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ABSTRACT

Name : Imro’atul Chamidah

NIM : D05206061

Title : THE USE OF ONLINE GAMES IN TEACHING ENGLISH
VOCABULARY AT SMP MUHAMMADIYAH 18 SURABAYA

The importance of learning vocabulary has obviously a big role in the mastery
of a language. That is why many teachers have used various strategy and media in the
learning process. Along with Information Technology era, the learning of vocabulary
has been massively studied through internet. However, this kind of learning is still
uncommonly conducted in the classroom because of its difficulty of internet
connection itself. But a teacher of SMP Muhammadiyah 18 Surabaya has a courage
to conduct this teaching strategy, so that the researcher feels interested in knowing
how she applies this learning strategy and what problems she faces during the
learning process. To complete the data, the researcher also takes students’ response
since the students are the doers of the learning. This is to know the effectiveness of
the learning medium. -

By using descriptive design, the data of this research which were obtained
from, documentation, observation, questionnaires, and interview, were simply
described as they are. The results showed that the teacher used online games to
review, and develop her students’ vocabulary.

Generally, the learning process was begun after the teacher and the students
were led to pray. After opening the class, she conditioned her students by having
warming up or simple dialogue between them. Before the teacher started the game,
she grouped her students and explained the rules of the game or the activities that
they were going to do. This process of gaming was monitored by the teacher. As
reinforcement, she gave certain activities to her students, such as doing dialogue and
challenging groups. Just before closing the class, she sometimes gave extra-class
work.

According theories of the effectiveness of learning media, these online games
are included into one of effective learning media since almost of all students gave
positive responses. More than fifty percent of students feel happy, active and
enthusiastic when playing these games. And they remember the words in the games.

The difficulties that come up in the teaching and learning process are
grouping students (classroom management), planning cancellation, internet
connection, classroom organization, the availability of technology, and the
acceptance of technology.
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CHAPTER1

INTRODUCTION

A. Background of study

Wikipedia estimates that four hundred millions of people (exceeding the
number of native speakers reaching three hundred and fifty millions') use
English as a second language.” Along with the globalization era, English users
must have increased year to year. The necessities of social interaction in the
globalization era make people speak with others from different parts of the world
using language they share. From the economic perspective, for example,
language will be such a bridge of communication to meet the agreement in the
international trade. The economic feature shows how important English as the
world language is. The importance of English can be notified from its use which
grows rapidly in any social aspects, from international conference to news, and
from reports to popular music lyrics. People will use this language as a tool of
communication between native and non-native speaker.

In Indonesia, English is taken as a foreign language. It is taught as a
compulsory subject from Elementary school to university. This subject needs,

therefore more strategies in teaching and practicing, as we do not use it in our

! Wikipedia, The Free Encyclopedia. List of languages by number of native speakers. (Online).

(http://en.wikipedia.org/wiki/List_of languages_by_number_of native_speakers. 5 May 2010)
Retrieved on 6 May 2010. at 7.00 pm.

2 Kenji Kitao, The Internet TESL Journal. Why Do We Teach English?. (Online), Vol. IL, No. 4,
(http://iteslj.org/Articles/Kitao-WhyTeach.html. 1996)). Retrieved on 4th December 2009, at 4.00 pm.



daily life. Smith states that both native and non-native English speakers need

more assistance in practicing English.® In doing social interraction, people will

meet various cultures and language accent and functions. That is why, to

comphrehend the communication, people should be accostumed to speaking
~ English internationally rather nationally.

To comprehend the communication, the English learners must have
sufficient vocabulary. As Lado states that everyone should enlarge their
vocabulary as many as possible to support their daily language.* As we have
talked in the first paragraph that sooner or later, English will be expanded into
any social aspects and vocabulary will be the most important element of a
language. One will not be able to show their ideas without vocabulary. Although
vocabulary cannot stand by itself in producing informative discussion

Irrelevance with the vocabulary significance, its teaching is often
conducted ineffectively. That affects students’ vocabulary. For this reason,
Vinsja states: “Teacher should create activities and task to help students in
building their vocabulary and develop their strategies to learn on their own”.’ In

short, teacher plays important roles in developing their functions as an organizer;

3 As quoted in Mohammad Reza Talenbinezhad and Mohammad Aliakbari. The Internet TESL
Joumal, Basic Assumptions in Teaching English as an International Language. (online). Vol. VII, No.
7. (http://iteslj.org/Article/Talebinezhad-EIL .html. 2001) Retrieved on 4™ December 2009, at 4.15 pm

Robert Lado. Language Teaching. New York: Tata McGraw-Hill Publishing Company, 1976).
P. 116.

5 As quoted in Naveen Kumar Mehta. The Internet TESL Journal. Vocabulary Teaching Effective
Methodology. (online), Vol. XV, No. 3, (http://iteslj.org/technique/Mehta-Vocabulary.html, 2009).
Retrieved on 4% December 2009, at 4. 26 pm.




a counselor; a motivator, an observer, a model, a resource of knowledge and
direction in the learning of English vocabulary especially.6

Learning English through games is often conducted by teacher in
teaching English vocabulary. It is because games can motivate students to learn.
Beside its amusement and attraction, it can be practiced in all skills (listening,
reading, writing and speaking) and many types of communication (written or
spoken)’ that means that the meaningful learning can still be achieved through
games without ignoring the Competency Based-Curriculum.

Recently, the use of internet grows widely opening up the new world and
information for classroom, teacher and student. Teacher can use the power of
many multimedia tools for supplementing classroom goals in different ways. The
educational tools which are commonly used include Email, Keypals, Mentpr
Project, Blogs and Podcasting.® While online games, however, are still rarely
conducted in the classroom learning in spite of individually at home.

In the first puberty, students often follow the trends. Computers are most
popular among students either because they are associated with fun and games or
because they are considered to be fashionable. Therefore, students’ motivation is

increased especially when a variety of activities which are offered, make them

® Ag. Bambang Setiadi. Teaching English as a Foreign Language. (Yogyakarta: Graha Imu,
2006; P. 18-19.
Aidan Ersoz. The Internet TESL Journal. Six Games for lhe EFL/ESL Classroom. (online). Vol.
VI. No. 6 (http://www teflgames. com/html, 2000) retrieved on 4" December 2009. at 4.50 pm.
8 Richard C. Forcier and Don E. Descy. The Computer as an Educational Tool . (New Jersey:
Pearson Education, 2008). P. 373- 374



feel more independent.

Facing the trend vof the Internet usage, the teachers cannot ignore the
developing media that can affect students’ motivation in the learning process.
Arikunto explains two factors that affect the success of learning process. They
are internal factor and external factor.” The Internal factor has close relation to
motivation. It can be affected, however by external factor (from teacher or
students’ circumstances). Both external and internal motivation can be destructed
by students’ carelessness in using the technology.

Games (online and offline) often attract parents’ and teachers’ attention,
since it takes students’ study time to play it. Fortunately, games have been
developed and designed for educational tool. Many websites provide this kind of

service, including http://www.tolearnenglish.com// which offers any ease in its

use and content.

How sophisticated is the learning medium, sometimes still bothers
students’ focus of study. Teacher needs, therefore to effectively apply the very
appropriate technique depending on the class conditions to achieve better
improvement in vocabulary learning.'® The techniques which teacher applies
should be able to accommodate students various leaming styles and the media
that she uses should be supported by the classroom condition.

Dornyei states that teacher’s skill in motivating students in learning

® Suharsimi Arikunto. Manajemen Pengajaran. (Jakarta: PT. Rineka Cipta, 1993). P. 217.
1% M. Nizzam, the Use of Flash Cards In Teaching Vocabulary to hearing impaired students.
Thesis. (Surabaya: State University of Surabaya Press, 2007), p.14.



should be seen as the centre of teaching effectiveness.'! Therefore, knowing the
students’ responses will be much needed, as the student is the subject of the
learning. From the students’ responses, teacher can know whether the method
which has been applied is appropriate or not in motivating students to learn.

In this modern era, many strategies have been conducted in the classroom
dealing with the English vocabulary mastery. Some of them are conducted by
using various media such as western animated movie'?. This research by Eka
shows that western animated movie increases students’ interest in learning
English vocabulary for its story and characterization of the movie. However,
there still has been no thesis focused on the online game.

SMP Muhammadiyah 18 Surabaya is a newly established school having
implemented Electronic Based Learning; students are hoped to achieve the
educational goal through facilities such as by introducing students with any uses
of electronic learning media. A teacher of this school has been conducting online
games in teaching vocabulary through a website. As a consideration, this Website
offers different games as it is updated monthly. As the educational tool, this way
of learning will vary students’ activities in the classroom and minimize students’
boredom in the learning process.

In the learning process using online game, students are usually very

' Dornyei Zoltan. Motivational Strategy in the Classroom. (United Kingdom: Cambridge
University, 2001). P. 116

12 Eka Nur F. Teaching Vocabulary Using Western Animated Movie. Thesis. (Surabaya:
State University of Surabaya Press, 2007).



enthusiastic to be involved in the activities. They are interested in engaging in the
different learning method, activities (learning vocabulary by doing game) and the
game itself (without considering the learning goal). This depends on how teacher
motivates students to learn. This raises researcher’s interest to know how
students take the online game as the learning medium.

The use of electronic media such as OHP, slide show with various form,
and computer assisted games, indeed, have been commonly used in the
classroom teachmg Online games, however, is firstly conducted by an English
teacher SMP Muhammadiyah 18 surabaya which has been growing and
actualizing their identity to be an Internationally Standardized School.

In conclusion, by considering the importance of vocabulary in the
learning of a language and the development of vocabulary learning media, The
researcher defines this research by the title “The Use of Online Games in
Teaching English Vocabulary at SMP Muhammadiyah 18 Surabaya. With the
assumption that it is important to know how online games are applied in the
classroom. As we may know that teaching using CALL (Computer Assisted-
Language Learning), especially through internet connection, is often taken as a

difficult strategy.



B. Statement of problem
According to Arifin’s suggestion, statement of problem will be better in

questions form than others.'® Hence, the researcher will state the problems of the
research in question form to help the researcher to focus in finding the answers
of the problems. Furthermore, the researcher states the problems below:

1. How does the teacher apply the online games in teaching vocabulary?

2. What are the students’ responses toward the learning strategy?

3. What kinds of difficulty are faced by the teacher and the students in the

learning process?

C. Objective of study
Based on the problems stated above, the objectives of this research are:

1. By describing how the teacher applies online games in teaching vocabulary,
the readers can know how the online games are conducted.

2. By describing the students’ responses toward the application of online
games in learning vocabulary the teacher or teachers can know that her or
their students take the teaching strategy that she has conducted.

3. By knowing what kind of difficulties which are faced by the teacher and the
students in the learning process. Readers can know what difficulties are
occurred in the learning process and how to anticipate or handle those

difficulties.

13 Zaenal Arifin. Metodologi Penelitian Pendidikan. (Surabaya: Lentera Cendikia, 2009). P. 31.



occurred in the learning process and how to anticipate or handle those
difficulties.
D. Significance of study
From the objectives of study, the researcher hopes that this research can
share any important information dealing with educational tool assistance
especially in the teaching of vocabulary. Teaching vocabulary seems to be easy,
however, in fact many strategies are often conducted ineffectively and boring.
By knowing the students’ responses, teacher can be highly motivated to
explore the effective and innovative media for learning vocabulary. By doing so,

Problems occurring in the learning process can be minimized.

E. Scope and limitation
This research will be restricted to the first year students of SMP
Muhammadiyah 18 Surabaya since the teaching through online game is
intensively conducted in this level. It will be focused on the learning activities of
the teacher (how she applies the online game in her teaching) and the students in
the learning process (how they responds to the teaching when they learn
vocabulary online). This research, however will not discuss the result of the

learning assessment.

F. Definition of key terms

To avoid misunderstanding, the researcher will define the key terms used



in this research.

L.

Teaching

According to The Free Online Dictionary learning, teaching is the
activities of educating or instructing which impart knowledge or skill. In this
research, teaching means the process where the teacher is transferring her
knowledge in the classroom through instructing her students to do some
activities which enrich their knowledge and skills.
Vocabulary

Vocabulary is the most important component of language power and
used as a tool to express one’s thought which has its own rules to combine.
“No language without vocabulary”.
Online Games

syaifudin defines that “Online” tools are the tools that need interntt
connection to run it."* According to Ravelglory, online games are games that
are played online via the internet.'®

Similar with those opinions, the researcher defines online games here,
as the games which are developed for the supplementing the learning or
teaching activities, in which the internet connection is needed to play the

games.

14

Faarlex, The Free Online Dictionary. The definitions of teaching. (online).

(http://www.thefreedictionary.com/teaching 2010). retrieved on 19th May 2010, at 7.34 pm

!> Mokhamad Syaifudin, Mengenal Authoring Tools, (Surabaya: LPBA, 2008), p. 1

15A. Raveglory19. Effects Of Online Games On Teenagers. (Online).
(http://www .oppapers.com/essays/Effects-Online-Games-Teenagers/81457. 2006) retrieved on 22nd
April 2010, at 7.25 pm
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4. Response
Response, according to Hornby is defined as written or spoken
answer; an action or feeling in answer to something.'” Close to Homby
opinion, the researcher defines Response as students’ written answers
in the questionnaire, and actiqns or feeling when they use of online
games in the learning of vocabulary which the researcher observed
during the learning process. Response can be positive or negative.
5. Difficulty
Difficulty which the researcher means in this research is the
states or technical conditions which can reduce the good quality of the

teaching process that the teacher has conducted.

'7 As Hornby. Oxford Advance Learner Dictionary of Current English. (Oxford: Oxford
University Press, 1974) p. 1000



CHAPTER II

REVIEW OF RELATED LITERATURE

This chapter will discuss the review of related literature which contains the
definition of vocabulary, including its importance, types, and techniques of teaching.
The review also covers games from their use and kinds to their general benefit in
teaching. Other issues under the review are the advantage as well as the disadvantage
of online gaming, and general difficulties in teaching using CALL. The previous
studies in teaching vocabulary are also under this academic scrutiny.

A. Definition of vocabulary
According to Homby, vocabulary is total number of words which make up
a language.'® Each language has its own rules to combine. It is regarded as one of
the basic tools in achieving the goals of the teaching and learning process. Hence,
it is necessary to understand its importance, types and the technique of teaching.

1. The importance of vocabulary
“Without grammar, very little can be conveyed. Without vocabulary,

nothing can be conveyed.”
Witkins® statement above is proposing the importance of vocabulary

which means that people with no knowledge of grammar and pronunciation

16 As Hornby. Oxford Advance Learner Dictionary of Current English. (Oxford: Oxford
University Press, 1974) p.1330

11
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can still convey their ideas. !’ On the contrary, people who do not have any
knowledge of vocabulary cannot convey their ideas when engaging in the
communication. By considering the importance of vocabulary, Nizzam calls

»18

vocabulary as “the heart of language”™ and Brown prefers calling it as “the

basic building blocks of language”."® |

Long and Richard define that both vocabulary and grammar are the
essential components for language use.’* However, vocabulary is needed
when a person communicates or delivers her or his ideas, and feeling.

The researcher personally, defines vocabulary as the basic part of
language which has many types which will have certain information when it is
combined with other types based on the rules of the language.

2. Types of vocabulary

In the learning of language, students must learn how to use the word

correctly. In other words, students must know the types of vocabulary.

Greenbaum gives some classifications of the words according to their function

in a sentence:?!

'7 As quoted in Scott Thornburry. How to Teach Vocabulary. (England: Longman, 2002). P. 13.

1¥ M. Nizzam. The Use Of Flash Cards In Teaching Vocabulary To Hearing Impaired Students.
Thesis. (Surabaya: State Institute of Surabaya Press, 2007) p. 8

' Douglas H. Brown. Te eaching by Principle: an Interactive Approach to Language Pedagogy
10" Edition. (New Jersey: Prentice Hall, 1994). P. 365.

% As quoted in Eka Nur F. Thesis. Teaching Vocabulary Using Western Animated Movie. Thesis.
(Surabaya: State University of Surabaya Press, 2007) p. 8

2! 1bid. P. 11



Table 2.1

Word classifications according to its function

13

Definition/function

Example

Noun

Words which are used to name

of a person, place, thing, or idea

I, he, government, school,

decision, etc.

Pronoun

Words which are wused to
exchange or place one or more

nouns

It, he, she, they, etc.

Adjective

Words which are modify a noun

or pronoun

Beautiful, beneficial,

satisfying, etc.

Verb

Words that express
action/otherwise help to make a

sentence

Think, eat, find, etc.

Adverb

Word which are used to modify
a verb, an adjective or another

verb

Accidentally, slowly,

independently, etc.

Preposition

Words which are used to show
the relation if a noun/pronoun to

some other words in a sentence

In, on, at, after, while, etc.

Conjunction

A word that joins words, phrases

or sentences

And, but, or, etc.
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Interjection

Words that are express emotion | Watch out!, look!, oh!, hurry
and has no grammatical relation | up!, etc.

to other words in a sentence

3. Techniques of teaching vocabulary

One of the keys of the effective learning is the use of teaching methods

properly. To implement the teaching method specifically, teacher should

know the techniques of the teaching. Lewis proposes five techniques of

teaching vocabulary:*

a) Demonstrations

b) Use the real thing

c) Draw/Sketch

d) Use the blackboard to show scales or grams

e)

Synonyms and antonyms

While Mehta in Vocabulary Teaching: Effective Methodology

proposes some key strategies to unfold the information and meaning of a new

word to a class:®

a)
b)

Definitions

Self-defining context

22 Michael Lewis and Jimmie Hill Practical Techniques for Language Teaching. (London:
Language Teaching Publication, 1992) p. 102
BNaveen Kumar Mehta. The Internet TESL Joumal. Vocabulary Teaching Effective

Methodology. (online), Vol. XV, No. 3, (http://iteslj org/technique/Mehta-Vocabulary.html, 2009).
Retrieved on 4™ December 2009, at 4.26 pm.
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c)  Antonyms

d)  Synonyms

e)  Dramatization

f)  Realia

g)  Pictures and drawings

h)  Series, scales, systems

1) Parts of words

j)) Illustrative sentences

k)  Practice from meaning to expression

1) Reading the word

m)  Writing the word

n)  Shift of attention

0) Game

Game, literally, conveys an activity competitively played by involving

physical efforts based on its rules. In education, game has much advantage
when it is well applied and adjusted to the material. Moreover, game has

different kinds according to its application.

. Kinds of game
The internet services provide many ease in educational development,

the use of its services widely increases the literate society. Many authoring
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tools for educational purposes have been developed, including games, some of
them are served offline and online.
Some of the offline tools are:**

a)  Vocabulary worksheet factory

b)  Green eclipse puzzle maker [ 73 u T

) Quandary

d)  Hot potatoes
Some of the online tools are:?

a)  Web poster wizard. http://wizard4teachers.org/

b) Quizmaker. http://attottron.com/pub/quizmake.htm

c¢)  Puzzle generator. http://www.edict.com.hk/xword/generator/

d)  Text to speech. http://www.edict.com.hk/texttospeech/ttswizard.htm

e)  http://www.tolearnenglish.com//

Through those authoring tools teacher can conduct attractive learning
and easily adjust the material through the game. Although the online
authoring tools do not always adjustable (teacher can use the same learning

medium by using various materials).

i‘; Mokhamad Syaifudin, Mengenal Authoring Tools, (Surabaya: LPBA, 2008), p. 2-3.
Ibid, p. 3-4
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C. Using Online Games in teaching vocabulary

Learning vocabulary often raises boredom in its teaching strategies.

Today, games are often applied in the language classroom, but the use is often

considered ineffective for it has different goal orientation. Hence, there are

some ways of how to choose the game:

L

2.

The game must be more than just fun

The game should involve 7“friendly” competition

The game should keep all of the students involved and interested

The game should focus on the use of language rather than on the
language itself

The game should give students a chance to learn, practice or review
specific language material

To choose what kind of tool that we use, we must consider some

criteria of the effectiveness. Forcier and Desey promote some guideline for

the effectiveness:?®

1.

2.

The software must stimulate a high degree of interest in the learner.
Software must contribute to developmental learning and, thereby,
increase the permanents of that learning.

Software must be based in concrete experience to enhance

understanding,

% Richard C. Forcier and Don E. Descy. The Computer as an Educational Tool . (New Jersey:
Pearson Education, 2008). P. 32.
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4.  Software must make optimum use of the visual and, where appropriate,

the aural sensory channels to strengthen the reality of the experience.

D. The general benefits of game in teaching
Lengeling in her research paper Using Games in the Classroom
proposes the general benefits of game from different aspects, affective,
cognitive, adaptability and co-operative group dynamics.”’

The affective aspect shows that game encourages students to be more
creatively, spontaneously and communicatively engaged in the learning process
for they are motivated through fun activities.

For the cognitive aspect, students can reinforce their vocabulary after
reviewing and extending it by focusing on the grammar communicatively.

The class dynamics will arise when students become the center of the
learning. To build class cohesion, teacher only acts as the facilitator to foster
whole class participation and promote healthy competition.

In learning activities, a game has good adaptability. It can be adjusted
for age, level, and interests. Beside that, it utilizes all four skills in English with
minimum preparation after development.

Similar opinions come from Kim.”® He agrees with Mei’s opinion by

saying that game motivates and challenges students to practice the four skills by

¥ M. Martha Lengeling and carey Malarcher. Index Cards: Natural Resourse for Teacher.
“Forum”. Vol. 35, no. 4, October-December.  (Online). (http://www teflgames.com/why.html 1997)
P. 42. Retrieved on 4th December 2009, at 9.05 pm.




19

interacting and communicating. It is such a welcome break from their usual
routine of the language class that can create a meaningful context for language

use.

E. The disadvantages and advantages of Online Gaming
Although online game has been developed for language learning, there
are still some worries related to the use of online game for the students. Here
are some bad impacts of the use online game:?

1. Students may spend much time in gaming than doing other activities such
as doing homework, reading, sports, and interacting with the family and
friends. This makes students socially isolated.

2. In gaming activities students are only focused on the goal of winning the
game. Hence, gaming often does not exercise student’s imaginative
thinking. While using imagination may be important in developing
creativity.

3. Students may absorb the wrong values of the games. They may confuse

reality and fantasy.

2 Lee Su Kim. Creative Games for Language Class. (Online). Vol. 33, no. 1
(http://www.teflgames.com/why.html 1995). retrieved on 4th December 2009, at 8.05 pm.

® The Good and Bad Effects of Video Games. (online). (http://www.raisesmartkid.com/raise-
smart-preschool-kid-articles/the-good-and-bad-effects-of-video.html) Retrieved on 21* March 2010, at
7.45 am,
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4. When a student spends much time in gaming than studying, he/she may be
passively involved in their class. That may also affect their achievement in
the class.

5. Games may also have bad effects not only on children’s health, including
obesity, video-induced seizures, but also postural, muscular and skeletal

disorders, such as tendonitis, nerve compression, carpal tunnel syndrome.

However those worries can still be ovércome when students have an
understanding of a number of benefits of online gaming. The advantages are:*°

1. Winning the game will give students satisfaction. As a result, they may
have reward.

2. Online gaming may be good for student’s growth and development. Since
this brings students/children to the online friendships where they may learn
each other, even cultures.

3. On the way to the game, students unconsciously exercising their ability of
technology which will be very beneficial for the success of their
educational career or professional career.

4. In doing the game, students will be trained to do some tasks at the same

time in effective manners.

% Benefits of Online Games for Kids. (online). (http:/www.more4kids.info/673/online-games-for-
kids/ 2009) Retrieved on 21% March 2010, at 8.00 am.
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F. General difficulties in teaching using Computer-Assisted Language
Learning
Technology has the potential to dramatically improve the performance
of teachers and students, and enrich the learning environment. However, to
produce the outcomes, technology must be used to support the best practice for
teaching and learning. Teaching using CALL still needs a great effort in
choosing the media, materials, and activities. These‘ must have relation each
other.
Conducting CALL in the classroom sometimes run badly, in this case,
Lee classifies some barriers inhibiting the practice of Computer-assisted
Language Learning:*'
1. Financial barriers which deals with the maintenance of the computer
2. Auvailability of computer hardware and software. There are few educators
skilled in designing it because software development is costly and time-
consuming.
3. Technical and theoretical knowledge.
4.  Acceptance of technology
Another difficulty in conducting CALL especially using internet connection is
the availability of the internet connection which often break the plans that

teacher have made.

31 Kuang-Wu Lee. The Internet TESL Journal. English Teachers' Barriers to the Use of Computer-
assisted Language Learning(Online), Vol. VI, No. 12, (http://iteslj.org/Articles/Lee-
CAL Lbarriers.html. 2000) retrieved on 22nd December 2009, at 6.35 pm.
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G. Different learning styles
The success of teaching is affected by teachers’ ability in knowing what
kinds of learner their students are. By observing students’ behaviors some
researchers tried to describe their styles.
According to Willing, there are four kinds of learner styles:*2
1. Convergers
Convergers tend to learn individually/independently than
learning in group. They are more cool and pragmétic because they are
able to impose their own structures on learning.
2. Conformists
Being active in non-communicative classroom has become the
character of confoqnists. They are more concerned with the learning
of the language rather than using it.
3. Concrete learners
The concrete learners are almost similar with conformist
though in fact, they tend to use language as communication. They
enjoy the social aspect of learning through direct experience. They will
much enjoy games and group work.

4, Communicative learners

*2As quoted in Jeremy Harmer. The Practice of English Language Teaching. Third edition.
(England: Longman, 2003) p. 43



23

Communicative learners will show a high confidence in having
social interaction with other speakers of the language. They will
completely happy to do their work without guidance from their
teacher.

VARK? and Reid have same terms in classifying the most common

and widely-used categorizations of the learner styles are:**

L.

2.

Visual learners: they prefer learning through seeing using visual aid

Auditory learners: they best learn through hearing

Reading/witing-preference learners: reading learners will learn much

from reading. The writing preference learners will be much learn through

writing

Kinesthetic learners or tactile learners:‘ they will best learn through
involving their physics (experiencing by touching, moving and doing)

The categorization of Willing and VARK has almost different

background of categorizing. VARK categorization is made based on student’s

way of learning something through their senses. While Willing prefers

categorizing it based on their learning behaviors. Those two different

categorizations, however, will show much teacher about his or her learner

styles.

33 More styles of learning. http://www leopard-learning com/stylesoflearning html (2010),
retrieved on 25th June 2010 at 7.00 pm.

3 Joy M. Reid. Learning Styles in The ESL/EFL Classroom. (Boston: Thomson, 1995). P. 35
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H. Previous studies in teaching vocabulary
Many strategies have been applied in schools and become the subject
of research. Vocabulary is an interesting topic to discuss especially when it
discusses teaching and learning process with certain media and strategy used
in schools. Many researches deal with the topic to know the effectiveness and
the implementation of a teaching methodology through varied designs.
In 2010, some researches such as “Using Puzzles to Improve the
Seventh Year Student’s Vocabulary at MTs. Nurul Islam Surabaya”
(experimental research)®® and “Using Total Physical Response (TPR) Method
on Teaching Vocabulary at MTs. Syarifudin Wonorejo Lumajang”
(experimental research)*®are concerned with the topic. these two researches
state that through varied design of teaching students are highly motivated in
the learning process and can memorize more vocabulary than using usual
teaching strategies. A thesis entitled “Using Western Animated Movie in
Teaching Vocabulary” by Eka, (with the same design) finds that the learning
medium can motivate students because of its characterization and the story of

the movie.*” While another research which is done with descriptive design is,

“Techniques of Teaching English Vocabulary at SLTP Negeri 39 Surabaya”

3 Siti Nur Faiza. Thesis, Using Puzzies to Improve the Seventh Year Student’s Vocabulary at MTS.
Nurul Islam Surabaya. Thesis. (Surabaya: IAIN Sunan Ampel Press, 2010). P. 50

36 Ida Lailatul Hamdah. Thesis, Using Total Physical Response (TPR) Method on Teaching
Vocabulary at MTs. Syarifudin Wonorejo Lumajang Thesis. (Surabaya: IAIN Sunan Ampel Press,
2010). P. 50.

3; F, Eka Nur., Teaching Vocabulary Using Western Animated Movie. Thesis. (Surabaya: State
University of Surabaya Press. 2007)
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by Wahyuningsih with study focus on the techniques used by the teacher in
teaching vocabulary.®®

Researching in teaching strategies using certain media will raise
various results based on the students’ condition in every school. That is why
the researches with any design will enrich the teaching variation and give a
crucial contribution to the education when the researches deal with a new
topic or revise the old research methods. Those researches will give teachers a
new knowledge improved teaching process. Unfortunately, we are lack of
researches which discuss CALL especially in tools for teaching vocabulary.
Whereas, many online and offline tools have been created for the vocabulary
mastery. As the effect, the tools that have been designed cannot be used
maximally because of lacking of the information.

Some modern schools may have applied some new methods in their
teaching, including the use of computer-assisted in teaching English. But there
still remains a gap between classroom teaching and technology. Although
internet technology has been developing in education world only few of
teachers use it in language classroom teaching. To fill this gap, this research
will introduce the readers a new reading about online games since it is the first
research which discusses this issue. After reading this research teachers may

be motivated to conduct internet-assisted learning, especially using online

%% Novi Wahyunongsih. Techniques of Teaching English Vocabulary at SLTP Negeri 39
Surabaya. Thesis. (Surabaya: State University of Surabaya Press. 2005). P. 20
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games, in their class and be able to overcome the problems which may occur

in the learning process.



CHAPTER III

RESEARCH METHODOLOGY

A. Research design
To answer the questions of how and what which have been stated in the
statements of problem, the researcher uses Descriptive design. This design is
- used to obtain the information about existing/factual condition without giving
any special treatments to the subject of the study.”’
According to the characteristics, descriptive design should follow some
steps. They are: *
1. Stating the problems. Stating some questions as the research problem has
already been done by the researcher in the first chapter.
2. Determining what kinds of information needed.
3. Setting the data collection techniques
4. Establishing the data analyzing technique
5. Taking conclusion of the research

These steps will be discussed in the next sub-chapters.

3% Arief Furchan. Pengantar Penelitian Dalam Pendidikan. ( Yogyakarta: Pustaka Pelajar Offset,
20073) p.447
S Direktorat Tenaga Kependidikan, Direktorat Jenderal Peningkatan Mutu Pendidik Dan Tenaga
Kependidikan. Pendekatan, Jenis Dan Metode Penelitian (Jakarta: Departemen Kependidikan
Nasional. 2008) p. 41.
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Subject of study
The subject of this research was the first year students because this was

the only class which had this kind of activity (using online games in learning

vocabulary).

Data of study

According to the statement of problem, tﬁis research needed qualitative
and quantitative data. The qualitative data/information of this study was taken
from the documentation, observation, interview and questionnaire. Then the
quantitative data was taken from the percentages of students’ answers in the
questionnaire.

Those instruments which have been stated above has obtained the data as
being stated below:
1. The application of online games in the teaching of vocabulary
2. The frequency of online gaming in the teaching of vocabulary
3. The students’ responses to the use of online games in the learning of

vocabulary

4. The difficulties which occured in the process of teaching and learning

5. The reason of the application of online games in the learning of vocabulary
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D. Research instruments
To get the data as stated above, the researcher had arranged the
instrmﬁents properly. The research instruments had been designed by considering
the characteristics of research variables.>’ Therefore, the researcher used the
instruments below:
1. Documentation
As the instrument of documentation, the researcher has used teacher’s
lesson plan to have a clear description of the learning process. Pictures
documentation of games and learning process had been done to complete the
data from teacher’s lesson plan.
2. Observation
In the observation, the researcher observed the class during the
teaching and learning process. The aspects that were seriously taken in the
observation were:
a) Teacher’s activities during the teaching process.
b) Students’ activities during the learning process.
The researcher has used checklist (see Appendix 1), when observing
the learning process. For instance, the researcher took note dealing with the

difficulties that occurred in the teaching and learning process.  Here, the

%7 Ine Amirman Yousda and Zainal Arifin. Peneitian dan Statistika Pendidikan. (Jakarta: Bumi
Aksara, 1993) p. 45.
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researcher acted as the non-participant observer and did the observation
systematically.*

The data of this instrument made sure the researcher to the result of the
documentation, questionnaire, and interview that it could complete all
information for the three statements of study as stated in the first chapter.

3. Interview

In the interview, the researcher as the interviewer has had a dialogue
with the informant (teacher).”* Arikunto differentiates interview according to
its implementation into three: unguided interview, guided interview, free
guided interview."!

The researcher used free-guided interview. The use of this instrument
was to make the data clearer, because the questions that had been li_sted may
develop after doing observation in the class. We can see the guideline
interview in the Appendix 2. The interview with the teacher was done to
obtain the data which answer the third problem. The data was about:

a) The methods which have been applied in teaching vocabulary.
b) The application of online games in teaching vocabulary.
c) Teacher’s reason of using online games in teaching vocabulary.

d) Teaching difficulties using online games.

38 M. Iqbal Hasan, Metodologi Penelitian dan Apikasinya, (Bogor: Ghalia Indonesia, 2002), p. 87.
% Suharsimi Arikunto, Prosedur Penelitian (Jakarta: PT. Asdi Mahasatya, 2006), p.157.

“ Ibid, p. 155.

! Ibid, p. 156
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These questions of the interview may be added according to the kind
of instruments which the researcher uses.
4. Questionnaire
The questionnaire was used to answer the second problems, which
~contained the students’ responses and their reasons to some items of the
questionnaire toward the teaching strategy conducted by their teacher. This
questionnaire data were divided into two. The qualitative data was the reasons
of students’ responses and quantitative data was the percentages of students’
answers for each question which has been sum using the formula below.

Number of each types

x 100%
Total number of students ‘

The researcher used questionnaire to get the data dealing with the
personal information. Arikunto divides questionnaire into several types. One
of them is questionnaire according to its form. This type is divided into four,

t*2. The researcher used Checklist to avoid confusion of the

including Checklis
informant in answering the questionnaire.

In designing the questionnaire, the researcher determined what kind of
information needed for this research. But, there were some questions that need

specific answers, especially in dealing with the students’ difficulties.

Therefore, there was a column given for the informants’ answer. We can call

“ Ibid, p. 152.
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this questionnaire “Semi opened questionnaire™*

.This is only given to the
students, so the questionnaire was only about the students’ responses and
difficulties toward the process of material giving (see Appendix 3).

E. Data collection Techniques

_To make the process of observation become easier, the researcher
formulated the observation steps systematically as below:
1. Documentation
Documentation in this research was done to obtain the qualitative data
about the description of online games application and its forms
Documenting teacher’s lesson plan was done every time before the
teaching process using online game was begun. While the documentation of
students’ photos was done at the same time the researcher did observation, the '
documentation of game’s picture was taken at the different time she did
observation while pictures of games were documented in different time the
researcher did observation.
2. Observation
After documenting teacher’s lesson plan, doing the observation was
done every time the learning process using online game was conducted to give

the researcher general description of the class. What had been observed were

about students’ response during the learning process, the application of online

M. Igbal Hasan, Metodologi Penelitian dan Apikasinya, (Bogor: Ghalia Indonesia, 2002), p.
85.
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game, difficulties that the teacher and the students got during the learning
process.

This was done four times since the researcher thought that the data
have sufficed the necessity. The researcher observed the difficulties that occur
and takes notes about the teacher’s and the students’ activities during the
teaching and learning process using the check-list form that had been designed
. Students-Based Questionnaire

The questionnaire was given based on the number of students in class
VII (24 students). This was because the researcher thought that any important
and different responses may rise from any students. By giving questionnaire
the researcher hoped could gain the data that describe the student’s feeling to
activities or the use of online games in the learning of vocabulary

After getting the questionnaires back, the researcher totaled the
percentage of the answers using certain formula.

. Interview

The interview with the teacher was the next step done by the
researcher after giving the questidnnaires to the students. This instrument was
taken in order to get adequate information about the frequency, reason,
difficulties of online games application, which could not completely be
obtained from the documentation, observation and questionnaire. As the
characteristic of the free-guided interview, the questions may develop after

doing the observation.
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F. Data analysis

The researcher has analyzed the data of this descriptive research by
classifying them into two parts, the quantitative data and the qualitative data.**
The qualitative data were the results of observation, interview and the
information obtained through the questionnaire. While the quantitative data were
about the percentage of the respondents® answers of the questionnaire that have
been sum using certain formula which has been stated in the data collection
techniques. After summing the quantitative data, the researcher analyzed the
qualitative data gained through the interview, questionnaire, observation and
documentation. Those data were described based on the phenomena existed after
the researcher modify the qualitative data with the quantitative data, which had

been sum.

* Suharsimi Arikunto, Prosedur Penelitian (Jakarta: PT. Asdi Mahasatya, 2006), p. 239.



CHAPTER IV

RESEARCH FINDINGS AND DISCUSSION

Before discussing the findings of the research, it would be better to know
about the general description of the research subject.
A. General description of SMP Muhammadiyah 18 Surabaya

Established in 2008, SMP Muhammadiyah 18 Surabaya was inspired
by the existence of SD Muhammadiyah 16 Surabaya (Creative School) for the
different educational concept (non conservative) which is designed so
creatively and enjoyably that the students can absorb the knowledge, freely
explore and express their talents.

By assuming that school is functioned as the place to transfer
knowledge and the process of giving understanding to something, the teaching
strategy should be designed with fun learning. That is by implementing non
conservative learning model where students are no longer the listener, but the
doer, such as giving activities that foster students to be engaged with
technology and projects which build their creativity (writing through blog,
making mini shows).

The implementation of non conservative learning model is also back
grounded by varied learning styles of student. Every student has their own
way of learning and unique acts as well. Those all have been experienced

through six years studying in the elementary school. Students have already

35
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recorded their basic learning model. This experience, therefore, need a
continuity to develop the basic grand design that have been recorded to the
next step where students can balance their ability of left and right brain. That
means the balance of academic, emotional, and spiritual. In which, that is all
can be achieved by leaving the traditional learning model (tutorial model).
This basic educational background should be continuously given to the
children by stepping to the next stone because students have already recorded
psychologically the previous atmosphere to send the children to the
individually success, with some visions and missions below:
- Enriching students’ knowledge and tightening their religiosity with
Information Technology and entrepreneurship-based learning.
- Providing fun learning
- Finding students’ talent and early tendency for the future
- Giving and building students’ entrepreneurship
- Developing the ability of observing, analyzing, reasoning, problem
solving and presenting
- Preparing students to be much ready in facing the future and competing
with high creativity
- Preparing students with added value in competing.
To carry out these visions and missions of the school, many programs
have been designed to enrich the students’ knowledge by having self value of

competing in their future. Besides providing the learning with Information



37

Technology and entrepreneurship that build and develop the students’
creativity, reasoning, analyzing and problem solving, this school also supports
the curriculum with some activities including out door classes (visual study,
mini workshops with guest teacher/lecturer, out bond etc.). Some specific
additional subjects to the students to complete its slogan “E-School” (E-
learning, [Entreprencurship, Edutainment, Etrangee-linguistique, and
Engineering design) are also conducted by the school including Motivation,
Creative Thinking and Entrepreneurship to lead the students to become more
creative by having motivations and dreams to be independent by placing their
selves as the subject of the learning.

As a so called creative school, the need of information to be creative is
completely realized. That is why, the existence of information technology
takes an importance part. The students can access and update the development

of information.

B. Research findings
1. The implementation of online game in the teaching of vocabulary
Field note:
In SMP Muhammadiyah 18 Surabaya, there is an extension class
for English, called English Moming Class. This extension class is
conducted from Monday to Friday (except Wednesday), while the regular

class is once in a week on Friday. As an additional class, the teaching of
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English Morning is designed in a less formal way. The teacher, Hafidatur
Romlah, uses online game to introduce and review her students’
vocabulary. This kind of learning seems unusual to be applied for other
teachers. That is why the researcher intends to observe how the teacher
uses online game and what difficulties she faces during the teaching
process.

To gain complete information of the result of the research, it is
important to know the general description of the class. The learning model
which has been applied does not force students to learn in traditional
manners (students must pay attention to their teacher). That is why the
various learner styles sometimes inhibit the process of teaching. Students
with different styles produce different and unique acts in the class. The
concrete learners will prefer studying with direct experience. The
convergers will be much engaged with individual leamning. The
conformists prefer to be engaged in non-communicative classroom. Unlike
the communicative learners, they are happier to operate or do the activities
without the guidance from their teacher. The fact shows that almost all of
the students in year seven are kinaesthetic learners (kinaesthetic learners
are physically more engaged with activities). This is not a taboo thing
when students are moving around the class while the teacher is giving

materials.
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Year seven’s room has a medium size. The class condition consists
of different types of chair. Students who sit in the left and right side have
big desks to share with their table mate. Each table is equipped with an
electrical outlet. While students who sit in the middle position, get their
seat combined with a single table.

In the learning of English vocabulary, the teacher had applied some
strategies, such as using pictures, memorizing, pracﬁce to make sentence
and games. For the game, the teacher of this school uses
http://www.tolearnenglish.com// as the site for online game. To Learn
English is a free site for English learners. In this site, students can find
free English vocabulary sheets, English grammar sheets, English exercises
and English forum as well. Thousands of English penpals and printable
versions are provided. The teachers cannot always adjust the materials to
the program but choose the best program offered in this website which
matches with the materials. This website is updated monthly. Therefore
some programs may be excluded from the page and replaced by other
programs. In this case, the teacher and students are helped much. In
teaching preparation, the teacher can get further references for supporting
her materials. Meanwhile, students will not be bored of the games offered
because many helpful and new contents are offered in this site.

To have online games, students/teachers must have already

installed Adobe Flash Player in their computers before playing the game.
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The installation process is done automatically when students download the
game. The process of installing does not take long time. This depends on
the speed of access connection which affects much the length of installing
process. SMP Muhammadiyah 18, fortunately, provides Wi-Fi for the
internet access connection.

The students’ tendency of accessing information through internet
technology initiated the teacher to conduct online gaming in her class.
This activity was taken as an interesting thing since she saw her students
were almost kinesthetic learners. This was purposed to make the process
of material giving especially vocabulary become more interesting and
easily caught.*®

Applying online game in the learning of vocabulary was rarely
conducted. It can be said only 4-5 times though English moming almost
done every morning. One of the reasons was before applying certain game
in her class, she had to make sure that the game was suitable with the
material she would give. Other reasons were because of the difficulties
and barriers during the learning process.

At the first meeting, teacher reviewed the material that she had
taught before. The material was about describing animals. After starting

the class by praying together, the teacher conditioned her students by

% The interview on day/date: 16" of June 2010, at 11.00 amwith English teacher of SMP
Muhammadiyah 18 Surabaya, Hafidatur Romlah S.Psi. At SMP Muhammadiyah 18 Surabaya.
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making a little exercise for the students (standing and moving their hands
up and down). Then she checked the students who brought notebook and
divide them based on the number of the notebook (it needs 10 minutes to
group them). What follows is that she instructed her students to open the
website.

The internet network was in a good condition that students easily
accessed the website page. After explaining the rules of the games, teacher
asked the students to play the game and she subsequently monitored the
process of gaming. The game’s form was matching the picture of animal
with some answers given on the screen with the time determined. On the
process of gaming two computers of the students were error for awhile,
that it needed to be restarted. The process of gaming was still rﬁnning until
the time determined was over (15”).

Teacher announced that the time for gaming was over but she
could not decide which group was the winner because some of them were
error with their notebook. But the researcher found no expression that
showed disappointment. Teacher asked the group of the weakest score to
describe the picture they got. Almost all of them could pronounce the
words well. But on the process of describing they did some mistakes on
the agreements of the words. Knowing this, the teacher reviewed the
previous material to remind students the rules of the sentences. After

making sure that her students understood the material, she provided some
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questions for her students having dialogues with their table mate. After
observing her students having dialogues, the teacher closed the class by
salaam. The class was ended 15 minutes longer than what had been
scheduled.

At the second meeting, the researcher found an underestimated
thing; the teacher had to change her planning to use online game. At the
beginning, the teacher opened the class after praying together. She
announced that the students would have online game. They seemed very
enthusiastic, but the trouble happened when they tried to open the website
page. It took a long time until 30 minutes, the internet connection could
not be accessed by all group. Then teacher decided to cancel the game and
continued the lesson without using the game. The disappointed expression
of the students appeared by the sounds “yacht!”. The situation became
uncontrolled. But teacher tried to fix the situation by continuing the
lesson.

The teacher continued her lesson about the use of this, these, that,
those. She explained the material by giving some examples. Afterward,
the students were asked to differentiate the use of the word and make an
example of this, these, that, those compounded by the things in the class.
Before closing the class, the teacher gave her students extra-class work to

make the examples of the material.
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In meeting three, getting attention of the students became the first
thing I met in the class. This might because the situation where the
students were accustomed to going around the room during the lesson.
Other than this situation was calmed down after the students were led to
pray together. Soon after finishing praying, the teacher opened the class
and announced that they would have online game. The students were
attracted and paid aﬁention to the teacher.

As usual, the teacher divided the groups before starting the game
(four groups) based on the number of the students who brought notebook.
This process run little longer since a student does not want to gather with
her group. It followed that the teacher instructed her students to open the
website page to have the game. The first difficulty occurred when the
students started to open the website page. It took +15 minutes to download
since the internet network ran slowly.

After being able to download the page, the teacher explained the
rules of the game. At that time, the game was about the synonym of the
words and the game would be won by the group who finish quickly and
correctly. During playing the game, the students cooperated with their
group to finish the game. It seemed that the game was a little bit difficult.
It could be seen when they often asked the meaning of the words to the
teacher. Having finished doing the game (twenty minutes), the students

memorized the words from the game by questioning each other.



The fourth meeting was the last meeting of the observation since
the researcher felt the data of the observation had sufficed the need of the
research. At that time the teacher gave the material in competition form.
Chronologically, after she and her students finished doing the routine
activity (praying, and opening the class by salaam), teacher asked what
students did yesterday to stimulate their memory about simple past that
dealt with the activity they were going to do. Then the teacher reminded
the students the formula of simple past. After reviewing the material for
while, teacher instructed the students who brought notebook to open the
page then gave chance students to gather with the group they wanted
(group is the number of students who brought notebook) by counting one
to five. While waiting downloading the page, she explained the rules of
the game and the activities that the students would do. To convince that
they understood the rules, she gave some question to them dealing with
the rules.

Though the loading process did not run smoothly, the internet
network still could be reached and completed in + 16 minutes. At the last
observation, the teacher gave a Word Search game; the students should
find the provided word in the field of letters. The words that they found
should be written on a piece of paper. The game was done in +10 minutes.
The spirit of competition raises crowded situation that made the process of

challenging longer. More over, some of them were still confused with the



45

rules of the activities. On the process of answering the challenge, some
students got difficulty in changing the infinitive vocabulary into past tense
form that she needed to help them. This process need long time to do. As
the impact, the learning process was 30 minutes longer than what had
been scheduled. As the extra-class work, the students were asked to.
classify the words that their group got according to word class and made

some examples of simple past from those words.

2. Students’ responses to the use of online games in the learning of

vocabulary
Since the online games were infrequently played at the school, the

students’ responses showed results below:

Table 4.1
Student’s responses percentages of the questionnaire
Answers
No. Questions Yes No
1. | Love to learn English 87,5% 8%
2. | Become focus when leaminé in the class 54% 41,6%
3. | Feel happy when playing online games 62,5% 37%
4. | Become active when learning with online game 58% 41%
5. | Become enthusiastic when the game is played 91% 4%
6. | The game makes me become challenged 58% 41%
7. | Cooperate with my friends when playing the game 79% 21%
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8. | Remember the words in the game 75% 25%
9. | Get difficulties when playing the game 37,5% | 62,5%
10. | Can play online game by myself 50% 45%
11. | Often play online game (vocabulary) at home 12,5% 75%
Table 4.2
Student’s responses to the use of online games
. Reason
No. Questions Yes No
It’s easier to remember It does not make
when learning by improvement
playing. It’s not
It’s fun, easy and challenging
enjoyable The internet
3 Feel happy when Ilove it connections runs
) playing online games There is grade for each slowly
group s I’m afraid
It’s challenging because I never
I cannot play itin - and cannot play it
other school I do not really
love playing it
I get a new experience I do not like
When my friends I’m more focus
invite me with my lesson
Become active when I can play it Ido not int.end to
learnine with online It needs extra energy learn w1§h it
4. & to pl I’m afraid loosin;
play a g
game I have been the materials
accustomed to playing I cannot play it
it The notebooks are
I feel more challenged limited
Because it’s a game
Become enthusiastic er battle our speed I’m still sleepx
. I like competing Because there is
5. when the game is To brighten the no present
layed g game 0 prese
P Want to be the winner

Challenged
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- To finish the game - Because
quickly sometimes I'm
- To make it easier confused
- If my opposition is - This is not
. greater challenging
ﬁ'(i: ooperate with my - It’s needed in my - Afraid
ends when playing group i
the game - To tighten our
compactness
- It’s enjoyable
- To win the game
- To make it cheerful
- Have the same goal
- Cannot answer the - Toften play it
Get difficulties when difficult questions - It’s easy to play
playing the game - I’'m confused - Inever play it
- I cannot play it - Ilikeit

As the researcher has stated before that these answers were

obtained under the condition of online games were rarely applied in the

class. There was a possibility for students to give different statements if

condition were they often played online games at the class. In addition, in

describing students’ reasons, the researcher only provides the representing

answers of students® answers since the responses may overlap and have

similarities from a student to other.

From the questionnaires result shows that almost all of the students

give positive responses. Meanwhile, the negative responses were because

some difficulties that they experienced such as the weak internet

connection, availability of notebook which was limited and confusion

with the difficult job they had to do.
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3. The difficulties in the teaching and learning process

In applying the strategy, the teacher admitted (and also proven by
the observation results) that some barriers which occurred in the learning
process were the difficulty in classroom management, and the internet
connection.

The whole meeting of the research required the fairly long process
of grouping where students sometimes topk a long time (some of students
sometimes did not want to gather with the group that had been determined
by the teacher). At almost the same time the students were gathering with
their groups, they accessed the website page. This affected the time of
starting the game that it became longer than what has been planned.
Moreover, the different types of the students’ seat seem made the process
of grouping and gaming a little hard to do. The restricted moving spaces
did not make students maximally involved in the game (see the field note).

The learning strategy using online games which should be well
prepared in its application made this strategy rarely conducted. The
teacher stated that this teaching strategy needed extra efforts when
applying it because any possibilities might go off especially that dealt with
internet connection. The change of speed quality which happened unsurely
made the teacher often change her planning of using this learning strategy,
either the change of learning strategy and medium (based on the

observation, the teacher used the printed version of the game), or class
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setting (moving to the other location /outdoor class near with the
modem)*’. This problem happened in the second meeting of the
researcher’s observation.

On the other hands, students’ difficulties came from the learning
activities, internet connection, availability and the maintenance of the
computer or notebook.

Online gaming is one of activities whi;:h need a long duration to
play. Based on the observation, students were confused with the long
instruction that their teacher gave. In meeting four, the teacher explained
what the activities and the rules of the activities that they were going to
do. Meanwhile, another confusion came from the difficult job/instructions
in the game. As we see in field note of meeting three that the students
were often asked their teacher since the questions of the game were
difficult enough for students at their age.

Maintaining the computer requires a special ability which needs to
be learnt specifically. Not all people can do that although they are
accustomed to running the computer or notebook in their everyday life,
just few of them can find and fix the problem of their computer. However,
for the non-experts actions such as restarting the computer can still be

done to fix the little errors of the computer. This kind of problems was

“7 Tbid.
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found by the researcher in the first meeting. The error happened to the two
notebooks of the students when they were on gaming process. As the
consequence, when the game was over, teacher could not decide which
group was the winner. Whereas, this moment should be waited by the

students after they were gaming,

C. Discussion

The use of online games in teaching vocabulary, indeed, should be
well prepared. The threatening of planning cancellation sometimes leads a
teacher in doubt to apply it in their teaching process. However, this cannot be
taken as a right thing when taking this learning medium to be ineffective.

Online games should be a good consideration since it is still included
into one of the effective learning media. As the guideline that Forcier and
Descey mentioned'®, the application of online games in this SMP
Muhammadiyah 18 Surabaya is still included into an effective medium since
it stimulates high degree of students’ interest. More than 50% of them feel
happy, active and enthusiastic when playing the game. During playing these
kinds of game, the students involve their psychomotor that they can have real
experience through playing the games. In addition, by introducing online

games, the teacher reviewed her students’ vocabulary, developed some

%8 Richard C. Forcier and Don E. Descey. The Computer as an Educational Tool . (New Jersey:
Pearson Education, 2008). P. 32.
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materials and encouraged the students to learn independently because they can
do it individually.

The learning of vocabulary which can be easily developed through the
four skills needed in English (reading, writing, listening and speaking) makes
this learning permanently absorbed. For the learning of grammar, students
can develop their vocabularies by extent it into sentences. The percentage
shows that 75% of students remember the words which appear in the games
(since this activity is reviewing, introducing and developing the words to the
students). That is why this medium has enough criteria to be taken as one of
good media in learning vocabulary. Likewise, the maximal use of visual
would much stimulate the students’ aural sensory.

The service of internet technology which is fully provided to the
students enables the teacher to easily give instructions to her students since
they are accustomed to running it. However, though they are familiar with
information technology, not all of them can play the online games. The
questions in no. 3, 4, 7, 9 (see Table 4.2) showed that some students were not
enthusiastic, challenged, focus and cannot play the online games because they
never and afraid to play it. Let’s imagine if this learning medium were applied
in the classes which the students did not have enough experience in doing it.
The learning may become ineffective. They may be inactive, unenthusiastic

less challenged, hinder, unfocused because they have difficulties in running it.
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Knowing that case, it is very important to know how far our students
accept the information technology. By knowing this, teacher can plan the
proper (simple and short*®) teaching techniques for introducing the games that
students can focus on the language and meaning itself rather than on the
activities during the learning process. It is a normal thing when first time
teachers who apply this medium get some troubles in dealing with the games
acceptance and instructions giving. This is because for some students, this
activity is new.

Each student has his’her own way of learning. The kinaesthetic
learners will be much comfortable when they learn by involving their
psychomotor. Learning through online games or computer may fluster them
(see Table 4.2, question no. 9) since there are many rules and instructions that
they have to do. Different from concrete learners, kinaesthetic learners will be
much engage with the direct involvement in a new experience.”’ On the
contrary, the observation results said that though almost all of the students are
kinaesthetic learners, they are interested when learning with online games.
Physically, they can do least with their computer except moving its mouse.
These uses of Computer-Assisted Instruction are still able to accommodate

any learner styles by giving variations to the teaching technique.

* H. Douglas Brown. Teaching by Principles: an Interactive Approach to Langugae Pedagogy,
second edition. (New York: Pearson Education, 2001). P. 57

% Jeremy Harmer. The Practice of English Language Teaching. Third edition. (England:
Longman, 2003)p. 43
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Internet connection problem may indeed become a good enough
reason not to apply this medium. We can review the teacher statement (and it
was proved by the observer self) that she often changed her planning because
of the unsure internet connection. Conversely, she can find a good way to
accommodate it by placing her students outside the classroom near with the
modem. Besides having good internet connection, the students moving space
are not restricted by the classroom table formation (see the field note).

From the explanations above, we can conclude that online game is still
a part of effective learning media. Before implementing this learning strategy,
a teacher should recognize her students’ learning styles, so, the teacher can
give activities that can accommodate their learning styles; and how far her/ his
students accept the information technology; her/his class condition, whether
the availability of computer/notebook and Wi-Fi/internet connection support
the activities that she is going to do or not. After doing those all, a teacher
should choose a suitable game with material and students’ level, and
activities which are shortly and simply designed with some objectives that

they will not frame students in the confusions of the activities they do.



CHAPTERY

CONCLUSION AND SUGGESTION

According to the data analysis that has been explained in chapter IV, the
brief conclusion and suggestion will be discussed in this chapter to highlight the
focus of the discussion of this research.

A. Conclusion
1. The implementation online games in the teaching of vocabulary
Generally, teacher uses online games to review, and develop her
students’ vocabulary. The process of gaming was done after the teacher
opened the class, conditioned her students, grouped them based on the
number of notebook they brought, and explained the rules of the game.

Because online gaming was an activity for reviewing or developing

students’ vocabulary, she explained the material before or after the gaming

process which was done under her monitoring. In the gaming process was
not always run smoothly. Any barriers which emerged in this process
might destruct the activities. As the reinforcement, afterward, the teacher
gave activities such as peer dialogue, group work and memorizing and
homework.

Online games, indeed has been one of the effective learning media.

However, before applying this a teacher should recognize her students

54
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learning styles and her class condition dealing with the availability of
internet connection and technology and another important aspect, such as
student’s acceptance of technology.

. Students’ responses to the use of online games in the learning of
vocabulary

From the questionnaire and observation students’ responses shows
almost of students gave positive responses to the use of online game in the
learning of vocabulary. More than 50% (fifty percent) of students were
happy, active and enthusiastic and cooperative when playing online
games. There were more than 60% (sixty percent) of students did not get
difficulties, although 45% (forty percent) of them stated that they could
not play it individually . Therefore, online game can still be included into
one of the effective learning media based on the effectiveness criteria that
Forcier and Descy have proposed.

Some students show negative responses toward the use of online
game in the learning of vocabulary. This is because some of them feel the
restricted creativity as the availability of technology are limited and weak
internet connection, and confused to the instruction or activities they do.

From those facts we can conclude that teacher can maximally
motivate students to learn vocabulary through online games when the

technical difficulties are well handled.
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3. The difficulties in the teaching and learning process

Generally, there are several difficulties occurs during the learning

process. They :

1.

2.

Classroom management (conditioning students)

The weak internet connection

The acceptance of technology (lack of experience in online
gaming)

The availability of technology (computer)

Classroom formation (seating formation and restricted moving
space

Maintenance of the computer or notebook

Confusion to the activities

From those difficulties occurred, Applying online games needs a

well preparation (preparing the substitute media or teaching strategy).

Unprepared situations may destruct students’ attention or concentration in

the learning process. Thus, teacher should be able to anticipate or

minimize those difficulties.

B. Suggestion

1.

Teacher
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e The difficulty level of games will much affect the process of gaming.
That is why, teachers are suggested to choose the appropriate game
that can be reached by students cognitively.

e Online gaming is an activity which needs long duration to play.
Therefore, avoiding giving students many activities will save their time
much from being confused of the rules to be more focus in the learning
of language.

2. Students

e The website which has been introduced by the teacher should be
practiced individually though the accessing online games are rarely
done by the students at home. However, by the availability of internet
access which is easy to find the students can practice it anywhere they

are for developing vocabulary.

C. Suggestion for further research
The researcher realizes that her research scope is limited. She suggests
the following research will be quantitatively done using the information that
have been explained in this research. That is, by measuring the effectiveness
of the medium to the students through assessing the results of the teaching. In
spite of this quantitative research will give fix results of the medium

effectiveness to the students’ ability.
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