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ABSTRACT  

Education is a very important need for the next generation of the nation for life 

in the future. Education needs are also very necessary for children with special 

needs, especially children with intellectual disabilities or children with mental 

disabilities. Teaching and learning activities for children with special needs are 

not easy, educators must adjust the right method or media. When we learn 

English, especially for speaking, vocabularies become one of the elements that 

must be learnt.  As for learning English, some teachers or students find 

difficulties to master English because they do not know the vocabulary. They 

also have difficulty to speak, write and memorize the vocabulary. Much less for 

especially children with intellectual disabilities or children with mental 

disabilities it is really hard thing to do. They need some media to help them in 

speaking and memorizing the vocabularies well. SEGA (Speaking English Game) 

media is one of the interactive media designed to help them in speaking skill. 

This study focuses on Children with special needs responses after using SEGA 

media for learning English. The purpose of this study is how students respond 

to SEGA media in the classroom; the design of this study is descriptive-

qualitative to answer these questions. The instrument of this study is using 

questionnaire which is distributed to the students with special needs which 

consist of 12 students at SLB Muhammadiyah Jombang. The result of this study 

showed that 78% students or about 7 students are motivated and also easy to 

speak and remembering the vocabularies in speaking task, and about 22% or 5 

students said that SEGA media help them much to speak. From this result can 

be concluded that SEGA (Speaking English Game) media can help the children 

with special needs to explore and also improve their English speaking. By having 

this result hopefully another researcher can conduct this study in other level and 

skill. 
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INTRODUCTION 

English learning is very important to be learnt by students because it becomes one of 

international language used in the world. Knowing English to be able to speak English well will 

make it easier to someone in communication with others. All students in every level of 

education should master English as a foreign language in our country. In communication, the 

students should master firstly about speaking. Speaking is very important because by 

speaking the students can give a good response to the others.  Speaking is a functional 

spoken language skill in everyday human life because by speaking we can obtain and convey 

information. (Agustina & Muslimah, 2021) stated that speaking is one of the English abilities 

that plays an significant part in language studies since it relates to the growth of 

communication skills. Speaking is one of the four language skills which are interpreted as an 

expression of idea, opinion, or message with oral language 

There are many function of speaking, one of them is human can express all the feeling. 

According to (Agustina et al., 2021) speaking can know the ability of students to produce the 

target language or English. Speaking can explore our feeling such as sadness and happiness. 

Speaking skill need to be taught to student from an early age, it can be ability to communicate 

in society. It also needed to know English for children with special needs, especially children 

with intellectual disabilities or children with mental disabilities. Teaching and learning 

activities for children with special needs are not easy, educators must adjust the right method 

or media. When we learn English, especially for speaking, vocabularies become one of the 

elements that must be learnt.  As for learning English, some teachers or students find 

difficulties to master English because they do not know the vocabulary. They also have 

difficulty to speak, write and memorize the vocabulary. Much less for especially children with 

intellectual disabilities or children with mental disabilities it is really hard thing to do. They 

need some media to help them in speaking and memorizing the vocabularies well. 

 (Novita, 2017) stated children with mentally disabilities are children who experience 

impaired development of their thinking and personality. English education learning for 

mentally disable at the junior high school is very important because this learning patterns are 

developed and can increase the intelligence students. English learning in children with 

disabilities can be said is difficult to tend. Therefore, the role of teachers is very important for 

their development in school especially children with disabilities who learn foreign languages. 

Therefore, it is necessary to use the media as an alternative to convey it attractively in order 

to produce reciprocity between teachers and students. 

According to (Amin, 2014) stated that mentally disable can be classified into: mild 

mentally disable, moderate mentally disable, severe mentally disable, and very severe mentally 

disable. The first, Mild Mentally Disable (Able to Educate): Their IQ ranges from 50 to 70 ability 

to develop in academic subject areas, social adjustment and ability to work, able to adjust a 

wider environment, can be independent in society, able to do semi-skilled work and simple 

work. It can be concluded that children with intellectual disabilities is children still able to do 

learning in the academic field, able to adapt to the social environment, and able to do simple 

work. The second, Moderate Mentally Disable (Able to Train). IQ intelligence levels ranging 

from 30–50 can learn skills for functional purposes, able to perform skills taking care of him, 

able to make adaptations social in the immediate environment, able to do routine work that 

needs supervision. It can be concluded that children with moderate intellectual disabilities is 

very difficult to even be able to learn academically such as learning to write, read, and count 

though children with moderate intellectual disabilities can still write socially, for example: write 
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his own name, his home address and others. The third is Severe and Very Severe Mentally 

Disable (Able to Treat). IQ intelligence level of less than 30 is barely having the ability to be 

trained to take care of you. Some are still able to be trained to take care of self, communicate 

properly simple, and adaptable to the environment very limited. It means that children with 

severe and very severe intellectual impairment children with intellectual disabilities are very 

low intelligence so they are unable to take care of themselves or socialize. 

In this global era, everything is demanded to use technology information, both 

teachers and students. For teachers, learning media based on technology information will help 

and facilitate the delivery of material provided while for students using learning media will 

provide variations in lessons. One of the benefits of learning media is that it attracts students 

to be able to create their learning motivation. SEGA (Speaking English Games) media is a 

learning media in the form of an application that aims to develop, improve, and facilitate 

mentally disable in speaking skill. This application provides materials in one semester. This 

media can help students in practicing speaking and makes students become confident and 

understand speaking skill.  

The software for this product is a PowerPoint Hyperlink because it made based on 

the researchers’ survey and trial, it is suitable for the product and consists of so many features 

that support the application. The features provide are Menu: Contains about the appearance 

of menus in the application, About: Explanation about the author and application that is SEGA 

(Speaking English Games) media, SK & KD: Contains competency standards and core 

standards adjusted by the material, Material: The material consisting discussion of number, 

animal, and time, Goal: Contains about the purpose of SEGA media, Evaluation: The evaluation 

is video researcher about number, animal, and time of the materials. 

METHOD 

The objective of this research is to examine the students' reactions to SEGA media in the 

classroom. The study follows a descriptive-qualitative approach to address these inquiries. 

The methodology used in this research involves the utilization of a questionnaire, which is 

administered to a group of 12 students with special needs at SLB Muhammadiyah Jombang. 

In order to get data on students' perception on the integration of SEGA media in the English 

topic, the researcher used questionnaires that are required to be completed by all students. 

The researcher assessed the students' reactions, both good and negative, after the adoption 

of SEGA media in their lesson based on the data.The questionnaires administered to students 

consisted of 10 items that addressed 4 specific issues related to the process of learning 

English. The first topic explores the impact of implementing the SEGA (Speaking English 

game) media in the classroom, as indicated by questionnaire number 1 and 2. The second 

topic examines the effectiveness of using SEGA media compared to other strategies, as 

indicated by questionnaire number 3 and 4. The subsequent topic focuses on the influence of 

SEGA media on students' speaking ability, specifically in terms of grammar, vocabulary, 

fluency, and accuracy of word usage, as indicated by questionnaire number 5-7. Lastly, the 

final topic investigates the ways in which SEGA media can enhance students' speaking ability, 

as indicated by questionnaire number 8-10. Illustration of a survey Evaluation of students' use 

of SEGA (Speaking English game) media during class.. 
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RESULT  

The researcher discussed the result of try out. SEGA Media applied for 7th grade Junior High 

School at SLB Muhammadiyah Jombang. They were gathered by the result of observation, 

need analysis, and interviewing the teacher because the ability of students in speaking skill 

had a different skill start from low, middle, and high level. 

The researcher implement on May 30, 2023. The researcher used laptop and sound 

to implement the media. The activity was done on 7th grade. The researcher is as the teacher 

in class. There were 12 students that filled out the questionnaire. The researcher got the data 

as follows: 

Table 1. The Questionnaire Result of Implementation of SEGA media 

No. Description 
Questionnaires 

Score 

1. 
Do you like games in learning English using SEGA (Speaking English 

Games) Media? 
88 

2. SEGA (Speaking Englih Games) Media is interesting 93 

3. SEGA (Speaking English Games) Media is easy to understand. 98 

4. 
Do materials in SEGA (Speaking English Games) Media make easier for 

you to learn English? 
95 

5. 
Does SEGA (Speaking English Games) Media materials in accordance 

with the lessons in class? 
98 

6. 
Does learn using SEGA (Speaking English Games) application be 

effective in learning English? 
98 

7. 
Does SEGA (Speaking English Games) Media make it easier for you to 

master ability to speak in English? 
95 

 SUM 665 

 AVERAGE 95 

 

Total score of observation= score of observation (the result of number items x likert 

scale)=665. The maximum score was= number of questions. 

According to (Agustina et al., 2021) 

                  𝑃 =
𝑇𝑜𝑡𝑎𝑙 𝑆𝑐𝑜𝑟𝑒

𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑆𝑐𝑜𝑟𝑒
× 100% 

                  𝑃 =
665

7
× 100%= 95% 

Table 2 is showed The Questionnaire for Students’ responses 
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Table 2. The Questionnaire for Students’ responses  

No Questions Strongly 
agree 

(4) 

 Agree 
(3) 

Disagre
ed 
(2)  

Strongly 
disagree 

(1) 

1 Do you like English? 
( Apa kamu suka Bahasa Inggris) 

6 3 3 0 

2 Do you often speak an English? 
(apa kamu sering berbicara Bahasa 
Inggris?) 

2 3 5 2 

3  Is it difficult to Speak English? 
(Apakah Sulit berbicara Bahasa Inggris?) 

5 3 3 1 

4 Do you feel confused when you have 
speaking task? 
(Apakah kamu bingung ketika berbicara 
Bahasa Inggris?) 

4 4 3 1 

5 Do you often lost your idea and forget your 
idea when Speaking? 
(Apakah kamu sering kehilangan Ide ketika 
berbicara?) 

4 7 1 0 

6 Do you know about Sega (Speaking 
Games)? 
(Apakah kamu tahu tentang Sega?) 

1 9 2 0 

7  Do you feel easy when you speak by using 
Sega? 
(Apakah kamu merasa mudah Berbicara 
bahasa Inggris dengan Sega? 

3 7 2 0 

8  Is Sega is the best way to Improve your 
Speaking? 
(Apakah Sega bisa meningkatkan 
kemampua berbicara Bahasa Inggris?) 

6 4 2 0 

9   Is SEGA motivating you to Speak? 
(Apakah Sega memotivasi kamu untuk 
berbicara? 

7 4 1 0 

10  Is SEGA Improve your vocabularies to 
Speak? 
(Apakah Sega bisa menumbuhkan 
kepercayaan diri kamu untuk berbicara? 

6 5 1 0 

 

Table 3. The data Analysis for Students’ responses  

Responden Items  Total  Max  
Score 

Average % 

1 2 3 4 5 6 7 8 9 10 S N %   

1 4 1 4 3 2 3 4 2 4 4 31 40 77.5 77.70833 

2 4 4 4 4 3 4 3 3 4 4 37 40 92.5   

3 4 3 4 2 4 3 3 4 4 4 35 40 87.5   

4 4 3 1 4 3 3 3 4 4 4 33 40 82.5   

5 3 2 4 3 4 3 3 4 4 4 34 40 85   

6 3 2 3 3 3 3 4 4 4 3 32 40 80   

7 3 2 3 2 3 3 4 4 3 3 30 40 75   

8 2 2 2 2 3 3 3 3 3 3 26 40 65   

9 4 3 2 3 3 3 3 2 4 4 31 40 77.5   

10 4 2 3 4 3 3 2 3 3 3 30 40 75   

11 2 1 2 4 4 2 3 3 3 3 27 40 67.5   

12 2 4 4 1 4 2 2 4 2 2 27 40 67.5   

Total 39 29 36 35 39 35 37 40 42 41 373       

Max Score 48 48 48 48 48 48 48 48 48 48         
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% 81. 
25 

60. 
41 

75 72. 
91 
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08 

83. 
33 

87. 
5 

85. 
41 

        

Average % 77.70 

 

DISCUSSION 

The researcher discussed the result of try out. SEGA Media applied for 7th grade Junior High 

School at SLB Muhammadiyah Jombang. They were gathered by the result of observation, 

need analysis, and interviewing the teacher because the ability of students in speaking skill 

had a different skill start from low, middle, and high level. Based on table 1 the results of media 

testing obtained the average score 95% It means that the media is in the “Very Good” category. 

Based on the result of questionnaires for students’ responses, the researcher concluded that 

students were interested in learning English using technology media and they enjoyed using 

SEGA Media to support their learning process. The part of the evaluation discussed how SEGA 

Media can help 7th grade Junior High School at SLB MuhammadiyahJombang. The evaluation 

got from the result of the questionnaire for student responses. The questionnaire was 

distributed at the last meeting after conducting SEGA to Children with special needs 

(TUNAGRAHITA) media exactly on May 30th, 2023. The researcher used questionnaire to 

know students’ response about SEGA Media  

 After giving the questionnaire the researcher found the result as followed. There were 

81 % student who like games in learning English using SEGA (Speaking English Games) Media. 

There were 60,41% students said that Sega (Speaking English Games) Media is interesting. 

There were 75 % student said that Sega Media is interesting for learning English Speaking. 

There were 73% students said that Material in Sega Media is easy to learn. There were 81,25% 

student said that easy to get idea for speaking. There were 73% students said that Sega Is 

help them to find the idea for speaking. There were 77% students said that they feel easy when 

speak in English by using Sega. There were 83% students said that SEGA Media is the best 

way to improve their speaking English. There were 88% students said that SEGA is motivated 

them to speak English. There were 85% students said that SEGA Media is Improve their 

Vocabularies to speak English. More data showing student's Responses through Sega Media  

can be seen in table:  
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CONCLUSION 

According to the researcher's enumerated results of data analysis, the SEGA Media 

application on Number, Animal, and Time materials was sufficiently engaging and effective to 

serve as a learning medium for junior high school students with mental disabilities, as 

described in the preceding section. This SEGA Media development outcome possesses the 

following strengths and weaknesses: 

The benefits of SEGA Media include Students utilize their mobile phones not only for 

gaming or social media, but also for educational purposes. To facilitate comprehension, the 

materials provided more detailed explanations and were engaging to the students. Numerous 

video exercises required students to respond to queries orally, allowing them to develop their 

speaking and self-assurance abilities. SEGA Media is accessible to students even when they 

do not have internet access, as it operates offline. SEGA Media's weaknesses are that it 

cannot be utilized without a laptop in the classroom and it is not compatible with the online 

environment. 
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