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Introduction 
• Writing is one of the exercises carried out in learning English. By 

processing various forms of ideas, thoughts, feelings, and 
information, efl students can produce a work (Adiningtyas & 
Santoso, 2023)mastering writing skills has been one of the challenges 
for EFL students, which is one of the 4 skills that must be mastered by 
English language students.

• The problem is students suffer from several difficulties in writing 
paragraph texts well.

• Research gap: few research have offered a systematic explanation 
of how to use snakes and ladders as a writing tool in descriptive text 
acquisition, particularly in low-tech school settings, despite the fact 
that numerous studies have examined the use of board games in 
language learning

• Novelty: develops a precise technique for employing snakes and 
ladders media in writing skills, modifies questions on each board 
thematically, and applies it in school without internet access.



3

Research Question

is there a significant effect of using Snakes and Ladders 
teaching media in writing descriptive text?
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Methodology 
Quantitative research

Aspects 

Research Design Pra experimental

Research Setting One of the girls’ school in Sidoarjo

Research Subjects 20 students from grade 7th
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Methodology
Researchers use a quantitative pre-experiment approach using 

control classes and experimental classes, but here researchers 
do not use control classes as a comparison for experimental 
classes, rather researchers conducted in-depth observations of 
one main group during the research period.

class Pre-test intervention Post-test

A 01 X 02
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Finding and discussion 

This table shows that the average difference in pre-test scores 
before treatment was 43.15, while the average post-test score 
after treatment was 78.75. The number of data in both samples is 
20. therefore, based on the above data, it can be concluded 
that the students’ scores improved significantly after the 
treatment was administered.

Paired Samples Statistics

Mean N

Std. 

Deviation

Std. Error 

Mean
Pair 1 Pretest 43.15 20 12.754 2.852

Posttest 78.75 20 7.048 1.576
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Conclusion 
The study’s findings are consistent with earlier research showing

how well game-based learning resources, including mini Snakes
and Ladders, can improve writing ability. It shows that junior high
school students' descriptive text writing ability can be greatly
improved by using this dynamic and engaging approach.
Students' grades improved significantly, and their confidence
and engagement increased. These findings show how game-
based learning materials can help students become more
proficient writers. Incorporating game-based learning resources,
such as the mini Snakes and Ladders, into the curriculum can
greatly help students, especially considering how important
writing skill development is in today's educational environment.
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