reasons were plausible. 

The students also mentioned other reasons, such as 
having personal reasons like breaking up with a 
boyfriend, having difficulty in finding the right words 
when speaking, and feeling confident only when 
speaking with someone close. Student 14 mentioned 
passing through a breaking up in February which was 
depressing. Meanwhile, student 6 was afraid of 
making mistakes when speaking English. Besides, 
student 18 was not close with all the members of the 
English club. It was comprehensible because the 
members of the English club came from different 
classes ranging from seventh to ninth grade. 

These findings can be attributed to the elements of 
the chosen games. The key elements of games 
included a structured system, participants, simulated-
settings, conflict, rules, turns, cooperation, 
competition, measurable outcomes, value placed on 
those outcomes, player effort, emotional investment in 
the outcome, and flexible consequences [39], [40]. 
Both bingo and modified matching games are more 
competitive games. Although in the modified 
matching game, some students worked collaboratively 
in pairs, the main players still needed to compete with 
his/her opponent. In the ‘Two Truths and a Lie’ game, 
the quantifiable outcome was not clear because the 
students tended to shout directly to guess which one 
was a lie. It is unclear whether the students who 
guessed by mumbling can be called losers.  
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Therefore, the three games chosen may not fulfill 
all elements of the games. 

After discussing the results from the elements of 
games, three related constructs of self-efficacy, such 
as academic ability, causal attributions, and perceived 
self-competence, may also contribute [41]. First, 
students who have developed their abilities are 
supposed to perform well on standardized tests of 
achievement; however, having knowledge and 
abilities does not guarantee that one will apply them 
successfully in difficult circumstances. For example, 
students with similar ability levels may differ 
significantly in their perceived efficacy to manage 
academic demands because successful performance 
needs self-regulation of motivation, disruptive 
cognitive processes, and negative emotional reactions 
[41]. This is in line with the interview results with 
student 13 and student 7. Both have good speaking 
skills, but student 13 was better at using the abilities 
under difficult conditions, like when playing a bingo 
game that needs accuracy and a ‘Two Truths and a 
Lie’ game that needs courage to speak in front of the 
class. Student 13 stated learning many new vocabulary 
items while playing the games, and that increased the 
confidence to speak English.   

Second, attributional feedback influences 
perceptions of efficacy. When failure is attributed to 
inadequate effort, performance motivation increases; 
when failure is attributed to incapacity, it decreases 
[41].  The three games in this study are more 
competitively played, not cooperatively. When 
students do not win the game and do not get stars, they 
may consider themselves a failure or deficient in 
ability. It may influence students’ self-efficacy in 
speaking. It is in line with the interview results of 
student 12 and student 10. Student 12 said he/she was 
still eager to speak English even though he/she lost the 
game which means that he/she could maintain his/her 
self-efficacy in facing failure. Contrarily, student 10 
said that his/her expectations of himself/herself 
decreased after playing the games which means 
student 10 considered the failure as incapacity of 
himself/herself. 

Third, perceived self-competence is closely linked 
to the self-efficacy construct. This is following the 
results of the interview with student 5 and student 20. 
Student 5 said that he/she was insecure after playing 
the games because student 5 realized that his/her 
friends were better. It is similar to student 20, who 
admitted that he/she saw his/her friends as superior, 
which made him/her feel down and unmotivated to 
speak. The beliefs of their competence could influence 
their self-efficacy while playing the games.  
 

 
 

5. Conclusion 
 

In conclusion, incorporating a bingo game, 
modified matching game, and ‘Two Truths and a Lie’ 
game in the English club appears to have a good effect 
on students' speaking skills, though it has only a 
modest impact on their self-efficacy in speaking. 
Although the games given may fulfill only some 
elements of the games and the related constructs of 
self-efficacy, the students felt happy in participating in 
the games. From the findings, it can be stated that 
students' constant self-efficacy in speaking could be 
caused by their realization of their friends' speaking 
skills, frequent absence, fear of grammatical mistakes 
when speaking, and exhaustion after a long day of 
school. Other reasons were the student's love problem, 
difficulty finding the right words in English, and 
feeling distant from others. To sum up, although the 
three games provided did not increase the students’ 
self-efficacy in speaking as much as expected, they are 
beneficial to students' speaking skills and suit students' 
interests when designed well. 

This study had a few limitations. First, it was 
conducted in a single English club at one junior high 
school. Therefore, the results may be only applicable 
in similar contexts. Second, other factors may 
influence the result of the study since the treatment was 
only given in four meetings held once a week. 
Therefore, further research needs to consider these 
issues. Despite its limitations, this study offered 
insights into the use of three games–the bingo game, 
modified matching game, and ‘Two Truths and a Lie’ 
game–as innovative alternatives to enhance students’ 
learning in English club settings. 

For further research, there are some suggestions 
elaborated. First, support from homeroom teachers is 
needed because it is crucial to encourage the students 
to always come to the English club. Second, paying 
attention to both competitive and cooperative modes of 
the games chosen is important, so the students’ self-
efficacy in speaking could be improved as much as 
expected. Third, to achieve the expected learning 
outcome, it is also suggested to consider the elements 
of games and related constructs of self-efficacy when 
selecting games because well-designed games can help 
to improve students' speaking skills and self-efficacy 
in speaking. These suggestions could be used by other 
researchers to conduct similar research.  
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