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CHAPTER IV
RESEARCH FINDINGS AND DISCUSSIONS

This chapter presents the findings and the discussion of the classroom action research based on the implementation of the using Pictorial Board Game     to improve the fifth graders vocabulary mastery at MI Miftahul Huda Banjarejo in the academic year 2011/2012.

A. Research and Summary of the Findings

  This section presents the summary of findings of the implementation of pictorial board game in the study of vocabulary mastery , and students’ responses toward the implementation of pictorial board game.   

The successful steps employed in implementing pictorial board game as follows: First, the researcher played the music at the beginning of the class. Second, she gave the material to the students. Third, she also informed them that the vocabulary used in the game only vocabulary which can be visualized.  Fourth, she allowed students to make groups of five and they were allowed to choose with whom they wanted to have groups. Fifth, she informed the students that she would give rewards for the winner of the groups and the students who got the highest score in vocabulary test II. Next, she gave students thirty five minutes to play the game. The last, the researcher and the students discussed the vocabulary used in the game together.     
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The criterion of success for product was not met in the first cycle because only 50% or 10 out of 20 students passed SKBM  of 65 and it was met in the second cycle because 85% or 17 out of 20 students passed SKBM of 65. While the criterion of success for process was met in both of cycle 1 and cycle 2 because more than 75% students involved in the teaching and learning process in all meetings.
1. Finding of the Preliminary Study
The researcher did the preliminary study on Monday April 9, 2012 from 08.20 am - 09.30 am. The researcher watched the teaching and learning process in the classroom that was done by the English teacher. She interviewed the English teacher and observed the students behavior toward the learning of English vocabulary. The preliminary study focused on the students vocabulary mastery and the teacher method in teaching vocabulary before the implementation of Pictorial Board Game. To get the information about the students condition before, the researcher conducted pre-test. The pre-test consists of 20 items. The kinds of pre-test were short easy and arrange the jumbled letters. They were only provided 35 minutes in it. In this phase, the researcher found that the students’ mastery of English vocabulary was difficulties. In the teaching and learning vocabulary they faced many problems such as the students were not interested in the material. Their motivation was weak to learn English and they were not involved actively in teaching and learning process.
 The result of the pre-test could be seen in graphic 4.1 below. The Graphic of the students score in preliminary study can be seen as follows’:
Graphic 1
The Students Preliminary Study Test Score
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Graphic 4.1 Graphic of the Students’ Preliminary Test 

Based on the graphic above, the researcher found that the students’ mastery on vocabulary was quite weak. It describes in the students score on a vocabulary test in the table 4.1:
Table 4.1

The Students Preliminary Vocabulary Test Score
	No

Preliminary vocabulary score 

Frequency

1

85

1

2

80

2

3

75

2

4

70

1

5

65

2

6

60

1

7

50

7

8

45

3

9

25

1

Total

20




Based on the graphic and table, the researcher found that among 20 students who joined the test, only 8 students scored more than 65 or more, and the others scored less than 65. Meanwhile, the percentage of success is :    
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The percentage of success
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            The percentage of success is :


The data of preliminary study showed that the students who passed the vocabulary test were 40 % and 60% were unsuccessful. It was really far from the ideal, which was 75 %. But this condition did not make the researcher fear to guide the class in improving their vocabulary achievement. 

2. Data from Classroom Action Research


The classroom action research was done in two cycles and the description of each cycle is as follows:
a. Cycle I 

The researcher used pictorial board game which was appropriate for the material presented in the local content. A lesson plan was made for each meeting to guide the teaching learning process.

 The following are the phase in cycle I :

1) Planning


The researcher and the English teacher designed the lesson plan before doing the action in first cycle. The researcher prepared instrument that was needed such as game board, dice, markers, and card ( contain of card based on the theme of material in the class). Each card, had two sides. First side was giving clues based on the theme which was guessed by the players and for the second side was the picture same with the clues. The researcher also got information of criteria of success from the English teacher. The subject chosen were the students of fifth  class at MI Miftahul Huda Banjarejo which consists of 20 students. 

2) Acting

This section presented the description of activities during the research in each meeting. 
a) The First meeting

The researcher conducted the first meeting was done on Monday, April 16, 2012. At 08.20-09.30 a.m. The researcher started the class by greeting and checking students’attendance list. Then, she told the students that she would be their teacher as long as her research in their class, while the classroom English teacher acted as a observer.  

After that, the researcher explained the idea of teaching vocabulary through pictorial board game. In this step, the researcher gave clear and detailed guidelines. She divided class into two groups. Each group consists of 10 members. The students learned vocabulary through pictorial board game. The next activity was playing pictorial board game. The students arranged the seats and desks. Then, the researcher pointed a student of each group to be a leader randomly. The researcher gave all the pictorial board game equipments to the leaders. After all groups were ready to play the game, the researcher explained how to play and also the rules of pictorial board game. She gave thirty minutes to students to pay it. To ensure that the students understood the game instruction, the researcher gave an example of the game. After students finished playing game, they were asked to discussion about some difficulties of the game, for example some of them could not understand about rules of game. 
b) The Second meeting

The researcher conducted the second meeting on second meeting on Monday, April 23, 2012 from 08.20 am - 09.30 am. The researcher focused to get score by evaluation. In the beginning of this meeting the teacher reviews the topic about 30 minutes. She gave opportunity to the students to ask about vocabulary that they didn’t know. Then, she gave evaluation about “kinds of transportations”. Before finishing the lesson, the researcher discussed the problem of students in learning vocabulary through pictorial board game. 
3) Observing

The observation was done during the action. In this stage, the observer record aspect or events during the teaching and learning process. She recorded the information related both the researcher and the students’performance during the teaching and learning process. And in the finally, the researcher gave vocabulary test based on theme “kinds of transportations” to know whether the students vocabulary mastery had improved through pictorial board game. The result of the test on cycle 1 was compared to the criteria of success. The Graphic of the students score in post-test 1can be seen as follows’:

Graphic 2 :  the result of the post-test 1 in cycle 1  
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     Graphic 4.2 Graphic of the students’ post-test 1


Based on the graphic above, the researcher classified the result of  post-test   students in the table 4.2 :

                                                            Table 4.2

                   
        The result of the vocabulary test on cycle 1
	No 
	Post-Test 1 Score
	Frequency

	  1
	95
	1

	  2
	90
	2

	  3
	85
	1

	  4
	75
	2

	  5
	70
	2

	  6
	65
	2

	  7
	60
	7

	  8
	55
	1

	  9
	50
	2

	
	Total
	20
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 Based on the table above, students got score 65 or more and 10 students get less than 65. The percentage of success is :    x 100% = 50%. It means the students’ who passed vocabulary test score on cycle 1 were 50% and 50% failed the test.
4) Reflection


Based on the obtained data from test result on cycle 1, the researcher made reflection because the criteria of success had not been achieved. With 50% students passed the test means that the research was unsuccessful in cycle 1which made the improvement of the students’ vocabulary mastery not maximum. First, some students seemed to have low motivation. Second, some students complained about the grouping done by the researcher. Third, the students looked stressful if they were observed by their English teacher because her way to remind students if they were crowded was litle bit unkind. Fourth, the classroom English teacher said that the result of the vocabulary test 1did not give any effects to the students’ score. It made some students not really serious in doing vocabulary test 1.  



Considering the problems in cycle 1, the researcher made some improvement in cycle 2.
5) The difference Design between Cycle1 and Cycle 2


Cycle 2 was carried through the same procedure as the cycle 1. But, the researcher designed it with different strategy. 


On the first cycle, one set of word in card pictorial board game. consists of random kinds of transportations. It was made students were difficult learning vocabulary. They didn’t remember about kinds of transportations vocabulary   well. To make them easy and understand, the researcher changed strategy and theme.    

On the first cycle, class divided two groups. Each group consists of 10 members. The students didn’t focus learning vocabulary with many members. Besides on the next cycle the researcher dividing them to four groups consists of five members in each group. Besides, the researcher allowed the students to choose with whom they wanted to have groups.

On cycle 1, the students often asked about kinds of transportations to teach when they played pictorial board game. On cycle 2, the researcher also made key words about it in some papers. The key words used when the students forgot about kinds of professions.

On cycle 1, the students looked stressful when they played pictorial board game. On cycle 2, the researcher played the song at the beginning of the class to make the students felt relax.  


On cycle 1, the classroom English teacher said that the result of the vocabulary test 1did not give any effects to the students’ score. It made some students not really serious in doing that test. On cycle 2, the researcher gave snacks for the winner of the groups and the books for the students who got the highest score in vocabulary test 2.
b. Cycle 2

This cycle consists of revised planning, acting, observing, and reflecting. There were the descriptions :  
1) Planning


On the basis of weaknesses examined in implementation of pictorial board game of the previous cycle, the researcher continued this study to the second cycle. Before doing the action, the researcher and the English teacher designed the lesson plan. Preparing observation instruments were also made in the planning. The researcher made new word in pictorial board game about kinds of professions. 

2) Acting


This section presented the description of activities during the research in each meeting. 
a) The First meeting

The researcher conducted the first meeting in cycle 2 on Monday, April 30, 2012 from 08.20 am - 09.30 am. The researcher changed material about “kinds of professions ”. She played the music entitled “We Are the Champion”. She gave more explanation about this material in the class. Then, the students rearranged their seats and desks. She divided class into four groups, each group consists of 5 members. The researcher gave all the pictorial board game equipments to each group. She modified the rules of the game. Before the students played pictorial board game, the researcher showed the key words. When the students forgot kinds of professions, the researcher showed key words again. The game is suitable for multilingual classes, would be to read out definitions of pictures, or give clues rather than give translations.
b) Second meeting

The researcher conducted the second meeting in cycle 2 on Monday, May  14, 2012 from 08.20 am - 09.30 am. The researcher focused to get score by evaluation. In the beginning of this meeting, the researcher reviewed last topic for 30 minutes. She gave opportunity to the students to ask every vocabulary about “kinds of professions” that they didn’t know. Then, she gave evaluation about “kinds of professions”. Before finishing the lesson, the researcher discussed the problem that faced by students in vocabulary test.
3) Observing


 The observation was done during the action. In this stage, the observer record aspect or events during the teaching and learning process. She was found  that the students showed good performance during the teaching and learning process. The process of teaching and learning was also running better than cycle 1. Their participation in the teaching and learning process were more active, they felt enjoy followed the game and the rewards given by the researcher made them more enthusiastic in playing game.
  
The result of students’ vocabulary test in cycle 2 was showed in Graphic 4.3 as follows:
Graphic 3 
The result of the post-test 2 in cycle 2
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Graphic 4.3 Graphic of the students post-test 2 

Based on the graphic above, the researcher classified the result of  post-test   students in the table 4.3 :  

                                                        Table 4.3

                              The result of the vocabulary test on cycle 2
	No 
	       Post-Test 2 Score  
	            Frequency

	  1
	                 95
	                  2

	  2
	                 90
	                  3

	  3
	                 85
	                  5

	  4
	                 80
	                  5

	  5
	                 75
	                  2

	  6
	                 50
	                  3

	                        Total

	                 20
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Based on the table 4.3 above, The result of cycle 2 showed that 17 or 85% students passed and 3 or 15% students’were failed in the test. The minimum target of the succes has been reached the target of the success in this study was 75%. The percentage of success is :        x 100% = 85%. 
4) Reflecting 


The researcher compared the result of test on cycle 2 to criteria of success. There were 17 or 85% students passed and 3 or 15% students’were failed in the test. It means that the test was successful. It can be concluded that the students’ vocabulary mastery has improved and the result of test can reach the criteria of success. So, the cycle was stopped. 


The new groups in cycle 2 allowed the students to have good team works because they had groups with their close friends. Moreover, the modification of the rules made the students enjoyed the game. The rewards given by the researcher made them more enthusiastic in playing game.


The song which was played by the researcher at the beginning of the class made the students feel relaxed to start the lesson. Students really enjoyed that song, they sang together by looking at the lyric given. Although they did not understand all the meaning in that song.


Based on the reflection above, it can be said that pictorial board game is effective media to improve student’s vocabulary mastery and make the students learn vocabulary with fun. So, it is appropriate to solve the problems faced by the students.     
B. Discussion of the findings


By observing the students vocabulary mastery from preliminary study, improving their vocabulary both on the first cycle and the second cycle, there was significance development in the students’ vocabulary mastery. Table 4.4 below will tell the development study from the preliminary study and the result of the study from cycle 1 and cycle 2.  
1. The Summary of the Students’ Percentage of Success 

Table 4.2 The percentage of success for individual in the preliminary study, cycle 1, and cycle 2 
	Student No
	 Preliminary Study
	Post- Test 1
	Post- Test 2

	1
	85
	90
	95

	2
	50
	60
	85

	3
	70
	75
	80

	4
	50
	60
	50

	5
	65
	65
	80

	6
	75
	75
	85

	7
	45
	50
	75

	8
	60
	70
	90

	9
	50
	60
	85

	10
	25
	50
	50

	11
	65
	70
	80

	12
	50
	60
	85

	13
	80
	90
	      100

	14
	45
	55
	80

	15
	50
	60
	50

	16
	80
	95
	      100

	17
	50
	65
	75

	18
	45
	60
	80

	19
	75
	85
	85

	20
	50
	60
	90


By observing the students’ vocabulary from preliminary study, improving the vocabulary both of the first cycle and the second cycle, there was significance development in the students vocabulary by using pictorial board game.
Table 4.4 The percentage of success for individual in the preliminary study, cycle 1, and cycle 2

	Preliminary Study
	Cycle 1
	Cycle 2

	40 %
	50 %
	85%


From the two tables above, it is clear that there was an improvement of the students’ vocabulary from the preliminary study, cycle 1, and cycle 2. In the preliminary study, only 8 students (40%) passed the test and 12 (60%) failed. Then, in cycle 1 there were 10 students (50%) passed the test and 10 (50%) failed. Although, it had not fulfilled the criteria of success, there was increasing of the success. In cycle 2, there were 17 students (85%) passed the test and 3 (15%) students failed. It means that the criteria of success had been fulfilled and the research was successful.
The Improvement of the Student’s Mean Score of Preliminary Study, 

Cycle 1, and Cycle 2
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Figure 4.4
The Histogram of the Improvement of the Students’ Mean Score of Preliminary Study, Cycle 1, and Cycle 2 

Based on the table above, it was clear that there was improvement of the students’ vocabulary ability from preliminary study to cycle 1 and cycle 2. On preliminary study, only 8 students passed the test. It means that just 40% from 20 students had good mastery on vocabulary. Then on cycle 1, to the students were successful on vocabulary test. There were 50% of all students could pass and 50% failed. They had not reached the criteria of success but there was increasing of the success on cycle 2. It can be concluded that pictorial board game that 85% or 17 students passed the test and 15% failed. It means that the test was successful.
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