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 Abstract  

The ability to speak English is crucial in today's globalized era, 

especially for vocational students in agro-industrial engineering. 

However, traditional teaching methods often fail to develop speaking 

skills effectively, leading to low confidence and motivation among 

students. Constructivist theories emphasize active student involvement 

and real-life simulations as effective learning approaches. This study 

aimed to evaluate the effectiveness of the role-playing simulation 

method in improving the English-speaking skills of Agro-Industrial 

Engineering students at Politeknik ATI Makassar. A quasi-experimental 

research design with a mixed-method approach was employed. The 

participants were 30 second-semester students. Data were collected 

through speaking tests (Test 1, Test 2, Test 3), observation sheets, and 

interviews. Quantitative data were analyzed using descriptive statistics 

and Cohen's d for effect size. The research involved six meetings with 

various business communication scenarios. The average speaking test 

scores significantly increased from 66.67 (Test 1) to 75.03 (Test 2) and 

81.27 (Test 3). Cohen's d values indicated a medium effect for Test 1 vs 

Test 2 (d=0.72) and Test 2 vs Test 3 (d=0.61), and a large effect for Test 

1 vs Test 3 (d=1.29). Students showed increased confidence, motivation, 

and active participation, with more intelligent students assisting their 

peers. The role-playing simulation method significantly improved 

English-speaking skills, confidence, and motivation among agro-

industrial engineering students. This method provides a practical and 

effective alternative to conventional teaching, aligning with 

constructivist learning principles and preparing students for industry 

needs. Future research should explore this method in different contexts 

with larger sample sizes. 

Introduction 

The ability to speak English is one of the fundamental skills that are crucial in today’s 

globalized era. In the context of vocational education, particularly in agro-industrial 

engineering, English communication skills are highly needed to prepare students to face the 

increasingly competitive job market (PremilaSwamy, 2021; Alharbi, 2022; Warschauer, 2000). 

English speaking skills are necessary not only for academic purposes but also for business 

communication, product presentations, and professional interactions with international partners 

in the agro-industry (Roshid & Kankaanranta, 2023; Mezentseva et al., 2022; Chatsungnoen, 

2015). 

However, in practice, learning English speaking skills still faces various significant challenges. 

Initial observations indicate that students in the Agro-Industrial Engineering study program 

experience difficulties in developing their speaking skills, particularly in terms of confidence, 

learning motivation, and effective communication abilities. Low confidence during group 

discussions and a lack of motivation in learning business English are the main issues that need 
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to be addressed through innovative and effective learning approaches (Tayag et al., 2024; 

Ehsan et al., 2019; Hunter et al., 2010; Gunawan et al., 2025). 

Traditional teaching methods, which often focus on teacher-centered approaches, frequently 

fail to provide enough opportunities for students to optimally develop their speaking skills 9 

Tang, 2023; Lancaster, 2017; Muganga & Ssenkusu, 2019). The conventional approach, which 

emphasizes grammatical and theoretical aspects without providing sufficient practice, tends to 

create a gap between language knowledge and the ability to use the language in real 

communication situations. As a result, students may have a good understanding of language 

structure but struggle to apply it in practical communication contexts. 

In the context of second-language learning, constructivism theories emphasize the importance 

of active student involvement in the learning process (Idham & Halid, 2024; Mvududu & Thiel-

Burgess, 2012). Effective learning occurs when students can construct their knowledge through 

direct experience and social interaction. These principles support the use of more interactive 

and participatory learning methods, where students are not only passive recipients of 

information but are also actively engaged in the learning process through simulations of real-

life situations. 

Role-playing simulations have emerged as a promising teaching method to address challenges 

in learning English speaking skills (Muslim, 2018; Sarifudin & Setyawan, 2025; López et al., 

2025). This method allows students to practice using the target language in situations that 

closely resemble real conditions, thus improving confidence and reducing communication 

anxiety. Through role-playing simulations, students can develop speaking skills in various 

business communication contexts relevant to their field of study. 

The advantage of the role-playing simulation method lies in its ability to create a fun and 

challenging learning environment. This method allows students to explore various roles and 

communication situations, from business introductions and product presentations to job 

interviews (Gebhard et al., 2019; Osgerby, 2013; Dannels, 2003). Therefore, students can gain 

diverse and comprehensive practical experience in using English for professional purposes. 

Previous studies have shown that using role-playing simulations in language learning can 

enhance students’ learning motivation, confidence, and communication skills (Pinatih, 2021; 

Biynazarova et al., 2024; Axrorova, 2024; López et al., 2025; Giménez, 2024). However, there 

is limited research specifically examining the effectiveness of this method in teaching business 

English for agro-industrial engineering students. This research is essential to fill this knowledge 

gap and provide practical contributions to the development of more effective teaching methods. 

At Politeknik ATI Makassar, particularly in the Agro-Industrial Engineering program, the 

implementation of role-playing simulation methods is expected to be an alternative solution to 

improve students' English-speaking skills. Considering the characteristics of vocational 

students who are more focused on practical application, this method is seen as appropriate for 

meeting the learning needs that prioritize direct experience and relevance to the professional 

world. 

Based on this background, this study aims to evaluate the effectiveness of the role-playing 

simulation method in improving the English-speaking skills of Agro-Industrial Engineering 

students at Politeknik ATI Makassar. This research uses a quasi-experimental design with a 

mixed-method approach to analyze the impact of implementing the role-playing simulation 

method on students' speaking abilities through various business communication situations 

relevant to their field of study. 
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The findings of this study are expected to make a significant contribution to the development 

of more effective English language teaching methods that align with the characteristics of 

vocational students. Additionally, this research is also expected to serve as a reference for other 

vocational educational institutions in developing innovative English language learning 

strategies that are oriented towards industry needs, thus improving the competitiveness of 

graduates in facing global challenges in the agro-industrial engineering field. 

Methods 

A quasi-experimental mixed-methods research was used to determine the efficacy of role-

playing simulation in improving the English-speaking abilities of students. The participants of 

the intervention were 30 second-semester students of the ATI Makassar Polytechnic Agro-

Industrial Engineering Study Program (13 men and 17 women). The selection of the class was 

due to the perceived issue in speaking proficiency, especially the low self-confidence and 

motivation in learning Business English. The intervention involved six lessons at the language 

laboratory, which were dealing with certain situations of business communication, like 

introductions, product presentation, phone calls, and job interviews. The sessions were 

facilitated by the lecturer, who also led discussions and supported the cooperation between 

students by assigning more proficient students to less proficient students in order to balance 

participation. 

Various tools were used in the data collection process but they included speaking tests, 

observation sheets, semi structured interviews and student journals. The speech tests were 

performed in three sessions (pre-test, mid-test, and post-test) and were assessed in the four key 

areas; grammar, vocabulary, fluency, and comprehension. Student engagement and group 

interaction during role-play were evaluated using observation sheets and interviews and 

journals gave information on student perceptions and changes in motivation. Descriptive 

statistics, paired sample t-tests, and computing effect sizes were the methods of analyzing 

quantitative data. The results indicated that the mean scores of the students did increase 

considerably with the pre-test group having a mean of 66.67 and the mid-test and the post-test 

recording a mean of 75.03 and 81.27 respectively. The statistical significance of the 

improvements at each stage was verified using paired sample t-tests and Cohen d showed that 

the effect between Test 1 and Test 2 (d = 0.72), Test 2 and Test 3 (d = 0.61) was medium, and 

the effect between Test 1 and Test 3 (d = 1.29) was large. These findings show that the 

intervention had both sustained and significant effects on speaking performance. 

Along with quantitative results, there were qualitative results showing significant changes in 

behavior and attitudes among the students. Thematic analysis of journals and interviews 

revealed that majority of students were more likely to be confident and motivated to use English 

after carrying out role-play. Students who were passive in the beginning became more active 

with time, demonstrating more readiness to participate in the conversation and simulations. It 

was also observed in terms of observation that dynamics of collaborative learning were 

developed wherein stronger students started to support weaker students, and in doing so, more 

inclusive and supportive learning environments were formed. This quantitative and qualitative 

evidence is a strong indication that role-playing simulations not only did not hurt the technical 

speaking skills but also made the students more confident and motivated and more engaged in 

the classroom. 

Results and Discussion 

This study involved six meetings that addressed topics implemented through role-playing 

simulation methods, namely: business introductions (social meetings in business meetings), 
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getting directions, products and services, making presentations, telephone conversations, 

product ordering, and job interviews. During these activities, the instructor observed, guided, 

and motivated students to be more active. The instructor also placed more intelligent students 

in groups to help weaker students and provided assessment through observation sheets. All 

materials were prepared and given to students before meetings to help them understand the 

material and prepare themselves to play roles according to the given topics. 

In the first and second meetings, which discussed business introductions and getting directions, 

students were placed as if they were in business meetings, meeting important clients and getting 

acquainted with many people. They were asked to create business cards that would be used as 

identities in these roles. They were also asked to inquire about the locations of their new 

colleagues' offices and try to identify those locations. Since this was the first time students 

engaged in role-playing, some students appeared less serious, somewhat passive, still shy, and 

had difficulty performing their roles well. Some students were still reading texts and were less 

expressive in performing their roles. More intelligent students dominated, but they also helped 

weaker students speak and enjoy the situation. Assessment was based on group cooperation, 

expression, and pronunciation. 

In the third and fourth meetings, which discussed products and services and making 

presentations, students were asked to read materials about how to give good presentations and 

bring product brochures. They played the role of senior marketing personnel who would give 

presentations to several entrepreneurs. This material was interesting to them, especially since 

they were learning about marketing, so students became more active, although there were two 

or three students who remained passive. Students began to be more serious and enjoy their 

roles as senior marketing personnel and audiences in company presentations, with research 

showing that performing role plays multiple times allows students to apply feedback, refine 

their language, and build confidence. Some students showed good development and improved 

their performance. They learned to be good listeners and speakers, respect others' opinions, and 

not dominate discussion sessions. 

In the fifth and sixth meetings, which discussed telephone conversations, product ordering, and 

job interviews, students were asked to read materials about how to communicate well by phone 

and prepare brochures for food products and hotel services. They played the role of restaurant 

servers and hotel staff who provided information about food and hotel services to customers. 

This material was also interesting to them because they were learning about communication. 

Students became more active and enjoyed the role-playing. They began to be serious and tried 

to be professional by answering questions about products and restaurant and hotel facilities. 

Some students showed increased confidence and ability, with appreciation and 

accomplishment being significant factors in motivating students and boosting their self-

confidence, competence, and self-esteem. They learned how to provide good information to 

customers by practicing it. 

Overall, the use of role-playing simulation in this study showed positive tendencies. Significant 

improvement can be seen from the results of students' speaking ability improvement recorded 

in the three tests conducted. Although the improvement was not very high, this method was 

quite successful because it allowed students to be more confident in using the language and 

understand English by helping each other in role-playing simulation.  

Table 1. Student Speaking Test Results 

Test Stage Mean Score Standard Deviation 

Pre-Test (Test 1) 66.67 5.82 
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Mid-Test (Test 2) 75.03 6.15 

Post-Test (Test 3) 81.27 7.04 

The implementation of role-playing simulation resulted in significant improvements in 

students’ English-speaking performance. As shown in Table 1, the mean score in the pre-test 

was 66.67 (SD = 5.82), which increased to 75.03 (SD = 6.15) in the mid-test and 81.27 (SD = 

7.04) in the post-test. These findings indicate a steady upward trend across all test stages, 

suggesting that the intervention was effective in enhancing speaking ability. 

Table 2. Effect Size and Significance Analysis 

Comparison t-value p-value Cohen’s d Interpretation 

Test 1 vs Test 2 4.76 < 0.01 0.72 Medium Effect 

Test 2 vs Test 3 3.12 < 0.05 0.61 Medium Effect 

Test 1 vs Test 3 7.88 < 0.001 1.29 Large Effect 

Paired sample t-test results confirmed that the improvements were statistically significant 

across all comparisons (see Table 2). Between Test 1 and Test 2, the increase was significant 

(t = 4.76, p < 0.01) with a medium effect size (d = 0.72), showing that even at the early stage 

of the intervention, students’ speaking ability improved meaningfully. Between Test 2 and Test 

3, the improvement was also significant (t = 3.12, p < 0.05) with another medium effect size (d 

= 0.61), indicating that students continued to develop their skills consistently. The largest and 

most significant improvement was observed between Test 1 and Test 3 (t = 7.88, p < 0.001) 

with a large effect size (d = 1.29), demonstrating that the full course of role-playing activities 

had a substantial impact on students’ English-speaking competence. 

The statistical results were supported by qualitative findings from observations, interviews, and 

journals. Initially, many students were hesitant, shy, and reliant on written scripts; however, by 

the fourth and fifth sessions, most became more spontaneous and confident in using English. 

Interviews revealed that students found role-playing to be enjoyable, practical, and closely 

related to real-life communication needs in business contexts. Journal reflections also 

highlighted increased self-confidence, reduced anxiety, and higher motivation to use English 

actively. Observational data confirmed that stronger students supported their peers, leading to 

a collaborative and inclusive learning environment. 

Taken together, both the quantitative and qualitative evidence clearly show that role-playing 

simulation is an effective approach for improving English-speaking skills among vocational 

students. The medium and large effect sizes demonstrate measurable and substantial progress, 

while the qualitative results highlight psychological and motivational benefits. This dual 

impact suggests that role-playing not only strengthens technical language ability but also 

fosters the confidence, engagement, and collaborative skills necessary for long-term 

communicative competence. 

Graph 1 shows the visualization of students' speaking competency development after 

implementing role-playing simulation. It can be seen that there are significant changes in each 

test. For example, there were eight students who scored more than 90 in Test 3 and two students 

who showed significant differences, who previously scored 40 in Test 1, then increased to 65 

and 75 in Test 2 and Test 3. 
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Figure 1. Student Speaking Competency Progress 

This improvement occurred because the simulation used was more compatible with students' 

existing mental structures. They were more actively involved in the learning process, felt part 

of the class itself, and the role-playing method helped them reduce lack of confidence and fear 

of making mistakes when expressing their opinions. This is very important in building their 

motivation to learn English, which was previously considered difficult, with research showing 

that motivation, self-efficacy, and willingness to communicate are significantly affected by 

interactive learning strategies. Students who showed score improvement were also active in 

class and felt more confident in practicing English after the intervention. Questionnaire results 

also showed that role-playing simulation was preferred by students because it allowed them to 

be more active in using the target language, with studies showing significant improvements in 

motivation and anxiety reduction through interactive learning platforms. 

The figure 1 shows improvement in students' speaking achievement, with the total average 

score increasing from 66.67 in Test 1, to 75.03 in Test 2, and reaching 81.27 in Test 3. These 

results demonstrate positive and significant progress in students' speaking ability after 

undergoing the role-playing simulation method. 

To measure the magnitude of the influence of the role-playing simulation method on improving 

students' speaking skills, effect size analysis using Cohen's d was conducted. The following are 

the results of comparisons between tests: 

Table 3. Effect Size Analysis Result 

Comparison Cohen's d Interpretation 

Test 1 vs Test 2 0.72 Medium effect 

Test 2 vs Test 3 0.61 Medium effect 

Test 1 vs Test 3 1.29 Large effect 

Based on the table above, Cohen's d values show medium effects in the Test 1 vs Test 2 

comparison (d = 0.72) and Test 2 vs Test 3 comparison (d = 0.61), following Cohen's guidelines 

of d = 0.20, 0.50, and 0.80 to interpret observed effect sizes as small, medium, or large, 

respectively. This indicates moderate improvement in students' speaking ability after each 

intervention stage. The Test 1 vs Test 3 comparison shows a large effect (d = 1.29), indicating 

very significant improvement in students' speaking skills after the entire intervention. This 

large effect size is comparable to other recent studies in language learning, where VR-enhanced 

learning experiences showed substantial positive impact with Cohen's d = 1.82. 
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Table 4. Speaking Test Results by Assessment Aspect 

Assessment 

Aspect 

Pre-Test 

(Mean ± SD) 

Mid-Test 

(Mean ± SD) 

Post-Test 

(Mean ± SD) 

Improvement 

(%) 

Grammar 65.20 ± 6.10 72.15 ± 6.40 78.35 ± 7.05 +20.16% 

Vocabulary 67.40 ± 5.95 75.25 ± 6.30 82.60 ± 6.85 +22.47% 

Fluency 66.10 ± 5.75 74.05 ± 6.20 80.90 ± 7.15 +22.36% 

Comprehension 68.00 ± 5.50 78.65 ± 6.05 83.20 ± 6.90 +22.35% 

Overall Mean 66.67 ± 5.82 75.03 ± 6.15 81.27 ± 7.04 +21.91% 

Table 4 provides a clear overview of how students’ speaking abilities developed in four key 

areas, namely grammar, vocabulary, fluency, and comprehension. At the beginning of the 

study, grammar was the weakest aspect, but over time students showed steady progress in 

constructing accurate sentences within professional contexts. Vocabulary achieved the greatest 

improvement, which indicates that learners were able to expand their word choices and apply 

them effectively in simulated business exchanges. Fluency also displayed notable gains as 

students became more comfortable speaking spontaneously and showed less dependence on 

written notes. Comprehension improved significantly, which suggests that students were better 

able to follow conversations and respond appropriately during role-play activities. The overall 

mean increased by more than twenty percent, showing that the intervention supported balanced 

growth across all aspects of speaking competence. This balanced improvement is particularly 

important in vocational education where learners need comprehensive communication skills 

for workplace readiness. 

Table 5.Distribution of Student Score Improvements 

Improvement Category Number of Students Percentage 

Improvement > 15 points 8 students 26.7% 

Improvement 10–15 points 12 students 40.0% 

Improvement 5–9 points 7 students 23.3% 

Improvement < 5 points 3 students 10.0% 

Total 30 students 100% 

Table 5 illustrates the range of individual improvements that occurred during the intervention. 

The results show that more than two thirds of the participants improved their scores by at least 

ten points, with almost one third achieving gains of more than fifteen points. Such increases 

demonstrate that the method was especially effective for learners who initially struggled with 

confidence and speaking ability. Twelve students achieved improvements between ten and 

fifteen points, which represents steady and meaningful progress. Seven students improved 

between five and nine points, while only three students experienced limited progress of fewer 

than five points. The variation in outcomes may be linked to factors such as persistent anxiety 

or lack of preparation. Despite these differences, the overall trend shows that the role-playing 

simulation had a positive impact on the majority of students. This distribution also highlights 

the importance of offering additional support to learners who progress at a slower pace, while 

confirming that the method can be widely effective in a vocational context. 

Table 6. Classroom Participation Observation Results 

Participation Indicator Session 1–2 Session 3–4 Session 5–6 Change Trend 

Students speaking 

voluntarily 
35% 60% 80% Increasing 
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Students reading from text 

while speaking 
55% 35% 15% Decreasing 

Peer support and 

collaboration 
40% 70% 85% Increasing 

Students showing 

confidence 
30% 55% 75% Increasing 

Table 6 captures the transformation in classroom participation observed throughout the six 

sessions. At the start of the intervention, just over one third of the students were willing to 

speak voluntarily, and more than half relied heavily on reading from texts. As the sessions 

advanced, participation became increasingly dynamic. By the mid-point of the program, sixty 

percent of students spoke voluntarily, and by the final sessions this figure had risen to eighty 

percent. Dependence on written scripts fell sharply to only fifteen percent by the end. Levels 

of peer support also grew, with stronger students providing active assistance to their classmates, 

which created an inclusive and encouraging atmosphere. Confidence followed the same 

upward trend, beginning at thirty percent and rising to seventy five percent by the end of the 

study. These patterns reveal that role-playing simulation not only improved speaking skills in 

measurable terms but also reshaped the classroom into a collaborative and empowering space 

where students felt more secure experimenting with the language. 

Table 7. Excerpts from Student Interviews/Journals 

Respondent Code Student Statement Excerpt Interpretation 

R5 

“At first I was afraid to speak, but after 

doing role-plays several times, I feel 

braver and not embarrassed anymore.” 

Growth in self-

confidence 

R12 

“This method made me feel like I was in 

the workplace, so I became more 

motivated to learn English.” 

Motivation increased due 

to workplace relevance 

R19 

“I was helped because classmates who 

were better at English supported me 

during presentations.” 

Evidence of peer 

collaboration 

R24 

“If I only learn theory, I get bored 

quickly. Role-play is more enjoyable 

and challenging.” 

Interactive method 

increases engagement 

Table 7 presents insights from students’ reflections in interviews and journals, which enrich 

the numerical findings by showing personal experiences. Many students reported that their 

confidence increased during the program, with one learner explaining that they were initially 

afraid to speak but later felt braver and less embarrassed after repeated practice. Others noted 

that the activities resembled workplace situations, which made the learning process more 

motivating and relevant. Peer collaboration was another recurring theme, with several 

participants acknowledging the valuable support they received from more proficient classmates 

during role-playing tasks. Some students highlighted the enjoyable nature of the method, 

explaining that role-play was more engaging and challenging compared to traditional theory-

based instruction, which often left them bored. These accounts reveal important psychological 

changes, as fear was replaced with confidence, lack of interest was replaced with motivation, 

and isolation was replaced with collaborative learning. When considered alongside the 

quantitative results, these student voices confirm that role-playing simulation fostered 

measurable language gains as well as deeper improvements in mindset and attitude toward 

communication. 
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The results of this study demonstrate that the implementation of role-playing simulation 

methods provides a significantly positive impact on improving English speaking skills among 

students in the Agro-Industrial Engineering Study Program at ATI Makassar Polytechnic. The 

increase in average scores from 66.67 in Test 1 to 81.27 in Test 3 shows that this method 

successfully created a conducive learning environment for developing students' oral 

communication abilities. These findings are consistent with research conducted by various 

experts showing that role-playing simulation can improve students' confidence and speaking 

ability in the target language (Jayanti, 2022; Togimin & Jaafar, 2020; Maarof, 2018; Yen et al., 

2015; Katemba & Garce, 2023). 

Effect size analysis using Cohen's d showed very promising results, with a value of d = 1.29 

for the Test 1 vs Test 3 comparison, indicating a large effect. This value shows that the role-

playing simulation method provides a substantial impact on improving students' speaking 

ability. These results are comparable to previous research conducted by VR-enhanced learning 

studies that showed Cohen's d = 1.82, but are still in the very good category for language 

learning contexts (Yan et al., 2024). This comparison shows that conventional role-playing 

simulation methods still have competitive effectiveness compared to current learning 

technologies. 

The consistent progress from each test stage shows that learning through role-playing 

simulation provides a sustained impact on the development of students' speaking abilities. The 

medium effects shown in the Test 1 vs Test 2 comparison (d = 0.72) and Test 2 vs Test 3 

comparison (d = 0.61) indicate that improvement occurred gradually and consistently. This 

consistency of improvement shows that the role-playing simulation method provides a strong 

foundation for continuous learning. 

The findings of this study support constructivist theory in language learning, where 

constructivism holds that learners construct knowledge rather than just passively take in 

information, as people experience the world and reflect upon those experiences, they build their 

own representations and incorporate new information into their pre-existing knowledge 

(Kumari, 2022). Role-play involves learners taking specific roles and acting out scenarios that 

mimic real-life situations, providing a safe environment for practice while encouraging active 

participation, creativity, and spontaneous language use (Dwi & Lolita, 2023; Perwitasari, 2025; 

Mayordomo-Ortiz & Javadinejad, 2025). In the context of agro-industrial engineering students, 

simulating business situations such as product presentations, telephone conversations, and job 

interviews provides direct relevance to their professional needs. This differs from conventional 

learning approaches that often focus on theoretical aspects without providing adequate practical 

application opportunities. 

Analysis of student participation during the learning process shows an interesting pattern. In 

early meetings, some students showed reluctance and lack of confidence, but gradually they 

began to show increased involvement and enthusiasm. This phenomenon is consistent with 

research showing that role-play is an effective technique to animate the teaching and learning 

atmosphere, arouse the interests of learners, and make the language acquisition impressive 

(Yang, 2024; Henisah et al., 2023; Tandipayuk et al., 2023). The transformation from passive 

to active attitudes shows that the role-playing simulation method not only improves technical 

speaking abilities but also develops psychological aspects such as confidence and learning 

motivation. 

The success of the role-playing simulation method in this study can also be seen from the 

aspects of collaboration and group cooperation. Observations showed that more intelligent 

students naturally helped their peers who experienced difficulties, creating a mutually 
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supportive learning environment. This dynamic aligns with cooperative learning principles that 

emphasize the importance of social interaction in the learning process. The benefits of 

collaborative learning include development of higher-level thinking, oral communication, self-

management, and leadership skills, promotion of student-faculty interaction, increase in 

student retention, self-esteem, and responsibility. Unlike competitive individual learning, this 

method creates a collaborative atmosphere that encourages all students to develop together. 

The context of business English learning in this study provides a practical dimension that is 

very relevant to vocational students' needs. Materials covering business introductions, product 

presentations, telephone conversations, and job interviews provide skills that can be directly 

applied in the workplace. This differs from some previous studies that focused on general 

academic contexts. The relevance of materials to students' field of study proved to increase 

their motivation and involvement in the learning process, as seen from the increased 

enthusiasm in subsequent meetings. 

From a research methodology perspective, the use of a quasi-experimental design with three 

measurement stages provides a comprehensive picture of the effectiveness of the role-playing 

simulation method. The mixed-method approach that combines quantitative and qualitative 

data provides stronger validation of research findings. Questionnaire results showing student 

preferences for the role-playing simulation method support quantitative findings that show 

improvement in speaking ability. This data triangulation provides high credibility to the 

research conclusions. 

Nevertheless, this study also identifies several challenges in implementing the role-playing 

simulation method. In the initial stages, some students showed resistance and reluctance to 

participate actively, which can be related to cultural factors and previous learning experiences 

that were more teacher-centered. This phenomenon requires special strategies from facilitators 

to create a supportive environment and reduce student anxiety. The lecturer's role as a facilitator 

who guides, motivates, and observes proved to be very important in the successful 

implementation of this method. 

The practical implications of this research's findings are very relevant for curriculum 

development and learning strategies in vocational education institutions. The success of the 

role-playing simulation method in improving English speaking skills shows that more 

interactive and applicative learning approaches can provide more optimal results compared to 

conventional methods. This supports the 21st-century learning paradigm that emphasizes the 

importance of communication, collaboration, and creativity skills in preparing students to face 

workplace challenges. 

The limitations of this study lie in the relatively small sample size (30 students) and specific 

context (Agro-Industrial Engineering Study Program), which may limit the generalization of 

findings to a broader population. However, the large effect size (Cohen's d = 1.29) shows that 

these findings have high practical significance. Future research can explore the implementation 

of role-playing simulation methods in different contexts with larger sample sizes to strengthen 

the generalization of findings. 

In 2025, constructivist learning theory could be more relevant than ever as educators look to 

problem-based learning to prepare students for complex, real-world challenges. The findings 

of this study demonstrate that constructivism in education is an approach that focuses on 

allowing students to construct their own understanding of a subject by actively engaging with 

the material presented to them, emphasizing learner-centric approaches where the student takes 

ownership of their knowledge. 
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Overall, this study provides strong empirical evidence about the effectiveness of role-playing 

simulation methods in improving students' English speaking skills. These findings not only 

contribute to the development of language learning theory but also provide practical guidance 

for educators in designing more effective learning strategies. Considering the context of 

vocational students who require practical and applicative skills, the role-playing simulation 

method proves to be a promising alternative for improving the quality of English language 

learning in vocational education institutions. 

Conclusion 

This study provides compelling empirical evidence for the effectiveness of the role-playing 

simulation method in enhancing English speaking skills among students in the Agro-Industrial 

Engineering Study Program at Politeknik ATI Makassar. The significant improvement in 

average speaking test scores, from an initial 66.67 to a final 81.27, unequivocally demonstrates 

the positive impact of this interactive learning approach. Furthermore, the effect size analysis 

using Cohen's d revealed a substantial overall improvement (d=1.29), indicating that role-

playing simulations offer a highly practical and impactful intervention for language 

acquisition in vocational contexts. This finding is particularly noteworthy as it suggests that 

even without advanced technological enhancements, well-designed role-playing activities can 

yield results comparable to more technologically intensive methods. 

The success of this method can be attributed to its alignment with constructivist learning 

theories, which emphasize active engagement and the construction of knowledge through 

direct experience. By simulating real-world business communication scenarios such as 

product presentations, telephone conversations, and job interviews, students were able to 

practice and internalize language skills in a context directly relevant to their future careers. 

This practical relevance not only fostered skill development but also significantly boosted 

student motivation and confidence, transforming initially passive learners into active and 

enthusiastic participants. The collaborative environment observed, where more proficient 

students naturally supported their peers, further underscores the method's ability to create a 

supportive and effective learning ecosystem. 

Despite its demonstrated efficacy, the study acknowledges certain limitations. The relatively 

small sample size of 30 students and the specific context of an agro-industrial engineering 

program may limit the generalizability of these findings to broader populations or different 

educational settings. Additionally, initial student reluctance and shyness highlight the need 

for skilled facilitation to overcome initial barriers and cultivate a comfortable learning 

environment. Future research could address these limitations by replicating the study with 

larger and more diverse student populations, exploring the long-term retention of skills, and 

investigating the impact of various facilitator strategies on student engagement and outcomes. 

Nevertheless, this research offers valuable insights for educators seeking to implement 

innovative and effective English language teaching methodologies that cater to the practical 

needs of vocational students, ultimately enhancing their competitiveness in the global job 

market. 
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