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Abstract 
 

This research aims at: (1) describing whether there is or not and what extent does 
computer assisted games can improve students’ vocabulary mastery, and (2) 
identifying the classroom situation when the computer assisted games are 
implemented in the teaching and learning process. The research was conducted in 
two cycles at the fourth grade of SD Negeri Kajeksan at May 8th and May 15th 
2012. The data were collected by using techniques of observation and test. The 
research showed that the use of computer assisted games could improve students’ 
vocabulary mastery and classroom situation of English class. The enhancement of 
students’ vocabulary mastery includes: (1) students can identified the vocabulary of 
parts of body (2) students were able to differentiate the plural form and singular 
form of vocabularies. 
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Abstrak 
 
Penelitian ini bertujuan untuk: (1) menggambarkan apakah ada atau tidak dan 
sejauh mana permainan di komputer dapat meningkatkan penguasaan kosakata 
siswa, dan (2) mengidentifikasi situasi kelas ketika permainan di komputer 
diimplementasikan ke dalam proses pembelajaran. Penelitian ini dilakukan dalam 
dua siklus di kelas empat SD Negeri Kajeksan pada tanggal 8 Mei dan 15 Mei 
2012.Data penelitian dikumpulkan dengan meng gunakan teknik observasi dan tes. 
Hasil penelitian menunjukkan bahwa penggunaan permainan komputer dapat 
meningkatkan penguasaan kosakata siswa dan memperbaiki situasi kelas bahasa 
Inggris. Peningkatan penguasaan kosakata siswa meliputi: (1) siswa dapat 
mengidentifikasi kosakata dari bagian tubuh (2) siswa mampu membedakan bentuk 
jamak dan bentuk tunggal dari kosakata.  
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Kata kunci: penguasaan kosakata, peningkatan, permainan komputer. 
 

Introduction 

       One of the most important language items that should be taught to young learner is 

vocabulary. Recognizing enough vocabulary will make the students able to communicate 

and know English at least in a simple way because vocabulary is the core of language. It is 

supported by Wilkins (1972:111) who stated that without grammar, any little can be 

conveyed, but without vocabulary, nothing can be conveyed. However, problems rise when 

teachers do not use the suitable method to teach vocabularies to young learner.  The 

teachers that do not use any media in teaching and learning process will not be effective 

and be exciting in teaching vocabulary. On the other hand, the teachers that tend to 

dominate a teaching and learning process will make students easily got bored. One of 

media that can be used in teaching vocabulary is computer assisted games. Computer 

assisted games have advantages for English teaching and learning process because of some 

reasons. First, computer assisted games provide visual, audiovisual, and sounds. Second, 

computers can provide contextual environment. Third, computer also allows students to 

become active learners in teaching and learning process. Fourth, learning English using 

computer games attract students’ attention because a game is fun and enjoyable. 

 This article will discuss a research study whose aims were to describe whether there 

is or not and what extent does computer assisted games can improve the students’ 

vocabulary mastery, and identify the classroom situation when the computer assisted games 

are implemented in the teaching and learning process. The study was conducted in two 

cycles at the fourth grade of SD Negeri Kajeksan at May 8th and May 15th 2012 and the 

data was obtained by using techniques of observation and test. 

  Smed and Hakonen (2003) defined that a computer game as a game that is carried 

out with the help of a computer program. The computer assisted games could be defined as 

an enjoying activity restricted by rules where the player is having a competition to be the 

winner and aimed as relaxation activities. 
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The computer assisted game that be used in the study was EuroTalk. It is produced 

by EuroTalk companies in London, United Kingdom. It has achieved some awards in many 

countries. That is because EuroTalk software is easy to incorporate into a foreign language 

curriculum. It is a perfect self access resource. There are many creative tasks inside the 

game. The students may record their pronunciation and evaluate it. The game also provides 

good model of pronunciation. The topics in the game are first word, countries, times, 

numbers, things at home/shopping, parts of body, foods, colors and phrases. 

  Kwang Wu (2000) listed advantages of using Computer Assisted Games as follows: 

Experiential Learning: The World Wide Web (the internet-based games) makes it possible 

for students to tackle a huge amount of human experience. In such a way, they can learn by 

doing things themselves. They become the creators not just the receivers of knowledge. 

Motivation: Computers are most popular among students either because they are associated 

with fun and games or because they are considered to be fashionable. Student motivation is 

therefore increased, especially whenever a variety of activities is offered, which make them 

feel more independent. Enhanced Student Achievement: Computer-based instruction can 

help pupils strengthen their linguistic skills by positively affecting their learning attitude 

and by helping them build self-instruction strategies and promote their self-confidence.  

Authentic Materials for Study:  

All students can use various resources of authentic reading materials either at school 

or from their home. Greater Interaction: In internet based activities, the interaction with any 

people in all over the world is very easy to hold. Individualization: Shy students can be 

greatly benefited by individualized, student-centered learning. Fast learners can also realize 

their full potential without preventing their peers from working at their own pace: 

Independence from a Single Source of Information: Although students can still use their 

books, they are given the chance to escape from canned knowledge and discover thousands 

of information sources. Global Understanding: A foreign language is studied in a cultural 

context. In a world where the use of the Internet becomes more and more widespread, an 
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English Language teacher's duty is to facilitate students' access to the world in order to 

sponsor them practicing communication on a real world. 

However, computer assisted games have some disadvantages such as: Financial 

Barriers: Most Indonesian elementary schools are still in a matter of financial problems. A 

computer laboratory with high-end computers is hard to expect. Technical and Theoretical 

Knowledge: Most the teachers of elementary school do not have sufficient computer 

knowledge. Most of them are the old- fashioned teacher. Acceptance of the Technology: 

The number of computer operator is very limited. As a result the use of the technology is 

not maximal. This condition gets worse because the old fashion teachers do not want to use 

and learn to use the computer. 

The study was conducted at SD Negeri Kajeksan, Tulangan, Sidoarjo. The 

researcher chose the fourth grade students as the subject of the research. The class consists 

of 14 students, 7 boys and 7 girls. This study was conducted for two cycles, started on May 

2012. There were two meetings. Each meeting held for seventy minutes. This study is a 

class action research which consists of four fundamental steps in a spiraling process.  

Planning was before implementing the action, the researcher needed to make 

general plan. Developing a plan of critically informed action to improve what was already 

happening. The researcher also prepared equipments needed in doing the action in order to 

enhance the students’ vocabulary acquisition. 

Action is an act to implement the plan. The research did the planning which had 

been made. The researcher carried out the lesson plans that had been made before. In this 

research, the researcher applied EuroTalk software as a computer assisted games in 

teaching and learning process in order to enhance students’ vocabulary acquisition 

Observatio was done by observing the effects of the critically informed action in the 

context in which it occurred. The researcher observed all activities happening in the 

classroom and made notes related to the process of teaching and learning. The researcher 

did observation during the teaching and learning process. 
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Refection is reflecting process on these effects as the basis for further planning, the 

researcher reflected what he had done through a succession of stages. The researcher made 

an evaluation towards the teaching activity that had been carried out. The evaluation was 

written down as field note. It was the basic consideration to conduct the next teaching. 

Above figure is an illustration of action research spiral process. The figure 

illustrates two spiral process, the first process consists of plan, act, observe and reflect. The 

result of the first is the revised plan in the next process. The second process consists of 

revised plan, act, observe and reflect. The second process will have the result that will 

become a new revised plan in the next process or will be a final result. 

 

Findings 

  The study carried out in two cycles and both cycles presented a topic about Parts of 

Body. However, the researcher also described the preliminary data that the researcher found 

before those cycles were conducted. Those research findings described as follows. 

There were many problems in English class at the fourth grade of SD Negeri 

Kajeksan before study conducted. The main problem faced by the students was the lack of 

vocabularies. The students’ vocabulary mastery was still low. The preliminary data of 

students’ learning outcomes showed that the average students’ score was 63,57. 4 students 

passed the KKM (Kriteria Ketuntasan Minimal), but the others did not pass. Beside the 

students’ low score, the students’ activity in learning process was less. The students tended 

to chat with friends and ignored the teacher’s explanation when the teacher explained the 

lesson. They also tended to be passive. It is reflected when the students were not willing to 

answer the teacher’s questions. It proved that the students had less motivation to learn 

vocabulary. The preliminary data of students’ activity showed that only 5 students were 

active in learning process but the others were not active. 

Based on the facts above, the researcher did an improvement lesson to achieve some 

targets by conducting the action for the enhancement of students’ vocabulary mastery. The 

targets were: (1) all of the students passed the KKM; (2) the researcher could attract 
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students’ curiosity and enthusiasm in teaching and learning process, it meant that the 

researcher could create an interesting situation in the classroom, so the students’ motivation 

could be improved, more active and participate in every single teaching activity. 

The researcher implemented the cycle 1 on Wednesday, May 9th, 2012 at 8:10 am 

until 9:20 am in school’s computer laboratory. The improvement of learning in this cycle 

used class action research model on English subject at fourth grade SDN Kajeksan by using 

EuroTalk computer assisted games.  

When the implementation of cycle 1 began, the students were so curious with the 

teachers’ action. The classroom was quite noisy while he prepared the computer. Suddenly 

a man in computer said “Good morning!” The students were in thousands of silent while 

tried to find where the sound came from. After that, the teacher gave example how to 

operate the software’s practice and easy game and asked the students to follow his 

instruction. He pointed certain part of body in the screen using mouse and the man or the 

women in the computer pronounced the part of body pointed. The instruction was very 

simple because the software was easy to operate.  

Every student seemed to enjoy in the learning process. They tried to memorize 

every single word that had appeared in the practice session. The easy game challenged 

every single student to expend their ability to obtain the best result. That was very positive, 

because there would be competition among the students in the acquisition score. The 

situation in the class looked fine and conducive, but in the middle of learning session the 

situation in the classroom suddenly became noise. The teacher found that the cause of the 

problem was the lack of the number of computers. The condition got worse as the children 

were not cooperative and unwilling to share the computer with their friends. Everyone 

wanted the computer just for him/herself. As a result, each student had less time to use the 

software. 

After implementing the action, the researcher found the data from the test sheet that 

was given to the students. The results that were achieved by students in the learning cycle 1 

showed that students’ learning outcome increased as compared to the results before cycle 1 
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was conducted. If the average result before cycle 1 was 63.57 then the average result after 

cycle 1 was 72.14. Not only the average result increased, but also the students’ activity in 

the class increased. The active students before cycle 1 were 36% but it increased to 71% 

after cycle 1 was conducted. 

EuroTalk computer assisted game as a media of learning vocabulary in English 

learning cycle 1 was able to improve students’ learning outcomes, but still did not meet the 

KKM because there were some students had score below 67. From the above data, it can be 

seen that there were 4 students who did not meet the KKM. Given this reality, researcher 

decided to conduct cycle 2 with the goals that all students passed the KKM and enhanced 

the students’ activity. 

Description of Cycle 2: The researcher implemented the cycle 2 on Wednesday, 

May 16th, 2012 at 8:10 am until 9:20 am in the school’s computer laboratory. The 

improvement of learning in this cycle 2 used class action research model on English subject 

at fourth grade SDN Kajeksan by using computer assisted games. 

The researcher divided the students into 2 groups. Each group consisted of 7 

students. The first group went to the computer lab first, while the second group waited his 

turn in the classroom. One computer consisted of 1 to 2 students. The students who did not 

pass in the cycle 1 distributed in each group and the teacher asked them to repeat the easy 

game until they had best score. However, the other students who passed the cycle 1 played 

hard game. The situation in the class looked fine and conducive, every student was very 

active. This situation provided competitive atmosphere among each students because each 

student had to achieve the best score. A student did not want his score loss from the other 

student’s score. 

After implementing the action, the researcher found the data from the test sheet that 

was given to the students earlier. The results that were achieved by students in the learning 

cycle 2 increased as compared with the results before cycle 2 was conducted. If the average 

result in the cycle 1 was 72.14 then the average result after cycle 2 was 82.5. Not only the 
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average result increased, but also the students’ activity in the class increased. The active 

students in the cycle 1 were 71% but it increased to 93% after cycle 2. 

The data above show that the learning outcomes and students’ activity improved. 

Constraints that appeared in cycle 1 did not appear again in cycle 2. The improvement 

lesson showed that the steps were conducted by the researcher in the learning process cycle 

2 had been already accepted by the students well. Value of the students’ learning outcomes 

in cycle 2 showed significant improvement. All students passed the KKM. And not only 

that, the activity of students during the teaching and learning activities also improved. From 

this fact, the researcher decided to suspend its study in cycle 2, due to fact that the students 

learning outcomes already meet the specified criteria. 

The result of cycle 2 proved that using computer assisted games could improve both 

students’ learning outcomes and the students’ motivation as stated by Kwang Wu (2000). 

He stated that computer-based instruction can help pupils strengthen their linguistic skills 

by positively affecting their learning attitude and by helping them build self-instruction 

strategies and promote their self-confidence. Moreover, he also stated that computers are 

most popular among students either because they are associated with fun and games or 

because they are considered to be fashionable. Student motivation is therefore increased, 

especially whenever a variety of activities is offered, which make them feel more 

independent.  

 

Conclusion 

  Computer assisted game is a suitable technique to improve students’ vocabulary 

mastery at the fourth grade students of SD Negeri Kajeksan. The improvement of students’ 

vocabulary mastery is shown from the conclusion of answering research aims. The first aim 

was about could computer assisted game and what extend did it improve the students’ 

vocabulary mastery. The researcher’s analysis showed that the implementation of computer 

assisted game in teaching vocabulary could improve students’ vocabulary mastery. The 

second aim was about the situation on the English class if using computer assisted game. 
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During teaching and learning process using computer assisted game the students were 

paying more attention to the teacher’s explanation and more focused on the involvement of 

teaching activities. In teaching vocabulary, especially for young learner, it was important 

for English teachers to choose the appropriate techniques. Fun and enjoyable activities 

made computer assisted game as a suitable technique to use in teaching and learning 

process. The students became active learners who experienced what they are learning. 

 

References 

 

Kemmis, S., & Taggart, R. M. (1992). The Action Research Planner. Victoria: Deakin 

University Press. 

Lee, K.-w. (2000). English Teachers’ Barriers to the Use of Computer-assisted Language 

Learning. The Internet TESL Journal, Vol. VI, No. 12. 

Smed, J., & Hakonen, H. (2003). Towards a Definition of a Computer Game. Finland: 

Turku Centre for Computer Science/TUCS Technical Report No 553. 

Tim Pengembang Kurikulum. (2011). KTSP SDN KAJEKSAN. Sidoarjo: SD Negeri 

Kajeksan. 

Wilkins, D. A. (1972). Linguistics in Language Teaching. London: Arnold. 

 

 

 

 

 

 

 

 


