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Abstrak
Penelitian ini berjudul “Efektivitas Penggunaan Game Edukasi Sebagai Media Pengajaran Bahasa Inggris Pada Anak Berkebutuhan Khusus”. Menyadari bahwa anak berkebutuhan khusus juga berhak untuk belajar seperti anak normal, dan karena anak berkebutuhan khusus akan lebih menyukai permainan daripada pelajaran, maka penulis memilih untuk menggunakan media pengajaran baru berupa permainan edukatif. Game edukasi yang digunakan dalam penelitian ini adalah Bingo alphabet, Charades, dan Braille. Dimana ketiganya berkaitan dengan menunjang kemampuan siswa dalam belajar bahasa Inggris. Penelitian ini bertujuan untuk: Mendeskripsikan dan menganalisis keefektifan game edukasi dan bagaimana pengaruhnya terhadap siswa. Penulis menggunakan metode studi kasus untuk mendeskripsikan dan menganalisis efektivitas ketiga permainan di SLB Tanjungpandan. Temuan penelitian ini adalah: (1) Siswa dapat meningkatkan kemampuan bahasa Inggris mereka melalui permainan edukatif; (2) Ketiga game edukasi ini memiliki beberapa nilai yang sesuai dengan keefektifan belajar siswa yang menjadikan game tersebut lebih layak untuk diusung sebagai media pembelajaran bahasa Inggris di kelas bagi siswa berkebutuhan khusus; (3) Ada beberapa hasil yang tampak melalui Efektivitas permainan. Pertama, gaya belajar yang sesuai dengan siswa. Kedua, motivasi dan latar belakang siswa mempengaruhi kemajuan setiap siswa. Terakhir, salah satu komponen yang dapat membuat siswa tetap terlibat dalam pembelajaran adalah pemberian reward sebagai bentuk apresiasi kepada siswa tersebut.
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INTRODUCTION
	Learning English is the right of every student in general, regardless of whether the student is normal or a student with special needs. English is also one of the subjects that must be given to students, both in regular schools and extraordinary schools. According to the 2013 education curriculum or better known as K13 for primary schools which are listed in the competency standards and basic competencies of English lessons for primary schools. Competency standards and basic competencies of English in grade I there are two aspects, namely understanding the conversation and expressing the meaning of transactional conversation (to get things done) and interpersonal (socialize). To achieve these two competencies, students must master some English vocabulary in each learning unit.
Vocabulary can be defined as a collection of all the words understood by the person to compose a new sentence. Richard, et al, in Auliana (2012) define vocabulary as a set of lexemes that include singular words, compound words and idioms (p.138) This is in line with Djiwandono (2011) who states that vocabulary is a vocabulary of words in various forms, either prepositional or non-prepositional words that have their own meaning from each word (p .: 126). It can be concluded that Vocabulary must be studied, understood and understood so that the vocabulary. obtained can be used properly and correctly and in accordance with the applicable provisions of both the way of writing, the way of reading and the pronunciation. Because, the more English vocabulary is mastered by students, it will be easier and also increase the English that is learned and understood by students.
[bookmark: _Hlk79742984]Didi Tarsidi (2007) in his book states that if so far people with special needs (difable) or people with impairment (impairment) tend to be seen by society as "objects" of protection, treatment, and assistance than as the subject of rights holders. Such a view results in the disabled being separated from the general public and provided with their own places and facilities. This is done on the assumption that they are unable to face the challenges of life in society at large.
In fact, just like regular students, students with special needs are also entitled to have English language skills. Among them are students with visual impairment or called Blind. Blind students according to Daniel P. Hallahan, James M. Kauffman, and Paige C. Pullen (2009), present legitimate blindness is a person who has a visual acuity of 20/200 or less in the eyes that is better even with correction (e.g., glasses ) or has a field of vision so narrow that its diameter tends to be at an angular distance not greater than 20 degrees ”. The definition can be given to a blind child is a person who has a visual acuity of 20/200 or better eye contact / vision after correction (eg glasses) or has a field of vision so narrow with the widest diameter has a viewing angle of not more than 20 degrees (p. 380). In short, as stated by Somantri (2012) that the blind is an individual who does not function perfectly in his sense of sight (both) as a channel of information recipients in daily activities such as the vigilant person (P.65).
However, even so, the blind have only visual impairment, not for the intelligence of the blind child who is not disturbed. Blindness is certainly the same as any other normal child. It's just that they experience differences in information reception and perception. In their learning activities, blind children experience barriers according to their level of blindness. So that in order for learners to receive lessons more easily, it is necessary to modify the learning media to improve their ability to receive a lesson, especially English that is foreign to them. To improve their ability in receiving a lesson, especially English, there are several learning media that can be used, namely educational games such as, Bingo alphabet, Charades, and Braille, all three of which are related to supporting students' ability to learn English. According to Robert Zheng and Michael Gardner (2016) educational toys are games created with the purpose of educating, or having incidental educational value (p.2). 
Based on some of the above understandings, the author is interested in writing a study entitled "The Effectiveness of Using Educational Games as a Media for Teaching English to Children with Special Needs. 

LITERATURE REVIEW
1. Educational Game
Educational games are all forms of games that are created, to provide an educational experience or learning experience to the players of the game. educational content. An activity that is very fun and is an educational method or media that is educational and useful to improve thinking skills, get along with friends, and as a means of exercise, namely moving the body. Through play activities that contain education, children's thinking power is stimulated to stimulate emotional, social, and physical development. each child has different abilities and playing skills depending on the child's development, from the game also usually will cause big fantasies by children. And of course it will increase the child's interest in the game. Educational games are important for children because; (1) educational games are able to stimulate imagination in children, (2) can develop socialization in children, (3) are able to improve the way of thinking in children.
Education comes from English, namely education which means education. According to Marc Prensky (2012, educational games are games designed for learning, but can still offer play and fun. Educational games are a combination of educational content, learning principles, and computer games (p. 90). So, it can be concluded that educational games are one type of game that is not only entertaining but also contains knowledge that is conveyed to its users and can be used as an educational medium that can used as a learning medium.
1. Bingo
According to Wazieroh 2009, Bingo is a kind of community game where numbers are randomly assigned and players mark the numbers on the coupons provided so that certain patterns are formed either vertically, horizontally or diagonally (p.14). The word bingo itself comes from the habit of winners using the word "Bingo" to indicate they have formed a pattern. According to Silberman (2012:265), a bingo-style game is a game that helps students remind students of terms or subject matter that students have learned during the subject. This game encourages students to learn actively in mastering and understanding the learning material. Bingo-style games are used to motivate students to work hard in solving problems. This game is a group game so that all students compete and compete in answering questions about learning materials.
1. Guess the Word (Charades)
Charades is one of the most famous guessing games of all time. This is an entertaining game for all ages. Charades is a game for people of all ages and group sizes. The aim of the guessing game is to guess the word played by the other person. The player is not allowed to speak while he is acting out the word. Usually, the word is left to the player who acts first.
1. Braille
Braille was invented by a French soldier named Charles Barbier. Braille is a type of touch writing system used by the blind. This system was created by a Frenchman who named Louis Braille who was blind due to blindness as a child. Braille is a series of raised dots that can be read with finger movement by the visually impaired. Braille is not a language but a code that allows languages such as Indonesian, English, German, and others can be read and written. According to Sari Rudiyati. 2010, Read and write Braille is a means for blind people with visual impairments to obtain information and communicate with other people using tactual dria. Thus the sensitivity of dria tactuality is a requirement in having the ability to read and write Braille. Even though tactile sensitivity is not an automatic thing for blind people, but it is necessary training and or learning for the person concerned (p.57-58)

METHOD 

Design 
	This research is a qualitative descriptive study. The method used is a case study to explore in depth programs, events, processes, activities regarding the effectiveness of educational games in teaching English to children with special needs at SLBN Tanjungpandan.
Subject or Participant ( take one term)
	The object of this research is students at SLB Tanjungpandan Belitung. There are four SLB Tanjungpandan Belitung students who are not at the same grade level and have different boundaries from each other. The four of them are students with disabilities, visually impaired. Participants in this study were homeroom teachers and students of SLB Tanjungpandan Belitung who had the capacity as sources of research information.  
Data and Source of Data 
The research location is located in SLB State Tanjungpandan Belitung. This research was conducted in odd semester. Duration The implementation time for each educational game in the classroom is approximately 1 hour. 

Data Collecting Technique 
	Creswell states that there are many techniques for doing qualitative fieldwork (2003: 185). However, Richards (2005) who says about his own view sees qualitative data as an observation or interaction that is very complex and cannot be easily reduced to numbers. People research through observation and interviews through a qualitative approach (Naoum, 2008). The data collection techniques used were observation and interviews. Observation is used to obtain data about students' abilities and reactions in learning English through educational games that are implemented and recorded through video recordings as evidence and reference material in research. Interviews are used for collect the homeroom teacher's perspective on the effect of educational games for the students
Data Analysis Technique 
	 The students' learning outcomes were analyzed using Bloom's taxonomy concept as measure the effects. Then, the authors used deep thematic analysis analyze and interpret qualitative data on the reactions and opinions of the homeroom teacher. Themes can be equatedas a code that is determined based on a theory, concept, or research objective. Interpretation process themes according to Creswell (2009) are (1) data collection, (2) organize all data for analyzed, (3) reading data, (4) coding, (5) interrelated descriptions, (6) interpreting themes.

RESULT AND DISCUSSION 

Result 
	Game Effectiveness
1. Bingo
This game was held twice on the same day with two different participants, namely ARZ and YS. The second stage of the game, the writer started the activity in class by singing the English alphabet song. The second stage The author spent 20 minutes to teach the material the alphabet. After that, the researcher gave instructions to the students to bold some writings on the alphabet list practice paper. Then in the bingo game, the researcher will name the letters at random, then the students must guess each letter that has been mentioned and cross out the letters in question on the worksheet where students spend 15 minutes. The final result of the first game stage ARZ managed to get 3 points and AD got 4 points.
1. Guess the Word (Charades)
This game is played twice. Participants in the first stage of the game were ARZ and AD students. Early 15 minutes were spent introducing the material and training students through the song “Head, Sholders, Knee and Toes” to make it easier to remember through lyrics and movements. As for some of the vocabulary taught, namely; Head, Sholders, Knee and Toes. The researcher took 10 minutes to carry out the guessing game. Where at this stage, students still need help in doing some movements. As a final result ARZ got 3 out of 5 points and A.F got 4 out of 5 points. In game Guess the Word (Charades), ARZ, AD, YS and HR students belong to the category of children with learning styles that involve movement where this can be seen through the reactions shown during the game, such as imitating gestures and coordinating their limbs to some vocabulary such as the movement of holding the head to show the word "Head" and the movement of directing the hands and holding to the knees to show the word "Knee" in the word guessing game (charades).
1. [bookmark: _Hlk79697444]Braille
In doing the braille game, the researcher filled in the braille board to make letters one by one to make a word. Students who will feel the braille letters will remember the letters they have touched on the braille board and then guess the words formed from the letters they have touched. In this game, the researcher makes the letters Apple, which means it is not too far from the Indonesian language, namely Apple. YS students can guess the word after he feels letter by letter on the braille board.
1. Student Reaction and Homeroom Teacher's Opinion
The homeroom teacher's statement supports the statement that this educational game media is effective in supporting the learning process and students' willingness to learn through interviews.

Discussion 
	In Bingo game, the students heard the researcher spell the letters H A P P Y and do clapping movements. YS students quickly answered "Happy" and guessed each letter that had been mentioned and crossed out the letter in question on the worksheet. In the game of Bingo, the effects that arise and are shown by the students are good. This also indicates that there is an increase in students' willingness to learn arising from the bingo game, students also want to pay attention to the instructions to be able to guess the word intended by the researcher. Not only that, there is also an improvement in the way students pay attention to explanations and instructions through bingo games such as making the class more conducive and making students more concentrated while playing.
In game Guess the Word (Charades), This game helps students to understand the material through a game process that is done repeatedly, the goal is that students easily understand and remember the vocabulary taught by researchers and teachers. Where in the aspect of analysis, this game requires researchers and teachers to make movements pointing to one of the limbs as a signal. In this stage, students can improve their ability to analyze and capture the movements they make, as well as being able to guess them. The effect of the game Guess the Word (Charades) is that students show an attitude that is ready to receive stimulation well, they are able to accept exposure to teaching materials by researchers. Then, the tense attitude towards friends is also one of the impacts formed through the effectiveness of this guessing game because students help each other in reminding each vocabulary through gestures. 
The effects of using Braille that arise in the aspect of material acceptance can be shown by students through good attention. This indicates the willingness of students to learn that arises from the bingo game, then it can also be seen through a fairly conducive class situation and students can also pay more attention to the material presented.
Student Reaction and Homeroom Teacher's Opinion support the effectiveness of using educational game. The teacher said "So one of the factors that support the willingness of the students from some of the games that have been given is the activity of each game that requires students to move, express themselves because on average students at SLBN Tanjungpandan will indeed be faster to remember and understand the material. taught with movement and sound. 

CONCLUSION AND SUGGESTION
Conclusion 
Based on the results and research and discussion obtained, it can be concluded as follows ;
1. Educational games in the form of the Bingo alphabet, Charades, and Braille are one of the effective learning media to help children learn
1. With the educational game media coupled with an explanation from the teacher, it can increase children's knowledge
1. There are various kinds of games, making this educational game more interesting to use by students with disabilities.
Based on the results of tests carried out directly on children, educational games made can be accepted according to user needs.

Suggestion
After evaluating the research that has been done and also some input from the respondents, it is hoped that this educational game media can be developed further so that it becomes even more perfect. 
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