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FROM THE EDITOR
by Jarostaw Krajka
Maria Curie-Sktodowska University
Ul. J. Sownskiego 17/336, 20-041 Lublin, Poland
jarek.krajka @ wp.pl

In the era of ubiquitous social media and widespraecess to mobile devices, the
BYOD (Bring Your Own Device) paradigm of technologge in the classroom is gaining
more and more teachers’ attention. Mobile applicetimake it easier to energise learners in
class, involve them actively in the stream of tlkeesbn inside the classroom or enable
exposure to foreign language input outside the alcl®mart use of mobile learning, and, in
particular, its integration with (or, to be moresgise, subordination to) classroom instruction
makes foreign language study a new and enhancegtierpe. Thus, it seems we will see
more and more research studies into and pedagagitettion on how to join face-to-face
and online, computer-based and mobile-based, ihalivi and networked learning. At the
same time, the way that mobile applications fatiitthe work of the language teacher in its
many different areas, such as materials developnesgon planning, monitoring classroom
interaction or assessing learners’ progress, ismé underestimated.

The effect of global culture, with the increasederast in gaming and expanding
market share of video industry, is waiting to bscdvered for language teaching. While ELT
methodology has well-established patterns of vidse with video-viewing techniques that
date back to 1980s, researchers’ interest is needexplore the affordances of contemporary
cutting-edge online video environments. Hopefubgon we will see more and more
guidelines on how to use online games, video onatkeinvideo sharing sites and social
media video content in foreign language instruction

The current issue ofeaching English with Technology attempts to address many of
these issues, taking video games and gamificatsoona of its major themes. First of all,
Mark Love (Woosong University, South Korea)tries to familiarize language educators with
the ways in which videogames convey meaning as @garierm, lay the foundations of the
videogame theory and show how educators in inteiateednd advanced English as a Foreign
Language classrooms can teach critical media @ijera

The application of video clips to foster differanteraction patterns during language
lessons has been the research focussolawi Muslem, Faisal Mustafa, Bustami Usman
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and Aulia Rahman (Syiah Kuala University, Indonesia) In their study, the authors prove
that the application of video clips in Small Grofiptivities gave better results than teaching
with Individual Activities. Thus, learning speakingith video clips using Small Group
Activity techniques could be one of the best alikes to improve Young Learners’ speaking
performance.

Continuing the vein of gamification in activatingakners, Abir ElI Shaban
(Washington State University, USA)describes the benefits of using a student response
systemSocrative in supporting ESL students’ active learning. Theulss showed that the
synergy of both techniques (SRS and active learaniyyities) contributes to increasing the
students’ level of engagement, promotes theircalitihinking, and stimulates collaboration.

The other theme appearing quite prominently in tbssie is the way pronunciation
skills can be fostered by technology. To addreas tthpic,Rastislav Metruk (University of
Zilina, Slovakia) explores the way Slovak learners of English usetednic dictionaries with
regard to pronunciation practice and improvementicating the directions for increasing the
impact of pronunciation conveniences of such todis. a similar vein, Noparat
Tananuraksakul (Huachiew Chalermprakiet University, Thailand) shows how
pronunciation instruction designed around a setlegibonetics website builds up Thai
students’ positive attitudes toward their non-matlnglish accented speech, making them
more motivated to learn.

The way technology can facilitate teacher’'s work tire area of assessment is
addressed biferit Kilickaya (Mehmet Akif Ersoy University, Turkey), whose syuasimed at
determining EFL teachers’ perceptions and expeeergarding their use @radeCam Go!
to grade multiple choice tests. As the author psp@GeadeCam Go! seems to pave the way
for easy and efficient regular assessment throwagilithting frequent quizzes, providing
immediate feedback, and monitoring student progress

This issue is concluded witherri Mulyono’s (University of Muhammadiyah Prof.

DR. HAMKA, Indonesia) review of A.\W. (Tony) Bates’s bookeaching in a Digital Age.
The review alerts TEWT readers of the need to reitmmheory and practice of technology-
assisted instruction and recommends the book aesrgifalternative classroom procedures to
teach students within a digital environment.

We wish you good reading!
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PROBLEMATIZING VIDEOGAMES:

TEACHING STUDENTS TO BE CRITICAL PLAYERS
by Mark Love
Woosong University
17-2 Jayang-dong, Dong-gu, Daejeon 300-718, Soatk&

mlove @ wsu.ac.kr

Abstract

This contribution aims to familiarize educatorswihe unique ways in which videogames
convey meaning as a media form and to provide sinument, based on videogame theory,
that educators can easily employ in intermediatd advanced English as a Foreign
Language (EFL) classrooms to teach critical meitéaacy. In order to equip teachers with
the skills needed to teach the critical media ditgr of videogames, the author reviews
relevant videogame theory, including Bogost’s pohral rhetoric (2008a) and Consalvo and
Dutton’s (2006) holistic analysis. Important contseffrom these schools of videogame
criticism are combined with Freire’s (2010) notiohproblematizing to create an instrument
that can be productively employed by educatorseswh students to be critical players of
videogames. It is found that the approach offemédigles the gap between theory and student
concerns, results in greater personalization on phg of students when they analyze
videogames, and is able to help students raisegemeissues that the researcher could not
anticipate. It is hoped that educators will sharese emergent issues and continue the
discussion.

Keywords: critical media literacy; videogames; proceduratohie

1. Introduction

The world offers us raw materials for our simulapand our simulations cause us to act in
the real world in ways that change it to betteengisle or model simulations. (Gee, 2008b, p.
257)

Teaching critical media literacy is de rigueur tueation today, and it is standard practice to
teach students how various forms of media try ftuemce them (Beach, 2007; Hammer,
2011). The most common media form discussed ircldmesroom is probably advertising, for
it is very easy for students to see how advertisittgmpts to influence society at large. The
transparency of most advertisements’ motives mékesnedium a good training ground for
students before teaching them to analyze otheurallartifacts, such as documentaries,
(pulp) fiction, film, magazines, music, newspapdesdevision and social networking sites
(Storey, 2010; Zollers, 2009; boyd & Ellison, 2012)ideogames, conceived broadly to

include computer games, console games and mobileegaare a media form that has
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traditionally incorporated nearly all other medwarhs (see Wardrip-Fruin & Harrigan, 2004).
Recently, this process has reversed as many oteéianforms now incorporate videogames
into their form, most obviously demonstrated by Aod applications, which advertise a
multitude of products, and Google-sponsored on-Adgertisements posing as games. As
videogames incorporate a full range of (multiymefiiens — videogames include music,
storylines, film shorts, (fictional) newspapersctfbnal) television shots, cell/smartphones,
and even fictional social network sites — a rolergical media scholarship has developed
around them that can be employed when teachingritieal media literacy of videogames
and other media that convey messages in similaswigaching the critical media literacy of
videogames can be part of a holistic approachachieg critical media literacy that prepares

students to confront a wide range of media arsfétoey will encounter throughout their lives.

2. Method

Interpreting videogames differs considerably frarterpreting literature, the media form with
which most teachers who have backgrounds in Engtestature are most familiar. Literature
is often interpreted using literary approaches saglautobiographical criticism, critical race
theory, deconstruction, gender criticism, matestalcriticism, new criticism, narrative
criticism, psychoanalytical criticism, and postauld criticism (Barry, 2009; Tyson, 2015).
Some of the approaches used to interpret literatanee been productively employed in
videogame analysis, such as gender criticism (Ha3@87; Lynch, Tompkins, van Driel &
Fritz, 2016), postcolonialism (Mukherjee, 2016)itical race theory (Polasek, 2014), and
analysis of ageism (Williams, Martins & Consalv@®08). Even though great insight can be
obtained by employing literary approaches in thalyasis of videogames, literary approaches
only account for those aspects of the videogamerexquce that parallel the experience of
reading literature. An approach is needed thatigesvstudents with a deeper understanding
of how videogames convey meaning differently, ogngy differently, than literature
(Zimmerman, 2004) in order to inculcate studentthwie skills to be adept interpreters of
videogames as a unique media form (see Aarsetdd, Baarce, 2004).

Some scholars have provided suggestions of wayghich to use videogames in the
classroom (Beach, 2007), and useful compendiunastofities for teachers to employ to use
or discuss videogames in the L2 language teacmmgoament (Mawley & Stanley, 2011).
While greatly respecting this work, the approaciplayed here seeks to equip students with
a holistic understanding of the signification pree$ and persuasive techniques of

videogames by asking them to reflect holisticallytbe videogames they play regularly and
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discuss their reflections. It is hoped that by mgkstudents cognizant of the ways in which
videogames disperse signification across theirimotial elements and processes, students
will gain analytical skills to interpret videogamesid other media artifacts that employ
similar techniques.

To equip teachers with an understanding of the wiwsd videogames convey
meaning, a necessary prerequisite for teachersiitte gheir students in interpreting media
artifacts, an overview of the processes throughckwhiideogames convey meaning is
provided below, followed by a discussion of waystéach these skills. A few sample
instruments are provided that teachers can udeein awn foreign language classes to apply
these approaches (Appendix), which can be usefukfxhers who want to carve out a space
for critical discussion in an EFL classroom (Lo2@13). It is recognized that every media
artifact demands that a teacher construct a uniggteument to analyze it, and, as such, the
instruments provided here serve as examples amdirang ground in how to conduct an
analysis. It is hoped that teachers will adapt éhapproaches and develop their own
instruments rather than simply use these toolsrescpbed activities, though the activities

could also be used that way.

3. How do videogames convey meaning?
According to Zimmermann (2004), understanding vgieoes depends on comprehending
four concepts: l)narrative, as videogames are a new narrative form that coesbi
multimodal digital storytelling with games; Rjteractivity, as videogames require a player to
engage with a game cognitively, functionally, amtturally, and some games require players
to engage with other real and non-real players uftiplayer environments; 3)lay, which is
“the free space of movement within a rigid struetu(p. 159) that can be intellectual,
physical, semiotic or cultural; and games, which are “a voluntary interactive activity, in
which one or more players follow rules that constttheir behavior, enacting an artificial
conflict that ends in a quantifiable outcome” (j&OL In all of these categories, a player
actively moves the game, or plot, forward whileyplg the game, in the course of which s/he
actively experiences agency/immersion as the iesiilher/his actions take shape in the game
world through the player’s interaction with the gaand other players (see Mateas, 2004).
Murray (1997) describes cyberspace narrative, goal® to a game world, as
characterized by immersion, agency and transfoomatimmersion is a better term than
agency to describe what a player experiences iregaanlds as agency implies an ability to

change a world, while most game worlds offer venyited choices. The lack of choices
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offered in most game worlds suggests that ageney facade because the game is fixed:
usually players end up making choices that theyevient to take during game play (Domsch,
2013). Agency is highly dependent on programminyg] éew games provide truly open-
ended environments.

The ergodic school of videogame criticism tendsptiwilege the pure playing
moments of the game when the player is activelyrolimg an avatar or other representation
on the screen and focuses interpretation of videegaon those moments (Eskelinen, 2004;
Aarseth, 2004; Pearce, 2004). Even so, many inetigedic school recognize that other
elements of gaming, such as narrative aspects,ffdot ahe player’s interpretation of the
game. As such, the field of videogame criticismngperly characterized as a spectrum rather
than a dichotomy due to the fact that the exacp@moon of time spent between a player
directly controlling her/his on-screen representdtvatar and performing other game
activities varies greatly by critic and game tidd performing these other activities affects
how a player/critic interprets the game. As sugengy varies greatly by game title. When
teaching students to analyze agency and immersiafideogames, it can be fruitful to ask
them to reflect on what they can and cannot comtrtthe videogame environment as well as
what elements in the videogame environment make,tre prevent them from, feeling
immersed.

While videogames share some elements with otheranfieans, they contain a unique
combination of multimodal elements, the exact qunation of which varies by individual

game and genre:
It's clear that games can signify in ways that otharrative forms have already established:
through sound and image, material and text, reptasens of movement and space. But
perhaps there are ways that only games can sigidying on their unique status as explicitly

interactive narrative systems of formal play. (Zievmann, 2004, p.162)

How can students be taught that the games they gatpyfy differently than other
media artifacts? The best way to teach them toyaealideogames processes of multimodal
signification is by posing similar questions torhesuch as the following: Can you think of
some aspect of the videogame in which meaning wageayed using a variety of multimedia
sources? How does the combination of sound/imag&pace in the videogame you are
examining construct meaning beyond what could drdyconveyed by one of those media
sources? How does this surplus of meaning affeat yaderstanding of this videogame and

the meanings it conveys?
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Bogost (2007) proposes that videogames possesg@euhetorical form that conveys
meaning through processes rather than by statiogopitions: procedural rhetoric is the
practice of using processes persuasively just gsalehetoric is the practice of using oratory
persuasively and visual rhetoric is the practicaising images persuasively” (2007, p. 28).
While elements of visual rhetoric and oratory rhietacontribute to procedural rhetoric,
Bogost (2007) believes games differ from other mddrms in how they make arguments:
arguments are perceived by a gamer playing throlnglgame, experiencing, and acting on
the multiple processes in the game. Bogost (206if)pares this process to an argument by
enthymeme in which “[tlhe playdrterally fills in the missing portion of the syllogism by
interacting with the application, but that actiam d¢onstrained by the rules,” (p. 34) or
procedures, of the game. In this process “[tlheygriaperforms a great deal of mental
synthesis, filling the gap between subjectivity ayjaine processes” (Bogost, 2007, p. 43), a
process akin to reader-response criticism’s tadklaig gaps between individual readers and
texts (see Tompkins, 1980).

It is not one enthymeme, but a whole host of theat the player must fill in when
playing a videogame. To simplify, Bogost views ganas composed of groups of small
processes, which he calls unit operations: onegsds invoked to buy an item, another
process is involved in persuading people, yet arofiocess is used for combat (2008b).
Each process has its own computational rules thnatrg how the fictional world of the game
operates. The argument a specific videogame m#keshetoric of the game, emerges from
not simply one process or procedure, but the coatioin of them all, which together
construct “arguments about the way systems worthénmaterial world” (Bogost, 2007, p.
47; see Gee, 2005). Bogost aims to create criptaters who are capable of “playing a
videogame or using procedural systems with an eyerd identifying and interpreting the
rules that drive that system” (2007, p. 64). Inteting those rules demands that players
interpret and assess the messages that the undttiops are conveying to players. While the
concept of unit operations can seem complex dtforsstudents, asking them to think of each
action they perform in the videogame world as a and the game as a combination of all of
the units can help them grasp the concept. As thesmsses can be seen as a critique of real
life processes (Bogost, 2007; 2008b), the procéduetoric of videogames can affect the
opinions of players about issues in real life. Bsigabels videogames that make effective
argumentger suasive games.

As videogames have become a mainstream media foisodiety with sales figures

surpassing those of movies (Nath, 2016), it is iagee for educators to teach critical media
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literacy of videogames as they teach other formsuwfural criticism (see Ryan, 2010).
Students need to be taught to think about the mgargonveyed by all aspects of play and
examine the whole experience of gaming from the ewnof first viewing advertising on
websites, posters, television; to downloading andfstalling the game, during which a
variety of menus and screenshots may be vieweglaiging the game, during which many
menus may be perused, in-game videos may be vieamedda variety of other activities will
be engaged in; to viewing the list of scrollingdite at the end of the game; to discussions
with friends about a game during play and aftee (2emmerman, 2004). Even a simple
achievement screen encapsulates the values ofatheng system in that it openly displays
the actions that are rewarded in a game while iggaosther actions performed by a player
that may also be worthy of reward but have chos#nabe by the videogame designers (see
Consalvo & Dutton, 2006). As such, achievement estgebetray the actions that the
videogame designers value in the game world.

Lessons could be designed around all of these iexpess related to playing
videogames. The processes involved in playing aeogdme, which include active
immersion, agency, interfaces, narrative elementstimodality, and procedural rhetoric, all
contribute to a player’s experience and interp@tabf a game as the meaning(s) of a
videogame is created through the accretion of éspees and their agglutination in the flow
of the stream of consciousness of the player (Jai839; Zimmerman, 2004). To phrase it
more succinctly, all aspects of gameplay contridotéhe overall message of the game and
slightly change how a player interprets the gamgesiéch, a method for analysing videogames
in the classroom needs to account for all of thdtimadal moments experienced while
playing a videogame, the procedural rhetoric of ¢faene, the gameplay itself, and the
videogame as a distinct multimedia form.

While all approaches to media analysis enlighteriace aspects of the object of
critique, often the effect(s) produced by the entiedia artifact is ignored. When an entire
media artifact is examined, certain themes may genas prominent in a similar fashion as to
how themes emerge during qualitative analysis ¢d,dsuch as grounded theory (Corbin &
Strauss, 2015). Guiding students to discover tloesearching themes teaches them how to
analyze media artifacts, how to recognize themmesing throughout media artifacts, and how
to analyze the way those themes fit into the largessage the media form conveys. This
complex form of media analysis teaches studentgftect on larger issues that they would

not consider if not asked to stretch their mintdsreéby producing critical players.
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4. Teaching students how videogames signify

It seems that it should be relatively easy to testadents about how games convey meanings
multimodally as most digital natives are used tostoning a wide range of cultural artifacts
multimodally on a daily basis. Even so, it can féadlt to get them to think critically about
that consumption (see Ryan, 2010). Digital natikese been habitualized into analyzing
games for their aesthetic values or trendinessnbasbserved most popular media sources
analyze videogames and other cultural media arsifaca manner that shows little concern
for the ideologies media artifacts bear or how e¢h&feologies are conveyed (Zagal &
Bruckman, 2008).

Though a variety of theorists have proposed metladdddeogame criticism (e.g.,
Gee, 2005; Malliet, 2007; Mayra, 2008), Consalvd &utton’s (2006) is the easiest for an
individual teacher who wishes to teach students tmimterpret and critique games from an
ideological, whole-game, perspective to apply.stiength and usefulness lies in offering a
template of categories for game critics to applyatgame: immersive play, interfaces,
ideology, and narrative aspects. Their simple foant- structure for analyzing a videogame
helps new interpreters account for the multimodgeats of a game and encourages them to
construct a holistic analysis. Consalvo and Dutféer their approach as a means by which to
perform cultural critique but are not overtly comesd with Bogost's procedural rhetoric. Yet
procedural rhetoric is a process that occurs througall the aspects of a game; it functions
in a similar manner to a subcode that continuotrdgks experience and erupts into the
criticism. As such, an approach is needed thaowdl Consalvo and Dutton’s categories of
analysis for holistic game analysis, but expandsth@m to make a more comprehensive
instrument that incorporates insights offered theotapproaches to videogame analysis, such
as procedural rhetoric.

The following analysis will progress through eadhCmnsalvo and Dutton’s (2006)
categories (Object Inventory, Interface Study, ratdon Map, and Gameplay Log), provide a
description of each of these tools, and suggestswayadapt these tools in order to
incorporate other theories of videogame analysithéoteaching of videogames. In fairness,
Consalvo and Dutton view their categories as hgarigols to get the player thinking about
objects in the game rather than as part of a ppgs@& method that must be adhered to. They
describe their method as “a preliminary templatecfdical/textual game analysis.... [that] is
meant to serve as one way (likely among otherspéone analysts to approach games in a
way that is systematic but not rigidly so” (2006&dme Analysis,” para. 7). Their method
provides some guidelines to conducting what cotihémvise be an overwhelming task, while
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being open to incorporating other elements. Theyp glrovide questions that encourage
students to start thinking about other questioas$ tlould be asked about videogames using
their categories. As Consalvo and Dutton’s listgofestions encourages expansion of its
categories, it is a useful resource to consulhé © having trouble thinking up questions for a
category. One problem with encouraging a studentenmploy Consalvo and Dutton’s
guestions is that they set an agenda that resthietanalysis conducted to their questions and
concerns rather than the student’s concerns, thoaghmentioned above, Consalvo and
Dutton are not intentionally prescriptive. Manytical media literacy approaches are also
subject to the same criticism: they tell studenkatto look for in a media artifact, usually
centered around the big three issues of race,, sk gender (Sung & Pederson, 2012),
which many students even at grade school levelg l@ready become adept at spotting
through the regular raising of these issues in ste@am classes, such as literature or social
studies. This standard approach to teaching driipproaches of analyzing media is far too
limiting for a class of active minds that can thioka wider range of problems for analysis
related to videogame play than their instructorBpwave limited experience of games and
the current social world of gaming.

One way to go beyond the standard approach taalrithedia literacy is to have
students problematize (see Freire, 2010) issugssix in games, which may bring problems
to the attention of teachers, and the public gelaof which they were unaware (Frasca, 2004,
employs Freire’s concepts in videogame design).usiog on problematizing issues that
students identify in videogames also ensures tliddss is student-fronted (see Love, 2012).
Some students may wish to examine how games da@alescents or the relationships of
teachers with students or parents with childrer] #re now-dated gamBully, an action
adventure game set in a fictional school and itsrens, comes to mind as a game in which
adults’ relationships with adolescents were deficte

Since popular games are being the most widely coadua game such asague of
Legends, an online, multiplayer battle arena gamsegne of the best titles on which to test this
approach. Conversations with players have inforrtteal researcher that it is common
knowledge that Korean players of the game havete lthick skin as a culture of gaming has
developed in which players regularly insult and @wag players who have joined their team if
they play badly, make mistakes, or even if the tes® has joined simply loses to another
team. The researcher suggested to one studertetimaake the topic of his presentation “How
to play League of Legends without swearing at other players.” He repliedttlitawas

impossible to play.eague of Legends without swearing.
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The most important point in developing fruitful disssions using this approach is to
keep these discussions student-driven rather thstnument-driven: it is imperative for the
teacher not to dictate to students what to analyizgead, s/he should try to elicit from
students the problems that should be discussedrdblgmatize the game. This can be
accomplished by beginning with a casual discusaloout the game that focuses on asking
students which games they play, how often they fflayn, what games are popular, etc. Once
students have warmed up to the discussion ancedtoher has discovered a popular game or
games, s/he should steer the conversation to adkrds to discuss what problems they see in
the game by asking questions such as the following:

* What problems do you see or experience while ptathirs game?

* What problems do you see in how this game depietsvorld?

* What problems do you see in how this game depatigbkrelations?

« What problems do you see in how social relationgeligp around this game (the
social side of gaming)?

* What are some problems that emerge with other gaybken you play this game?

One reason for beginning with a general discussibthe game is that problems
related to a game often only emerge through a gérdiscussion, rather than direct
guestioning. The teacher needs to pay close aitemdi the discussion for clues that may
betray problems, and then ask further probing guestin a process very similar to Freire’s
problematizing (2010). Once an issue has been ifabeht the teacher can steer the
conversation to consider each of Consalvo and Distiategories, in turn, under the focus of
problematizing videogames. The sample instrumemtgigied below combine problematizing
with each of Consalvo and Dutton’s categories a# ase Bogost’s procedural rhetoric. A
similar format to Consalvo and Dutton’s format eégenting questions for each category is
followed below because Consalvo and Dutton realiheir approach demands analysts to
think about games holistically while it also hetps‘develop research questions that look at
ideological assumptions operating in a game” (Clmas& Dutton, 2006, “Game Analysis,”

para. 9).

we fully expect that this methodology will be madd.... But for now this methodological
toolkit — interaction mapping, object inventorytdrface study and logging gameplay — is
offered... as a way to make the research thorougthowi losing those aspects of games —
play and emergence — that make them the dynan@taat$ of culture that they are. (Consalvo
and Dutton, “Summary,” para. 1, 2006)
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Adhering to the expectations of Consalvo and Dyttomodification of their theory to
incorporate procedural rhetoric with the specifaalgof creating critical players is proffered

below.

5. Participants

Though the researcher has been discussing videsgaitte EFL teachers and learners in a
variety of classes since 2008, a pilot test ofitteruments was administered to a group of
first-year undergraduate students attending a liaskd English course at a medium-sized,
mid-ranked provincial university in South Korea 2017. The group was composed of 4
females and 9 males who were between 18 and 2k y#aage. The average ability of

students was upper-intermediate.

6. Consalvo and Dutton’s Object Inventory
the fact of reality, the real fact, is not the abjleut our sensation of it, which is where it exist
(Pessoa, 2001, p. 65)

In numerous games players collect items, numbeimnghousands in some role-playing
games. Consalvo and Dutton (2006) suggest thec Ciatieate an object inventory that
catalogues all known objects that can be foundgbgustolen or created, and produce a
detailed list or spreadsheet that lists variougp@res of each item” (“Object Inventory,”
para. 2). This list can be used to examine the gaorid’'s underlying concepts, such as its
implied economic system or how it constructs ger{@emsalvo & Dutton, 2006). Consalvo
and Dutton recognize that each game contains unidpects and unique ways of using
objects (though game genre similarities may exmty thus suggest unique categories of
objects will have to be generated for each gameyTdiso suggest examining how the
player/character and other non-player charactettseivideo game interact with game objects.
Charting all of the interactions would be an impoigstask, so it is best to start with a
problem and chart interactions that relate to featicular problem. It is useful to ask a
general question to first get students thinking udbproblems that they may have not
considered before, but if students have alreadgtifiled a problem to investigate, they can
skip to the second question. The following questican be employed to stimulate discussion:

« What are some problems with objects in the game?

« Can you name any objects in the game that relateetproblem you identified?

* How do objects in the game relate to the problem of ?
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* What messages do the objects relay that relatémtproblem of ? Can you
think of any problems with these messages?
* Do the objects convey any message related to aagedseing communicated via

procedural rhetoric that relates to the problem of ? If so, how?

* What are the social aspects of objects in the ghoth, in-game and out-of-game, that
relate to the problem of ? Do the socipkeis of the games present any
other problems?

7. Consalvo and Dutton’s Interface Study

the interface is a continuous feedback loop whieeeplayer must be seen as both implied by,
and implicated in, the construction and compositafnthe experience. (Newman, 2002,
“Playing Games,” para. 1)

The creation of meaning while playing a videogasia icombination of not only the game
world choices made by the player but also the bbshterfaces through which the player
encounters the game. There is the physical interdd&eyboard and mouse, or controller for
a console system (see Konzack, 2002), but thisigdlymterface is more about playability
and interaction than meaning creation, though nmgaoan spill over into every aspect of a

game. According to Consalvo and Dutton,

the interface can be defined as any on-screennmation that provides the player with
information concerning the life, health, locationstatus of the character(s), as well as battle or
action menus, nested menus that control option$y s advancement grids or weapon
selections, or additional screens that give thgeplanore control over manipulating elements
of gameplay. (2006, “Interface Study,” para. 1)

Interfaces that do convey meaning and are sulyjenitical analysis are the on-screen
controls one sees while playing the game as wethashost of menus through which the
player navigates the game world, for these intedaconvey to the player what the game
creators deem is important in this game world. &/kihgaged in gameplay, the player may be
interrupted by a variety of interfaces: by dialogoexes to which s/he must respond by
making choices that affect how the game progressdsscenes (short ‘filmic’ scenes that
advance the plot), and a variety of other game mesnme of which pop up and others which
the player must bring up. Within these menus, payave access to information that is not
part of the (ergodic) playing experience of the gangine (the programming that generates
the game).

In adventure games, players often peruse investonead about quests; read

manuscripts that give background information alitbatcharacters, items, factions, or culture
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in the game; access help menus; view maps; vieyepkttributes and abilities; (re)view cut-
scenes; upgrade/modify attributes, skills and ageit; have conversations with in-game
characters; buy and sell equipment; and perforrasa &f other functions that vary by game.
Interfaces comprise all of the extra game menus phavide information about what the
player is doing other than directly navigating amracting with the environs and characters
of the game world, though sometimes interfaces umed for navigation. While playing
games, much time is spent outside of the directegamorld, and it is usually in interface
menus that this time is spent: a player equipsstanmd discovers information about the game
world, such as items or quests, through interfaddlsof these interfaces contribute to the
multimodal experience of a player and proceduralatic of a videogame.

Consalvo and Dutton’s Interface Study attemptshi@rtc“the information and choices
that are offered to the player, as well as thermédion and choices that are withheld”
(Consalvo & Dutton, 2006, “Interface Study,” pa2a. It “reveals clues about the ideological
assumptions of the game” and what is valued ingdmae world (Consalvo & Dutton, 2006,
“Interface Study,” para. 2). Educators should anteach their students to constantly think
about the choices that videogames offer them aftelcteon how these choices betray what
the game values and esteems. Relevant questioasdiscussion about interfaces, beginning
with a general question, are these:

* What are some problems with interfaces in this game

* How do the interfaces add additional informatioowithe problem of

that could not be obtained by playing the game auitttonsulting the interfaces?

*  What messages do the interfaces convey in reldtiaime problem of ?
How do they present this information?

e Can you identify any aspects of the interfaces tredate to the problem of

mentioned above?

« Do the interfaces convey any messages via procedhei®ric related to the problem

of ? If so, how?

8. Consalvo and Dutton’s Interaction Map
Video game spaces are more than simply the suiheaf ¢ode — they are experiential spaces
generated through code and the player’s interaetitinthe execution of that code through the

medium of the screen. (Taylor, 2003, para 1.)

Consalvo and Dutton’s Interaction Map is a mucts kegeldy tool of analysis than the item

inventory and interface study. It consists of “exaing the choices that the player is offered
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in regards to interaction — not with objects, buthwother player characters, and/or with
Non-Player Characters (NPCs)” (2006, “Interactioapyl para. 1). Because of the intricate
relationship of interaction to events, Consalvo &ndton (2006) suggest that “The overall
‘story’ of the game can be discerned here [in titeraction Map], if there is one, in order to
raise questions about narrative or the ideologioglications of the plot” (“Interaction Map,”
para. 6). They note that this is too broad a tasket applied to every interaction in a game
and suggest using it only as a heuristic categ@®@§). Consalvo and Dutton also note that it
is important to replay a game to play out differenbices that may not be visible on a first
play through. While Consalvo and Dutton are prilganterested in in-game interactions, the
rise of massive multiplayer online gaming (MMOG)ises the importance of charting
multiplayer interactions as they can be part ofgfablems players experience in gaming (for
example, the above mentioned issue of players b&hiagned by other players if they play
badly while playingLeague of Legends). Relevant questions for teachers are these, again
beginning with a general question:

* What are some problems with interactions in thegam

* How do interactions with other players relate te pinoblem of ?

* How do interactions with NPCs relate to the probkdm ?

¢ How many game interactions did you note that adated to the problem of
?

» Are these interactions forced by the game or ag fiart of emergent play?

* What kind of problems do you have with other rdayprs when you play?

« What does this tell you about the problem you eaitientified of ?

* What ‘story’ is told by the interactions?

* Does this story relate to the problem of ?

* What does this tell you about the ideology of taeng?

* What could you do to solve this problem or just méKkess of a problem?

« What messages are being conveyed by the interaatioplayers in-game and out-of-

game?

8. Consalvo and Dutton’s Gameplay Log
Gameplay is “the kernel at the center of the maghihe engine that drives all of the other

[game] elements, putting thgame in the game-story” (Zimmerman, 2004, p. 162). The
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Gameplay Log aims to track these processes, aagtednich Consalvo and Dutton describe
as

The most nebulous — the overall "world" of the gaamel the emergent gameplay that can
come into being.... the researcher is looking for "tmeexpected” in gameplay (among other
things) to see how (potentially) open the gameoisplayers.... [and] studies such things as
emergent behaviour or situations, the larger gamedwor system, and intertextuality as it is

constituted with the game. (2006, “Gameplay Logfg 1)

This category allows the player to “put togethex Harger picture’ of the game that
might have been fragmented through analysis ofreliscsegments such as the interface,
objects or interactions alone” (Consalvo & Dutt@006, “Gameplay Log,” para. 4). This
category also serves as a space in which a playerecord overall impressions of the game
and anything else the other categories might hassed.

Though they did not divulge their reasons for nanthis category of gameplay
analysis a log, that they did appears to appeabtomon qualitative research techniques of
keeping logs, journals, and diaries to record @&aether’s field notes, observations, and
reflections (Creswell, 2007; Emerson, Fretz, & Shaa@01). Consalvo and Dutton’s term
‘emergent gameplayfurther pays homage to this social science reseaachtion that looks
for emergent data, or unanticipated behavior ofjesy, in a social situation. A log of
gameplay is a repository that can be perused twdés emergent behavior.

Regardless of the specific questions asked, Camsatd Dutton’s focus here is on
gameplay and what may be missed in an analyshseaininutiae of a game, as shown by their
comment that this analysis looks to uncover “therall ‘look and feel’ of the complete world
that the game constructs” (2006, “Gameplay Lograpa). Questions that could be posed for
this category are these:

* What emergent behavior (for example, a game cheabehavior that is not expected
by game players, have you seen?

* What emergent behavior have you seen “outsideefjtme”, for example, behavior
that players regularly engage in before agreeingito a team or after a game has
finished?

* Are there any other kinds of emergent behaviorgaruthink of?

* Is any of this emergent behavior a problem?

» Have you noticed any intertextuality in the game?

» Does this intertextuality relate to the problem of identified earlier? If so,

how?
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» Are there any aspects of the game in general éhatierto the problem of
that have not been discussed?

« How many intertextual connections did you see i glame related to the problem
earlier identified of ?

» Is anything gained by the overall playing of thengaand using the gameplay log that
relates to the problem of that has nat dexussed?

9. Weaknesses in Consalvo and Dutton’s approach

One weakness of Consalvo and Dutton’s approachaisrhany of their categories overlap.
Objects relate to interactions, interactions relatdhe interface, and interactions relate to
emergent experience. The concept of stayich Consalvo and Dutton place at the level of
interactions, overlaps with all four categories ythese to analyze videogames (object
inventory, interface, interactions, and the gamepig), for all the multimodal elements of a
videogame contribute to a player’s understandingtie story told including her/his
experience of the storyhe critical player's understanding/interpretatiohthe game, or
construction of its story, is based on an amalgemaf all of the factors discussed above.

Consalvo and Dutton analyse intertextuality in gaeneplay log, but intertextuality is
ubiquitous in most genres of videogames and inflasrthe interpretation of game elements
in all of Consalvo and Dutton’s categories. An indual mind does not maintain Consalvo
and Dutton’s divisions as s/he plays and expergiiie game and the host of intertexts it
contains. An individual player is subject to “thatdrtextual drive” (see Riffaterre, 1990),
which determines that wherever a player encourgersething that reminds her/him of
something else, that encounter forcibly recallsnégrtext from her/his unconscious. As such,
discussions of intertextuality could be used whestussing any of Consalvo and Duttons’
categories.

Bogost’s (2007, 2008a) concept of procedural rietmruld also be incorporated into
any of Consalvo and Dutton’s categories as the megis made by procedural rhetoric
emerge by accretion and agglutination in a playea variety of game elements. It was for
this reason that the questions regarding procedoeabric were integrated into the questions
based on Consalvo and Dutton’s categories abowala8ly, logging a player’s thoughts and
responses lies between all of these categorieanrepglay because it is impossible to separate
them in/from the individual game player’s streanmcohsciousness. A strict adherence to the
categories could be used as a tool for writing ugeacription of a videogame, but this

description would be inherently contradictory tay®r in-game experience. As such, it seems
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best to integrate elements of intertextuality, w@malysis, and procedural rhetoric when they
arise in an analysis rather than limit a discussoowhen these concepts confer with Consalvo
and Dutton’s categories. With these provisos indpihmay be best at the end of an analysis
to ask additional questions such as these:

* Is there an overall message conveyed by the gaome &ll of the elements via
procedural rhetoric that you would not have notiegtthout reflecting on it?

» Did considering all of the elements above in relatio the problem(s) you identified
help you to see a message conveyed via procedhatalric that you were not aware of
when you began this project?

Even though many of Consalvo and Dutton’s categarantain concepts that overlap
with other categories, thinking about Consalvo dbwakton’s categories, in turn, while
conducting an analysis, does help to uncover aspeftta game that could be easily
overlooked without a systematic approach to gunderéflection. All of these questions have
been combined into a worksheet for the conveniesfcanyone wishing to employ the

approach with her/his own classes (see Appendix).

10. Conclusion

Media literacy skills, including requisite skills interpret videogames, are essential to any
educator working in a twenty-first century enviraemh The discussion above has been
provided to familiarize educators who are unawdreriical media literacy and practices
with techniques they can use to analyze videogaihes.hoped that they will pass these
concepts on to their students so that their stedeain be more critical about their
consumption of cultural artifacts. This approactrapjals Chamberlin-Quinlisk’s goal of
making students critique media artifacts that thilesy, not just those that they do not (2012).
The approach offered above is not comprehensivenalhdequire constant adaptation. It is
hoped individual instructors engaged in teachingirthstudents to critically analyze
videogames will adapt and add to the questionsish ®f the sections above as the author has
adapted and added questions to Consalvo and Daittatégories of analysis.

The uniqueness of the approach offered above it ithattempts to integrate
procedural rhetoric and Freire’s process of prolliezing to Consalvo and Dutton’s holistic
game analysis. Whether the procedural rhetoric wvidaogame is effective or not is only
determined by the individual player’s personal tiesicto the message conveyed and whether
s/he changes her/his course of actions, or marfniminking, after playing that videogame.

Incorporating Freire’s concept of problematizingstodents’ analysis of videogames is an
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approach that is not extant in the literature oticat media literacy (Frasca, 2004) that
attempts to bridge the gap between theory, praxd,student concerns (see Johnson, 2009).
Problematizing videogames personalizes videogaralysia for each student and carries the
possibility of raising emergent issues to the aibenof educators at large. It is hoped that
educators will pass some of the knowledge they fyam this problematizing of videogames
back to the academic community.

The greatest strength of the approach is that malypndergraduate student could
easily apply the approach outlined above heuri$fida produce a fairly lucid piece of
cultural criticism of a game s/he may already knotimately from hours spent in its game
world. With practice, students should be able tplyathese concepts to other media artifacts,
not just videogames. It is hoped researchers wghad upon and develop this approach and
suggest other concepts that need to be incorporatesh teaching students to critically

analyze videogames that have been overlookedsrafiproach.
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Appendix 1. Problematizing Videogames: A workshedbr students

Write down the name of the videogame that you woultike to analyze:

Procedural rhetoric: the message collectively conveyed by all of theepsses and events of a game that may
differ from explicit statements made in the game

Problematizing the game
What problems do you see in how this game depietsvorld?
What problems do you see in how this game depitigbkrelations?
What problems do you see in how social relationglig around this game (the social side of gaming)?
What problems do you see in this game or do yoemapce through the playing of this game.

What are some problems that emerge with other gdayben you play this game?

Discussing Agency and Immersion: how much a playdeels s/he can influence elements in the game world
At what points in the game do you feel that youiareontrol?
What can you control in the game?
What can you not control?
When did you feel most immersed in the game?
Why did you feel immersed in the game?
What prevents you from feeling immersed in the game

Overall, did you feel that you possessed a logeinay in this game? Why or why not?

Teaching multimodal meaning: how meaning is conveykusing various types of media
Can you think of some aspect of the videogame ifclwimeaning was conveyed using a variety of
multimedia sources?
How does the combination of sound/image/text/spac¢éhe videogame you are examining construct
meaning beyond what could only be conveyed by drieose media sources?

How does this surplus of meaning affect your undexding of this videogame and the meanings it
conveys?

The Object Inventory: all the objects in a game and what you can do thi&#m, e.g., a potion you can obtain,
buy, sell, or give away
What are some problems with objects in the game?
Can you name any objects in the game that relateetproblem you identified?
How do objects in the game relate to the problem of ?
What messages do the objects relay that relatestproblem of ? Can you think of any pnoisle
with these messages?
Do the objects convey any message via proceduetdnib that relates to the problem of If ?
so, how?
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Can you think of any problems related to objecthagame? What are they?
What are the social aspects of objects in the gdm#h in-game and out-of-game, that relate to the

problem of ? Do the social aspects of #meeg present any other problems?

The Interface Study:interfaces are all the menus, screens, dialogueshdxventories, cut-screens, pop-up
screens, in-game books, etc., that interrupt dir@taying the game

What are some problems with interfaces in this game

How do the interfaces add additional informatiomwhthe problem of that could not be

obtained by playing the game without consultingittierfaces?

What messages do the interfaces convey relatetetproblem of ? How do they present this
information?

Do the interfaces convey any message via procedoeabric related to the problem of ? If so
how?

The Interaction Map: all the ways one interacts with non-player characfdPCs) and player-characters (PCs)
in the game (in-game and out)

What are some problems with interactions in theafam

How do interactions with other players relate t® pinoblem of ?
How do interactions with NPCs relate to the probtem ?
How many game interactions did you note that diaged to the problem of ?

Are these interactions forced by the game or ag plart of emergent play?
What kind of problems do you have with other rdalyprs when you play?
What does this tell you about the problem you eaitientified of ?
What ‘story’ is told by the interactions?

Does this story relate to the problem of ?

What does this tell you about the ideology of theng?

What could you do to solve this problem or just mi#kess of a problem?

What messages are being conveyed by the interaatioplayers in-game and out-of-game?

The Gameplay Log: a record of play — your impression of the game thay have been missed in other
categories; the look and feel of the game
What emergent behavior (for example, a game cheaf)ehavior that is not expected by game players,
have you seen?
What emergent behavior have you seen outside ofidnge, for example, the behavior players regularly
engage in before agreeing to join a team or afgamae has finished?
Are there any other kinds of emergent behaviorgeruthink of?
Is any of this emergent behavior a problem?
Have you noticed any intertextuality in the game?

Does this intertextuality relate to the problem of identified earlier? If so, how?
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Are there any aspects of the game in general gaterto the problem of that have nohbee

discussed?

How many intertextual connections did you see i game related to the problem earlier identified of
?

Is anything gained by the overall playing of thenga and using the gameplay log, that relates to the

problem of that has not been discussed?

Is there an overall message conveyed by the gamg #ie earlier identified problem of ia v

procedural rhetoric that you would not have notieétthout reflecting on it.

Additional questions:
Is there an overall message conveyed by the gaanedtl of the elements via procedural rhetoric gt
would not have noticed without reflecting on it?
Did considering all of the elements above in relatio the problem(s) you identified help you to see

message conveyed via procedural rhetoric that yene wot aware of when you began this project?
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Abstract

This study investigated whether the applicationvigfeo clips with small groups or with
individual teaching-learning activities improvedetspeaking skills of young EFL learners
the most; accordingly a quasi-experimental study \&i pre-test, post-test design was done.
The instrument used in this study was a test inféhen of an oral test or interview. The
results showed that the mean score from the steiderthe Small Group Activities group at
67.27 was higher than the mean score from the ikhaiv Activities group at 51.29 with a
level of significance 0.00 < 0.05. This meant tin application of video clips and teaching-
learning Small Group Activities gave better restiitsn teaching with Individual Activities.
The results suggested that teaching-learning spgakiSL with video clips using Small
Group Activity techniques could be one of the bagtrnatives to improve young learners’
speaking performances.

Keywords: individual and small group activity; speaking penfiance; young learners;

video clips

1. Introduction

Speaking is one of the English language skills hdamd learnt by young learners in Banda
Aceh, Indonesia, as required by the 2013 curricullmmorder to improve young learners’
speaking performances (Muslem & Abbas, 2017) Ehdbsichers have used various methods
such as “communicative language teaching, informnagap techniques and audio-recorded
media strategies”, however, the level of their &pegskills is still not satisfactory. They still
have difficulty using English to communicate witheir peers and their teachers, and with
foreigners who use English for communication (Hp2@i04). The ability to use and speak
English fluently and accurately indicates thatwaent is proficient in English. However, it is
difficult for an EFL student to master the languagetheir exposure to the language is limited

by their environment. Educational institutions mdénesia have made various efforts to
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resolve the problem faced by these students inamagtthe language (Muslem & Abbas,
2017). One of them is the implementation of the 283 Indonesian Curriculum. This new
national curriculum, created by the National EdiocaDepartment, will be implemented in
High Schools throughout the nation. Curriculumhs foundation of the teaching-learning
process which covers subject matters and studamtitegy experiences at school. Curriculum
in Indonesia refers to a set of planning and ogion guidelines about the aim, content, and
learning materials for learning activities to ast@iex particular educational objective.

Based on the 2013 Curriculum (K-13), the primarypose of teaching English at
Junior High School is to enable students to comuataifluently and acceptably. Students are
expected to be able to speak and communicate ifisBng daily life, both in written and
spoken forms (Depdiknas, 2013). However, studetilis consider English as a difficult
subject to be mastered and speaking is consid@eedhdrdest of the four skills to learn at
school, compared to the others (Hattingh, 2014ud&its at Junior High School levels
(classes VII, VIII and IX) have been found to hapmblems related to their lack of
participation, inhibition, and lack of ideas (Hosk004). That is the same as similar problems
are found with other college students (HeriansyZ01,2). Heriansyah also added that the
English speaking ability of some English teachénsath junior and senior high schools was
still low and the causes were very little expostardoth spoken and written English and, in
particular, the absence of models from which torlepeaking skills.

In order to overcome these problems at universigl, teachers should consider the
needs of the students and modify the teaching @ahing materials so that students achieve
the learning objectives (UNESCO, 2004). Since nayadtudents associate themselves with
media and technology, the researchers considethted¢arning materials should also include
new technology media, in this case video clips.kB@009) has argued that film and video
are multimedia products that can facilitate bothbae and non-verbal communication and
learning. Both of them can be easily found on lgisten, Twitter, and Facebook, which 92%
of school-age children use for communication (Lérgtaal., 2015). In addition, the Internet
has unlimited resources of films and videos thatlma easily found on YouTube and Google
Video and especially for speaking English on TED an Toastmasters International.

Many previous studies conducted by different redesns from different parts of the
world have been related to the use of film and widbps to examine their effect on the
speaking skills of students (Muslem & Abbas, 20%ihaili, 2013; Sihem, 2012; Silva, 2013).
Nguyet and Mai (2012) conducted research into tbe af video clips with small group

activity and reported that the speaking skills bé tstudents improved, especially their
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fluency. Cole and Vanderplank (2016) conducted séinguistic and English proficiency
tests on individual learners and on classroom &arnThe individual learners scored
significantly higher than the classroom learnersalinassessments. The use of technology
really helped the teachers, students, and othéepan improving the speaking skills. There
are two really effective ways of developing ESLalpag skills, namely staying abroad in an
English speaking country and learning through médautube, Video, live programs, TED,
Toastmasters) (Muslem & Abbas, 2017).

Staying abroad in an English speaking country sicAustralia, India, the UK or the
USA is one of the best ways to improve EFL speakkilis. In this case, students are sent to
a country where English is used as the medium winconication. For example, they go there
for three to five months and are involved in mangnéties in the English-speaking country.
Within that period, they can master English welbwéver, this strategy is not economical.

In conclusion, the previous research findings ab@ported that the combination of
video clips either with small group activity or Witindividual activity can significantly
influence the ESL/EFL speaking skills of studemsvertheless, the researchers thought that
it would be important to investigate these twoetént combinations to find out which one is
better for effective teaching-learning of speakiBgL. Hence the research question was
formulated as follows: “Will there be any signifidadifference in the ability of students to
speak EFL after teaching-learning with video climng Small Group Activity compared

with the results using video clips with Individusttivity?”

2. Literature review

Speaking can simply be defined as conveying messagebally from one to another
(Richards, 2008). Unlike writing and reading, spegkinvolves “verbal and non-verbal
signals” to which the listener needs to pay attento understand what the speaker is saying
(Chaney 1998, in Kayi, 2006, p. 1). This means thdace to face oral communication, a
listener not only receives and hears what the seskys but can also give feedback or a
response in terms of what has being heard.

In addition, speaking is also a multi-sensory aigtikecause it involves paralinguistic
features such as eye contact, facial expressiogsturgs, tempo, pauses, voice quality
changes, and variations in pitch (voice projectod vocal variety), which affect the flow of
conversation (Thornbury, 2007). Speaking is veryonmant; it is considered the most

difficult skill when compared to writing, reading distening (Oradee, 2013). Despite the
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difficulties, the ESL learners still put listening the top of their lists of skills to acquire snc
they believe that mastering speaking means magtaliithe skills of ESL (Sihem, 2012).

2.1. Video clips as the source of L2 input

Real models of speaking English can be obtaineu frmleo clips. According to Richards &
Renandya (2004), video is an ‘extremely dense’ oradin which there are combinations of
visual elements, sound effects, and audio. Videpswerful teaching aid since learners can
experience things they have never seen beforek@ls2007). In addition, Canning-Wilson
(2000) defines video as “the selection and sequehoeessages in an audio-visual context”
that can portray settings, verbal and non-verbghas, and paralinguistic features of
speaking which can provide important “visual stithfdr language practice and learning.

However, today a new trend has emerged: videosethrcation nowadays are
presented with only short duration; these are dalideo annotations or video clips (Trebor
Scholz, 2013). This accords with what Richards &&welya (2004, p. 365) advocate that it is
better to serve students with “short (3-5 minutesgments of video thoroughly and
systematically” rather than showing them “long satres” which may lead students to be
less active in observing and noting the activity.

Harmer (2001) has claimed that off-air program wilereal-world videos and
language learning videos are three kinds of videxd tan be used in the EFL classroom.
Nevertheless, he suggests that teachers shouler pnef language-learning videos since they
are accompanied by course books. Besides, landaageng videos have other advantages
such as good comprehensibility, design for edungtirposes and multiple other functions.

Many studies have investigated the effects of vidgs on language learners. Bravo
et al. (2011) found that video increased the matwaof students since they could see how
native English speakers talked with their paralistj features. Studies carried out by
Brewster et al. (2004) found that video broughtesal benefits. Psychologically, students
find them fun, stimulating, and motivating whilstdgo can also be used as a means for
enhancing and developing positive attitudes, sisctekearning processes, and confidence in
learning (Cakir, 2006; Joint Information Systemsn@aittee, 2002). Linguistically, videos
can help revise new words and expressions, showalhlinguistic features and make
learning more open and extraordinary (Canning-Wils2000), while culturally videos take
students to a world beyond their classroom and pranide a different insight about the

importance of cultural awareness (Canning-Wils@9®.
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In terms of cognitive aspects, videos can help anprstudents’ curiosity, providing
up-to-date information, maximizing abilities to énffrom contexts, developing skills such as
motor skills, information and research skills adlves communication skills (Brewster &
Girard, 2004). Finally yet importantly, videos alsmvide real models since they include all
the characteristics of naturally spoken Englisreiistic situations and they allow students to
experience and feel a certain situation withoungdhere. Therefore, students do not have to

visit England just to know how they order food aesataurant there.

2.2. Small Group Activity

Indeed, there is no fixed definition of a smallgpo The term ‘small group’ means different
things to different people. Some experts callénsnar teaching’ (Gibson, 2010) while some
others call it ‘small group teaching’ or ‘small g discussion’ (Mills & Alexander, 2013;
Gibson, 2010; Surgenor, 2010). Small group learmsng situation in which students sit in a
small group of students (10-30 students) to dis@ugepic given by their teacher. These
discussions lead to the production of argumentschvlidre important to enhance critical
thinking. In discussions, students will developittuevn thoughts and ideas and also will get
feedback as responses from their classmates ortd¢laeher.

Small groups prompt people to discuss a topic ea idmong their participants with
specific guidelines which allows everyone to cdnite as many ideas as they have under the
direction of a presenter (Brewer, 1997). Mills akidxander (2013, p. 4) define small group
teaching as “circumstances where dialogue andlomi#gion” among the group members are
essential and fundamental to learning. In thislejrthe teacher acts only as a moderator to
help the students to communicate. Unlike Gibsonp wtates that a small group contains at
least 10-30 students, Mills and Alexander say thate is no obligation to put a specific
number of students as a limitation, what mattethesuse of small group techniques as a way
of separating a larger class to put them togetireisgnall groups) in order to get them all
involved and working together with members of thewn (small) group. Ideally, from
personal experience a small group is from 3 to @ lagst is only 5 or 6 in a group where
everyone participates repeatedly, larger groupd tenbecome dominated by only a few
speakers .

Without ignoring the positive impact of traditiomakthods of teaching-learning, there
is an increasing number of teachers who use calidilve instruction with their students. This
rapid increase has taken place because of theitsepebvided by the small group itself.

Small group activity has been proven to have pasitmpact for the students concerned. In
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Japan, the research carried by Sugino (1994) hasrskhat small group work has helped
students to enhance their vocabulary and pronuoniats well as producing “longer and
more accurate utterances” with fewer errors in gnam Moreover, as long as the students
interact with one another in a group or have audision about a topic, their level of thinking
can be developed since there are more brains wihatese their ideas, which also leads to
active learning (Raja & Saeed, 2012).

However, there are usually many students in amass and not all might like having
discussions. Therefore, Raja and Saeed (2012) reeoh combining small group activities
with other strategies to provide variety in teaghi@arning. This idea is supported by Baker
& Westrup (2000), who suggest that teachers shoedath-learn with regular language
practice and they should try to make their lessnogee interesting, getting all their students to
participate, involving them all in the lessons tigh a variety of activities and encouraging
them to practice real communications. All thesegeisgjons can also be done with the help of
video clips which, as discussed earlier, provide tf benefits such as providing real models

of people speaking good English as well as motiggtine students to learn more English.

2.3. Individual Activities

Individual learning, which is also called studeptitered learning, autonomous learning or
independent learning, is an approach to teachiagiieg which emphasizes the role of the
individual student a lot more (Masouleh & Joonegh@&012; Meyer et al., 2008). The

responsibility for the teaching-learning procesgosused on the individual students rather
than on the teacher (Chong et al.,, 2012). Howeweliyidual learning is not a teaching-

learning process without a teacher nor does theh&sarelinquish his responsibility as

classroom manager, but he has a lesser role cothparthe teacher running small group
activities (Little, 1991).

The teaching-learning process in this kind of afgtiputs more emphasis on the
students, so that teaching needs to be more fododeid the target, and then such obstacles
as gaps between the “learning” and the real lilrukhnot arise (Little, 1991). Besides, the
students can make an agenda for learning that sterdi skills that they need to improve so
that the teaching-learning process is done basedhat they need and desire, which will
further encourage them in the process of teact@agiling (Dofs & Hobbs, 2011; Meyer et
al., 2008).

Individual learning has also been proven to imprskidls in English such as writing

and speaking. Students are more willing to shaee thoughts and ideas in conversations,
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discussions and speaking practice and to write rdorimg the implementation of individual
learning, sharing their own materials with othardsints and helping their classmates with

spontaneous answers (Chou & ChanLin, 2015).

3. Methodology

This research was quantitative in nature with asgagperimental design; a non-equivalent
control group and a pre-test/post-test design. gimpose of this research was to find any
significant difference between the two combinationbis research employed two kinds of
experimental groups which were similar in termssaident achievements and classroom
environment. A non-random sampling method was ueesklect the experimental groups.

Later, both groups were given a pre-test followgdfdur periods of treatment and a final

post-test.

There were two types of experimental groups infsearch viz: (1) The Small Group
Activity group where small groups were taught usthg combination of video clips with
Small Group Activities and (2) the Individual Adtiy group which was taught by using the
combination of video clips with individual actiat.

The population was all the seventh grade studeots Madrasah Tsanawiyah Negeri
(MTsN) Rukoh Banda Aceh (Islamic Junior High SchablRukoh) which consists of six
classes (totalling 208 students) in the acadenac £615/2016. Two of the six seventh grade
classes at MTsN Rukoh were chosen as the sampbedén to find two classes as the sample
with about equal ability in English and equivalefissroom environment, the researchers
asked the teacher of English which classes hadjaal €apability in English as well as of
classroom environment. The researchers also lo@kethe scores of all the students in
English. Based on all of that, they chose classwiti2 33 students, as the experimental group,
which received the treatment of video clips asShaall Group Activity group and class 7-4
with 34 students, as the experimental group whedeived the treatment of video clips as the
Individual Activity group. Both classes can be gatézed as noisy classes where the students
actively speak in their first language.

Two tests, the pre-test and the post-test, werengia this study. The researchers
provided the questions for the pre-test and forpibst-test. During the pre-test and the post-
test activities the students’ scores were measbyedsing a speaking rubric which was
adapted from Brown (2000). The elements of speakihigh were measured were fluency,
vocabulary, grammar, pronunciation and comprehditgibin order to produce a credible

and reliable research finding, one researcher angadner evaluated the speaking
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performance of each student. Each evaluator gasle s@mdent a score based on Brown’s
rubric for speaking. Cohen’s Kappa statistical meament was used to measure the inter-
rater reliability, which generally ranged from 1Q@o +1.0.

There were three stages in analyzing the datahdritst stage, there were two steps.
First, the researchers did a normality test. Thas wlone using the Kolmogorov-Smirnov
normality test in order to find out how normal thetribution of data was. The second step of
the first stage was the homogeneity test, whichdeee to determine the variance in the data.
In the second stage, the researchers calculatea/éinage score or the mean. The pre-test and
post-test results from both experimental groupsewaralyzed to get the mean score from
each test. The last stage was testing the hypatmseasing a t-test. All the processing and
data analysis used SPSS.

4. Findings and discussion
In parametric statistics, there are two requiresetitat have to be fulfilled. These
requirements include the test of distribution nditpyaand the test of variance or

homogeneity. The requirements and results for tests are presented below:

Table 1. The result of the test of distributiomofmality between the two groups

Small Group Activity Individual Activity

Pre-test Post-test Pre-test Post-test
N 33 33 34 34
Asymp. Sig. (2-tailed) 217 .548 .325 410

Table 1 shows the results for the Normality testf the Small Group Activity (SGA)
group and the Individual Activity (IA) group. Thadex (sig 2-tailed) from the SGA group in
the pre-test and post-test results with N (numlbesample) = 33, were .217 and .548. On the
other hand, the index (sig 2-tailed) obtained fritva IA group in the pre-test and post-test
results with N (number of sample) = 34, were .388 a10. Since all scores were beyond the

Alpha level of 0.05d: 5%), the data from both groups were normallyriisted.

Table 2. The result of test of variance homogeneity

Levene Statistic dfl df2 Sig.
2.168 1 65 0.146

Table 2 above shows the results from the homogetest. The Levene Statistic was

2.168, while the P-value (sig) obtained from th& t&f variance or homogeneity of the post-
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test was 0.146 > 0.09:(5%). Since the P-value was more than Alpha I8v@b @: 5%), the

data used in this research was homogeneous.

Table 3. Comparison of mean scores between thgtoups

N Mean of  Mean of Std. Deviation
Pre-test Post-test Change Pre-test  Post-test
Small Group Activity 33 41.82 67.27 25.35 6.33 11.93
Individual Activity 34 39.65 51.29 11.64 8.66 13.94
Difference -1 2.17 15.98 +13.71

Table 3 shows that students in the SGA group hatkan score of 41.82 in the pre-
test with standard deviation (SD) = 6.332 and 6/@2their mean score from the post-test
results with SD = 11.93. Students taught in thetdup got a mean score of 39.65 in the pre-
test with SD = 8.66 and 51.29 as their mean scora the post-test results with SD = 13.94.
The difference between the pre-test and post-tesinsy was 25.35 for the Small Group

Activity students and 11.64 for the Individual Adty group students.

Table 4. Comparison of mean scores for all speakspgcts measured for the two groups

Small Group Activity group Individual Activity grou p

Pre-test Post-test Change Pre-test Post-test Change
Vocabulary 2.06 3.63 1.57 1.91 2.47 0.56
Fluency 2.21 3.21 1.00 1.91 241 0.50
Grammar 2.12 3.33 1.21 2.02 2.52 0.50
Pronunciation 2.33 3.66 1.33 2.08 2.76 0.68
Comprehension 1.72 2.96 1.24 1.97 2.64 0.67
Totals 10.44 16.79 6.35 9.89 12.80 2/91

Table 4 shows that the mean scores for the SGpgneere higher than the means for
those in the 1A group in all 5 aspects of spealskijls measured namely vocabulary, fluency,
grammar, pronunciation and comprehension. Thesdinfys clearly indicate that the
achievements of those students in the Small Groetpvity group were significantly higher
when compared with those in the Individual Activgsoup. The table shows that there was
improvement by students from both groups, moredherjncrease in the mean score for each
of the 5 speaking components in the post-testtesfithe Small Group Activity students was
significantly higher than the increases for theitial Activity students, as can be seen in
Table 4.

Table 5. The results from the independent t-test

Levene’s Test for Equality of Variances

. Sig.(2- Mean Mean
F Sig T tailed) Score Difference
Equal  variances , ;g 146 5032  .000 67.27 15.97

assumed
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Equal variances not

5.044 .000 51.29 15.97
assumed

Table 5 shows the results from the independeestt-it can clearly be seen that the
level of significance (sig. 2 tailed) is 0.000 ©%. Therefore, it has been proven thati$d
rejected and KHis accepted. In conclusion, there was a signifipasitive difference between
the results from the tests of speaking abilitytafients in the group that used video clips with
Small Group Activity compared to the results frdme students in the group using video clips
with Individual Activity.

5. Conclusion

The objective of this research was to investigateether there would be a significant
difference in the results for speaking skills bedwehe use of video clips with students
studying in a Small Group Activity mode comparedstodents studying using video clips in
an Individual Activity mode. The results from theeuof video clips with small group
activities were much better in terms of speakintissfor young learners than the results from
learning with individual activities mode. The meamprovement in one group compared to
the other was tested by using the independent tdesee if there was a significant difference
between the use of video clips with small groupvéets and the use of video clips with
individual activities on students’ speaking ski#ighe alternative hypothesis: Or if there was
no significant difference - the null hypothesis.

The results showed there was a significant pasithifference between the use of
Small Group Activity compared to the use of Indivadl Activity for teaching-learning
speaking skills. This suggests that even thoughntipdementation of video clips with small
group activity or individual activity could helpustents improve their speaking skills, the use
of video clips with Small Group Activity is bettédnan the use of video clips with Individual
Activity since all the aspects of speaking measurgatoved to a higher degree.

It is suggested that teachers of speaking in Engéhould use the combination of
video clips as a supportive learning media with Brzaoup Activity teaching-learning.
Furthermore, teachers can try techniques suchaaging down the speed of the videos,
having comprehension sessions pre- and post-vieamagrepeating important scenes and/or
pausing screenings in order to help students gettar understanding of the language in each
video.
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