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ABSTRACT

Somasari, Made Desya. (2012). Using Word Games to Improve Vocabulary Mastery 
of XI Teknik Gambar Bangunan A Students in SMKN 2 Depok. Yogyakarta: English 
Language Education Study Program, Sanata Dharma University.

In order to function well in the language being learned, it is important to 
understand the meanings and functions of adequate numbers of words and be able to 
use them appropriately. However, most of the students of XI Teknik Gambar 
Bangunan A (TGBA) class in SMKN 2 Depok found it difficult to deal with English 
because of their limited vocabulary. The observation results showed that they did not 
perform well in their test because they did not know the meanings of some words. 
They also did not know that similar words could carry different meanings or could be 
categorized into different parts of speech. 

The research aimed to overcome the problem related to the limited vocabulary 
of XI TGBA students. Word games were chosen as the solution to the problem since 
they suited the learners’ characteristics. Word games were intended to help the 
students to acquire and recognize English words and their meanings as well as to
categorize the words into the correct parts of speech. The problem that the researcher 
tried to answer was how word games helped XI TGBA students of SMKN 2 Depok 
improve their vocabulary mastery.

This research used Class Action Research (CAR) method. The research 
participants were 31 students of XI TGBA class in SMKN 2 Depok, Sleman, 
Yogyakarta in the 2011/2012 academic year. There were three cycles in this research; 
each cycle was completed in one meeting. The instruments used to gather data were
students’ personal pre-implementation and post-implementation vocabulary list, 
observation checklist, field notes, questionnaire and interview.    

From the data analysis, it was found that word games motivated the students 
to participate actively in the learning process and to grow interest in learning English. 
The number of students writing correct words, meanings, and parts of speech after the 
implementation of the games increased. The percentage of correct number of words, 
meanings, and parts of speech written in their vocabulary list also increased. Teachers 
are encouraged to use word games to add variety to the lesson and adapt the most 
suitable procedures to be implemented in their classroom.
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Agar dapat mempergunakan bahasa dengan baik, seseorang harus memiliki 
penguasaan arti dan jenis kata yang cukup memadai serta mempergunakannya sesuai 
makna dan fungsinya. Namun sebagian besar siswa XI Teknik Gambar Bangunan A
(TGBA) di SMKN 2 Depok menemukan kesulitan dalam mempelajari Bahasa Inggris 
karena terbatasnya kosakata Bahasa Inggris yang mereka miliki. Hasil pengamatan 
menunjukkan rendahnya nilai ujian siswa karena mereka kurang memahami makna
dan jenis kata. Mereka juga tidak mengetahui bahwa kata yang sama dapat memiliki 
arti berbeda atau diklasifikasikan ke dalam jenis kata berbeda.

Penelitian ini bertujuan untuk mengatasi permasalahan terkait keterbatasan 
kosakata siswa XI TGBA. Permainan kata dipilih sebagai solusi karena sesuai dengan 
karakteristik siswa. Permainan kata bertujuan untuk membantu siswa mengenal dan 
menyerap kata-kata Bahasa Inggris beserta artinya dan membantu menggolongkan 
kata secara tepat. Permasalahan yang ingin dijawab oleh peneliti adalah bagaimana 
permainan kata dapat membantu siswa XI TGBA di SMKN 2 Depok meningkatkan 
penguasaan kosakata mereka.

Penelitian ini menggunakan metode Penelitian Tindakan Kelas. Responden 
penelitian ini adalah 31 orang siswa XI TGBA di SMKN 2 Depok, Sleman, 
Yogyakarta tahun ajaran 2011/2012. Penelitian ini terdiri dari tiga siklus. Tiap siklus 
diselesaikan dalam satu pertemuan. Instrumen penelitian yang digunakan untuk 
mengumpulkan data yaitu daftar kosakata pribadi siswa sebelum dan sesudah
implementasi, lembar observasi, catatan lapangan, kuesioner dan wawancara.

Permainan kata membantu memotivasi siswa untuk berpartisipasi aktif dalam 
proses pembelajaran dan menumbuhkan minat siswa belajar Bahasa Inggris. Jumlah 
siswa yang menuliskan kata, arti, dan jenis kata setelah permainan dilakukan 
mengalami peningkatan. Jumlah kata, arti, dan jenis kata yang ditulis dengan benar 
juga meningkat. Para guru disarankan untuk menggunakan permainan kata guna 
memberi variasi dalam metode pembelajaran, serta mengadaptasi prosedur yang 
paling cocok untuk diterapkan di kelas mereka.
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