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CHAPTER IV

FINDING AND DISCUSSION

This Chapter presents the finding of the action research and discussion about the implementation of index card match game to improve students’ vocabulary ability in the first grade or seventh class of MTs Darul Hikmah Tawangsari Tulungagung

A. Research Findings

The data presented in this study are obtained from preliminary study, the description of every Cycle, the implementation of the game, and the reflection of the action.
B. Data from preliminary study

The researcher did the preliminary study on Saturday, May 14th, 2011. He held pre-test to measure the students’ vocabulary ability about vocabularies of narrative text at the seaside. There are twenty students were joining the test. The researcher asked them to work individual to answer the questions that have prepared by the researcher (the test shown in the appendix 1). 

In this study, the researcher found that the students’ vocabularies ability was very poor although they got the vocabularies from their senior every morning. They did not feel enjoy in joining the English class and did not have motivation to

follow the English subject. The researcher knew this problem from observation the class every meeting because he was an English teacher in this school.
The researcher also gave questionnaire to the students in preliminary study on May 14, 2011, the result of each item of the questionnaire before implementation of index card match game is presented as follows:

1. The question is “Apakah kamu suka  pelajaran Bahasa inggris? “

13 students answer “No” and 7 students answer “Yes” the percentage is:
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35% is categorized weak. It means that almost of the students dislike to study English

2. The question “Apakah   pelajaran Bahasa Inggris itu sulit? “

6 students answer “No” and 14 students answer “Yes the percentage is:
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70% is categorized strong. It can be said that the students felt that English is not too difficult to study but they do not have good motivation to study.

3. The question is “Apakah kamu mengalami kesulitan dalam menghafal vocabulary bahasa inggris? “

8 students are answered no and 12 students “Yes”. The percentage is:
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60% is categorized   average. It means that few of the students like to memorize English vocabulary.

4. The question is ‘Apakah kamu suka dengan materi yang memperdalam tentang perbendaharaan kata dalam bahasa inggris?

14 students answer “No” and 6 students answer “Yes”. The percentage is:
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30% is categorized weak. It means that students who like in studying vocabulary in the class are in weak.

5. The question is” Apakah materi yang membahas tentang vocabulary itu sulit? 

9 
Students answer “No” and 11 students answer “Yes”. The percentage is:
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60% is categorized average. It means that all most of the students think although English is difficult. But they do not difficult in learning vocabulary (Data source: Questionnaire, May 14, 2011) 

Besides doing the observation and giving questionnaire, the researcher also did vocabulary test to know the students’ vocabulary ability. The result is presented in Table 4.1
 Table 4.1 The Students’ Achievement before applying index card match game
	No
	Initial name
	Preliminary Score

	1
	Alf
	5

	2
	Apsd
	5

	3
	Ah
	7

	4
	Ew
	4

	5
	Fnku
	4

	6
	Fam
	4

	7
	Fr
	4

	8
	Fffp
	4

	9
	Iz
	5

	10
	Knw
	4

	11
	Ln
	4

	12
	Lfh
	4

	13
	Mh
	5

	14
	Nna
	4

	15
	Nb
	4

	16
	Nazr
	4

	17
	Na
	4

	18
	Wgh
	4

	19
	Zn
	4

	20
	Hs
	4

	The Average Score
	4.4


From the table 4.1, the researcher found that among twenty  students who joined the test, only one students got seven and other students were get five and under five. We can conclude that their vocabulary ability was very poor.
So, based on the result of preliminary vocabulary test there are one student who passed and nineteen students were unsuccessful. The criteria of success that had been determined are 75 % of the students are got seven in their class rating. It means that this result could not achieve the criteria of success or it was need hard effort from both students and researcher. When they were asked whether the pre – test was difficult, most of them said that very difficult to answer the questions, although the vocabulary is not so hard to be done by the first class for the second semester and they always get the vocabulary everyday and they always hearing their big sister were speaking English. 
Besides, some of the students did not have good mastery in vocabulary and some of them are very poor in effort in studying English language especially and some of them are said that memorizing English vocabulary little bit difficult and confused because the pronunciation and the written is very different, so that why the result of preliminary study is very bad and in this case the researcher have to apply this index card match game to improve their English and their motivation in studying English and in mastery vocabularies smoothly. But these all are not easy because here the reseacher just have limited time, so that why the researcher have to be optimistic that the students could get the maximum target and to get the successful in this Class Room Action Research. Amin   
2. Finding of Cycle I 
This part tells and describes the real event in the field during implementation of the game in the Cycle I

a. Planning
The researcher did the first meeting in Cycle I and designed the lesson plan before doing the acting. It should be made in order to help the teacher to know the students need and motivate to the students to learn English. The lesson plan was arranged and developed based on the second semester of reading book and the researcher take the vocabularies that little bit difficult for the students’ and the researcher made the criteria of success. The lesson plan was for three meetings and the narrative text was four paragraphs and it was divided into two meetings and every meeting the researcher should finish two paragraphs and for the last meeting the researcher did the evaluation test. There were twenty students joining in the class. 
b. Acting 
In this part of acting the researcher would like to describe whatever had been done by the researcher in this classroom action research.

1) Meeting I

The first meting, it was implemented on Sunday, 15th, 2011 at 08.20 am up to 09.00 am. The researcher started the class with greeting then called the students one by one to know the students were absent in that meeting. Then he asked about their condition so asked about who was the real teacher in this subject and asked about English language to know which students were liked English and have good motivation and which students were not like and were not have good motivation in studying English subject. 
After that the researcher acted as the real teacher at that subject and began to read the narrative text and after finishing in reading the researcher asked three of students to read the narrative text besides the students read the text the researcher wrote down the vocabularies that little bit difficult in that text without the meaning first, because the meaning will be discussed together with the students’ this way taken by the researcher not only to give the meaning but also to knew how far the students attention to the researcher while explanation. 
After finishing from the students’ reading the teacher began to explain the text word by word until two paragraphs. After finishing the explanation the researcher began to discuss the meaning of vocabularies that have written on white-board with the students. After finishing from explanation, he began to introduced the game and explained how to play the game (index card match game )The first the researcher shared the cards which have written the vocabulary and one other meaning of vocabulary to all the students and explained to them that there were two kinds of cards they were question and answer cards. The researcher asked the students to look for their partner. After finding the partner each other, the researcher asked them to go in front of class to read loudly and write down on the white-board. The student who can get their partner before the time was the winner and to be best group. After the students understood the game, the teachers asked them to play it for 10 minutes. While the students were doing the game, the teacher paid attention to the students in playing the game and gave announcement to the winner. 
After finishing the game the teacher erase the white-board and asked to the students about the difficulties in conducting index card match game and also asked about their opinion about index card match game. After that the researcher closed the class.
2) Meeting II

The second meting, it was implemented on Tuesday, Saturday 21st may, 2011 at 07.20 am up to 08.20 am. The researcher started the class with greeting then called the students one by one to know the students were absent in that meeting. Then he asked about their condition so asked about the material that learned in the first meeting orally.

After that the researcher continued the third and fourth paragraph, but in this meeting the researcher asked to the three of students to read the paragraph, after reading the text the researcher divided the class into two groups and the teacher asked to the students to understand the paragraph by themselves, after understanding the researcher began the game but before beginning the game the researcher shared the peaces of paper like in the first meeting.

In the post teaching the researcher asked to the students about the difficulties in playing index card match game. And after he informed that tomorrow will be present the test. So the researcher say greeting.
3) Meeting III
Third meeting was implemented on Sunday, 22nd of May 2011 at 08-20 up to 09.20. The researcher did like the first and second meeting. Depend on what had informed in the second meeting that to day will present the evaluation test.

The researcher asked to the all of students whether they prepared for the test or not yet last night. After that he shared the pieces of paper for evaluation test in Cycle I. The researcher gave time allocation in doing the task 30 minutes. After finishing the time allocation the researcher asked to the students to collect what they had answered. After finishing from collecting the paper the researcher shared the questionnaire to measured the students progress in this Cycle, he gave 5 minutes in answering the questionnaire, after the time was enough the researcher asked to collect the questionnaire so the researcher say greeting (The question and the questionnaire see in appendix 2 and 3)
In the third meeting, the researcher held the final test to measure the students’ progressing and the result of the final test could reach the target or not. If the results still not reach the target, the research will be continued to the next Cycle until they get the target score.

Table 4.2 The Students’ Achievements After Applying Index Card match Game 

	No
	Initial name
	Cycle I score

	1
	Alf
	6

	2
	Apsd
	8

	3
	Ah
	9

	4
	Ew
	7

	5
	Fnku
	7

	6
	Fam
	9

	7
	Fr
	8

	8
	Fffp
	8

	9
	Iz
	7

	10
	Knw
	6

	11
	Ln
	8

	12
	Lfh
	6

	13
	Mh
	7

	14
	Nna
	7

	15
	Nb
	6

	16
	Nazr
	7

	17
	Na
	6

	18
	Wgh
	7

	19
	Zn
	7

	20
	Hs
	8

	The Average score
	7,15


c. Observing

          The observation was done during the action. In this stage, the observer observed the teaching learning process. The assessment was focused on activities done by the teacher and the students. He observed and wrote down the process happened during the action. 
d. Reflecting
1) The students’ improvement of the score 

This section is intended to reflect on of the students’ improvement on score from the preliminary study until the end of Cycle I. The improvement deals with the students’ vocabulary skill and their involvement in doing the task. 

From the findings discussed previously, the students’ vocabulary ability could be improved by applying index card match game in the class. The result of preliminary study showed that the students’ average scores is 4,4 there was only 1 student who get 7. And the result of evaluation in Cycle I showed that the students’ average is 7.15, there were 15 students who get the result 7 and up to 7. It is mean that the criteria of success had been achieved.
2) The students’ improvement of the motivation 

Based on the observation in Cycle I, the students’ motivation from this Cycle was increased. It was proven by students’ involvement in the class. In the first meeting up to third meeting there was significant improvement in their motivation, although in preliminary study and in the first meeting their motivation very low because the students still confused about index card match game, but in second and third meeting their motivation improved

And based on the result of the questionnaire in the preliminary study and in last meeting of Cycle I. The average who answered in positive respond is better than preliminary study.
a) The Result of the Students Questionnaire 

The researcher gave some items in questionnaire to know the students’ response of the strategy on 22 May 2011. He made closed question with 2 options “Yes” and “No” then she analyzed every item by using Guttman Scale. “Yes answer score 1 and “No” answer scored 0 (Ridwan, 2005: 17)

The percentage of each item is analyzed by using the formula as follows:

%S:
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 X 100 %

%S: Percentage of sore

Y: Number of students who answer “yes”

N: total of students

Then the percentage is compared to the criteria of interpretation score is shown as follows:

0% - 20%
 very weak

21% - 40%
 weak

41% - 60% 
 average

61% - 80%
 strong

81% - 100%
 very strong

The results of each item after implementation of index card match game. It can be seen as follows:

1. The question is “Apakah   kamu suka dengan index card match game untuk pembelajaran vocabulary? “

17 students answer “Yes” and 3 students answer “No” the percentage is:
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85% is categorized very strong. It means that the students felt easy to understand the materials using index card match game in learning vocabulary.

2. The question is “Setelah belajar dengan tehnik tersebut, apakah kamu merasa senang belajar bahasa inggris? “

15 students answer ‘Yes” and 5 students answer “No”. The percentage is: 75%

75% is categorized strong. It can be said that almost all of the students like studying vocabularies by index card match game.

3. The question “Setelah belajar dengan tehnik tersebut, apakah kamu merasa sulit untuk belajar menghafal vocabulary bahasa inggris? “ 

5 Students answer “Yes” and 15 students answer “No”. 
The percentage is:
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25% is categorized weak. It means that few of the students felt difficult to in memorizing vocabulary in English language but almost of   them   felt easy in learning English and more joyful using index card match game.

4.  The question is Setelah belajar dengan tehnik tersebut, apakah kamu merasa bosan untuk belajar menghafalkan vocabulary bahasa inggris? ”

0 students answer “Yes”. And 20 students answer “No”. The percentage is: 
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100% is categorized very strong. It means that no one student felt boring using index card match game in learning vocabulary but almost of them felt enjoy using this game

5. The question is“ Setelah belajar dengan tehnik tersebut, apakah kamu merasa ada peningkatan dalam vocabulary bahasa inggris? 


15 students answer “Yes” and 4 students are answered No.
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80% is categorized very strong. It means all the students felt that their vocabulary ability can be improved through   this game. Index card match is very interesting game. It is suitable to be used to teach   vocabulary.        


So, based on the percentage of result  the students’ questionnaire answer after implementing the technique   generally, it can be concluded that the students are interested and excited as well as feel enjoy  to follow this activity in the English class. Consequently, their motivation joining the English class and their ability on vocabulary ability can be improved using index card match game.
B. 
DISCUSSION
After observing students’ vocabulary ability in the preliminary study and in Cycle I, it can be seen that the students’ vocabulary ability and students’ motivation can be improved by using index card match game.
From the Table 4.3, it is shown that there was improvement of the students’ vocabulary ability from preliminary study to the third meeting of Cycle I. in the first test was only 1 student who get 7 and the result of third meeting showed that the students’ average is7.15, there was 15 students who get the result 7 and up to 7. Therefore, the test and the research were successful.
Table 4.3. the students’ scores from preliminary study and in the third meeting
	No
	Initial name
	Preliminary Scores
	Cycle I score

	1
	Alf
	5
	6

	2
	Apsd
	5
	8

	3
	Ah
	7
	9

	4
	Ew
	4
	7

	5
	Fnku
	4
	7

	6
	Fam
	4
	9

	7
	Fr
	4
	8

	8
	Fffp
	4
	8

	9
	Iz
	5
	7

	10
	Knw
	4
	6

	11
	Ln
	4
	8

	12
	Lfh
	4
	6

	13
	Mh
	5
	7

	14
	Nna
	4
	7

	15
	Nb
	4
	6

	16
	Nazr
	4
	7

	17
	Na
	4
	6

	18
	Wgh
	4
	7

	19
	Zn
	4
	7

	20
	Hs
	4
	8

	The Average score
	4.4
	7.15


From the table 4.3, it shown that there was improvement of the students’ vocabulary ability.
The use of index card match game made the vocabulary and learning activity more enjoyable and interesting in both of students and also the teacher. It’s because index card match game helped the lazy students and also helped the students who have the difficulties in memorizing the vocabularies and they can remember more long time.
Most of young learners are faster in studying and learning vocabulary when the teachers while their teaching are used a media as like pictures and real thing (Suyanto, 2007: 47). We can conclude that while we teach a young learner we have to use the appropriate media to show the real thing while teaching and it can motivate them to learn the vocabulary more and more.

The construct of motivation emphasized the importance of individual differences among learners, the learner’s role in determining the goals of language learning and the kind of effort he or she might commit to it, and need to find ways of creating motivational in the classroom (Richards, 2002: 17-18).

Making English be fun in learning, the teacher should use a media. Media is carries of messages. Using Media can make the students easy to get materials.

Media can serve various purposes. According to Suyanto (2007: 101) they are: (1) Helping to simplified in learning language (2) Giving new concept to make the students can understand well. 3) Improving motivation of students (4) Minimizing the use of mother tongue (5) Helping the students to have same perception, (6) Increasing the quality of instructional in learning language.

According to Paul (2003: 49) children are having fun, they are more likely to take a risk, make mistakes without having feeling or failure and try to overcome their initial feelings of confusion when they encounter new words and pattern.    
Besides having many advantages in improving students’ vocabulary ability and their motivation, using index card match game in teaching learning process it’s will help both of students and the teachers to make good condition in the class. Because this media can made students active in the class and did not make boring. And the students’ and teachers’ problems could be solve with this media. 
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