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Abstract

The aim of this study is to help the student easier to remember or memorize the new vocabulary through
heaven hell game in study English. Basically, heaven hell is a pleasure method and it is easy to
implement by the teacher to increase student’s memory in memorizing new vocabulary and also it is
effective to use in teaching learning process. This study using qualitative research by designing,
implementing, and evaluating actions collaborative and participatory that aim to improve the quality
process in the classroom through an action (treatment). Knowing English vocabulary is very important
for children. The students’ skill in English vocabulary by using heaven hell game method had improved.
It could be showed from the result of pre-test and post-test. By the student’s mean score of post-test in
cycle Il is higher than mean score of post-test in cycle | (81,25) > (75,93). The researcher could say that
heaven hell is recommended method in teaching English for children. This learning method improved
the students’ skill in English vocabulary.
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INTRODUCTION

English is the most important international language since it is progressively becoming the
primary means of communication in most countries. Vocabulary is an essential part of learning
a language and should be taught to young learners right away as a foundation for later use.
Vocabulary according to the expert* defined vocabulary as all the words that a person knows
or uses when they are talking about particular subject in particular language”(Utami, 2015).
Competent in English is not only a wonderful notion, but also a need in this globalization period.
According to a study, students who are bilingual can improve their problem-solving skills and
multitasking abilities. Learning English at an early age is a great way to prepare yourself for a
successful future. “people who speak more than one language have a higher concentration of
grey matter in who speak more than one language have a higher concentration of grey matter
in their brains, which is believed to be linked to greater intelligence”(Georgia, 2016). English
has dominated as a communication tool all across the world throughout the Fourth Industrial
Revolution (4.0). A young learner's memory is good during their period, which is a golden era
when a young learner may quickly learn anything, particularly in kindergarten (Mazhabi, 2019).
A young learners imitate a language start from all skill in English such as speaking, pronounce,
writing, vocabulary and grammatical. A young learners face some difficulties in learning
English subject such as unknown English vocabulary, how to pronounce the vocabulary, what
the meaning of each words is, and how to understand about the topic. So, the researcher decided
to focus on doing this research to improve English vocabulary at kindergarten of Al Baiti
Tohiriyah Pasongsongan Sumenep.
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METHOD

In this research, the researcher use a qualitative research that is classroom action research
(CAR) to look at how teachers and students interact in the classroom. Action research can be
defined as designing, implementing, and evaluating actions that aim to improve the quality of
the classroom through an action (treatment) specified in a cycle. This is state by (Meesuk et al.,
2020) that “The studies have been found that the classroom action research is an effective
solution as a bridge between theory and practice in teacher development in contexts”.
This is the first semester of kindergarten in academic year 2021/2022, especially on the B group
that consist of 16 students, 5 of them are male and 11 are female. The teacher of the class is
Wahyu Nurul HasanahS Pd who has already taught English since 2017.The researcher used the
(CAR) principle to collect the data. The research consist of two cycles with each cycle consist
of four elements 1, planning, 2, acting, 3, observing and 4, reflecting. The CAR presented by
Kemmis and Mac Taggart was implemented by the researcher (1998).
The data of this study consist of observation, test and field note and interview. The researcher
describe the implementation of playing game method in teaching learning process at
kindergarten students from Al Baiti Tohiriyah Pasongsongan Sumenep. The data were analyzed
from the field note result, and from the interview. A study is called successful if 75% of students
achieve the score equal or greater 75 as the minimum mastery criterion (KKM). The criteria of
success are emphasized on the process and the product of teaching learning activities, rather
than the student's performance in the classroom.
Teaching English vocabulary for kindergarten by using game can improve students' ability to
understand and memorize English vocabulary easily. The students were guided to follow some
steps so that the students will know what they will do in this game. It will be described as
follow:
a. The teacher explains the English vocabulary material about fruits as well as the
competencies that must be attained.
b. Questions and answers elicit information about the material presented by the
teacher in order to assess student comprehension.
c. Reiterating the teacher's vocabulary
d. Ask students to recognize one of their favorite fruit names as their nickname. For
example, Anna's favorite fruit is apples. So, the other students will call her "Apple."
and so on for all students.

The researcher identify the activities of playing heaven hell game clearly to make the students

and the others teachers understand well.

The teacher asks students to sit on the floor in a big circle.

Students have to be ready with their respective favorite fruit nicknames.

The teacher explains or drills the word "heaven hell " to the students.

Students have to clap their thighs twice before saying "Heaven Hell."

Then, when the student says the word heaven, the student has to pluck his right

finger and replace it with the name of his favorite fruit.

f.  When a student says "hell," the student must pluck his left finger and replace it
with the name of his friend's favorite fruit.

g. After that, all the students clapped their thighs again simultaneously, and for the
student whose name was mentioned, his favorite fruit had to do the same thing as
the previous points E and F.

h. The game will continue as described

i. Unresponsive students will be subject to fun and simple sanctions such as
powdering them and so on.
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The criteria of score can be divide as follow:

Standardized score Standardized value
90<MS <100 Excellent

80 <MS <90 Very Good

71<MS <80 Good

55<MS <70 Enough

30<MS <55 Poor

0<MS<30 Very poor

RESULTS AND DISCUSSION
Results

The use of chronological order really helps students to be more active and makes it easier for
students to understand the game and can remember English vocabulary taught by the
researchers in collaboration with teachers. The students’ abilities are better than before the
strategy of using the game method in memorizing English vocabulary. Before the strategy of
using the game method is applied, the students face some difficulties in learning English subject
such as unknown English vocabulary, how to pronounce the vocabulary, what the meaning of
each word is, and how to understand about the topic. It happens because it is as the first time
for them having experiences in learning English, than the students feel that English subject one
of the difficult subject to be learned. Based on the chronology of events, students know what
they have to do in the game. Students began to be enthusiastic about learning and remembering
English vocabulary carefully to avoid mistakes when playing the game as described in the
chronology above. Based on the game-playing method, each student shows a lot of progress.
Every student can understand how to play the game well. The Heaven-Hell Game can provide
an opportunity for each student to be able to remember English vocabulary.

Table 1. Students’ English vocabulary score in pre-test

No Name Score pre-test Pass Fail
1 SM 60 Np
2 SR 75 p

3 Az 75 p

4 ZL 65 Np
5 DFz 55 Np
6 MM 50 Np
7 1A 70 Np
8 DH 80 P

9 1Z 80 P

10 H 80 P

11 AA 55 Np
12 AN 55 Np
13 RM 45 Np
14 AG 40 Np
15 ASF 65 Np
16 L 70 Np

Score 1.020
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Students’ P 5 Students
KKM

Students’ NP 11 Students
KM

Mean = 1020 _ 63,75
16

— 0
percentage 16 x100 %

=31,25%

Table 2. Students’ English vocabulary score in cycle I

No Name Cycle | Pass Fail
1 SM 75 P
2 SR 80 P
3 Az 80 P
4  ZL 75 P
5 DFz 80 P
6 MM 70 Np
7 1A 75 P
8 DH 80 P
9 1IZ 80 P
10 FJ 85 P
11 AA 80 P
12 AN 70 Np
13 RM 65 Np
14 AG 65 Np
15 ASF 70 Np
16 L 85 P
Score 1,215

Students’ P KKM 11 Students
Students’ NP KM 5 Students

Mean = 2222 — 7593
16

11
percentage = T X 100 %

=63,75%
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Table 3. Students’ English vocabulary score in cycle 1l

No Name Cycle | Pass Fail
1 SM 85 P
2 SR 90 P
3 Az 80 P
4 ZL 85 P
5 DFz 90 P
6 MM 70 Np
7 1A 85 P
8 DH 80 P
9 1IZ 90 P
10 FJ 90 P
11 AA 80 P
12 AN 70 Np
13 RM 75 P
14 AG 70 Np
15 ASF 75 P
16 L 85 P
Score 1,300

Students’ P KKM 13 Students
Students” NP KM 3 Students

Mean = 1300 _ 81,25
16

13
percentage = T X 100 %

=81,25%
Discussion

Referring to the findings, the researcher considers that the use of the playing games method in
learning English vocabulary has made students a lot of progress. The data from the field notes
and the interview were analyzed. Based on the interview, the researcher will describe the
implementation of the playing game method in the teaching learning process at Al Baiti
Tohiriyah Pasongsongan Sumenep kindergarten students, and the increase in student progress
can be seen from the score student achievement. The students achieve higher scores from each
cycle of actions. At the first meeting, after the first cycle of action was carried out, it was found
that from Cycle 1, there were 11 students who achieved the target score. This means that only
63.75% of the 16 students achieved the target score of 75 set in the success criteria. So, it can
be concluded that the criteria for success have not been achieved. In cycle Il, the increase
reached the target score as stated in the success criteria. The increase increased because there
were 13 students who scored 75 to 90. That means that 81.25% of the 16 students have achieved
the target score of 75. The increase in students' ability to memorize English vocabulary can be
seen in the table below. Thus, it was decided that the student had reached the criteria for success.
Children's games can help them to reach their full potential, both physically and mentally, as
well as intellectually and spiritually. Children use play to express themselves, not only in their
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fantasies but also in their active daily lives. Games are instruments for children to learn about
their world, from what they don't know to what they do know, and from what they can't believe
they can do to what they can. Learning through play is most suited for young children, strictly
speaking. If parents want their children to grow up to be mentally healthy, they must start
early.(Sujiono, 2013) One of the most important aspects of learning a foreign language is
developing a vocabulary. Vocabulary instruction is used to help students improve their ability
to use vocabulary items freely in meaningful conversation. Young learners will find it easier to
understand the language if they master the vocabulary. A student must have a good command
of the vocabulary in order to obtain four competencies, and they must also work on improving
their vocabulary mastery. Tono reveals why it is important to have suitable vocabulary because
mastering vocabulary can help us understand the importance of what we say, create, listen to,
and read, avoid misinterpretation, speak and write without difficulty and fluently (Narhan et
al., 2021). From the data above, it can be conclude that the students’ mean score in cycle I was
81,25, the percentage of the class was 81,25, it shown that cycle Il increases from the cycle I.
So, the improving students ability in English vocabulary by the implementing of heaven hell
game is succesful. By the obverving the students learning process of English vocabulary from
preliminary study, improving of studying English vocabulary using heaven hell game on the
first and second cycle, ther were some significances development in the enthusiastic of learning
and memorizing the English vocabulary.

CONCLUSION

Based on the results of the research that aims to improve students' English vocabulary skills
using the heaven and hell game method, the researchers make conclusions related to the
questions stated in chapter I. The researchers draw several conclusions as follows:

Heaven hell game is a method that used by the researcher to improve the students’ English
vocabulary. The student playing this game while enjoying the learning process. This game use
to evaluate the students’ understanding and memorizing the english vocabulary.This research
is conducted at kindergarten of Al — Baiti Tohiriyah Pasongsongan Sumenep that consist of 16
student in a class. The researcher conducted this research by two cycles. Each cyles consist of
four steps exactly planning, acting, observing and reflecting. The researcher collaborate with
the english teacher in conducting this reaearch.The students’ skill in English vocabulary by
using heaven hell game method had improved. It could be showed from the discussion the result
of pre-test and post-test in cycle | and cycle Il. The researcher could say that the learning
strategy could be improved the students’ skill in English vocabulary.it is prove with the students
improvement if the test because the mean of post-test in cycle I is higher than mean of pre-test
(75,93) > (63,75) the mean of post-test 11 in cycle Il is higher than mean of post-test in cycle |
(81,25) > (75,93).
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