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Article Info  ABSTRACT  
 

 
The preservation of regional languages faces serious challenges in the era of 

modernization, particularly for students with disabilities, who are still rarely the 

focus of regional language revitalization programs. This study aims to develop 

educational game-based learning media in the form of Snake and Ladder and 

Literary Monopoly games and to examine their effectiveness in improving the 

linguistic literacy of students with disabilities. The study employs a Research and 

Development (R&D) approach, encompassing stages of media design, limited 

implementation, and evaluation of learning outcomes. The research subjects 

were 11 junior high school–level students from a Special School (Sekolah Luar 

Biasa/SLB) in Samarinda City. Data were collected through observation, pre-

tests and post-tests, and activity documentation. The results indicate an 

improvement in students’ understanding of Kutai Malay vocabulary and culture 

following the use of the learning media. The Snake and Ladder and Literary 

Monopoly media were found to be adaptive, engaging, and effective as linguistic 

learning tools for students with disabilities. This study recommends further 

development of game-based learning media as an inclusive strategy for regional 

language revitalization. 
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1. INTRODUCTION 

Regional languages constitute a fundamental part of intangible cultural heritage and play a vital role in 

shaping the social, cultural, and historical identity of a community. The existence of regional languages functions 

not only as a means of communication but also as a medium for transmitting values, local knowledge, and 

collective memory across generations [1], [2], [3]. However, in the context of globalization and modernization, 

many regional languages face serious threats, including a decline in the number of speakers, functional shifts, and 

even extinction. Currently, more than 7,000 languages are spoken worldwide. Rapid globalization and language 

suppression have resulted in nearly 40% of the world’s living languages being classified as “endangered” at various 

levels. If current patterns are not slowed or reversed, linguists estimate that up to 90% of the world’s languages 

could disappear within the next century [4]. This phenomenon places regional language revitalization as a crucial 

issue in contemporary cultural and social studies. 
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Indonesia as a multilingual country has more than 718 regional languages spread across various regions. 

The Constitution explicitly mandates the respect for and preservation of regional languages as part of the nation’s 

cultural wealth. In reality, based on 2019 data, out of the 718 regional languages in Indonesia, 11 languages have 

become extinct and 24 languages have experienced a decline in the number of speakers [5].  The dominance of 

Indonesian as the national language, combined with the influence of foreign languages and global popular culture, 

has further accelerated language shift. In the long term, this condition has the potential to weaken the sustainability 

of regional languages as markers of local cultural identity [6], [7]. 

One of the regional languages experiencing such conditions is Kutai Malay in East Kalimantan Province. 

Historically, this language has played an important role in the social and cultural life of the Kutai community [6], 

[8]. Regionally, the Kutai ethnic group constitutes only about 2.01% of the population in Kalimantan. Recognizing 

this situation, the government, through the Agency for Language Development and Fostering, has designated 

Kutai Malay as one of the regional languages targeted for revitalization programs. These programs aim to enhance 

language vitality through various educational and cultural strategies [9]. 

Nevertheless, the implementation of regional language revitalization still faces various challenges, one of 

which is the limited scope of target groups. Most revitalization activities continue to focus on regular students, 

while vulnerable groups such as students with disabilities receive relatively little attention. In fact, persons with 

disabilities have equal rights to access language and cultural education, including regional languages as part of 

their cultural identity. From the perspective of social justice and inclusivity, neglecting people with disabilities in 

regional language preservation programs may widen cultural and social disparities. 

Regional language learning for students with disabilities has characteristics and needs that differ from those 

of non-disabled students. Physical and intellectual limitations require learning approaches that are adaptive, 

contextual, and multisensory in nature. Conventional learning methods that rely heavily on lectures and text are 

often less effective for students with disabilities due to minimal visual stimulation and limited direct interaction. 

Therefore, innovative learning media are needed to bridge these limitations while simultaneously enhancing 

students’ motivation and participation in learning. 

Numerous studies indicate that educational games can increase learning engagement, conceptual 

understanding, and language skills among students, including those with special needs. Game-based learning 

media are viewed as a promising alternative for inclusive education [10]. Educational games allow students to 

learn through direct experience in engaging and enjoyable activities [11]. In the context of language and cultural 

learning, games function not only as tools for knowledge transfer but also as media for internalizing cultural values 

and shaping identity [12]. However, the development of educational game media that are specifically based on 

regional languages and designed for students with disabilities remains relatively limited. Many learning media 

used in inclusive education have not yet integrated local language and cultural elements. This condition indicates 

a gap between the needs of inclusive learning, efforts to revitalize regional languages, and the availability of 

appropriate learning media. 

The novelty of this study focuses on the development of learning media in the form of Snake and Ladder 

and Literary Monopoly games based on the Kutai Malay language. These media are designed as educational 

games that integrate basic vocabulary, everyday expressions, and Kutai cultural knowledge in visual and interactive 

formats. The selection of snake and ladder and monopoly games is based on their familiar, flexible, and easily 

modifiable characteristics to suit the needs of students with disabilities. In addition, these games facilitate social 

interaction, cooperation, and communication among participants. 

This study positions learning media not only as pedagogical tools but also as instruments for inclusive 

regional language revitalization. Through the development and implementation of educational game media based 

on the Kutai Malay language, this research seeks to address two main issues: the limited availability of regional 

language learning media for students with disabilities and the low level of Kutai Malay linguistic literacy among 

this group. Accordingly, this study offers dual contributions, both to the field of inclusive education and to efforts 

aimed at preserving local language and culture. 

Specifically, the objectives of this study are to develop Snake and Ladder and Literary Monopoly media 

based on the Kutai Malay language and to analyze their role in improving the linguistic literacy of students with 

disabilities. Linguistic literacy in this study is understood as the ability to comprehend vocabulary, meanings, and 

contexts of Kutai Malay usage in a simple and functional manner. The findings of this study are expected to 

provide theoretical contributions to the development of inclusive regional language learning studies, as well as 

practical contributions for educators, cultural practitioners, and policymakers in designing more equitable and 

sustainable regional language revitalization programs. 
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2. RESEARCH METHODS 

Research Design 

This study employs a Research and Development (R&D) approach with an applicative–contextual 

orientation aimed at producing learning media while simultaneously examining its role in improving the linguistic 

literacy of students with disabilities. The development model used is simple and adaptive, tailored to the context 

of inclusive education and the limitations of the research subjects, without proceeding to large-scale trial stages. 

In this study, the R&D approach is not interpreted merely as technical product testing, but rather as a 

systematic process that integrates media development, learning implementation, and evaluation of learning 

outcomes within a specific social and cultural context, namely the revitalization of the Kutai Malay language. 

 

Research Stages 

This research was conducted through four main stages as follows: 

a. Analysis Stage 

This stage aims to identify problems in regional language learning among students with disabilities as 

well as the need for appropriate learning media. The analysis was conducted through initial 

observations at a Special School (Sekolah Luar Biasa/SLB), discussions with accompanying teachers, 

and a review of regional language revitalization policies. The results indicate that Kutai Malay language 

learning still lacks adaptive, interactive, and disability-friendly learning media. 

b. Design Stage 

Based on the results of the needs analysis, learning media in the form of Snake and Ladder and 

Literary Monopoly games based on the Kutai Malay language were designed. Media design includes 

the selection of basic vocabulary, simple expressions, and Kutai cultural elements relevant to the level 

of understanding of students with disabilities. The media were designed by considering visual aspects, 

colors, sizes, and simple game rules to ensure they are easy to understand and play. 

c. Implementation Stage 

The developed media were then implemented in Kutai Malay language learning activities for students 

with disabilities at the SLB. Learning was conducted in a guided manner with the assistance of teachers 

and researchers, using a learning-through-play approach. At this stage, the media served as the primary 

learning tool, while the researcher observed students’ engagement, responses, and interactions 

throughout the learning process. 

d. Evaluation Stage 

The evaluation stage aims to assess the role of the learning media in improving the linguistic literacy 

of students with disabilities. Evaluation was carried out through the administration of a pre-test and 

post-test, as well as observations of changes in students’ attitudes and participation during learning 

activities. The evaluation results were used to assess learning outcomes and the initial effectiveness of 

the developed media. 

 

Research Subjects and Location 

The research subjects were 11 junior high school–level students from a Special School (SLB) in Samarinda 

City, East Kalimantan Province, consisting of students with physical disabilities and mild intellectual disabilities. 

Subjects were selected purposively based on the suitability of student characteristics with the research objectives, 

namely regional language learning through educational games. 

The research location was chosen because it is situated in a Kutai Malay–speaking area and has a direct 

connection to regional language revitalization programs currently implemented by local government and related 

institutions. 

 

Data Collection Techniques 

Research data were collected using the following techniques: 

a. Linguistic Tests 

Tests were used to measure students’ linguistic literacy before and after the use of the learning media. 

The tests covered understanding of basic vocabulary, cultural terms, and simple usage of the Kutai 

Malay language. 

b. Observation 

Observations were conducted during the learning process to record students’ engagement, responses 

to the game-based media, and patterns of social interaction that emerged during the activities. 

c. Documentation 

Documentation included photographs of activities, field notes, and archives of the learning media used 

as supporting research data. 
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Data Analysis Techniques 

Data were analyzed using descriptive quantitative and qualitative approaches. Test data were analyzed by 

comparing pre-test and post-test results to identify trends in the improvement of students’ linguistic literacy. 

Meanwhile, observation and documentation data were analyzed descriptively and qualitatively to illustrate the 

learning process, student engagement, and the role of learning media within the context of inclusive education. 

This analytical approach was chosen to provide a comprehensive picture of the impact of learning media use, 

both in terms of linguistic achievement and social and cultural aspects. 

 

Research Ethics 

This research was conducted in accordance with research ethics principles, particularly those related to 

participants with disabilities. All activities were carried out with the consent of the school and accompanying staff, 

while upholding the principles of non-discrimination, comfort, and the safety of students throughout the research 

process. 

 

3. RESULT AND ANALYSIS 

Results 

Development of Kutai Malay Language Learning Media. 

 
Figure 1. Traditional Snake and Ladder Game 

 

 
Figure 2. Traditional Monopoly Game 

 

Figures 1 and 2 illustrate the results of the development of learning media in the form of Snake and Ladder 

and Literary Monopoly games based on the Kutai Malay language, which were adaptively designed for students 

with disabilities. These media incorporate basic vocabulary, everyday expressions, and Kutai cultural knowledge 

presented through visuals, symbols, and simple questions. The media design emphasizes visual clarity, contrasting 

colors, sufficiently large game boards, and simplified game rules to ensure ease of understanding for students 

with physical disabilities and mild intellectual disabilities. The developed media were used as the primary tools 

in Kutai Malay language learning through a learning-by-playing approach. During implementation, the games 

were conducted in groups with guidance from teachers and researchers to ensure the active involvement of all 

students. 



International Journal of Cultural and Social Science  

 

Development of Snake-And-Ladder and Literary Monopoly Learning Media Based on the Kutai Malay Language to Enhance Linguistic Literacy of Students with Disabilities (Fatmawati) 

 

103 

Results of Linguistic Literacy Tests of Students with Disabilities 

To measure the improvement in the linguistic literacy of students with disabilities, a pre-test was 

administered before the use of the learning media and a post-test was conducted after the completion of the 

entire learning sequence. The test covered understanding of Kutai Malay vocabulary, recognition of cultural 

terms, and the ability to answer simple questions related to language use in everyday contexts. 

Table 1. Pre-test and Post-test Results of Linguistic Literacy of Students with Disabilities 

No Student Code Student Code Student Code 

1 S1 35 83 

2 S2 40 83 

3 S3 38 75 

4 S4 42 67 

5 S5 30 58 

6 S6 28 50 

7 S7 45 100 

8 S8 33 83 

9 S9 30 58 

10 S10 40 83 

11 S11 35 83 

 

Based on Table 1, the pre-test results indicate that the initial linguistic literacy abilities of students with 

disabilities were in the low to moderate category, with scores ranging from 28 to 45. These scores reflect students’ 

limited understanding of basic vocabulary and cultural elements of the Kutai Malay language prior to the learning 

intervention. 

Following the implementation of the Kutai Malay–based Snake and Ladder and Literary Monopoly media, 

all students who completed the tests showed an increase in their post-test scores. Post-test scores ranged from 50 

to 100, with individual score improvements between 22 and 55 points. These findings demonstrate a clear trend 

of improved linguistic literacy among students with disabilities after learning through educational game-based 

media. 

Table 2. Paired Sample T-Test Results 

Paired Samples Correlations N Correlation Sig. 

Pair 1 Pretest & Posttest 11 .743 .009 

 

Table 2 shows a strong and statistically significant positive correlation between pre-test and post-test scores 

(r = 0.743; p = 0.009). This finding indicates that changes in students’ linguistic literacy scores after the use of 

traditional snake and ladder and monopoly games reflect a meaningful relationship between initial ability levels 

and learning outcomes following the instructional intervention. 

 

Results of Observations on Student Engagement and Responses 

The observation results during the learning process indicate that the use of educational game-based media 

had a positive impact on the engagement and participation of students with disabilities. Students appeared more 

enthusiastic, actively asked questions, and were involved in interactions throughout the gameplay. The play-based 

activities encouraged students to communicate, collaborate, and confidently attempt to use Kutai Malay 

vocabulary within the context of the games. 

The Snake and Ladder and Literary Monopoly media also helped reduce the tendency toward passivity 

that often emerges in conventional learning settings. Students who had previously been less responsive to language 

learning showed increased interest when the material was presented through games. In addition, the visual and 

interactive approach enabled students to understand the material without excessive academic pressure 

  
Figure 3. Guided Play Using Snake and Ladder and Literary Monopoly Games 
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Discussion 

Based on the research findings, the use of educational game-based media demonstrates a clear tendency to 

improve students’ linguistic literacy, as evidenced by both quantitative test results and observations of student 

engagement during the learning process. These findings confirm that game-based learning media can serve as a 

relevant and effective approach within the contexts of inclusive education and regional language revitalization. 

The results show that all students who participated in learning through traditional snake and ladder and 

monopoly games experienced an increase in post-test scores compared to their pre-test scores. This finding is 

consistent with game-based learning theory, which posits that learning through games creates a more meaningful, 

enjoyable, and learner-centered environment. Games enable students to learn through direct experience (learning 

by doing), allowing linguistic concepts to be internalized naturally without excessive academic pressure [13]. 

In the context of students with disabilities, educational game media play an important role in reducing 

cognitive and affective barriers that often arise in language learning. Visual approaches, simplified game rules, 

and social interaction during gameplay help students gradually understand Kutai Malay vocabulary and 

expressions. This aligns with multisensory learning theory, which emphasizes the importance of visual and 

kinesthetic stimulation in learning for students with special needs. 

The findings of this study reinforce previous research indicating that educational games can enhance student 

motivation and learning outcomes, particularly in language subjects [14], [15], [16], [17]. Another study have 

shown that game-based media such as board games are effective in improving vocabulary mastery, reading skills, 

and student engagement in language learning [18]. 

From the perspective of language revitalization theory, regional language learning through educational game-

based media can be understood as a form of informal and participatory language transmission [19]. Language 

maintenance theory emphasizes that the sustainability of regional languages is largely determined by their use in 

everyday life and in meaningful social spaces. Game-based media allow the Kutai Malay language to be used in 

enjoyable social interaction contexts, thereby increasing the likelihood that the language will be learned and 

internalized by younger generations, including students with disabilities. 

The findings also show that students not only learned vocabulary but were also introduced to Kutai cultural 

elements embedded in the games. This supports the view that language and culture are inseparable entities [20]. 

Accordingly, the learning media developed in this study contribute not only to the enhancement of linguistic 

literacy but also function as a means of introducing local cultural identity in an inclusive manner. 

Theoretically, this study contributes to the development of game-based learning research by presenting the 

context of regional language learning and involving students with disabilities as research subjects. The findings 

indicate that educational games are not only relevant for improving academic achievement but can also serve as 

tools for language revitalization and cultural identity reinforcement. Moreover, this study expands the discourse 

on inclusive education by positioning regional languages as an integral part of an inclusive curriculum, rather than 

as marginal or supplementary content. 

In conclusion, the results of this study support the view that integrating pedagogical approaches, cultural 

perspectives, and principles of inclusivity can produce a more holistic and equitable learning model. The Kutai 

Malay–based Snake and Ladder and Literary Monopoly media can be regarded as an example of best practice 

in developing learning media that are sensitive to social and cultural contexts as well as to the diverse needs of 

learners. 

 

4. CONCLUSION 

This study concludes that the development of Kutai Malay–based Snake and Ladder and Literary 

Monopoly media have the potential to enhance the linguistic literacy of students with disabilities and to create 

more inclusive and participatory regional language learning. Based on the results and discussion, the educational 

game-based media were shown to encourage active student engagement, strengthen understanding of vocabulary 

and local cultural elements, and provide opportunities for students with disabilities to participate in the process 

of regional language revitalization. Looking ahead, the findings of this study have strong prospects for further 

development through the application of the media at broader educational levels and across a wider range of 

disabilities, enrichment with additional local cultural content, and integration with digital media or culture-based 

curricula. Further research is also needed to examine the effectiveness of the media more extensively and in 

greater depth, either through more comprehensive experimental designs or through interdisciplinary approaches 

that connect education, culture, and inclusive policy. 
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