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Abstract. This paper presents the development and use of the Food & Drink Board Game as an interactive educational media
to support English language learning, particularly speaking skills, in elementary schools. The media was designed
with familiar thematic content—food and beverages—to facilitate vocabulary acquisition and communicative
competence. Equipped with visually engaging components and structured gameplay, the board game encourages
learners to express preferences, ask and answer questions, and participate actively in dialogues. Observations show
that the board game enhances students’ motivation, fluency, and confidence in using English in meaningful contexts.
By integrating cognitive, affective, and social aspects of learning, the board game offers a student-centered alternative
to traditional methods. This media has been officially registered for intellectual property protection under the name
Dita Novita Sari.
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Abstrak. Makalah ini menyajikan pengembangan dan penggunaan Food & Drink Board Game sebagai media edukasi
interaktif untuk mendukung pembelajaran bahasa Inggris, khususnya keterampilan berbicara, di sekolah dasar.
Media ini dirancang dengan konten tematik yang familiar-makanan dan minuman-untuk memfasilitasi pemerolehan
kosakata dan kompetensi komunikatif. Dilengkapi dengan komponen yang menarik secara visual dan permainan yang
terstruktur, permainan papan ini mendorong siswa untuk mengekspresikan preferensi, mengajukan dan menjawab
pertanyaan, dan berpartisipasi aktif dalam dialog. Pengamatan menunjukkan bahwa permainan papan ini
meningkatkan motivasi, kefasihan, dan kepercayaan diri siswa dalam menggunakan bahasa Inggris dalam konteks
yang bermakna. Dengan mengintegrasikan aspek kognitif, afektif, dan sosial dalam pembelajaran, permainan papan
ini menawarkan alternatif yang berpusat pada siswa dibandingkan dengan metode tradisional. Media ini telah
terdaftar secara resmi untuk perlindungan hak kekayaan intelektual atas nama Dita Novita Sari.

Kata Kunci - permainan papan, pembelajaran berbasis permainan, media interaktif, tema makanan dan minuman, sekolah
dasar

. PENDAHULUAN

In recent years, English has increasingly solidified its position as a global lingua franca, making fluency in English
a crucial skill for young learners in a globally connected world [1]. One major challenge in teaching English at the
elementary level is engaging students in speaking activities in a joy and meaningful way. Traditional classroom
instruction often falls short in creating interactive learning environments that effectively motivate students to practice
speaking [2], [3].

In the field of English language education, especially at the elementary and junior levels, developing students’
speaking skills remains a significant challenge. Many students struggle to express themselves in English due to limited
vocabulary, lack of self-confidence, and insufficient opportunities to practice speaking in engaging contexts [4]. To
address these issues, there is a growing shift toward the adoption of interactive, learner-centered methods that promote
both language acquisition and student motivation [5].

One such approach is the use of educational board games, which blend learning objectives with gameplay elements
to create an enjoyable and meaningful learning experience. One increasingly popular and effective strategy is the
integration of educational board games. These games combine pedagogical goals with entertaining game mechanics,
offering students a low-stress, meaningful environment for language learning [6]. Game-based learning fosters
collaboration, active participation, and vocabulary reinforcement, making it especially suitable for language skill
development [7], [8]. Board games naturally promote interaction, cooperation, and repetition—all of which are
essential for language development. When aligned with thematic vocabulary such as “Food and Drink,” board games
can become powerful tools to help learners not only memorize new words but also use them communicatively.
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When designed around thematic content—such as “Food and Drink”—board games provide a familiar and
relatable context for students. Vocabulary like rice, juice, apple, bread, and chicken is already part of student’s
everyday life, making it easier for them to connect language to real-world experiences [9]. Nevertheless, traditional
methods such as vocabulary drills or passive memorization often fail to provide the authentic speaking practice needed
for real communicative competence [10], [11].

This study investigates the effectiveness of using a board game with a “Food and Drink” theme to improve English-
speaking skills among elementary school students. The research aims to determine whether game-based learning can
enhance students’ vocabulary retention, speaking fluency, and confidence in using English to describe food items,
express preferences, and engage in basic conversations.

Il. MEDIA PEMBELAJARAN BERBASIS BOARD GAME

A. Information of Food & Drink Board Game

Board games are board-based educational games designed with visual components and certain rules of play, which
combine elements of entertainment and learning. In the context of English language learning, board games are used
as a tool to create a learning environment that is interactive, fun, and motivates students to actively participate in
language activities.

According to [6], the use of board games in English learning can improve students' speaking skills because of its
communicative and collaborative nature. Board games provide authentic language situations, where students need to
interact, respond, and express ideas in English, both orally and in writing, according to the roles and challenges in the
game.

‘Food and Drink’ is one of the important themes in the English curriculum for elementary school students. This
theme is very relevant to students' daily lives, making it easy to understand and relate to their personal experiences.
In this material, students learn about: 1) VVocabulary: names of food and drinks such as rice, chicken, vegetables, bread,
milk, juice, etc. 2) Expressions and phrases: expressions related to food, such as: What do you usually eat for
breakfast? Do you like spicy food? What is your favourite drink? 3) Simple grammar: use of simple present tense to
describe eating habits or food preferences, such as | usually eat bread and eggs for breakfast. 4) Dialogue and
conversation: constructing conversations about ordering food, discussing healthy food, and expressing opinions about
food.

According to [9], the Food and Drink theme is very effective for building students' communication skills because
it is close to the context of daily life, allowing students to use language naturally and meaningfully. Combining board
games with the Food and Drink theme allows students to practice English communicatively while playing. For
example, students will roll the dice, advance to a certain box, and pick up a card that asks them to answer a question.
This approach involves both cognitive (vocabulary recall) and affective (motivation and confidence) aspects of
speaking. Students will feel more comfortable speaking as the learning atmosphere is non-stressful and fun.

B. Application in Learning Proccess
?) Game Stages
Preparation:
»  Students are divided into small groups (3-5 people per group).
. Each group gets a game board, dice, and a set of coloured question cards.
Rules of Play:
. Players take turns rolling the dice and move forward according to the number they get.
. If it stops on a particular coloured square (red, yellow, or blue), players pick up a card of that colour.
. Players read the question aloud and answer in English.
. Friends in the group can provide feedback or additional questions.
Finish:
. The game ends when one player reaches ‘FINISH’.
e The teacher can give extra points for the most active and communicative student.
Media Pros
»  Visuals are engaging and contextualised: Pictures of familiar foods/drinks make it easy for students to
understand the context.
. Integrates speaking, vocabulary, and social interaction.
. Suitable for all learning types: visual, kinesthetic, interpersonal.
. Increases learning motivation: game-based and light-hearted competition.

C. Heading number two
. Speaking: Expressing opinions, preferences, describing food.
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»  Vocabulary: Naming food and drink, describing tastes, identifying healthy/unhealthy options.
. Grammar: Present simple, modal verbs (can), and question formation.

D. Heading number two

The result of using board game-based learning media with Food and Drink theme showed a significant
improvement in elementary school students' speaking ability in English. Based on observation and learning activity
results, students became more active in expressing opinions, asking questions, and answering questions using
vocabulary relevant to the theme of food and drink. The use of interactive game boards and attractive visuals
encouraged student participation, created a fun and non-stressful learning atmosphere, and increased students'
confidence in speaking English.

This Board Games effectively combines cognitive (vocabulary acquisition), affective (motivation and confidence)
and social (group interaction) elements. Activities such as rolling the dice, coming forward on the board, and
answering questions based on the cards reinforce thematic learning in a fun and communicative way.

This finding is in line with some previous research results:

1. Vinde Rambe stated that game-based learning can improve students' speaking skills because games
encourage real and spontaneous interactions between learners [12].

2. Ningsih & Widhiatama asserted that board games as learning media help create a more collaborative and
communicative learning atmosphere, and increase students' courage to speak in a foreign language [13].

3. Kurniawan et al in their research found that the Food and Drink theme is very effective in vocabulary learning
because it is close to students' daily lives and makes it easier for them to associate language with real experiences [14].

4.  Sari et al. through classroom action research also proved that the use of board games can improve students'
vocabulary acquisition and speaking skills gradually through repetition and contextual practice [15].

5. In addition, highlighted the importance of motivation in language learning, and that game-based learning
contributes greatly in maintaining students' enthusiasm and interest in learning during the learning process [16], [17].

Thus, the use of board games in the context of learning English with the theme of Food and Drink not only provides
an interesting learning experience, but is also relevant to modern pedagogical approaches that focus on student
activeness and engagement. This suggests that innovative learning media such as board games can be an effective
solution to improve speaking skills in foreign language learning, particularly at the elementary school level.

111. SIMPULAN

This study shows that the use of board game-based learning media with the theme of Food and Drink can
significantly improve the speaking skills of elementary school students in learning English. The board game creates a
fun, interactive and collaborative learning environment, which supports the development of cognitive (vocabulary and
language structure), affective (motivation and confidence) and social (interaction between students) aspects. Thus, the
Food and Drink themed board game proved to be an effective learning medium and relevant to modern pedagogical
approaches that emphasise student-centred learning. Future research can compare the effectiveness of board games
with other learning methods, such as role play, storytelling, or interactive digital media, to see which method is most
optimal in improving students' speaking skills. To adapt to the times, conventional board games can be developed into
digital board games or interactive applications so that they can be accessed more widely and attract digital native
students. It is also worth investigating more deeply how board games affect students' affective aspects, such as anxiety
in speaking English or increased intrinsic motivation in learning a foreign language.
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