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Abstract

This article explores the use of the traditional Indonesian game, dakon, as a medium for learning
Indonesian for non-native speakers at Yale University, United States. This study is based on the theory
of game-based learning, which states that game-based learning can increase student motivation and
engagement. Dakon, as a traditional game that requires verbal interaction, strategy, and calculation, is
believed to be an effective tool in language learning, especially in developing speaking, listening, and
vocabulary skills. This study uses a qualitative approach with interviews and observations of 44 non-
native Indonesian language students at Yale University. The results show that the use of dakon in
Indonesian language learning increases student participation, enriches their vocabulary, and
strengthens their understanding of Indonesian culture. Based on the calculation of Cohen’s d, a
significant difference in speaking skills between the two groups was found, with a value of Cohen’s d =
1.81, indicating a large effect size. This suggests that the use of dakon in language learning has a more
substantial impact on improving Indonesian speaking skills compared to conventional methods.
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Introduction

Second or foreign language learning is not solely dependent on teaching
grammar theory and vocabulary but also involves approaches that support active
student engagement in the learning process (Arisnawati & Yulianti, 2022). In the
modern era, many creative approaches are used, one of which is game-based learning
(Dahalan et al., 2024). This approach combines game elements with learning to create
a more interactive and engaging atmosphere. One traditional Indonesian game with
potential for use in Indonesian language learning is dakon.

The dakon game is widely known in Indonesia and several Southeast Asian
countries as a strategy game that involves counting skills and player interaction
(Utami et al., 2024). Besides being a form of entertainment, this game can also be used
as a teaching tool in language classes, particularly to develop practical language skills
(Suryani et al., 2021). This article aims to examine how dakon can be used as a medium
for teaching Indonesian to foreign speakers at Yale University, United States.

Dakon is a traditional Indonesian game that uses a board with holes and seeds
as playing tools (Maulidiyyah et al., 2021). The dakon board has two rows of small holes
and two larger holes at each end. This game is played by two people sitting opposite
each other. Each player has a large hole on their right side as a storage area (called a
"lumbung"). The objective of the game is to collect as many seeds as possible in their
lumbung. The game begins with each small hole filled with an equal number of seeds.
Players take turns picking up seeds from one of their holes and distributing them one
by one into the next holes in a clockwise direction. If the last seed falls into a hole that
contains other seeds, the player can continue by taking the seeds from that hole. If the
last seed falls into their own lumbung, the player gets another turn. The game ends
when all the small holes are empty, and the winner is the player with the most seeds
in their lumbung. Dakon is not only an entertaining game but also helps develop
strategy, calculation, and patience.

Using games as a learning medium allows students to engage actively and enjoy
learning as they receive information passively and directly interact with the lesson
material (Kurniawan et al., 2024). This approach is highly beneficial in language
learning, as language is a skill developed through practice. Game-based learning gives
students the opportunity to practice the language in a contextual and situational
manner, often more effective than conventional teaching methods (Pramadhanti et al.,
2023). Through games, students experience real-life situations that require
communication, problem-solving, and collaboration—all essential for language

mastery.
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Using dakon as a medium for Indonesian language learning for foreign speakers
has several advantages. In addition to involving aspects of strategy and calculation,
dakon also encourages communication between players, which in turn helps improve
speaking and listening skills (Winarsih, 2018). The use of verbal instructions during
the game, such as counting seeds, giving directions, or discussing the next move
(Herawati, 2024), allows students to practice speaking with basic vocabulary and
sentence structures. Furthermore, dakon provides an enjoyable context for learning
vocabulary related to numbers, counting, and instructions in Indonesian. This game is
suitable for helping foreign learners of Indonesian better understand language use in
a more natural context.

Moreover, integrating traditional games like dakon in Indonesian language
learning for foreign speakers also offers an important cultural dimension. Language
and culture cannot be separated, and by learning traditional games, students also gain
insight into broader Indonesian culture, such as social values, norms, and interaction
patterns (Saddhono et al., 2024). This makes dakon not only a language learning tool
but also a way to introduce Indonesian culture more deeply to foreign speakers at Yale
University.

In addition to being a language learning medium, dakon also plays a role in
instilling a deeper cultural understanding. Students not only learn the language
theoretically but also gain firsthand experience of how cultural values are reflected in
everyday social interactions. In the Indonesian context, games like dakon teach values
of cooperation, patience, strategy, and respect for opponents—all significant parts of
Indonesian social norms (Nuryanto, 2014). Thus, dakon serves not only as a language
learning tool but also as a medium for fostering cross-cultural understanding. At Yale
University, which has a multicultural educational environment, using dakon in
Indonesian language learning for foreign speakers gives international students the
opportunity to deepen their understanding of Indonesian culture while improving
their language skills.

By incorporating game elements, the classroom atmosphere becomes more
dynamic and encourages students to participate more (Salma & Rizal, 2023). In such
situations, interaction between students becomes more natural and less forced. They
feel freer to speak, make mistakes, and learn from these experiences, as the competitive
atmosphere brought by the dakon game helps to relieve the pressure typically present
in conventional classes. Besides enhancing speaking skills, the dakon game also
strengthens listening skills. Students must listen to instructions, calculations, and their
opponent's moves to make strategic decisions in the game. This encourages students

to focus more intently, a critical skill in language learning.
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The dakon game itself has long been part of Indonesian culture (Zuhrita &
Mufidati, 2017). In this game, two players compete to fill holes in the dakon board with
seeds while counting the number of seeds distributed (Fad, 2014). Verbal interaction
during the game involves using verbs, numbers, instructions, and everyday

vocabulary that are relevant for learning Indonesian.

Methodology

The research method used in this article is a qualitative approach with semi-
structured interviews and participatory observation. This study involved 44 students
at Yale University enrolled in an elementary-level Indonesian language course. The
students were divided into two groups: an experimental group that used the dakon
game as a learning medium and a control group that used conventional teaching
methods. Research instruments included pre- and post-learning questionnaires to
measure students' language skills development, while in-depth interviews were
conducted to explore students' experiences and perceptions regarding the use of dakon
in learning. Participatory observation was conducted directly during the learning
process, noting verbal and non-verbal interactions that occurred in the classroom.

The data analysis technique used in this study is thematic analysis. Data
obtained from interviews and observations were categorized into specific themes
relevant to the research objectives. The analysis process was conducted repeatedly to
ensure that all collected data were analyzed in-depth and contextually. In addition, the
results of the questionnaires were analyzed descriptively and quantitatively to
compare the results of the experimental and control groups. Qualitative and
quantitative data were then combined to provide a comprehensive picture of the
effectiveness of using dakon as a cultural communication symbol in Indonesian
language learning.

To ensure data validity, this study applied triangulation techniques, which
involved comparing the results of interviews, observations, and questionnaire
analysis. Triangulation was carried out to reduce bias and increase the reliability of the
research results. Additionally, member checking was conducted by allowing
participants to review the interview results and provide feedback if there were
discrepancies in interpretation. Field notes from observations were also repeatedly
reviewed to ensure the consistency of the collected data. By applying these techniques,
the research is expected to produce valid and reliable findings in examining the role
of dakon as a cultural communication symbol in Indonesian language learning for

foreign speakers.
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Results/Findings

The use of dakon in Indonesian language classes at Yale University also shows
that students are more motivated and engaged in learning. They feel more enthusiastic
about learning new vocabulary, understanding number concepts, and communicating
confidently in Indonesian. This entire process demonstrates that game-based learning,
especially when involving traditional games like dakon, is an effective and innovative
method to introduce language and culture simultaneously to foreign speakers. Thus,
dakon serves not only as a learning tool but also as a bridge connecting students with
the broader cultural aspects of the language they are studying. This approach can
enrich the experience of learning Indonesian at Yale University and at various other
institutions abroad, helping to develop language skills and cultural understanding
simultaneously. As a recommendation, game-based learning approaches that use
traditional games like dakon could be expanded to various other language learning
contexts. Integrating culture through games like these has proven not only to
accelerate language acquisition but also to deepen appreciation for the culture of the

language being studied. Ultimately, the use of dakon and other traditional games can

provide a more comprehensive and holistic learning experience for foreign speakers.
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Figure 1. Implementation of Indonesian Language Learning through the Dakon Game

According to game-based learning theory, the use of games in education can
enhance students' emotional engagement, which in turn contributes to motivation and
learning success (Prensky, 2003). Game-based learning also enables students to learn
in a fun and interactive context, which naturally strengthens their skills. Furthermore,
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traditional games have a strong cultural dimension, so their use in foreign language
classes can also enhance students' understanding of the culture and language they are
learning (Gee, 2003).

In this study, the calculation of Cohen's d was performed to measure the
magnitude of the difference between the experimental group, which used the dakon
game as a learning medium, and the control group, which used conventional methods,
in improving speaking skills in Indonesian for foreign language learners. The average
speaking skill of the experimental group post-learning was 4.1, while the control group
had an average of 3.1.

The first step in calculating Cohen's d is to find the pooled standard deviation
(SD pooled) of both groups. Based on the available data, the standard deviation of the
experimental group is 0.5, and the standard deviation of the control group is 0.6. The
number of participants in both groups is 22. The pooled standard deviation is

calculated using the following formula:

(n1—l)-SD’_l'+(m—1)-SD;
m+na—2

—

After performing the calculation, the SD pooled was found to be 0.55.
Next, Cohen's d was calculated using the formula:

M, — M,

= 3D pocled

With M_1 =4.1 (mean of the experimental group) and M_2 = 3.1 (mean of the
control group), the calculation of Cohen's d is as follows:

gs1-s1_ 1
~ 055  0.55

s 1.81

The result shows that Cohen's d = 1.81, which falls into the category of large
effect size. This indicates that the difference in speaking skills between the
experimental and control groups is highly significant, with a large impact. In other
words, the use of dakon as a learning medium had a much stronger effect on improving
speaking skills compared to the conventional methods used by the control group.

Overall, a Cohen's d = 1.81 suggests that the impact of using dakon in this context is
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substantial in improving Indonesian language learning for foreign students at Yale
University.

This study examines the impact of using the dakon game as a medium for
teaching Indonesian to foreign language learners at Yale University, United States, by
comparing two groups of students enrolled in a basic Indonesian language course. The
experimental group used dakon as a learning method, while the control group
employed conventional teaching methods. Based on the calculation of Cohen's d, a
significant difference in speaking skills between the two groups was found, with a
value of Cohen's d = 1.81, indicating a large effect size. This suggests that the use of
dakon in language learning has a more substantial impact on improving Indonesian
speaking skills compared to conventional methods.

The results show that the experimental group using dakon experienced a more
significant improvement in speaking skills, with an average post-learning score of 4.1,
compared to the control group, which only achieved 3.1. This difference was reflected
in observations made during the learning process, where the experimental group
demonstrated more verbal and non-verbal interactions in class, supporting better
language comprehension and strengthening communication among students. This
improvement in language skills was not limited to speaking but also extended to
listening, reading, and writing, although the impact was most apparent in speaking.

Students involved in the dakon game experienced significant improvements in
speaking and listening skills compared to the control group that did not use the game-
based method. Students playing dakon were more frequently engaged in active
conversations, both with their peers and the instructor, due to the continuous verbal
interactions required by the game dynamics. This finding aligns with previous
research showing that game-based approaches can enhance engagement and verbal
interaction in language learning (Zou et al., 2021). Additionally, students participating
in the dakon game felt more confident speaking. The competitive yet enjoyable nature
of the game alleviated the anxiety typically associated with making mistakes, thus
reducing the pressure often felt in traditional classroom settings (Eltahir et al., 2021).
Interviews with students revealed that they felt freer to experiment with language
without the fear of being judged for minor errors, an experience they did not encounter
in formal classroom settings.

Dakon also provided students with a context to practice vocabulary related to
numbers, commands, and strategies. Words such as "one," "two," "take," "place," and
"count”" were repeatedly used throughout the game, helping students become more
familiar with these terms and increasing their ability to use them in everyday

conversation. This repetition supports language learning theories that emphasize the
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importance of repeated practice in reinforcing memory and language use (Teng, 2023).
Furthermore, students' listening skills also significantly improved. Since dakon
involves two players who must interact verbally, students had to listen attentively to
the instructions or actions taken by their opponents. This forced them to focus on
understanding spoken Indonesian, which directly enhanced their listening skills.
Several students reported that they became better at recognizing vocabulary and
understanding simple sentences, even when their opponents spoke quickly. This
experience is consistent with research that shows verbal interaction in game contexts
can improve listening skills (Ye & Kaplan, 2024).

Another aspect that supports the effectiveness of dakon as a learning medium is
the involvement of number concepts in Indonesian. Since the game requires counting
the seeds at each turn, students are indirectly trained to use and understand numbers
in Indonesian. The repetitive use of numbers in the game context helps students
internalize these concepts more quickly than traditional teaching methods, which
typically teach numbers through memorization. The act of counting during the game
becomes an enjoyable activity, making it easier for students to remember and use
numbers in everyday conversations. For instance, one student mentioned that they
previously struggled to remember how to pronounce numbers in Indonesian, but after
playing dakon, they were able to more fluently name numbers in Indonesian because
they had become accustomed to counting the seeds in the game. The repetitive
counting process, such as "one, two, three," automatically helped students understand
how numbers work in Indonesian. This aligns with research showing that game-based
learning, through its engaging and repetitive nature, facilitates more effective learning
of numerical concepts (Situmorang et al., 2024).

Overall, students engaged in dakon demonstrated significant benefits in
speaking, listening, and understanding numerical concepts in Indonesian. This active,
structured, and game-based learning experience provided a more comprehensive
learning environment compared to traditional methods, leading to greater
improvements in students' language skills. The benefits of game-based learning have
been widely acknowledged, as it not only enhances cognitive skills but also increases
engagement and motivation (Greipl et al., 2020).

In addition to improvements in speaking, listening, and understanding
numbers, the use of dakon also showed positive effects on students' social and
emotional involvement. The game created a more relaxed and enjoyable learning
atmosphere, which increased students’ motivation and confidence in learning
Indonesian. According to interviews with students, they acknowledged that the

competitive and interactive nature of dakon motivated them to participate more
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actively and use Indonesian more frequently. This contrasts with conventional
learning methods, which are often perceived as rigid and formal, leaving little room
for students to practice the language in a relaxed setting (Siegel, 2023).

Students also mentioned that they enjoyed the learning process more when
involved in the game because dakon provided space for indirect learning. They could
learn sentence structures, new vocabulary, and how to speak Indonesian without
feeling burdened by academic pressure. This informal learning atmosphere
encouraged active participation, positively impacting their communication skills.
Students became more willing to attempt speaking, even knowing they might make
mistakes. This is crucial in language learning, as errors are often a natural and essential
part of the learning process (Koraishi, 2023).

From a social engagement perspective, dakon promotes interaction among
students, fostering opportunities for collaboration and mutual learning. The game
requires teamwork and strategy, encouraging students to discuss and communicate
with their peers, which provides valuable opportunities to use Indonesian in real-life
contexts beyond the formal classroom environment (Saputra et al., 2024). Some
students reported feeling a stronger connection with their classmates due to the social
interactions that occurred during the game, highlighting that dakon functions not only
as a language learning tool but also as a means of strengthening social bonds among
students (Rohmadi et al., 2023).

From the instructor’s perspective, dakon offers a unique opportunity for direct
observation of students' language development. As the game involves extensive verbal
interaction, instructors can identify areas where students struggle, such as
pronunciation, vocabulary usage, or sentence structure (Debi et al., 2023). This allows
instructors to offer more targeted and personalized feedback. Several instructors
reported that dakon provided insight into how students naturally adapted to the
Indonesian language, making it easier to tailor teaching strategies to individual
student needs (Saputra et al., 2023).

Moreover, dakon facilitates interdisciplinary learning. While the game is rooted
in strategy and counting, its content can be expanded to incorporate other language
components, such as culture, new vocabulary, and grammar (Alomair & Hammami,
2024). Instructors can modify the game by requiring players to construct complete
sentences or specific phrases before making a move, thus enhancing the complexity of
the language learning experience. This approach encourages students to think
critically and creatively while using the language, which is consistent with active
learning principles (Lombardi et al., 2021). Dakon also serves as an informal assessment

tool to evaluate students’ language proficiency. By observing students in a relaxed,

Saddhono et al. The Traditional Game of Dakon as a Learning Medium for Indonesian... 19



IJCHR, 2025, 7(1), DOI: https://doi.org/10.63931/ijchr.v7i1.114

interactive context, instructors can better gauge whether students can apply the
language practically, rather than relying solely on formal written or oral tests. This
game-based assessment provides a more holistic view of students' abilities, as it
assesses language use in a more natural and cognitively engaging situation.

Given its numerous advantages, dakon proves to be an effective medium for
language learning that goes beyond developing linguistic skills and also fosters social,
emotional, and cultural competencies (Adi & Ssukarmin, 2022). At Yale University, the
integration of dakon into the Indonesian language curriculum can serve as a valuable
tool to enhance language learning programs, promoting a more integrative, enjoyable,
and beneficial approach for students. By using game-based learning, traditional games
like dakon can address common challenges in foreign language acquisition while
simultaneously offering a deeper understanding of Indonesian culture. In the long run,
similar game-based approaches can be applied to language learning in various
international contexts, creating a richer and more memorable experience that
accelerates language acquisition and enhances cross-cultural understanding,.

From a cultural understanding perspective, students also acknowledged that
the game provided new insights into Indonesian culture, something they could not
acquire through traditional teaching methods. As a game that contains values of
cooperation and strategy, dakon helps them experience firsthand some of the social and
cultural aspects of Indonesia. In terms of cultural understanding, the dakon game does
not only serve as a language learning tool but also as a window for students to better
understand Indonesian culture. Through this game, students at Yale University gained
direct experience with social and cultural aspects that are difficult to teach theoretically
through traditional teaching methods. In interviews, many students admitted that
they felt the dakon game gave them a deeper understanding of Indonesian culture
compared to formal learning that typically focuses on grammar, vocabulary, or
sentence structure.

One of the most prominent cultural aspects of the dakon game is the values of
cooperation and strategy embedded within it. Dakon is not merely an individual game;
it involves two players who interact and compete using specific tactics. In the
Indonesian context, this game teaches the importance of cooperation, not only in terms
of winning or losing but also in maintaining good relationships with opponents. The
value of "gotong royong" (mutual cooperation), which is central to Indonesian social
life, is reflected in the way this game is played. Students involved in the game learn
that it is not only about competition but also about appreciating the process and

interacting with the opponent.
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Moreover, dakon teaches students the importance of patience and strategic
planning, two values frequently found in Indonesian social and cultural interactions.
In this game, players must make wise decisions based on counting seeds and
predicting the opponent's next move. Students, who are more accustomed to Western
cultures, which emphasize speed and efficiency, feel the difference in thinking and
acting when playing dakon. They are encouraged to be more patient, wait their turn,
and consider the long-term consequences of each move they make. In interviews, some
students mentioned that playing dakon helped them understand a more "process-
oriented" way of thinking, often seen in Indonesian social interactions, where decisions
are made by considering balance and social harmony.

Through dakon, students are also exposed to the concepts of simplicity and
togetherness, which are characteristic of traditional Indonesian culture. Dakon is
played with very simple tools—wooden boards and seeds—yet the game fosters deep
interactions between players. This simplicity reflects the traditional Indonesian
lifestyle, which values togetherness and social interaction over technology or material
sophistication. Students participating in the game realize that behind its simplicity,
dakon contains profound cultural values that shape how Indonesians relate to each
other, both in the context of the game and in everyday life.

Through direct observation of how dakon is played, students also learn the
concept of balance in Indonesian culture. This balance is evident in how the game
evenly distributes the seeds, as well as how the strategies employed by players must
take into account the distribution of available resources. This concept parallels life in
Indonesia, where the values of balance, harmony, and justice in resource distribution
often take center stage in a communal, agrarian society. Students, accustomed to
individualism and aggressive competition in the West, learn that in the Indonesian
context, strategies used are not just about individual victory but also about
maintaining harmony in social interactions. Thus, dakon not only introduces students
to the rules of the game and tactics but also provides a broader picture of the social
and cultural dynamics in Indonesia. Through this game, they indirectly learn about
the philosophy of life in Indonesian society, which emphasizes social relationships,
balance, and patience—elements that are difficult to explain thoroughly through
formal teaching methods that focus only on linguistic aspects.

In interviews, students admitted that playing dakon enriched their perspectives
on Indonesian culture and made them more interested in learning more about
Indonesian society. They felt that understanding culture through games provided a
more tangible and personal experience compared to merely reading textbooks or

attending lectures about culture. This experience also deepened their appreciation for
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the values upheld in Indonesian society, which may differ from the values they know
in their own cultures. Overall, this experience makes dakon an effective learning tool,
not only in terms of language but also in introducing and deeply understanding
Indonesian culture more comprehensively.

In addition to teaching cultural values such as cooperation, patience, and
balance, dakon also serves as a means to enrich students’ understanding of local
Indonesian traditions and history. This game has been played by Indonesian
communities for centuries, highlighting how traditional games have become an
integral part of daily life and collective culture. In interviews, several students at Yale
University mentioned that they were previously unaware of the significance of games
like dakon in Indonesian history and culture. Through the playing process, they not
only learned the rules of the game but also about how this game reflects Indonesia's
historical journey and the lives of its people, from the past to the present.

Dakon is believed to originate from ancient times when similar board games
were played in various parts of the world, particularly in Southeast Asia and Africa.
Students who played dakon in their Indonesian language class gained insights into how
this game evolved and adapted to Indonesia's local context. They began to understand
that this game is not merely an entertainment tool but a medium rich with values and
knowledge passed down through generations. This becomes part of a cross-cultural
learning process that introduces students to Indonesia’s rich historical heritage.

Furthermore, students also learned how dakon is often played in various social
settings in Indonesian society, from games in the courtyard to large community events.
In the context of cultural learning, this game provides a concrete view of everyday life
in Indonesia, which cannot always be captured through more academic teaching
materials. Students learned that dakon is not only played for fun but also as a way to
strengthen social bonds among family, friends, and communities. This form of social
interaction reinforces the ties between individuals, a crucial aspect of Indonesian social
life.

In addition to the historical aspects, dakon also helps students understand how
this game is closely linked to Indonesia's agrarian context and natural resources. The
use of seeds in the game, such as sawo seeds or small stones, reflects the Indonesian
people's strong connection to nature. These seeds are not just game tools but symbols
that show the society's relationship with their environment—something often
encountered in traditional Indonesian culture. Through this game, students can see
how the agrarian lifestyle influences various aspects of life, including traditional

games.
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Students also observed that dakon is often played in open spaces or more natural
environments, illustrating the connection between the game and nature. Yale students,
who are more accustomed to digital games or indoor games, were surprised to see
how a simple game like dakon can be played in various places using resources readily
available in the surroundings. This provided them with a new perspective on how
traditional Indonesian communities utilized what was available in their environment
to create entertainment and social interaction. Furthermore, the experience of playing
dakon gave students a deeper understanding of the differences between modern and
traditional games, as well as how traditional games often carry more fundamental
values in social life. Students, who were previously only exposed to digital games or
advanced technology, realized that games like dakon have a different depth of
meaning. They saw how traditional games are not just about competition but also
about social reflection, strategy, and teaching broader values such as solidarity,
integrity, and perseverance.

In interviews, some students stated that they felt more connected to Indonesian
culture after playing dakon because they directly experienced how Indonesian society
values this game in daily life. Additionally, they felt that this traditional game gave
them an understanding of how local Indonesian culture has survived and evolved
amid modernization and globalization. This opened a broader discussion about the
preservation of traditional culture in the modern era, something highly relevant to
students interested in cultural studies and anthropology. Overall, dakon has not only
proven to be an effective language learning medium but also succeeded in introducing
and deepening students' understanding of culture and social life in Indonesia. By
connecting elements of tradition, history, and cultural values, this game enriches the
learning experience of students at Yale University, helping them see that language
learning is inseparable from understanding the culture that accompanies it. Through
this game, students gain a more holistic view of what it means to be a part of
Indonesian society and how a simple game like dakon can carry and reflect the depth
of culture behind it.

Conclusions

The use of traditional dakon games as a tool in Indonesian language learning at
Yale University has been proven effective in improving speaking, listening, and
vocabulary skills for non-native speakers. In addition, dakon also helps introduce
Indonesian cultural elements to students, creating a more dynamic and interactive
learning environment. The results of this study support the idea that game-based
learning, especially those with cultural elements, can be an innovative approach to
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foreign language teaching. Additionally, dakon supports interdisciplinary learning by
combining language skills with cultural understanding, critical thinking, and
creativity. Furthermore, the game serves as an informal assessment method that allows
instructors to evaluate students' practical language proficiency in an interactive and
relaxed environment. Ultimately, dakon not only contributes to language learning but
also enhances social, emotional, and cultural competencies, making it an effective and
holistic educational tool.

Based on the findings, it is recommended that dakon be incorporated more

widely into language learning programs, especially in foreign language contexts like
Indonesian at Yale University. Teachers should consider using dakon as both a
pedagogical tool and a form of informal assessment to observe and evaluate students’
language use in dynamic and real-world situations. Moreover, instructors can adapt
the game to include more complex language tasks, such as requiring students to
construct complete sentences or use specific vocabulary during gameplay, thereby
enhancing its educational value. It is also recommended that future studies explore the
long-term effects of game-based learning on language acquisition and cultural
understanding. Additionally, expanding the use of dakon in cross-cultural settings can
provide students with a deeper appreciation for the cultural and historical contexts
that shape language and communication. By leveraging game-based learning,
language programs can create more engaging, interactive, and meaningful experiences

for students, promoting both language mastery and cross-cultural competence.
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