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THE INFLUENCE OF USING SIMON SAYS GAME  

ON STUDENT`S LISTENING SKILL OF THE SEVENTH GRADE AT 

SMP N 2 MARGATIGA 

 

ABSTRACT 

 

By : Talia Kussumawati 

 

The main purpose of this study is to determine whether there is a positive 

and significant Influence of Using Simon Says Game on listening skill of seventh 

grade students of SMP N 2 Margatiga.  

This research method is quantitative research with the type of quasi-

experimental research. In this study, the research sample was seventh grade at 

SMP N 2 Magatiga. The data collection technique in this study was test and 

documentation.  

Based on the result of the study it can be concluded that from the t-

observed value of 4.587 while the t-table is at a significant level of 5%, which is 

2,000, which means that t-observed > t-table. The sig.(2-tailed) value obtained 

from the independent sample t test is .000. it shows that the significance value 

<0.05. It means that there is positive and significant Simon Says Game on the 

students listening skill of seventh grade at SMP N 2 Margatiga. 

Keyword : Simon Says Game, Listening Skill, Listening Game 
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PENGARUH PENGGUNAAN PERMAINAN SIMON SAYS TERHADAP 

KEMAMPUAN MENYIMAK SISWA KELAS TUJUH SMP N 2 

MARGATIGA 

 

ABSTRAK 

 

Oleh : Talia Kussumawati 

 

Tujuan utama dari penelitian ini adalah untuk mengetahui apakah ada 

pengaruh yang positif dan signifikan Simon Says Game terhadap pemahaman 

menyimak siswa kelas tujuh SMP N 2 Margatiga.  

Metode penelitian ini adalah penelitian kuantitatif dengan jenis penelitian 

kuasi eksperimen. Dalam penelitian ini yang menjadi sampel penelitian adalah 

siswa kelas tujuh SMP N 2 Magatiga. Teknik pengambilan data dalam penelitian 

ini adalah dengan menggunakan test dan dokumentasi. 

Berdasarkan hasil penelitian dapat disimpulkan bahwa dari nilai t-

observed sebesar 4,587 sedangkan t-tabel pada taraf signifikan 5% yaitu 2,000 

yang berarti t-observed > t-tabel. Nilai sig. (2-tailed) yang diperoleh dari uji 

independent sample t test adalah 0,000. Hal ini menunjukkan bahwa nilai 

signifikansi < 0,05. Hal ini berarti terdapat pengaruh yang positif dan signifikan 

permainan Simon Says terhadap kemampuan menyimak siswa kelas tujuh SMP N 

2 Margatiga. 

Kata Kunci : Permainan Simon Says, Keterampilan Mendengar, Permainan 

Mendengarkan 
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MOTTO 

 سمعناواطعنا

 “We listen and we obey” 

(Q.S. Al-Baqarah 285) 
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CHAPTER I 

A. Background of the Study 

Listening is paying attention to sounds or actions. Listening is the 

interpretive act one performs in order to understand, and potentially 

understand, something that is heard. Listening begins with hearing the 

speaker produce sound to be heard. While listening, one hears what the 

other person is saying, and tries to understand what it means. 

Listening is important because listening is the initial stage in 

learning English. There are many benefits that we get from listening. First, 

listening can improve our pronunciation for the better because by getting 

used to listening we listen and know how to pronounce it correctly and not 

carelessly. Second, listening can also increase vocabulary, because by 

listening unconsciously, vocabulary will be recorded in our brains. Third, 

listening makes it easier for us to understand something. What is meant by 

easily understanding something here is easily understanding what the other 

person is saying. Fourth, listening makes it easier for us to apply the 

knowledge or information obtained. Such as making it easier for us to tell 

stories, communicate, and interact with the people around us. 

In order for students to have good listening skills, it is necessary to 

apply appropriate English game. Appropriate English game contain 

teaching steps that achieve the success of listening learning objectives. 

Therefore it is important to choose the right English game so the students 
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are motivated and have a high interest in the listening learning process. 

Therefore, every teacher must be creative in applying innovative English 

game in the process of teaching listening. 

One game for teaching listening is by using the Simon Says game. 

Simon says the game is a wonderful mindful exercise. It combines several 

mindfulness skills as it requires the players to engage in mindful listening 

to see what movement to make and mindful listening to tune in to make 

sure they hear the phrase "Simon Says" before they move. 

The benefit of Simon Says Game is that it trains students 

concentration, because students are required to concentrate on listening to 

instructions, remembering them and carrying them out correctly. Research 

also shows that Simon Says Game emphasizes listening to instructions 

carefully and carrying them out can improve self-regulation. If this game 

is often done for a period of three months or more, it can help higher 

academic achievement, especially in increasing vocabulary. One benefit 

that cannot be ignored is that this game is very fun so it makes students not 

get bored easily when learning. 

The researcher had been conducted a pre-survey on November 28 

2022 of seventh grade at SMPN 2 Margatiga. The researcher gets the 

student score and assignment files from the English file by teacher. The 

results of the pre-survey relating to students' abilities in listening skills are 

illustrated in the following table: 
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Table 1.1 

The students English score  

in English subject of seventh grade  of SMP N 2 Margatiga 

 

No Grade Frequency Percentage Criteria 

1 ≥ 60 5 Students 20 % Complete 

2 < 60 20 Students 80 % Incomplete 

Total 25 Students 100 %  

Source : Data from English Teacher 

 

From the table above, it can be seen that students' listening is low score 

is dominated by the minimum mastery criteria (MMC) is incomplete 

categories. It is known that students percentage who do not reach the minimum 

mastery criteria (MMC) is 80 %. 

To support the data above, the researcher also conducted interviews 

with English teachers is to find out the students' problems in English listening. 

From the results the interviews, it can be seen that the students have difficulties 

to listen English conversation. Because the intensity of the listening to media 

uses English is rare, so they are not familiar with the English listening. In 

addition, students also are difficulties in capturing the pronunciation spoken by 

the listening sound especially if to listen a native speaker said. Another 

problem they have difficulties understand of the vocabulary in listening 

recording, because they have a weakness in their English vocabulary. 

Therefore, based on the explanation above, it can be concluded that 

most of the seventh grade students problems in listening skills. So the 
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researcher will conduct this research by Using Simon Says Game to another 

influence this game in their listening skill. 

 

 

B. Identification of the Problems 

Based on the problems extracted by the researcher from the results of 

the pre survey, the results of extracting the problems are as follows: 

1. Students are low in English listening skill 

2. Students have limited English vocabulary 

3. Students have difficulties to distinguish pronunciations 

4. Students have difficulties to listen English conversation  

 

C. Problem Limitation 

     Based on the problems have been identified above, the researcher limits 

the problems of this research by only focusing on students' have difficulties to 

listen at the seventh grade of SMP N 2 Margatiga. 

D. Problem Formulation 

The problem formulation of this research is constructed as: “Is there 

any positive and significant Influence of Using Simon Says Game on 

Students` Listening Skill of the Seventh Grade at SMP N 2 Margatiga.” 
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E. Objectives and Benefits of the Study 

1. Objective of the Study 

The objective of this research is order to know whether there is a positive 

and significant Influence of Using Simon Says Game on Students` 

Listening Skill of the Seventh Grade at SMP N 2 Margatiga. 

2. Benefits of the Study 

a. For Students 

Students will get the opportunity to learn English, especially 

listening skills by applying different teaching game and bringing 

benefits to them by using the Simon Says Game teaching game students 

will concentrate on listening to instructions, remembering and carrying 

them out correctly.  

b. For Teacher 

It is hoped that this research will benefit English teachers 

especially English teachers by providing information related to their 

students' English skills, especially those related to listening skills. In 

addition, through this research it is hoped that teachers will get 

information related to alternative teaching game in listening skills, 

namely the Simon Says Game. Through this teaching game the 

teacher can motivate students to be more actively involved in the 

learning process of literacy skills so that students' listening skills are 

expected to be better. 
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c. For the Other Researchers  

It is hoped that this research will provide benefits to other 

researchers by not only providing information related to students' 

listening skills with the Simon Says Game. That is because, through 

this research, other researchers will get detailed information about the 

steps and research results related to the application of the Simon Says 

Game in teaching listening skills. Therefore, it is hoped that other 

researchers can follow up this research by developing it into other 

forms of research. 

F. Prior Research 

This research was conducted based on several prior research. The 

firstly prior research was done by Farizawati and Mellysa. Her study the title 

is “The use of Simon Says Game to Improve Listening Students Skill.”1 This 

research conducted in SMAN 1 Simpang Tiga in 2021. The research method 

used is a classroom action research (CAR) method that surveys students in 

class XI IPA 2 of SMAN 1 Simpang Tiga. The purpose of their study was to 

examine the extent to which students' listening comprehension was achieved 

using the Simon Says Game. This means that using the Simon Says game can 

be helpful in improving listening lessons, especially students' listening skill. 

There are similarities and differences between this research and prior 

research. The similarity lies in research topics related to the use of Simon Says 

in listening. The similarity lies in the research topic related to the use of Simon 

                                                             
1 Farizawati and Mellysa, The Use of Simon Says Game To Improve Student Listening Skill, 

Vol 1, No 2, June 2021, 258. 
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Says in teaching listening. Meanwhile, another similarity is using Simon's 

game to test students' understanding while listening. The difference in research 

methods is that the two studies use different research methods. Research 

researchers use classroom action research (CAR) research methods, while 

prior research using quantitative methods. Another difference is in the samples 

tested. This is because researchers previously studied students of SMAN 1 

Simpang Tiga. Research researchers conducted with SMP N 2 Margatiga.  

Secondly by Miftah A'inun Ni'mah, Refi Ranto Rozak and Ima 

Isnaini, the title of the research is "Teaching Listening Skill Using Simon Says 

Game".2 The research location is SMK 2 Bojonegoro in 2018. The research 

method used is a qualitative research method that studies students X Welding 

Engineering SMK 2 Bojonegoro. The aim of the research was to use the 

Simon Says game to find out how well students' listening comprehension. The 

results research indicated that there was a significant difference in the 

improvement of the listening skills of the students taught by Simon Says. This 

means that using the Simon Says game to teach listening is very useful, 

especially for improving students' listening skills. 

There are similarities and differences between this research and prior 

research. The similarity lies in the research topic related to the use of Simon 

Says in teaching listening. The purpose of the second equation is to find out 

students' listening comprehension using Simon's game. Although the 

difference in research methods is that the two studies use different research 

                                                             
2 Miftah A’inun Ni’mah, “Teaching Listening Skill Using Simon Says Game.” Vol 1, No 1, 

2020, 1. 
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methods. Quantitative methods are used in research researcher. while 

qualitative research methods are used in prior research. Another difference is 

the sample examined. This is because the research in question examined SMK 

2 Bojonegoro. Research researcher is related to students of SMP N 2 

Margatiga.  

Next research is by Anggi Anggraini Nasution. The title of the 

research is "Simon Says Game on Practicing Listening Skill: Students` 

Perspectives.”3 The place of research is MTS Madinatussalam. The research 

method used is a quantitative research method that studies VIII-3 students of 

MTS Madinatussalam Medan. The purpose of this research is to use the Simon 

Says game to find out how well students' listening comprehension is. The 

results of the research indicated that there was a significant difference in the 

listening ability of the students taught by Simon Says. This means that using 

the Simon Says listening learning game is very useful, especially for 

improving students' listening skills. 

There are similarities and differences between this research and prior 

research. The similarity lies in the research topic related to the use of Simon 

Says in teaching listening. The purpose of the second equation is to find out 

students' listening comprehension using Simon's game. Although the 

difference in research methods is that the two studies use different research 

methods. The researcher used a quantitative research but another research used 

a qualitative research.  

                                                             
3 Anggi Anggraini Nasution, Simon Says Game On Practicing Listening Skill: Students  ̀

Perspective Vol 1, No 1 January – Juny 2022, 52. 
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The novelty of this study is that in this study researchers used 

quantitative methods with experimental type. Whereas the prior research used 

Classroom Action Research (CAR) and qualitative methods.  
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CHAPTER II 

LITERATURE REVIEW 

 

A. Concept of Listening Skill  

1. Definition of Listening Skill 

Listening is the active process of receiving, constructing meaning 

from, and responding to spoken and or nonverbal messages. It involves the 

ability to retain information as people as to react empathically and/or 

appreciatively to spoken and/or nonverbal messages.4 For example, if 

people listen to someone talk about difficulties they are experiencing at 

work, people will focus our full attention on them so that people 

understand the context and understand how they are feeling. From there, 

people will form a thoughtful opinion and ask relevant questions to better 

understand their experience. 

Listening skill is an important skill it enables language learners to 

receive and interact with language input and facilitates the emergence of 

other language skill. Compared with writing and reading, or even 

speaking, however, the development of listening receives the least 

systematic attention from teachers and instructional materials. While 

language learners are often taught how to plan and draft a composition or 

deliver an oral presentation, learners are seldom taught how to approach 

listening or how to manage their listening when attending to spoken texts 

                                                             
4 Karolina Kotorowicz-Jasińska, Improving Academic Listening and Note-taking Skill 

(Berlin,2020), 14. 
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or messages.5  Sometimes teachers do not realize that listening is that 

important because before learning to be proficient in speaking, reading and 

writing people must be able to listen people because listening is the first 

stage of learning for students. Even though it's called listening, the task is 

not only to listen but also to understand every utterance and discussion. 

Sounds easy, but actually there are many pitfalls when people have started 

learning listening, where pronunciation, grammar are combined into one 

so that you have to really understand what it means. 

Listening is a common and consequential human activity and a 

fertile area of research. Understanding how and in what ways to attend to 

and understand others is imperative for building adequate theories of 

human interaction and behavior, as people as for teaching others to be 

productive members of society.6 Listening skill are needed in all aspects of 

life. Even a marketing expert includes that listening ability is the main 

skill that must be possessed. Because listening is able to make us 

understand what the other person wants and it can improve soft skill which 

of course will have a positive impact on life. If each individual has 

listening skill, then effective communication will be established so as to 

minimize conflict. In addition, listening skill will make the other person 

feel valued and their opinions heard, which will certainly improve the 

quality of human relations. 

                                                             
5 Larry Vandergrift Christine C. M. Goh, Teaching and Learning Second Language Listening : 

Metacognition in Action (London,2012), 4. 
6Debra L. Worthington and Graham D. Bodie , The Sourcebook of Listening Research: 

Methodology and Measures (Malden,2018), 117. 
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Listening is not simply a linear process of recording strings of 

language as they are transmitted to our brains.7 Voices from within 

themselves, in the form of analysis, judgment, or even other voices that 

remind us of something else related. The main essence of this skill is 

respecting the person who is speaking. Thus the person feels valued and 

increases their existence to be more open. Listening is not just a linear 

process of recording their language strands transmitted to our brains. 

Many people feel that they have listened, even though they are only 

listening. When listening someone speaks, it is important to hear the 

person's voice, but actually the voice that is heard is and believes. While 

listening is the communication skill we use the most, it is also the skill that 

is least practiced. Generally it is very important to have communication 

skills training such as writing, reading, and speaking. But in reality, very 

few people have received additional formal training in listening. For this 

reason, it is important to improve listening skills by finding effective and 

fun learning methods so that the learning process is fun and listening skills 

continue to improve. 

2. Process of Listening Skill 

Vandergrift states that listening sequences improve students’ 

metacognitive abilities, especially in the first two years of language 

learning. These listening sequences may be divided into three stages as 

pre-listening, while-listening and post-listening and each of the three 

                                                             
7 Michael Rost, Teaching and Researching Listening (Harlow,2002), 209. 
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stages has its own specific purpose. While-listening activities are the main 

activities of the listening tasks. Learners listen to the input and make 

decisions about the strategy to use according to the requirements of the 

task. Finally, in post-listening activities, learners discuss and evaluate their 

strategy choices and their effectiveness. Feedback is provided by self 

evaluation and also group discussions.8 In listening there are processes that 

are undertaken. The following are some of the processes in listening are as 

follows: 

a. Pre-listening 

Pre-listening activities help to hear and give some clues about 

the activity expectations mostly by activating schemata. Pre-listening 

activities activate the schemata and help students to predict what they 

will hear. Activating schemata means activating students’ prior 

knowledge. Activities to activate learners’ schemata might include 

brainstorming, visuals, realia, text and words, situations and opinions, 

ideas and facts.9 These activities serve a variety of purposes, including 

pre-teaching or activating vocabulary, predicting content, generating 

interest and checking task understanding. The initial pre-listening 

phase should prepare students by helping them activate their 

background knowledge and clarify their expectations and assumptions. 

The ideal pre-listening task is one in which the teacher, through 

carefully crafted questions, helps students activate the background 

                                                             
8 Assoc. Prof. Ekrem Solak, Teaching Language Skills For Prospective English Teachers 

(Ankara:2016), 36 
9 Ibid 
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information and language components necessary to understand what 

students hear. 

b. While-Listening 

While-listening activities are directly related to the listening text 

and students perform the task either during the listening process or 

immediately after the listening. Therefore, the teacher needs to match 

the activities to the instructional goal, the listening purpose, and the 

students’ proficiency level. Underwood explains the goal of while-

listening tasks as being something that helps the learners understand 

the messages of the listening text.10 Well-designed listening exercises 

help students understand listening texts. Provides directions for 

reacting, concentrating, emphasizing key points while listening, keeps 

listeners engaged and helps them understand the structure of the text. 

c. Post-Listening 

In the post-listening stage, students work in detail applying both 

top-down and bottom up strategies to link up the classroom activities 

and their real lives. Post-listening tasks as realization activities after 

listening, combine all the work done. Follow-up tasks possible directly 

or loosely related to pre- and during-listening activities in connection 

with these activities. Post-listening task requires more It takes longer 

than other tasks because it engages students in thinking, discussing, 

and thinking and writing process. It can be described as a more 

                                                             
10 Ibid 



   15 

 

 

reflective part of the lesson. Reviews and summaries are types of 

activities that can be performed as follow-up activities. In this activity, 

the teacher first drops students off in small groups. Personal fear of 

speaking. The teacher's role here is to supervise and support the 

students. Stimulate them by directing their attention to relevant and 

interesting points. So, they share their ideas with the class and students 

can summarize the most important ones department. Other types of 

post-listening activities include discussion, creative response, critical 

reaction, information sharing, problem solving, deconstruction listen to 

the text and reconstruct the spoken text. 

3. Assessment of Listening Skill 

Tabel 2.1 

Aspect of The Assessment of Listening11 

No Aspect Score 

1 Discriminating between sounds 20 

2 Recognizing words and understanding their meaning 20 

3 Identifying grammatical groupings of words 20 

4 Identifying expression and sets of utterances that act to 

create meaning 

20 

5 Using background knowledge to predict and to confirm 

meaning and recalling important words and ideas 

20 

 TOTAL 100 

 

                                                             
11 Babyta Tyagi, An Important Skill and its Various Aspect, An International Journal An English. 

ISSBN 0976-8165,  P. 1 
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B. Concept of Simon Says Game 

1. Definition of Simon Says Game 

Simon says game is a game that combines several mindfulness skill 

as it requires the players to engage in mindful seeing to see what 

movement to make and mindful listening to tune in to make sure they hear 

the phrase “Simon Says” before they move.12 Simon Says is good for 

improving students' listening skill. Because in this game students are 

required to listen and understand orders according to instructions. In this 

game students are required to focus on understanding instructions so that 

this game can run people. 

Simon says game is the one of the game to learn listening, the 

student can be more active and not bored in the learning process.13 

Because usually students do English learning in a monotonous way, such 

as through the blackboard, reading books and listening to explanations 

from the teacher. This makes students unenthusiastic and bored when 

learning English. But by implementing the Simon Says game as learning 

for students, students can learn while playing. In this game, students are 

tested in skill or listening skill. Students will be required to listen carefully 

to what they hear. In addition to testing students' listening skill, students 

will also get new vocabulary that may be provided. With repetition and 

                                                             
12 Debra Burdick, Mindfulness Skill For Kids & Teens  (Eau Claire: PESI Publishing & Media, 

2014), 146. 
13 Miftah A’inun Ni’mah, Refi Ranto Rozak and Ima Isnaini, “Teaching Listening Skill Using 

Simon Says Game” 
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carried out in a fun game atmosphere, students will certainly find it easier 

to remember and understand. 

Simon says game is a nonthreatening game that can teach younger 

children the benefit of stopping and thinking because requires players to 

attend, listen and inhibit their behavior due to simple commands.14 

Because in this game students are required to think and listen carefully 

when the instruction is carried out and when the instruction must stop. 

Simons says can teach to respect other people more, obey the rules, be a 

good listener, and teach how to give good and correct instructions that 

other people can understand. This game also has meaning if it is related to 

everyday life. In our daily lives, there must be someone who leads and 

someone who is led, both in a campus organization and in domestic life. 

So with this game, people can learn how to be a good leader who can give 

firm, good, and correct orders to the people he leads, and how the people 

he leads obey the rules and carry out all the right leader's orders precisely. 

2. Benefits of Simon Says Game 

Benefits of Simon Says Game are follow: 

a. Simon Says is a playful way to teach children to respond to 

commands. 

b. Simon Says Game can make children actively move. Simon Says is 

active play, which makes it the perfect way to get kids moving. 

                                                             
14 Robert D. Friedberg Jessica M. Mcclure, Clinical Practice of Cognitive Therapy with 

Children and Adolescents : The Nuts and Bolts (New York: The Guilford Press, 2002), 

290. 



   18 

 

 

Movement activities are a great way to build gross motor skill and 

stimulate the senses. 

c. Simon says can build vocabulary. Because listening to commands 

continuously can increase students' vocabulary. 

d. Simon Says Game can rest the brain. This game makes a perfect mid-

activity or transitional activity, also known as a brain break. People can 

play it for just 5 minutes to get students up and moving and help them 

to refocus. 

e. Simon says can increase attention span. Any game where students are 

expected to listen carefully and follow directions will increase their 

range of concentration. Students can only focus for a short time, but 

when they are engaged in a game they enjoy, they will expand the 

boundaries of their attention just to keep playing. 

f. Simon Says can improve listening skill. The main reason to play this 

game is that it is great for developing listening skill. Listening is a very 

important skill to build and games like this teach students to pay 

attention and listen. If they failed to listen for even a second, they 

risked being eliminated from the game. They must not only listen to 

the words “Simon Says” to decide whether they should follow orders – 

but they must also listen and interpret orders so they can carry them 

out.15 

 

                                                             
15 Robert D. Friedberg Jessica M. Mcclure, Clinical Practice of Cognitive Therapy with 

Children and Adolescents : The Nuts and Bolts (New York: The Guilford Press, 2002), 

290. 
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3. Teaching Step Using Simon Says Game 

Teaching Steps Using Simon Says Game are follow: 

a. Have all students stand up.  

b. Move classroom desks or furniture out of the way if necessary.  

c. Tell students that when you say “Simon says…,” followed by 

directions, they have to do what the directions say. So, they must listen 

direction carefully. For example, if you say, “Simon says take two 

steps to the right,” students should take two steps to the right. If any 

students do an incorrect action, they are out and have to sit down. Also 

tell students that if you don’t say “Simon says” first, before the 

directions, they should not follow the directions. If they do, they are 

out as people. For example, if you say, “Take two steps to the right,” 

and someone takes two steps, he or she is out.16 

4. The Role of Simon Says Game 

The Simon Says Game is used as a game for listening because it is 

effective and easy to play in the classroom as the students already know 

the rules of the game.  

Talking about the role of Simon Says, according to Hirvonen are:  

1) First, the leader or Simon plays the role of Simon.  

2) He/she in front of the class. Simon explains the rules: “ I am Simon. I 

will ask you to do some actions, and you should imitate my actions.  

                                                             
16 Office of English Language Programs, Create to communicate, (Washington, 2013), 23. 
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3) Next, I will order you to do some things by saying ‘Simon says, do 

something’ and that something is an action like practice“praying”.  

4) Then, If you do something without I said ‘Simon says' in the beginning 

of an instruction, you eliminate this game." Sometimes Simon begins 

instruction with ‘Simon says’, and other time not.17 Only need one leader. 

He/she must try to cheat the member and find out if they really pay 

attention.  

5) “Simon” could be changed to another name. This will make the game 

more fun.18  

From the statements above it can be concluded that the role of 

Simon Says Game all of the students are expected of doing and performing 

what Simon Says and students are not expected of doing and performing 

what Simon does not say ‘Simon Says’ in the beginning. 

5. Listening Through Simon Says Game 

In teaching Simon Says Game there are some steps can be used;  

1) Have a leader be “Simon”, and have at least one participant as a 

member of the group.  

2) Simon only asks easy actions. For example, Simon Says, “saying”.19  

3) The teacher gives instruction while actually doing an action that may or 

may not be the same. So, the participants have to listen carefully and have 

to do what you say not what you do. 20 

                                                             
17 Annina Hirvonen, Game Book, P.26 
18 Ibid. Book Ready Steady, P.25  
19 Annina Hirvonen Et Al, Ecyc Game Book, (2009), P.21 
20 Penny Ur & Andrew Wright, Five-Minutes Activities, (Cambridge Universiti Press, 2002), P. 76 
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4) The last person to be the winner in this game.21  

 

C. Theoretical Framework and Paradigm 

1. Theoretical Framework  

This research uses quantitative research. The purpose of this 

research is to get information the influence between independent variable 

and dependent variable. There are two variables in this research, they are 

independent variable (X) and dependent variable (Y). The independent 

variable (X) is Simon Says Game and dependent variable (Y) is Listening 

Skill. Therefore the explanation from Simon Says Game is a technique to 

influence students listening skill. 

The theoretical framework in this research is "if Simon Says 

Game is applied perfectly for the procces of english teaching learning, so 

the students listening skill will be good. Whereas, if Simon Says Game is 

not applied perfectly towards process of the teaching and learning, so 

students listening skill will be bad. 

 

 

 

 

 

 

                                                             
21 Raymond I. Knight, The Game Children Play, (United Nations, 2003), P.29 
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2. Paradigm 

The researcher describes the paradigm as follows: 

 

Figure 1 

The Influence of Simon Says Game on Students` on Listening Skill of 

the Seventh Grade at SMP N 2 Marga Tiga 

 

 

  

 

 

 

Based on the figure above, if the students` listening skill is good, 

it means that there is a positive and significant influence simon says game 

on students` listening skill. While the students` listening is bad, it means 

that there is no significant influence simon says game on students` 

listening skill. 

D. Hypothesis 

Based on theoretical framework and paradigm, there are two kinds of 

hypothesis of this research as follow: 

1. Hypothesis Formulation 

(Ha):  There is a Positive and significant influence of Simon Says Game 

on students' listening skill of seventh grade at SMP N 2 Margatiga. 

(Ho):  There is no Positive and significant influence of  Simon Says Game 

on students' listening skill seventh grade at SMP N 2 Margatiga. 

2. Statistical Hypothesis 

Simon 

Says 

Game 

Student 

Listening 

Skill 

Bad 

Good 

Hypothesis 
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In determining the level of statistical significance, the researcher determine 

the Statistical Hypothesis as follows: 

If Fo ≥ F table, then (Ha) is accepted, (Ho) is rejected.  

If Fo < F table, then (Ha) is rejected, (Ho) is accepted. 
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CHAPTER III 

RESEARCH METHOD 

 

A. Research Design 

The research design of this research is quasi experiment research. 

The research choose two class as experimental and control class. The 

research would do pre-test and post-test to those experimental and control 

class. Moreover, in the quantitative research, quantitative research contain 

studies that make use of statistical analyses to get their findings. Main 

feature combine the use of statistic and formal statistics measurement.  

The research would ask the students to do pre-test. The pre-test would be 

intended to find out the students` listening skill before giving treatment, 

while the post-test would be intended to find out the significant influence 

of Simon Says Game on listening skill after the treatment has be given. 

Table 3.1 Research Design 

Pre-Test and Post-Test Control  Treatment Grup Design 

 

Group Pre-test Treatment Post-test 

A 0 X 0 

B 0  0 

 

From the table above there are two groups in this research consisting 

of an experimental class (A) and a control class (B). The researcher would 

apply the pre test to both groups. Meanwhile, the researcher would apply the 

Simon Says Game to the experimental class. Whereas in the control class the 
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researcher not apply the Simon Says Game but the other game to the control 

class. 

The research would be conducted by using quantitative research. In 

quantitative research, researcher identifies a research problem based on trends 

in the field or on the need to explain why something occurs. The researcher 

would conduct the research at the seventh grade of SMP N 2 Marga Tiga. 

 

B. Operational definition of variable  

1. Independent variable 

The independent variable are variable (probably) cause, influence 

or effect outcome. They are also called treatment. Independent variable of 

this research is Simon Says Game which is defined as a game that 

develops students awareness of themselves, their feeling and values, and 

the feeling and values of their fellow students.  

Learning listening by using the Simon Says game, the measuring 

tool needed is the listening test. To measure the application of the Simon 

Says game, researchers will provide tests in audio form specifically related 

to listening learning using the Simon Says game. In implementing the 

Simon Says Game, it is hoped the students will be able to be actively 

involved in learning English, especially listening subject with the 

application of English. In addition, students are able to react according to 

the commands of the researcher which begins with the word Simon. 
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2. Dependent variable 

A dependent variable is an attribute or characteristic that is 

dependent on influenced by the independent variable. You may find them 

labeled in the literature as the outcome, effect, criterion, or consequence 

variables. Dependent variable in this research is the students listening skill. 

The test would be used to measure the students listening after and before 

giving the treatment of simon says game.  

Moreover, based on the explanation above that is indicator of listen 

test is : 

a) The students are able to understanding the meaning of the 

imperative sentence 

b) The students are able to listen the audio and written in paper 

sheets 

This variable would be measured by giving pre-test and post-test. 

Pre-test and post-test instruments consist of 10 question in form of test. 

Question with the range score 10 – 100. When the students can answer the 

entire question correctly they would get score 10. When the  students can 

answer half the question get 5 score, and when the students cannot answer 

the entire question correctly they would get 0 score.  
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C. Population, Sample and Sampling Technique 

1. Population 

According to Alan S. Kaufman and Nadeen L. Kaufman, 

population is all individuals of interest to the researcher. For example, a 

researcher may be interested in studying anxiety among lawyers22. For 

obvious reasons, researcher is typically unable to study the entire 

population.  The population of this research is all student of SMP N 2 

Margatiga which consist of six classes. The numbers of students of the 

seventh grade is 160 students.  

2. Sample 

Elizabeth DePoy and Laura N. Gitlin explain that sample is 

composed of the set of individuals selected for the study23. The sample of 

this study includes two classes namely the experimental class and the 

control class. The experimental class consisted of 25 students. Therefore, 

the sample is 25 students.  

3. Sampling Technique 

The researcher used cluster random sampling technique in this 

research. This technique used to determine the sample that has the same 

characteristic. In addition, this technique is not about personal but about 

the group or class. In the other words, each member of the population in 

this research has an opportunity to become a sample. This research is 

                                                             
22 Alan S. Kaufman and Nadeen L. Kaufman, Essentials of Research Design and Methodology. 

(Canada 2005 )8 
23 Elizabeth DePoy, Introduction to Research Understanding and applying Multiple 

Strategies.(USA, 2016) 1991. 
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quasy-experimental study, so samples in this research are the class of the 

experimental class and the class of control group. 

 

D. Data Collection Technique 

In the data collecting procedure, there are three steps that have to 

follow in this research: 

1. Test  

Test is usually performed by using that element of the survey and 

determining how it works. There are two tests would use in this research 

as follows: 

a. Pre-test 

Pre-test would be administrated before giving a treatment to 

measure students’ listening skill. The pre-test would be in the form of 

listening test by audio. 

b. Post-test 

After giving the treatment, the researcher would administrate 

the post test to find out the result of the treatment whether the use of 

Simon Says Game is effective or not to teach students’ listening skill. 

The post-test would be in the form of listening test by audio. 

2. Documentation 

Documentation is one of many processes accompanying audit 

work, and its main objective is to lay out in writing all activities and facts 
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relating to an audit24. The instrument which would be used for 

documentation method is books, magazine, note, data from internet, 

journal and others. The researcher uses the documentation method to get 

some information about: 

1) The history of SMP N 2 Margatiga. 

2) The condition teachers and officials employees in SMP N 2 

Margatiga. 

3) The quantity of the students of SMP N 2 Margatiga. 

4) Organization structure of SMP N 2 Margatiga. 

 

E. Research Instrument 

An instrument is the means of research which is used in each method 

technique. Futhermore, the research instrument involves: 

1. Instrument Blueprint 

Instrument blueprint is a traditional research design or detailed plan 

for how a research study is to be completed operationalizing so they can be 

measured, collecting data to be used as a basic for testing hypothesis, and 

analyzing results. 25 It is the instrument that consist of some basic concepts 

to manage the target learning out come.  

Instrument in this research is designed and adjusted with the 

indicators that would be decided. Morever, the researcher used pre-test and 

                                                             
24 Henning Kagermann, William Kinney, Kharlheinz Kuiting, Claus-Peter Peopleber, Internal 

Audit Handbook,(Germany 2008) 432 
25 Ranjit Kumar, Research Methodology: A Step by Step Guide for Beginners (Rochor:Sage 

Publication , 2011) 95. 
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post-test instrument for this research. The pre-test and post-test instrument 

would used a form.   

The researcher uses pre-test before treatment as a control and post 

test instrument after treatment as an experimental. The research about 

students listening skill, so the research instrument which researcher used 

in presenting the research is in the form of listening skill test.  

Here is the blue print : 

a. Pre-test and Post-test about English listening.  It consists of 10 

question.  

 

2. Instrument Calibration 

Instrument calibration is the scale of measurement that would use 

to dcide the instrument standard. The researcher used the objective test 

essay it consists of a 10 items. Question with the range score 0 – 100. 

When the students can answer the entire question correctly they would get 

10. When students can answer half question, they get 5. And when 

students cannot answer entire question correctly they would get 0 score. 

Then the highest score is 100 and the lowest one is 0. 

In scoring system students result of the test, the researcher uses 

Arikunto’s formula as follows: 

Score  =
𝑇ℎ𝑒 𝑐𝑜𝑟𝑟𝑒𝑐𝑡 𝑎𝑛𝑠𝑤𝑒𝑟

Total Question
 X 100 % 

 

 

F. Data Analysis Technique 
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To answer the question “can the Simon Says Game give influence 

toward students’ in teaching listening skill at the seventh grade of  SMP N 2 

Marga Tiga”, the researcher apply inferential statistic to determine the 

significant different between pre-test and post-test in experimental group. In 

testing the influences of an variable to another variable SPSS ( Statistical 

Package for the Social Science ) is outer native way to computer the influence 

. In this case, in investigating the influence variable  x  to variable  y  in pre - 

experimental study the researcher will use SPSS 22.0. T - test is used to 

compare the means of the same participants in two conditions or at two points 

in time by using SPSS :26  

To get the accurate results, the researcher had to do some test such as 

normality test and homogenity test before the analysis the data.  

 

 

1. Normality test 

Test for normality calculate the probability that the sample was 

draw from the normal population. The researcher used SPSS 

version 22 to analysis normality test. 

Ha : If the significance value > 0,05, data was normal 

Ho : If the significance value < 0,05 data was normal 

The criteria of acceptence or rejection of normality test as 

following: 

                                                             
26 Alan Bryman & Duncan Cramer , Quantitative Data Analysis With SPSS 12 and 13 ( New 

York : Routledge , 2005 ) 
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Ha was accepted if sig > α =  0,05 

Ho was accepted if sig < α = 0,05 

2. Homogeneity 

The homogeneity test was the performed to determine two or 

more of the data sample. Come from the population has 

variants the same  (homogeneity). In this research, the 

researcher used statistical compulations by using SPPS version 

22.  

The hypothesis for the homogeneity test as following: 

Ha = The variance of the data was homogeneous 

Ho = The varience of the data was not homogeneous 

The criteria of the acceptence or rejection of normality test as 

following: 

Ha was accepted if sig > α = 0,05 

Ho was accepted if sig < α = 0,05 

3. Hypothesis Testing 

Hypothesis a guess made to test the logical or 

empirical outcome of a research. A hypothesis assist to 

explain the research problem and objective into a 

comprehensive explanation or prediction of the expected 

results of the study. 

To answer the question “can Simon Says Game give 

influence toward students’ in teaching listening skill at the 
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seventh grade of SMP N 2 Margatiga East Lampung”, the 

researcher apply inferential statistic to determine the 

significant different between pre-test and post-test in 

experimental group. In testing the influences of an variable to 

another variable SPSS (Statistical Package for the Social 

Science) is outer native way to computer the influence. In this 

case, in investigating the influence variable  X  to variable  Y  

in quasy experimental study the researcher will use SPSS 20 

 T - test is use to compare the means of the same 

participants in two conditions or at two points in time by 

using the following steps SPSS:27 

1. Opening SPSS 22 applications for windows 

2. Loading the excel file by all the data 

3. Opening show data view 

4. Copying the grades of post test in the data view 

5. Opening variable view by changing VAR 1 to be pre test and 

VAR.2 to be post test 

6. Editing label VAR 1 to be pre test and VAR 2 to be post test 

7. Selecting analyze, compare means, paired sample T Test 

8. Moving pre test and post test to the right 

9. Selecting OK 

Independent Sample T Test Guidelines : 

                                                             
27 Alan Bryman & Duncan Cramer, Quantitative Data Analysis With SPSS 12 and 13 ( 

New York: Routledge, 2005 ), 186. 
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1. If the probability or Sig < a (0.05), then the alternative 

hypothesis (Ha) is accepted. 

2. If the probability or Sig > a (0.05), then the null hypothesis 

(Ho) is rejected
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CHAPTER IV 

RESULT AND DISCUSSION 

 

A. Description of the Research 

1. Description of Research Location 

The history of SMP N 2 Margatiga is located at Jl. Negeri Jemanten, 

Margatiga East Lampung. SMP N 2 Margatiga was established in 2002 with a 

land area of 10,000 m². SMP N 2 Margatiga is accredited B / in 2011. The 

headmaster of SMP N 2 Margatiga is Drs. Sunaryanto with a bachelor's degree 

in Indonesian language. Drs Sunaryanto took office on August 29, 2013 until 

now. 

a. Vision of SMP N 2 Margatiga 

“To become a school of excellence in academics based on faith and 

piety” 

b. Mission of SMP N 2 Margatiga 

1) Implementing the development of the education unit curriculum 

2) Carry out effective student learning 

3) Increase the average UN score 

4) Implementing educational activity development 

5) Improving the performance of all school components 

6) Carry out the development of activities in the field of spirituality 

7) Improve cleanliness 
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c. Objectives 

1) Excellence in education unit curriculum development 

2) Excellence in the learning process 

3) Excellence in graduation 

4) Excellence in educational facilities and infrastructure 

5) Excellence in educational human resources28 

 

d. The number of Student at SMP N 2 Margatiga 

Table 4.1 

No Class VII Class VIII Class IX Total 

1 160 189 167 516 

 

 Based on the table above, it is known that there are 160 students in 

seventh grade, 189 students in eighth grade and 156 students in ninth 

grade. The total number of students at SMP N 2 Margatiga is 516 

students. 

 

e. The Teachers of SMP N 2 Margatiga 

Table 4.2 

No Teacher Subject Total 

1 PKN 2 

2 Religion Education  

                                                             
28  Source : Documentation of SMP N 2 Margatiga 
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 Islam 2 

 Protestant 1 

 Hinduism 1 

 Catholic - 

 Budha - 

3 Indonesian Language 4 

4 English Language 3 

5 IPS 3 

6 Sport Education 2 

7 Mathematic 3 

8 IPA 3 

9 Art/KTK 2 

10 BP/BK 2 

11 Lampung Language 1 

12 Computer 1 

 Total 30 

 

Based on the table above, there are 30 teachers at SMP N Margatiga. 
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f. Structure Organization at SMPN 2 Margatiga 
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g. Sketch of the location of SMP N 2 Margatiga 

This Sketch location of SMP N 2 Margatiga as followed: 

 

Figure 

The Sketch Location of SMP N 2 Margatiga 
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2. Description of Research Data of SMP N 2 Margatiga 

a. The Result of Pre-test Score 

The purpose of giving a pre-test to students is to help researchers 

determine students` listening skill before they get tread using the Simon 

Says Game to polish their listening skill. The pre-test result can be 

identified as follows: 

Table 4.3 

The Frequency Distribution of Pre-test (Control class) 

No Class Interval Frequency Percentage 

1 10 – 20 2 8 % 

2 21 – 30 4 16 % 

3 31 – 40 5 20 % 

4 41 – 50 7 28 % 

5 51 – 60 5 20 % 

6 61 – 70 1 4 % 

7 71 – 80 1 4 % 

8 81 – 90 - 0 % 

9 91 – 100 - 0 % 

  25 100 % 
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Statistics 

 PRECON PREEKS 

N Valid 25 25 

Missing 0 0 

Mean 44.20 54.00 

Std. Error of Mean 2.809 2.021 

Median 45.00 55.00 

Mode 30a 55 

Std. Deviation 14.045 10.104 

Variance 197.250 102.083 

Range 55 40 

Minimum 20 35 

Maximum 75 75 

Sum 1105 1350 

 

Based on the table above, could be identified that total student (N) = 25, 

mean = 44.20, std. error of mean = 2.809, median = 45.00, mode = 30, std. 

deviation = 14.045, variance = 197.250, range = 55, minimum = 20, maximum = 

75, and the last sum = 1105.  

In addition, based on the frequency distribution, could be seen that most of 

students got low grade. It showed that 23 or 92% students got score under 60. 

Then, only 2 or 8% students of them get score above 60. 
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Table 4.4 

The Frequency Distribution of Pre-test (Experimen class) 

No Class Interval Frequency Percentage 

1 10 – 20 - 0 % 

2 21 – 30 - 0 % 

3 31 – 40 3 12 % 

4 41 – 50 6 24 % 

5 51 – 60 11 44 % 

6 61 – 70 4 16 % 

7 71 – 80 1 4 % 

8 81 – 90 - 0 % 

9 91 – 100 - 0 % 

  25 100 % 

 

Statistics 

 PRECON PREEKS 

N Valid 25 25 

Missing 0 0 

Mean 44.20 54.00 

Std. Error of Mean 2.809 2.021 

Median 45.00 55.00 

Mode 30a 55 

Std. Deviation 14.045 10.104 

Variance 197.250 102.083 

Range 55 40 

Minimum 20 35 

Maximum 75 75 

Sum 1105 1350 

 

 



   43 

 

 

Based on the table above, could be identified that total student (N) = 25, 

mean = 54.00, std. error of mean = 2.021, median = 55.00, mode = 55, std. 

deviation = 10.104, variance = 102.083, range = 40, minimum = 35, maximum = 

75, and the last sum = 1350.  

In addition, based on the frequency distribution, could be seen that most of 

students got low grade. It showed that 20 or 80% students got score under 60. 

Then, only 5 or 20% students get score above 60. 

The average score was 54.00. It can be said their listening skill are not 

good enough. That is one of the reasons why researchers conducted research 

related to their listening using simon says game as an alternative way to polish 

their listening skill.  

b. Data Analysis of the Treatment 

1. First Treatment  

The first treatment was conducted on Friday, August 4th, 

2023. In the first treatment the researcher greeted the students and 

introduced herself. The researcher explained the meaning of 

listening then played the audio. Then the students listened carefully 

to the audio and then the researcher asked what they had heard 

from the audio. Researcher and students summarize the material 

that has been learned at the first meeting. Learning continues next 

week. 
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2. Second Treatment  

Researcher conducted the second treatment on Friday, 

August 11th, 2023. In this second treatment, the researcher 

reviewed yesterday's lesson that had been explained and asked 

whether they had understood or not. After reviewing the material, 

the researcher asked the students about imperative sentence and 

then explained it. Students listened to the lesson and the researcher 

asked active students to give examples of imperative sentences. 

The researcher and students together summarize the material that 

has been learned. Learning will continue next week. 

3. Third Treatment  

Researcher conducted the third treatment on Friday, August 

28th, 2023. In this treatment, the researcher asked the students about 

the simon says game and then explained it. After students 

understand what simon says game is and how the rules of the game, 

researchers and students play simon says game to improve students' 

listening skills. Then the winner in this game is given a reward for 

his activity. 

c. Result of Post-Test Score 

As soon as students get a pre-test, and students in the experimental 

class get various kinds of treatment using the Simon Says Game, the 

researcher conducts a post-test. The Post-test instrument is different 

from the pre-test, but the pattern and level of difficulty are still the same.  
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Table 4.5 

The Frequency Distribution of Post-Test (Control Class) 

No Class Interval Frequency Percentage 

1 10 – 20 - 0 % 

2 21 – 30 - 0 % 

3 31 – 40 2 8 % 

4 41 – 50 6 24 % 

5 51 – 60 6 24 % 

6 61 – 70 7 28 % 

7 71 – 80 3 12 % 

8 81 – 90 1 0 % 

9 91 – 100 - 0 % 

  25 100 % 
 

 

 

Statistics 

 POSTCON POSTEKS 

N Valid 25 25 

Missing 0 0 

Mean 60.80 74.60 

Std. Error of Mean 2.340 1.891 

Median 60.00 75.00 

Mode 50 80 

Std. Deviation 11.698 9.456 

Variance 136.833 89.417 

Range 45 35 

Minimum 40 55 

Maximum 85 90 

Sum 1520 1865 
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Based on the table above, could be identified that total student (N) = 25, 

mean = 60.80, std. error of mean = 2.340, median = 60.00, mode = 50, std. 

deviation = 11.698, variance = 136.833, range = 45, minimum = 40, maximum = 

85, and the last sum = 1520.  

Based on the frequency distribution, it could be seen that there was no 

significant change between the pre-test and the post-test on the control class. 

There was only 11 student got score above 60.  

Furthermore, before the post-test was carried out in the experimental class, 

the researcher was given treatment using Simon Says Game. Post-test was 

conducted to determine students listening skill after receiving treatment. The post-

test results in the experimental class can be identified as follows: 

Table 4.5 

The Frequency Distribution of Post-Test (Experimental Class) 

No Class Interval Frequency Percentage 

1 10 – 20 - 0 % 

2 21 – 30 - 0 % 

3 31 – 40 - 0 % 

4 41 – 50 - 0 % 

5 51 – 60 2 8 % 

6 61 – 70 8 32 % 

7 71 – 80 11 44 % 

8 81 – 90 4 16 % 

9 91 – 100 - 0 % 

  25 100 % 
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Statistics 

 POSTCON POSTEKS 

N Valid 
25 25 

Missing 0 0 
Mean 

60.80 74.60 

Std. Error of Mean 
2.340 1.891 

Median 
60.00 75.00 

Mode 
50 80 

Std. Deviation 
11.698 9.456 

Variance 
136.833 89.417 

Range 
45 35 

Minimum 
40 55 

Maximum 
85 90 

Sum 
1520 1865 

 

Based on the table above, could be identified that total student (N) = 25, 

mean = 74.60, std. error of mean = 1.891, median = 75.00, mode = 80, std. 

deviation = 9.456, variance = 89.417, range = 35, minimum = 55, maximum = 90, 

and the last sum = 1865.  

The frequency distribution shows that students who get a score above 60 

are 23 or 92% students. In addition, the average score increased significantly to 

74.60. This shows that they have succeeded in improving their listening skill. This 

means that the treatment Simon Says Game has succeded in affecting students 

listening skill.  
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Grafik of Pre-test and Post-test 

 

Based on the graph above, it can be seen that the pre-test value of 

the experimental class is 54 while the control class is 44.2. While the 

posttest value of the experimental class is 74.6 while the value of the 

control class is 60.8. 

3. The Influence of Using Simon Says Game on Students Listening Skill 

Comprehension 

Immediately after the researcher implemented a series of research 

activities using Simon Says Game, the researcher analyzed the data with 

the independent sample t-test with the help of SPPSS 22.00 for windows. 

Researchers analyzed the data to prove whether there was a positive and 

significant influence using Simon Says Game on the Listening of seventh 

grade at SMP N 2 Margatiga. 
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It is said (Ho) is rejected if there is a positive significant the 

influence of using Simon Says Game on students Listening Skill and (Ho) 

is accepted if there is no positive and significant the influence of using 

Simon Says Game on students Listening Skill. 

1. Prerequisite Test 

a. Normality Test 

Normality test was a test that conducted to 

determine whether the distribution of data was normally 

distributed or not. Normally test useful to determine data 

that has been collected was normally distributed or taken 

from a normal population. In order get the data about 

normality test the researcher used SPSS 22.0 for windows 

with: 

Ho : The data that has been collected was abnormally 

distributed. 

Ha : The data that has been collected was normally 

distributed. 

Normality Test Guidelines: 

1) If the probability or Sig. (Shapiro-Wilk) > α (0.05), 

then the null hypothesis (Ho) is rejected.  

2) If the probability or Sig. (Shapiro-Wilk) < α (0.05), 

then the null hypothesis (Ho) is accepted. 
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Table 4.7 

The Result of Normality Test by Using SPSS 

Tests of Normality 

Kelas 

Kolmogorov-Smirnova Shapiro-Wilk 

Statistic Df Sig. Statistic Df 

S
i
g
. 

PostTestControl 

.142 25 .200* .964 25 

.
4
9
8 

PostTestEksperimen 

.156 25 .119 .949 25 

.
2
3
2 

 

 Based on the table, could be seen that all the probability or Sig. number 

(Shapiro – Wilk) from the whole 2 classes were 0.200 and 0.119. Since the 

probability or Sig. number (Shapiro Wilk) > than the α (0.05). Hence the Ho is 

rejected and the Ha is accepted. It means, the whole data that has been collected 

was normally distributed. 

b. Homogeneity Test 

Homogeneity test was a test that prove that the variances of 

two or more distributions was equal or not. In order to get 

the data about homogeneity test researcher used SPSS 22.0 

for windows with: 

Ho = Data did not homogenous 

Ha = Data Homogenous 

Homogeneity Test Guidelines: 

1) If the probability or Sig. (Based on Mean)  > α (0.05), 

then the null hypothesis (Ho) is rejected. 



   51 

 

 

2) If the Probability or Sig. (Based on Mean) < α (0.05). 

then the null hypothesis (Ho) is accepted.  

Table 4.8 

Test of Homogeneity of Variance 

Test of Homogeneity of Variance 

 

Levene 

Statistic df1 df2 Sig. 

Hasil 

Belajar 

Siswa 

Based on Mean .873 1 48 .355 

Based on Median .813 1 48 .372 

Based on Median 

and with adjusted df 
.813 1 45.114 .372 

Based on trimmed 

mean 
.883 1 48 .352 

 

Based on the table it could be concluded that based on mean the Sig. 

number 0.355 > 0.05. So that, the Ho is rejected and the Ha is accepted. It means 

that the data homogenous.  

 

2. Hypothesis Testing 

Hypothesis testing is conducted to determine whether there 

is a significant influence between variable X (Simon Says 

Game) on variable Y (Students` listening skill). Hypothesis 

testing is carried out in several ways, such as t – test (manual) 

or computerized t – test (using SPSS application). 
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 Based on normal test and homogeneity test, it can be seen 

that the data are normal and homogenous. So that hypothesis 

testing using the Independent sample T-test with SPSS 22.0 for 

windows can be applied. With the following hypothesis: 

Ho : There is no positive and significant effect using Simon 

Says Game on Listening Skill of class VII of SMP N 2 

Margatiga. 

Ha : There is no positive and significant effect using Simon 

Says Game on Listening Skill of seventh grade at SMP N 2 

Margatiga. Independent Sample T- Test Guidelines.  

a. If the probably or Sig. number < α (0.05), then the null 

hypothesis (Ho) is rejected. 

b. If the probably or Sig. number > α (0.05), then the null 

hypothesis (Ho) is accepted.  
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a. Independent Sample T-Test 

After testing the data population using the normality 

test and homogeneity test, a hypothesis test was carried out 

using the t-test. The researcher conducted a t-test on the test 

results in the experimental class and the control class. In 

this case the researcher conducted an Independent Sample 

T-Test. Independent sample t-test is used when there are 

two experimental conditions and different participant29. 

The researcher performs the calculation through SPSS 

Version 22.0 by conducting the t test (Independent Sample 

T Test), while the steps in SPS are (Analyze-Compare 

means-Rater-Independent Sample t-test- Rater 1- Test 

Variable- Rater 2-Grouping Variable- Define Groups- 

Group 1- 1- Group 2- 2- Continue- Ok) processing to carry 

out the independent sample t-test If the value of Sig (2-

tailed) < 0.05, it is proven that there is appositive and 

significant effect from use of variable X on Y. The 

following is a table of results from the SPSS independent 

Sample T-test : 

 

 

 

                                                             
29 Andy Field, Discovering Statistics Using Spss : Third Edition (Los Angeles :Sage, 

2004),325. 
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Table 4.9 

The Result of Independent Sample T-test using SPSS 

Independent Samples Test 

 Levene's Test 

for Equality 

of Variances 

t-test for Equality of Means 

F Sig. T Df Sig. 

(2-

tailed) 

Mean 

Differen

ce 

Std. Error 

Differenc

e 

95% 

Confidence 

Interval of the 

Difference 

Lower Upper 

Grade 

Equal 

variances 

assumed 

.873 .355 4.587 48 .000 13.800 3.008 7.751 19.849 

Equal 

variances 

not 

assumed 

  

4.587 45.980 .000 13.800 3.008 7.744 19.856 

 

Criterial Value of t -table 

Level of Significant 5% 1% 

Df 0.2000 0.3301 
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Based on the calculation results of SPSS Version 22, it is known 

that the Sig.(2-tailed) value is .000, meaning that the value is <0.05. The 

results of the independent sample test can be seen that the calculated t 

observed is 4,587. In this case the researcher compares t observed with t 

table, and to determine the size of t table the researcher uses df (degree of 

freedom). Based on the results of t table at a significant level of 5% for df 

50 is 2, it means that t observed > t table because t count is 4,587 > t table 

2,000 in other words Ha is accepted Ho is rejected.  

So it can be concluded that there is positive and significant of using 

Simon Says Game on listening skill of seventh grade at SMP N 2 

Margatiga students. 

B. Discussion 

In general, before the research was carried out the researcher gave 

pre-test to determine the students` prior knowledge of listening skill before 

being given treatment. After receiving the treatment, it can be seen that 

there is a significant difference between the post-test scores of the 

experimental class and the control class. 

Based on the results of the Independent Sample T-Test with the 

help of SPSS 22.0 for windows, it can be seen that the average 

experimental class is 74.60. Higher than the control class, namely 60.80. 

Furthermore, the probability or Sig. number (2-tailed) is 0,000 which is 

smaller than α (0.005). So hat the null hypothesis Ho is rejected and the 

alternative hypothesis (Ha) is accepted. That is, there is a positive and 
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significant influence of Using Simon Says Game on Listening Skill of 

SMP N 2 Margatiga.  

This study observed the listening skill of class VII students of SMP N 2 

Margatiga. Researcher use this class because students' have difficulties to 

listen. They are also less interested in practicing listening alone or with 

friends. Based on the problems, researcher applied Simon Says Game to help 

students learn how to listen and understand correctly.  

C. Limitation  

This research was conducted on seventh grade at SMP N 2 

Margatiga. The subject is Simon Says Game. The result showed that 

Simon Says Game succeeded in helping students learn to listening. 

Therefore, after conducting research and obtaining test data, as 

well as documentation, the researcher found several limitations, including 

some problems with listening. The first is students are confused about the 

English word they are listening to. 

Finally, the results of this study explain that the theory of the 

positive and significant effect of using Simon Says Game on listening skill 

successful. Simon Says Game succeeded in helping seventh grade at SMP 

N 2 Margatiga in their listening skill.  
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CHAPTER V 

CONCLUSION AND SUGGESTION 

 

A. Conclusion 

Based on the results of the research that has been done, it can be seen that 

on the learners listening use Simon Says Game has a positive and significant 

influence in listening skill. In order words, the use of the Simon Says Game 

affects the listening skill of seventh grade at SMP N 2 Margatiga. 

Through the results, it means that there is a significant difference between 

the listening scores of the experimental class and the control class. the post-

test scores of the experimental class is higher, It means that the mean value of 

the control class is 60.80 while the experimental class is 74.60. Thus the 

average value of the experimental class is higher than the control class. This 

means that there is a positive and significant influence of using Simon Says 

Game on students listening skill.  

In addition, the sig.(2-tailed) value obtained from the independent sample t 

test is .000. it shows that the significance value <0.05. This shows that Ho is 

rejected and Ha is accepted, so there is an influence between variable (X) and 

variable (Y), namely the influence of using Simon Says Game on the students 

listening skill of seventh grade at SMP N 2 Margatiga. 
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B. Suggestion 

Based on conclusion of this study, the researcher would like to provide 

several suggestion: 

1. For Students 

The results of this study are expected to encourage students to 

influence their listening skill and students enjoy when they learn 

English lesson.  

2. For Teacher 

The results of this study are expected to increase teacher knowledge in 

terms of teaching listening in English and to solve the problems of 

students who have difficulty in learning to listen.  

3. For the Headmaster 

The headmaster has to convey to the teachers that they should know 

the students` problem in order to reach learning process effectively.  
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Profil of SMP N 2 Margatiga 

Name of School : SMP N 2 Margatiga 

City : East Lampung 

Province : Lampung  

NSS : 201120404004 

NIS : 200021 

NPSN : 10805922 

Accreditation : B 

Year Founded : 2002 

Year of Operation : 2002 

Land Status : Community Grants 

Land Area : 10.000 m² 

Complete Address : Jl. Negeri Jemanten, Margatiga East Lampung. 

Headmaster`s Name : Drs. Sunaryanto 

Post Code : 34195 
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Documentation Sheet 

Purpose: 

This document shet is intended as the data collection instrument used  to 

complete school data consisting school history, organizational structure, number 

of teachers and employers, number of students, infrastructure facilities, and 

location sketch of SMP N 2 Margatiga. 

 

No Documentation Aspects Available Invaliable 

1 History of the establishment of 

SMP N 2 Magatiga 

√  

2 Organizational Structure of SMP 

N 2 Margatiga 

√  

3 Number of Teacher and 

Employers of SMP N 2 

Margatiga 

√  

4 Number of Students of SMP N 2 

Margatiga 

√  

5 Infrastructure of SMP N 2 

Margatiga 

√  

6 Location Sketch of SMP N 2 

Margatiga 

√  
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Name :  

Class : 

Pre test 

Listening exercise 

Listen carefully, and write the answers after listening to the audio! 

 

1 ...................................................................................................................  

2 ...................................................................................................................  

3 ...................................................................................................................  

4 ...................................................................................................................  

5 ...................................................................................................................  

6 ...................................................................................................................  

7 ...................................................................................................................  

8 ...................................................................................................................  

9 ...................................................................................................................  

10 .................................................................................................................  
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Name :  

Class : 

Post test 

Listening exercise 

Listen carefully, and write the answers after listening to the audio! 

 

1 ...................................................................................................................  

2 ...................................................................................................................  

3 ...................................................................................................................  

4 ...................................................................................................................  

5 ...................................................................................................................  

6 ...................................................................................................................  

7 ...................................................................................................................  

8 ...................................................................................................................  

9 ...................................................................................................................  

10 .................................................................................................................  
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Answer Key Pre-Test 

1. Listen to your teacher! 

2. Read the poem! 

3. Write the answer! 

4. Speak English in the classroom! 

5. Repeat after me please! 

6. Play with your friends nicely please! 

7. Finish you assignment on time! 

8. Wake up early tomorrow 

9. Take off your shoes please! 

10. Turn on your microphone please! 

 

Answer Key Post-Test 

1. Smile for the camera! 

2. Raise your hand please! 

3. Open the door please! 

4. Close the window please! 

5. Help me please! 

6. Numbered squares! 

7. Draw it on your book! 

8. throw your pebble! 

9. Hope with one leg! 

10. Wait for your turn! 
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Assesment 

 

Rubric Table 

No Description Score 

1 Correct Answer 10 

2 Almost correct 5 

3 Incorrect Anwer 0 
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Documentation 

 

 

Pre – Test (Experimen Class VII.1) 

 

 

Pre – Test (Control Class VII.2) 
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First Treatment (Experimental Class VII.1) 

 

 

Second Treatment (Experimental Class VII.1) 
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Third Treatment (Experimental Class VII.1) 

 

 

Post – Test (Experimental Class VII.1) 

 

 

Post – Test (Control Class VII.2) 
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