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ABSTRACT 

Suryaningsih, Elisabeth Adinda Sekar. (2023). “Implementing Games in Teaching 

English to Young Learners in Indonesia”. Undergraduate Thesis. English Language 

Education Study Program, Faculty of Teacher Education, Widya Mandala Surabaya 

Catholic University. 

Advisor: Dr. Ruruh Mindari, M.Pd. 

Keywords: Games, Language teaching, Young learners, Teaching English to young 

        learners 

English is an international language that is learned and taught in many 

countries, including Indonesia. Knowing that many teachers are still find it difficult to 

create an appropriate environment that can encourage young learners to learn English 

and make them participate actively, implementing games during the process can be 

one of the solutions. The objectives of this study are to find out the use of games to 

teach young learners from the perspective of English teachers, including how the game 

is used in the classroom, how to select suitable games, and the challenges faced when 

implementing games in the teaching and learning process. The participants were three 

English teachers in the elementary school, chosen by using purposive sampling. The 

type of this research is qualitative descriptive study. The instruments used in this 

research were a set of interview guide and an unstructured interview. The research 

findings showed that the steps to implement games are choosing suitable games, 

setting up rules, and demonstrating how to play it to the students. In addition, to select 

the suitable game, teachers must consider some important aspects, such as the teaching 

objectives and learning goals, the topic or material, the duration of the game, and the 

class condition. Besides that, it was found that the participants faced a significant 

challenge related to classroom management when implementing the game. Therefore, 

based on the findings, the researcher gives some suggestions for the teachers and 

future researchers. 
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