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MOTTO

If children do not learn the way we teach them, then we must teach them the 

way they learn.

(R ita Dunn)

u
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ABSTRACT

Andik Budi Mahajaya, 2005, The Effect o f Using Game Exercises on 
Tenses Mastery o f the Fifth Year Students o f SDN Kepatihan IX Jember in the 
2004/2005 Academic Year

Thesis, The English Education Program, language Arts Department, 
Faculty of Teacher Training and Education, Jember university.
The Consultants : 1. Dra. Made Adi Andayani, T. M.Ed

2. Dra. Siti Sundari, M.A 
Key Words : Students’ Tenses M asteiy

Game Esercises

This research was quasy experimental with one group pre-test and post- 
test design. This research was intended to find whether or not game exercises has 
a significant effect on the students’ tenses mastery. It was conducted at SDN 
Kepatihan IX Jember, which was chosen by purposive method. The respondents 
that was one class o f the fifth year (44 students) were determined by population 
method. The research data were obtained from tenses test (main data), and 
observation, documentation, and interview (supporting data). Then, the main data 
gained from tenses test (pre-test and post-test) were analyzed by using t-test 
(paired two samples for means o f Excdl program). The t-test analysis was done 
by comparing the mean o f total scores, the mean score o f present continuous tense 
and the mean score o f simple present tense o f pre-test and post-test. From the 
results o f data analysis, it was found that the t- statistical value o f total scores was 
10.64. From the indicators o f the research, the t-statistical value o f present 
continuous tense was found 8.54, the value o f the t-statistical value o f simple 
present tense was found 8.22 while the t-critical value at the significance level o f 
5 % was 2.02. The result showed that the students after being taught present 
continuous tense and simple present tense by using game exercises got better 
scores o f post-test than before the treatment (pre-test scores o f tenses). It could be 
conduded that there was a significant effect o f using game exercises on the 
students’ tenses mastery o f the fifth year students o f SDN Kepatihan IX Jember in 
the 2004/2005 academic year. Then, the altemative hypothesis was accepted. It is 
suggested that the English teacher uses game exercises as the altemative technique 
to increase the students’ tenses mastery and to avoid the students’ boredom in 
teaching leaming process o f tenses.

xu
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L INTRODUCTION

This chapter presents some aspects underpinning the topics o f the study. 

They include background o f the study, problems o f the study, operational 

definitions o f the terms, objectives o f the study, and the significances o f the 

research.

1.1 Background of the Study

Since the application o f the 1994 Basic Course Outline Engjish 

Curriculum, English has been taught as a local content in the elementary school 

beginning from the fourth grade to the sixth grade. English as a local content 

means that it is taught to the elementary school by considering whether it is 

important or not for the school (Depdikbud, 1994:1). Further, in English teaching 

leaming process, the four language skills should be taught integratedly: listening, 

speaking, reading, and writing. It is also taught integratedly with the three 

language components, namely: vocabulary, pronunciation and grammar.

In leaming Enghsh, one o f the problems arises is understanding grammar 

including tenses. In leaming tenses, Indonesian students tend to get confused with 

the differences between grammatical pattems o f English and Indonesian 

sentences. For instance, English has tenses with the verb changes depending upon 

the time o f action or event. Meanwhile, Indonesian does not. It often causes 

mistakes and conftision whenever the students tiy to produce English sentences. 

However, leaming tenses is needed because students will get difficulties in 

leaming English if  they do not master the tenses. Ur (1988:4) States that explicit 

or implicit knowledge o f grammatical rules is undoubtedly important for the 

mastery o f language since anybody would not be able to use words unless he/she 

knows how they should be put together.

The elementary school students tend to get bored and lose their interest 

when the grammatical rules are taught to them. In fact, the English examination 

mostly involves grammatical rules within the items. That is why, the English 

teacher seems to emphasize on the tenses teaching in order that their students can

1
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pass the examination. Therefore, the target o f leaming tenses is only to get a good 

mark in examination regardless the students can easily forget the grammatical 

rules they have got. In order to make their students master the tenses, the teacher 

loves to drill the tenses rules with exercises and gives them an assignment like 

working with the leamers’ work sheet (LKS). The kinds o f drills are so 

monotonous and less challenging that the students are getting bored and lose their 

interest. Moreover, monotonous teaching can produces sleepiness to the students 

(Haycraft, 1978: 8).

By considering to the reason above, it is queitly needed to find one way to 

teach tenses interestingly, which might arouse the students’ curiosity, so that 

unconsciously the students wilJ master the tenses rules. One o f the way s that may 

meet the requirement is games. Games might help the students improve their 

interest. Furthermore, games are able to help teacher create context in which the 

language is usefiil and meaningfiil (Wright et. al, 1983:1). This is correspond to 

the fact that meaningfulness approach in English teaching is essential, as 

emphasized in the Basic Course Outline English Curriculum of 1994. With regard 

to this idea, Wright et. al. (1983:1) have got an interesting interpretation on 

meaningfulness, namely the leamers’ response to the content in a definite way. If 

they are amused, challenged or surprised, then the content is cleariy meaningfiil to 

them. Thus, the meaning o f the language that the leamers listen to, read, write, 

and speak wili be more vividly experienced; and as a result, the language will be 

better remembered. In this case, Haycraft (1978:9) explains that the leamers are 

usually easy to remember the rules which are gotten through analyzing the 

language by themselves rather than direct presentation from the teacher.

Meanwhile, Scott and Ytreberg (1992: 3) State that young students love to 

play and they leam better when they are enjoying themselves. They also take 

themselves seriously and think what they are doing is the real work. In line with 

this, Byme (1986:101) confirms that games are effective since the leamers or the 

students are involved in playing games. They do not realize that they are 

practicing the language items, it includes the grammatical items. Then, those 

grammatical rules are expected to be a part o f the students’ utterances without
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feeling bored and depressed when they are used it in playing games. Further, 

games can help to avoid students’ boredom in teaching leaming process espedaUy 

in teaching language (Karun and Hasbullah, 1985:33). In teaching leaming 

process, games can be used to teach the four language skills (listening, reading, 

writing, and speaking) and the three language components (grammar, 

pronunciation, and vocabulary). In line witii the above ideas, Wright et. al 

(1983:2) note that games can be used to give practice in all language skills and in 

all the stages o f teaching leaming sequence (presentation, repetition, 

recombination, and free use o f language).

Based on the informal interview with the English teacher as the 

preliminary study, the fifth year students have been taught English including 

tenses once in a week. In addition, the tenses taught are present continuous tense 

and simple present tense, and the teacher never used games as a teaching 

technique in teaching tenses. Therefore, it is necessary to conduct a research 

entitled “ The Effect o f Using Game Exercises on Tenses Mastery o f the Fifth 

Year Students o f SDN Kepatihan IX Jember in the 2004/2005 Academic Year”.

!•

1.2 Problem of the Study

According to McMillan (1992:31), a good research States the problem 

clearly, explidtly, and concisely communicate to the reader and the user of 

research and the spedfic question addressed in the study. Based upon the 

background o f the study described above, the problem o f this research can be 

formulated as follows:

a. General Problem

The general problem o f this research is as follows:

“Is there any significant effect o f using game exercises on tenses mastery o f the 

fifth year students o f SDN Kepatihan IX Jember in the 2004/2005 academic 

year?”

b . Spedfic Problems

Based upon the general problem above, the spedfic problems are formulated 

as follows:
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1. Is there any significant eileci o f using game exercises on present continuous 

tense mastery o f the lllHi year students at SDN Kepalihan IX Jember in the 

2004/2005 academic year?

2. Is there any significant effect o f using game exercises on simpie present tense 

mastery o f the fifth year students o f SDN Kepatihan IX Jember in the 

2004/2005 academic year?

13  Operational Deflnitlon of the Research

It is important to define the terms used in this research in Ordo- to keep the 

discussion in iine with the terms defined. McMillan (1992:21) claims that an 

operational definition indicates “operations” that are performed to measure or 

manipulate the variable. The terms that are necessary to be defined operationally 

are games and the students’ tenses mastery. In this research, there are two 

variables, namely independent variable that is teaching tenses by using games and 

dependent variable that is tiie students’ tenses mastery.

1.3.1 Games

Games are foim o f play which can help and eucourage niany leamers to 

sustain their intercst and work (Wright et. al, 1983:1). Deaiing with this research, 

games refer to any stimulating, challenging and interesting activity which might 

lead to meaningfal tenses teaching, especially the chosen tenses that would bring 

the students to have better memory o f the tenses rules. In this research, games are 

used as a teaching technique in reinforcing the students’ tenses mastery, inainly 

their mastery o f present continuous tense and simpie present tense. The kinds of 

games used in this research are:

I. Action by One Person. 2. One Idea at a Time

3. Toss a Question and Catch an Answer 4. Kim’sgame

In this study, the students are given the exercises o f using present 

continuous tense through ‘Action by One Person’ game and ‘One Idea at a Time’ 

game, and the exercises o f using simpie present ieuse through ‘Toss a Question 

and Catch an Answer’ game and ‘Kim’s game’. These games are chosen because
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they are never used as a teaching leehnique in English teaching leaming proeess 

o f the (iflli year students o f SDN Kepatihau IX Jember in the 2004/2005 

Academic year.

13.2 The Students’ Tenses Mastery

In this research, the students’ tenses mastery means their mastery o f the 

pallems and the rules of the varb forms deaiing with the lime o f actions or events, 

especialiy for present continuous tense and simple present tense, which is 

indicated by the students’ scores on tenses written test.

1.4 The Objectives of the Study

In accordance with the research problems, the objectives o f this study 

cover the general objective and the specific objectives.

a. The General Objective

The general objective o f this research is to know whether there is a 

significant effecl o f using game exercises on tenses mastery o f the fillh year 

students o f SDN Kepalihan IX Jember in the 2004/2005 academic year.

b. The Specific Objectives

There are two specific objectives stated in this research, namely;

1. to know whether there is a significant effect o f using game exercises on 

present continuous tense mastery o f the fillh year students o f SDN Kepalihan 

IX Jember in the 2004/2005 academic year.

2. to know whether there is a significant effect o f using game exercises on 

simple present tenses mastery o f the fifth year students o f SDN Kepatihan IX 

Jember in the 2004/2005 academic year.

1.5 Significances of the Research

The results o f this research are expected to share significant contribution to 

the following people:
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a. The English teacher

The resulis o f this research are hopefully useful for the English teacher to give 

an altemative way o f teaching tenses in more interesting and challenging, in 

order to improve the students' interest in studying tenses, especially in SDN 

Kepatihan IX Jember

b. The Students

The treatment given to the fifth year students o f SDN Kepatihan IX Jember in 

the 2004/2005 academic year, hopefully gives an experience and practice for 

the smdents in leaming tenses through games, so that they are motivated and 

enjoyed leaming tenses through games.

b. Other Researcher

The result o f this research might be useful for other researchers as a referencc 

and source o f Information to conduct a further research within similar areas o f 

the study through a different research design, such as a ciassroom acnon 

research to inerease the students’ motivalion in leaming tenses llnough gauies.
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II. RE VIE W OF RELATED LITERATLRE

This chapter presents the review o f the aspects related to the research 

topics. They are games in language teaching, the kinds o f games for tenses 

teaching, the principles o f using games for tenses teaching, grammar in language 

teaching, some factors affecting the success o f grammar exercises, tenses 

materials, and research hypotheses.

2.1 Games in Language Teaching

Byme (1986:100) States that games are a form o f play completed by 

certain rules and cooventions which are meant to  enjoy wherever they are played. 

Then, Santrock (1993:331) affirms that games are the activities, which are done 

for the sake o f enjoyment and entertainment within which there are rules and often 

competition. This is in accordance with Wright, et. al. (1983:1) who define games 

as a set o f form o f play which can help and encourage many leamers to sustain 

their interest and work. Games are obvious self-motivating material that will 

arouse the students’ interest in leaming language (Adenan, 1994:9). Further, 

games are one o f the ways to present the material in order to make the class more 

alive and break the routine activities in the classroom (Byme, 1986:100).

According to Karim and Hasbullah(1985:5.33) games that are applied to 

teach language in teaching leaming process is called language games. Dealing 

with this, Nababan (1993:206) confirms that games which are used as teaching 

aids in teaching language is called language games. Meanwhile, Jarolimek 

(1977:337) says that games which are used in teaching leaming process, me often 

referred to  as instructional games. Instmctional games tend to  minimize the 

element o f entertainment and emphasized on the educational purpose. However, 

enjoyment aspect o f these games still can be enjoyed by the students. 

Additionaily, Walker (1992:19) affirms that language games are ways Of 

practicing the language skills and drawing attention to language items, without 

boredom.

7
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By virtue o f above phenomena, games are obviously useful in the 

language classroom to create an existing and meaningfiil situation. Further, 

Jarolimek (1977:338) presents the reason o f using games in the classroom, as the 

following:

1. Games might motivate the leamers to be deeply sincerely invdved in the 

classroom activities.

2. Games are highly effective in altering the leamers leaming attitude.

3. Games might improve the cognitive ability o f the leamers.

4. Games might arouse the leam ers interest to  know more about anything 

conceming the games in detail.

Dealing with this case, Gerlach et.al (1980:383) give advantages o f using 

games in the classroom as below:

a. Students are satisfied when they sense a new insight as new ideas and concepts 

are formulated.

b. Students can seek to solve the problem if  they are intimateiy involved.

c. Students are placed in more realistic environment than any form o f leaming,

d. Games can attract the students’ eooperation on aceepting and searching the 

problems.

For the language classroom, Byme (1986:100) adds that games are not 

only diversion a break from the routines but games might also contribute to 

language proficiency, such as accuracy. Accuracy focused games contribute to the 

improvement o f the leamers’ command of particular item or items o f the language 

such as sound, vocabulaiy, spelling and grammatical items or functions. 

Accordingly, games takes an important role in oral grammar exercises sirtce it can 

be fully communicative to  encourage communication between the teacher and the 

students (Rivers, 1983.58).

Mukarto (1989:47) emphasizes that games may fiimish the students’ 

strong desire to communicate and express themselves. Therefore, games can be 

considered possible and potenfial altemative activities that can be employed as 

individual or group activities.
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2.2 The Kinds of Games for Tenses Teaching

There is a great deai o f games that might be useful for tenses teaching. In 

this study, however, there are four selected games in accordance with the two 

chosen tenses. Those games are: Action by One Person’ game and ‘One Idea at a 

Time’ game for present continuous tense. In addition, the games for simpie 

present tense are: ‘Toss a Question and Catch an Answer’ game and ‘Kim’s 

game’.

2.2.1 Action by One Person

This game belongs to sound game since listening and speaking skills are 

focused to be practised. Further, essentially, the expression o f present continuous 

tense is mastered in this game by reference to actions which are done (Wright et. 

al, 1983:92). ‘Action by one person’ game is a class work as all o f the students 

can involve in playing this game actively. Some variations and adaptations may be 

taken dealing with the condition o f the class. The details o f this game are the 

following:

: Present continuous tense 

Guided 

Beginners 

10-15m inutes

Write down the sequence o f actions on a piece o f paper.

Language focus 

Control 

Level 

Time

Preparation

Procedures

1. Ask the students to close their eyes and put their head on their anns to reduce 

the chanee o f them sneaking a look. What they have to do just listen and try to  

interpret what they hear.

2. Give a written sequence o f action to one leamer to perform. e.g.

a. Open and close all the drawers.

b. Knock the door.

c. Open the door and close them.
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3. Ask the leamer to do the sequeoce o f action twice, during the first sequenee 

the class only hsten and say nothing. During the second sequence, you ean ask 

questions. e. g.

Teacher: what is he doing?

Class : he is opening the door.

Teacher: what is he doing?

Class : he is closing the window

4. If  there are mistakes, perform the action again.

5. Finally, let the class see the actions and confinn the actions by using present 

continuous tense.

2.2.2 One Idea at a Time

In this game, essentially, one o f the students mimes a sequence o f action 

and other students try to guess it (Wright, et. al. 1981:174). Further, the way they 

are guessing must be in the form o f present continuous tense. The students who is 

miming must nod his/her head if  his/her fiiends make the right guess, cm the other 

hand, the miming student must shake his/her head as his/her fiiends make the 

wrong guess. For the kind o f this game, the researcher ehooses ‘One Idea at a 

Time’ game variation 3, due to this game is ©cactly aimed at practising present 

continuous tense (Wright, et. al. 1983:173), one o f the selected tenses o f this 

research which latter this game wiil be modified in accordance with the students’ 

materials and their level o f language mastery. ‘One Idea at a Time’ game in 

details are below;

Language focus : Present continuous tense 

Control : Guided

Level : Beginners

Time : 10-15 minutes

Preparation : A paper consisting the sequence o f actions.

Procedures

1. Give a sequence o f action to one student and ask him or her to mime the 

action in front o f the class.
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2. Ask the rest o f the students to guesss the aetions by using present 

continuous tense.

3. If the guessing is right, the miming student must nod his/her head. On the 

other hand, if  the guessing is wrong, the student who is miming must 

shake his/her head. For instance:

Mimer : (Acts as carrying something)

Class : You are opening the door.

Mimer : Shakes head.

Class : You are carrying something.

Mimer : Nods head.

2.2.3 Toss a Question and Catch an Answer

As noted by Chapman (in Strawhom, 1999:16), ‘Toss a Question and 

Catch an Answer’ game is an interesting game since the students will have fon 

and surprised themselves by realizing what they can do. All o f the students are 

involved in playing this game. Some variations and adaptations may be taken 

dealing with the situation and eondition o f the class itself. ‘Toss a Question and 

Catch an Answer’ game in details are the following.

Language focus: simple present tense

Guided 

Beginners 

10-15 minutes 

Softball

Write down the sequence o f questions and answers.

Control 

Level 

Time 

Material 

Preparation 

Procedure

1. Begin by throwing the ball to one student and ask him /  her questions. e.g.

a. W hatdoyoudo?Iam a,...

b. What city do you Kve in? I Hve....

c. When does the sehool begin? The school begins.......

2. The student who catches the ball must give an appropriate answer.

3. She / he then must ask another question and throw the ball to another student.
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4. The student who eatches the ball must give an appropriate answer, ask the 

other students, and so forth.

2.2.4 Kim’s game

All the games o f this kind require and encourage the students’ ability o f 

memorizing since this game belongs to memory games (Wright, et. al 1983:139). 

Moreover, the students are practised to express their mind or idea actively. For the 

game o f this kind, the variation (A) o f ‘Kim’s game’ is chosen, which later this 

variation wili be modified in accordance with the selected tenses o f this research. 

As suggested by Jarolimek (1977:339) that games can be modified, if  it is 

necessary, to meet the particular needs o f the class. Further, the particular needs o f 

the class is simple present tense. This game in details are as follows:

Language foeus : simple present tense 

Control : Guided

Level : Beginners

Time : 30 minutes

Material : 12 pictures about daily activities which represent the using

o f simple present tense.

Procedures

1. Di vide the class into four groups (group A, B, C, and D) and choose the 

group’s leader o f each.

2. Ask the leader o f group (A) to come in front o f the dass and give him/her 

three pictures to be displayed to  his/her group only (group A).

3. Ask the members o f group (A) to produce the statements using simple 

present tense based on the pictures given, as many as possible, in the oral 

form (The statements cm  be in the form o f positive, negative and 

affirmative).

4. Ask the rest o f groups (B, C, and D) to keep in watch and make correction 

for the statements which are produced by group (A) together with the 

teacher.

5. Give one point for each correct statement.
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6. Give six minutes for each group to do the task.

7. Do the same steps for groups B, C, and D.

2.3 The Principles of Using Games for Tenses Teaching

Byme (1987:101) presents the generals procedures o f the game application 

for the sake o f reinforcing or extending the leamers command o f specific 

language items, namely:

1. Choose the games carefitlly based on the suitability o f language and the 

leamers's age and interest as well as the size o f the class.

2. Explain the rules o f the games very carefully, in the mother tongue if  it is 

needed.

3. Give the leamers one or more trial runs.

4. Involve as many leamers as possible.

5. If the games are being played on the teams, give points for each correct 

answer and write the scores up on the board.

Furthermore, Wright, et. al. (1983:6) describe the ways o f introdudng new 

games respectively as follows:

1. The teacher explains the nature o f the games and how to play it.

2. The teacher and one or two leamers demonstrate part o f the games.

3. One o f the group tries out the game in front o f the class.

4. The teacher writes any essential language and / or instraction on the board.

5. The group try to perform the games in front o f the dass.

6. The teacher removes the essential languages, etc from the board.

Wright, et. al. (1983:3) illustrate the conditions o f the eflicient games as a

means to satisfy the leamers’ need in a language classroom. The conditions are as 

follows:

1. The length o f the time to prepare the game must be equal to the advantage 

o f the game.

2. It is relatively easy for the teacher to organise the game in the elassroom.

3. The games are interesting for the leamers.
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4. The language skill that the teacher coneemed to teaeh is appropriate to the 

activity.

5. The ammmf o f language and the type o f use are enough to justify the use 

o f game, or the teacher has another good reason for introducing it.

In preparing the language games, Wright, et. al. (1983:6) give five 

practical points, namely:

1. The games must be familiar with the students, the teacher is the key role 

in familiarizing the games to the class.

2. The games must be appropriate to the class in terms o f language and type 

o f participant use.

3. Challenge is a value aspect to be considered in teaching leaming process.

4. It is advisable to  stop the games and change to something else before the 

students become tired.

5. In order to correct the mistakes in language use, the teacher should never 

interrupt the game because it can reduce the successfulness o f the games 

itself.

Additionally, Dobson (1985:108) gives many suggestions designed to 

insure the greatest success with the games that the teacher seleets:

a. Make through prepararion for the game. Read the rule o f the game and by 

to understand how it is played. Collect the materials o f the games that 

requires special equipment.

b. Be sure that the game the teacher choose is within the range o f his students 

ability. Eventhough, all the games given here are easy fi>r students o f 

English to play, still, students will greatly challenged by the fact that they 

are playing the game in a language other than their own.

c. Choose the game that allows many students to participate. If  the class is 

large, a number o f students will sit as the audience during the games. To 

solve the problem, teacher can give a task to audience. While in a small 

class, teacher should make sure that every students has an active role in 

every time.
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2.4 Grammar in Language Teaching

Ur (1988:4) defines grammar roughly as the way a language manipulates 

and eombine words or bids o f words in order to form longer units o f meaning. As 

Harman (1950:11) says, the grammar means the study o f words and their 

fonction. In addition, Neufeldt and Geuralnik (1997:421) State grammar is the 

study o f the usage o f language forms and syntax o f its words, the principles o f a 

correct usage in aceordance with established grammatical usage. Grammar is the 

rules that say how words change to show different meaning and how they are 

combined into sentences (Swan, 1980:xvi). In addition, he States that tense is a 

part o f grammar that is defined as a verb form which shows the time o f action or 

event (Swan, 1980:xxiii).

According to Homby (1995:891), the word “tense” stands for a verb form 

or a series o f a verb form used to express a time relation. Tense may indicate 

whether an action or activity is in past, present, or foture. Frank (1972:47) States 

that tense had connection with a special verb ending or accompanying an 

auxiliary verb that signals the time. To master English, we cannot ignore the 

tenses beeause the role o f the tenses is very important to improve the students’ 

English skills (Smith and Robinson, 1989:363). In other words, in order to 

understand the tenses, the students should leam how to produee English 

sentences using the correct conenection between the action and the time o f the 

oecurance as well as possible. The explicit and the im plidt knowledge of 

grammatical rules is undoubtedly essential for the mastery o f language, since 

anybody would not be able to use words unless she or he knows how they should 

be put together (Ur, 1988:4). In English, there are twelve kinds o f tenses which 

are commonly used (Hayden et. al. 1956:59). The twelve tenses are as foHows:

1. Simple present tense

2. Present continuous tense

3. Simple past tense

4. Past continuous tense

5. Simple foture tense

6. Future continuous tense
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7. Present perfect tense

8. Present perfect continuous tense

9. Past perfect tense

10. Past perfect continuous tense

11. Future perfect tense

12. Future perfect continuous tense

However in this study, the researcher will only foeus on two tenses, 

namely: present continuous tense and simpie present tense. The reasons o f 

choosing the two tenses are because those tenses have been taught to the fifih 

year students o f SDN Kepatihan IX Jember. However, the English teacher never 

uses games to reinforce the students’ tenses mastery. In this research, ‘Action by 

One Person’ game and ‘Ctae Idea at a Time’ game will be applied to give the 

exereises o f present continuous tense and ‘Toss a Question and Catch an 

Answer’ game and ‘Kim’s game’ will be applied to give the exercises o f simpie 

present tense.

2.5 Some Factors Affecting the Success o f Grammar Exercises

According to Ur (1988: 11-19), there are some factors which might 

enhance the successfulness o f the grammar exercises, those are as follows:

2.5.1 The Materials

In teaching leaming process o f grammar, the teacher must avoid giving the 

materials they have not taught yet. If  the material has not been clearly perceived 

and taken into short memory by the leamers, then much time will be wasted on 

incomprehension or unacceptable responses. Since the teacher has to  intemipt the 

procedures for expIanations and corrections, as well as lessening the time for the 

real practice (Ur, 1988:11).
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2.5.2 Volume and Repetition

Volume in this study means the sheer amount o f comprehensible language 

that is spoken, heard, read and written in the course o f activity. The more 

language the leamers are exposed or produced, the better result will be.

When the material is non-speeific, as in fluency exercises, the practice will 

be maximised on the use o f the language in general. If  the material is spedfic, 

however, as the leaming o f grammatical structure, most o f the volume should 

consist o f repetition o f the items to be leamt, which mean designing procedures 

that will induce the leames to engage with the item to be leamt as many times as 

possible, surdy in different examples o f the stracture form o f meaning (Ur, 

1988:12).

2.5.3 Success Orientation

In order to succeed in the teaching leaming process o f grammar, before 

practising the material, the teacher has to  minimize the problems that might be 

experienced by the leamers while doing the practice activities. This practice in 

general is the most effeetive, if  it is based cm more or less performance and 

practice activities should be designed and presented in sudi a way as to make it 

likely that leamer responses will be acceptable. In addition, success oritentation 

contributes significantly to a positive classroom climate o f relaxation, confidence, 

and motivation (Ur, 1988:13).

2.5.4 Heterogeneity

A heterogeneous exercise is the one that can be done at any levds, since 

most classes are in fact composed o f mixed ability groups. It is because a 

homogeneous exercise cannot possibly provide effeetive practice for all the 

leamers as it will be too difficult for the weaker leamers and / or too easy for the 

stronger leamers. It is, however, possible and desirable to design exercise that can 

be interpreted and performed at whatever level the individual student feels 

appropriate, so that some leamers will be able to  do the exercise more than 

others.
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The use o f heterogeneous exercises not only ensures that a higher 

proportion o f the class gets leaming value out o f the practice; it also has a 

positive effect on leamers’ attitude and motivation. In addition, responses at 

many different levels can be the expected one, hence, these exercise provide an 

opportunity for the teacher to give slower or less confident leamer the approval 

and encouragement they need (Ur, 1988:13).

2.5.5 Interest

Interest is an extremely essential aspect o f studying grammar, since 

however well designed a practice procedure has been, may fail to produce 

successfol leaming simply because it makes the leamers bored. The bored 

leamers will be unable to concentrate and their attention wanders. Furthermore, 

due to the boredom, the younger class particularly, often produces unmly 

behaviour such as making noise and talking to  their friends. The valuable 

leaming time, consequently, will be wasted on coping the disdpline problems. 

On the contrary, if  the dass is interest®! in what it is doing, they are also likely to 

enjoy the process and want to continue (Ur, 1988:15).

To induce an interesting exercise, the teacher must be able to  arouse the 

intrinsic interest o f the leamers on the activities done both the topic and the task 

given (Ur, 1988:19).

2.5.6 Teacher Assistance

The teacher activities in teaching leaming process o f grammar should 

therefore be largely directed towards supporting and assisting the students in their 

production o f acceptable responses rather than towards assessing and correcting. 

Examples o f such assistance are simply giving extra time to think; repeating or 

simplifying a text; approving the beginning o f an utterance in order to encourage 

production o f the whole; suggestions, hints, and prompt. All this means that the 

teacher have to be very alert to sense when and where a help is needed and what 

form it should take (Ur, 1988:14).
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2.6 Tenses Materials

2.6.1 Present Continuous Tense

Present continuous tense is used to talk about something which is 

happening at the time o f speaking, or around the time o f speaking. The activities 

began a short time before and are expected to end a short time after the moment 

o f speaking. This tenses can also express the activities that began a reiatively long 

time before and that will probably and a relative long time after the moment of 

speaking. These activities are not necessary taking place at the moment o f 

speaking (Thompson and Martinet, 1985:154). The pattems o f present continuous 

tense are:

(+) S + be (am, is, are) + Vmg + O 

(-) S + be (am, is, are) + not + + O

(?) Be (am, is, are) + S + Ving + O

For examples:

1. ‘Where is Margareth? “She is having a bath’

(She is having a bath when the speaker is saying so)

2. Silvia is leaming English at the moment.

(Silvia has began leaming English, and has not flnished yet, she is in the 

middle o f leaming at the time o f speaking)

5. You are working hard today.

(It is happening around the present)

(Murphy, 1985:26)

In this research, present continuous tense is used as the indicator for 

constructing the tenses test that is given to the respondents before and after the 

treatments. This indicator is used to measure the students’ mastery o f present 

continuous tense after have been taught this tenses through ‘Action by One 

Person’ game and ‘One Idea at a Time’ game. In other words, it is intended to
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know whether there is a significant effect o f using games on the students’ 

mastery o f present continuous tense.

2.6.2 Simple Present Tense

Simple present tense is used to express an habitual aetions. This tenses 

does not tell us whether or not the aetions being performed at the time of 

speaking. The simple present tense is often used with adverbs, or adverbs o f 

frequency sueh as always, never, often, sometimes, usually, everyday, ect. In 

general statement, simple present tense is used to express the ideas and feeling at 

the moment. Furthermore, it is expressing an aetion or activity. The simple form 

o f the verbs are used for the first person singular subject (I), the second pattem 

singular subject (you), the plural (we, they). The verbs ending with -s/es are used 

for the fthrd subjects (he, she, it) (Thompson and Martinet, 1985:159). Moreover, 

the pattems o f present continuous tense are:

(+) S + be (am, is, are) + N /  Adj /  Adv 

(-) S + be (am, is, are) + not + N / Adj / Adv 

(?) Be (am, is, are) + S + N / Adj / Adv

For examples:

a. The sun shines during the day.

(Sun shines during the day is habitual aetion)

b. I want to be a good student.

(Expressing the ideas and feeling)

c. The school begins at 07.00 am.

(Expressing an aetion or activity)

(Thompson and Martinet, 1985:159)

In this research, simple present tense is used as the indicator for 

construeting the tenses test that is given to the respondents before and after the 

treatments. This indicator is used to  measure the students’ mastery o f simple
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present tense after they have been taught this tenses through ‘Toss a Question and 

Catch an Answer’ game and ‘Kim’s Game’. Ia other words, it is intended to 

know whether there is a significant effect o f using games exercises on the 

students’ mastery o f simple present tense.

2.7 The Effect o f Using Game Exerrises on the Students’ Tenses Mastery

Games can stimulate or entertain the students and by playing games, they 

will feel fon to leam the target language. Through games they will get a chance to 

try the more chaUenging thing out o f their routine activity. Dobson (1985:70) 

States that games are wonderful way to break the routine o f class activities. This 

indicates that in the English language teaching, the English teacher should have 

ability to present the materials in various ways.

Games are one o f the best ways to present the materials that stimulate the 

students in leaming the target language, the students are required in many cases 

to communicate in fuli sentences through games. Besides, the students will 

enlarge their tenses mastery and prectically memorize the tenses they had leamt 

in the game because they are participating directly and that would be a new 

experienee for them. Mereover, Gerlach, et.al (1980:38) State that games are 

simplified models o f real life situation that pro vide the students with opportunity 

to partieipate in interesting ways.

Nababan (1993:266) defines that language games is a game, which are 

used in the teaching leaming process as the teaching teehnique. It means that 

games as a teaching technique might amuse the sits in leaming the target 

language. They get a new experience in their class activity and they have 

important role in that event as the active participants and they would be proud o f 

them.

Based cm the opinion above, teaching tenses through games helps the 

students leam the target language. Its use may create a better attitude to the 

students in leaming and using the language. Besides, by using games, the English 

teacher can explain the lesson in relatively shorter time. Games might support
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tenses mastery effectively beeause it is relaxing situation and avoids boredom. As 

the result the students might leam and get better tenses mastery.

2.8 Research Hypothescs

It is necessary for the researcher to State the hypotheses o f the research to 

focus on the research problems. The fonmdation o f the research hypotheses are 

as follows:

a. General Hypothesis

There is a significant effect o f using game exercises on tenses mastery o f 

the fifth year students o f SDN Kepatihan IX Jember in the 2004/2005 academic 

year.

h. Specifics Hypotheses

1. There is a significant effect o f using game exercises on present continuous 

tense mastery o f the fifth year students o f SDN Kepatihan IX Jember in 

the 2004/2005 academic year.

2. There is a significant effect o f using game exereises on simpie present 

tense mastery o f the fifth year students o f SDN Kepatihan IX Jember in 

the 2004/2005 academic year.
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III. RESEARCH METHODOLOGY

This chapter presents the research methods apphed in this research. It 

inciudes research design, area determination method, respondent determination 

method, data collection methods, and data analysis methods.

3.1 Research Design

This research was intended to find whether there was a significant effect o f 

using games on students’ tenses mastery o f present continuous tense and simpie 

present tense. Therefore, the appropriate research design used was quasi 

experimental one group pre-test and post-test design. It was used because this 

research used one group only. The group was treated as the control group and the 

experimental group. (Yousda and Arifin, 1993:22), (Arikunto, 2002:78). The 

research design is illustrated as below:

Oi X 02

Notes:
01 : the pre-test before the treatments (pre-test o f tenses).
X : the treatments to the experimental group (teaching present continuous tense 

and simpie present tense).
0 2 : the post-test after the treatments (post-test o f tenses).

(Adapted From Bieger and Gerlach, 19%: 52)

However, this design could not control the extraneous variables o f this 

research. As pointed out by McMillan (19%:76), quasi experimental is not a real
f

experimental design since this kind o f experimental design does not follow the 

ordinary procedures o f the true experimental design wifti the spedfic scientific 

rules. Usually, the quasi experimental ddsign ignores some uncontrolled variables

i
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that will also influence the conclusion (Bieger and Gerlach, 1996:52). 

Additionaiy, they confinned one exaraple o f uncontrolled variables dealing with 

the use o f one group pre-test and post-test design, it was testing threats. As noted 

by Bieger and Gerlach (1996:79), testing threats relates to the possible effect o f 

pre-test on the performance o f respondents in a study on the post-test. For 

exaraple, the effect maybe sensitizing in that a pre-test may alert subjects to the 

fact that they are being studied, leading them to react in a manner that may effect 

the results. Another possibility was that o f multiple testing effects, where 

performance on a pre-test may effect performance on later administration o f post- 

test. In either case, the post-test may not measuring just the influence o f 

treatments but also the effect o f earlier pretesting. To overcome these problems, 

Bieger and Gerlach (1996:81), suggested to use unobtrusive measures (data 

collection techniques about which the experimental respondents are unware). It 

may minimize the effect o f testing. Therefore, it is advisable for the researcher to 

use a diflferent equivalent forms o f a test for pretesting and posttesting. That was 

the reason why, the tenses test that was given to the fifth year students o f SDN 

Kepatihan IX Jember in the 2004/2005 academic year was different but it was still 

in equivalent forms. By using this way, hopefully, the effect o f testing threat could 

be eliminated.

The research procedures were as foliows:

1. Conducting preliminaiy study by doing the interview with the English 

teacher to find the problem faced by the fifth year students o f SDN 

Kepatihan IX Jember in the 2004/2005 academic year conceming with 

teaching leaming process o f tenses. (present continuous tense and simple 

present tense)

2. Administering pre-test o f tenses to know the respondents’ mastery o f 

present continuous tense and simple present tense before the treatments 

given. This test was given in the first meeting.

3. Administering the treatments o f using games for giving the exerdses o f 

present continuous tense through ‘Action by One Person’ game at the first
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meeting, after the pre-test given. This game was given for three times. At 

the second meeting, ‘One Idea at a Time’ game and ‘Toss a Question and 

Catch an Answer’ game, were given for three times. At the last meeting, 

‘Kim’s game’ was given for giving the exercises o f simple present tense. 

This game was given twice.

4. Giving post-test o f tenses to the respondents after the treatments. This test 

was administered at the last meeting after the ‘Kim’s game’ given.

5. Analyzing the scores o f pre-test and post-test statistically by using t- test 

paired group two samples to find the mean differences in order to know 

whether or not there is a significant effect o f using game exercises on 

students’ tenses mastery.

6. Drawing a conclusion to answer the research problems.

3.2 Area Determination Method

This reserach was conducted at SDN Kepatihan IX Jember which is 

located at Jl. Kartini 40 Jember. This area was determined by purposive method 

since it was used based on the spedfic characteristic that have been known before 

(Hadi, 1990:82). This area was chosen based on two considerations, namely; 

academic? reason and technical reasons. Based on the academic reason, teaching 

tenses using games has never been applied before by the English teacher in 

teaching grammar especially tenses. For the technical reason, the headmaster o f 

SDN Kepatihan IX Jember permitted the researcher to conduct the experimental 

research. Thereby, the research data could be gained at this school. In addition, tiie 

research about this topic has never been applied at this school.

3.3 Respondent Determination Method

Bieger and Gerlach (1996:97) point out that the selection o f the research 

respondents has an important concequences for validity o f the research finding. 

The respondents o f this research were the fifth year students o f SDN Kepatihan IX 

Jember in the 2004/2005 academic year. According to Arikunto (1996:122) 

respondents are the person who gives some responses to the researcher’ questions
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rither orally or writtenly. Further, she says that if  the number o f the respondents is 

less than 100 respondents, it is better to take them all as the respondents, and it is 

called a population research. In this research, the respondents were determined by 

the population method due to the number o f population was 44 students in one 

class o f the fifth year. The fifth class was chosen because the selected tenses 

(present continuous tense and simpie present tense) had been stated in the 1994 

Basic Course Outline English Cuniculum for the fifth year students o f the 

elementary school and they had been taught by the English teacher.

3.4 Data Collection Method

The quality o f data collection method as well as the measurement influence 

the quality o f the data obtained. Therefore, the researcher is required to apply an 

appropriate data collection methods in order to obtain a valid data 

(Suryabrata,1983:84). There are two kinds o f data that were collected, they were 

primary data and supporting data. The primary data dealt with the students’ tenses 

mastery which showed by the students’ tenses scores o f pre-test and post-test, 

while the supporting data concemed with the data from the English teacher were 

obtained by interview and documentation. The following sections discuss the data 

collection methods used in this research.

3.4.1 Primary Data

3.4.1.1 Test

Test is essential as it has a function to find out how well the students have 

mastered the language skills or components which have just been taught (Heaton, 

1990:9). Acording to Arikunto (2002:198) test is a set o f questions, exercises or 

other instruments that are used to measure the skills, aptitude, knowledge and 

intelligence. In this research, tenses test as an achievement test was used since the 

test was intended to,measure the students’ tenses mastery after they had besi 

taught present continuous tense and simpie present tense through games. Hughes 

(1996:10) points out that achievement test is directly related to language course. 

The purpose is to establish how succesful individual students, groups o f students
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on the course themselves have been in achieving objectives. The pre-test o f tenses 

was given to the respondents before the treatments administered, it was intended 

to know the students tenses mastery before the treatments. Then, the post-test o f 

tenses was given after the treatments, that was after the students received 

exercises o f present continuous tense and simple present tense through games.

In applying an achievement test, this research used teacher made test in the 

form o f objective test. It means that the researcher constructed the tenses test 

based on the tenses materials o f the basic course outline o f the 1994 English 

Curriculum for the fifth year students o f the elementary. The objective test was 

constructed in the form o f multiple choice to measure the students’ tenses 

mastery. This test form was chosen because it was applicable to the construction 

o f tenses mastery test. In addition, it can test a lot o f materials in the short time. 

As Heaton (1991:27) explains that multiple choice test plays an important role to 

test the students’ ability in recognizing and produdng correct forms o f language. 

Thus, a classroom test o f grammar and usage can play a useful part in a language 

program. Another reason is that the use o f multiple choice is considered perfectly 

reliable. As Hughes (19%: 19) says that the kind o f objective test could produce 

high reliability. Since this research was intended to know the effect o f one on 

another as the main instruments, the test had to measure what was intended to be 

measured (Hughes,1996:22). The content validity was established in this research 

because the test was constructed based on the content that constitued a 

representative sample o f tenses materials o f using present continuous tense and 

simple present tense as the research indicator that were to be measured. Further, 

the test was consulted to the English teacher and the text book used.

The total number o f the test was 25 items. It consisted 13 items o f present 

continuous tense and 12 items o f simple present tense. Dealing with the test 

scoring, each correct item was scored 4 points; so the total scores o f the test was 

100 points. The time allocated for doing the test was 45 minutes.
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3.4 2  Supporting Data

3.4.2.1 Interview

Interview is a dialogue conducted by the interviewer to get the information 

from the interviewee. There are three kinds o f mterview: structured interview, 

unstructured interview and semi-structured interview (Arikunto, 19%: 147).

Dealing with this study, the semi structured interview was applied, in 

which a list o f questions and the details are developed to get the information 

needed during the process o f interview. This kind of interview was used in this 

study based on some considerations; it was more simple, more practical and easier 

to do (Arikunto, 1998:165). The interview was conducted with the English teacher 

o f the fifth year students o f SDN Kepatihan IX Jember. This interview was used 

to get the supporting data about the English curriculum used, the English text 

books, the media, the techniques used by the English teacher, the students’ 

difficulties in leaming tenses, and how to overcome the students’ problems. The 

interview guide is enclosed on Appendix 2.

3.4.2.2 Observation

In this research, observation was used to observe the atmosphere o f the 

class during the treatments given to the respondents. It was intended to observe 

the students’ activities when they were given the exercises o f using present 

continuous tense through ‘Aetion by One Person’ game and ‘One Idea at a Time’ 

game, and simple present tense through ‘Toss a Question and Catch an Answer’ 

game and ‘Kim’s game’. It was conducted by the researcher and the English 

teacher while teaching tenses through games. This observation was done during 

the treatments. The result o f observation was used to support the main data. While 

observing the class, the observation guide in the form o f check list containing the 

indicators observed was used. The observation guide is enclosed on Appendix 2.

3.4.2 J  Documentation

Arikunto (1996:202) confirms that documentation is a method for collecting 

data about variables in the forms o f notes, transeripts, books etc. In this study,
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documentation was used to get the supporting data about names o f the 

respondents and the school facilities o f SDN Kepatihan IX Jember. These 

supporting data were used to complete the main data.

3.5 Data Analysis Method

3.5.1 t-test

After the main data in the form o f tenses test scores o f pre-test and post- 

test were collected, the data were analyzed by using t-test to find whether there is 

a significant effect o f using games on tenses mastery o f the fifth year students of 

SDN Kepatihan IX Jember in the 2004/2005 academic year. The fonnulation of t- 

test is below:

t = Y P

Vk>!-(iD f
( n - l )

Notes:
n : the numbers o f respondents.
D : the scores deviation between X and Y (pre-test and post-test). 
D2 : the quadrate o f scores deviation between X and Y (D).

(Adapted from Masyhud, 2000: 557)

The d f (degree o f freedom) used is equal to N -l and the level o f 

significance o f 5 %. It means, that if  the t- critical value is more than the t- 

statistical value at the significance level o f 5%, there is significant mean 

difference between before giving the treatments and after giving the treatment, 

then, the altemative hyphothesis is accepted. On the contrary, if the t-critical value 

is less than the t-statistical value at the significance level o f 5%, there is no 

significant mean difference between before giving the treatments and after giving 

the treatments. Then the altemative hypothesis is rejected
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IV. RESULTS, DATA ANALYSIS, AND DISCUSSIONS

This chapter reports the results o f this research. It includes research 

schedules and activities, the treatments, the results o f the primary data, the results 

o f supporting data, discussion and hypothesis verification.

4.1 Research Schedules and Activities

This research was conducted from 31x1 March to 17th March 2005. It was 

done in three meetings, every Thursday, at the time o f English subject given. The 

research schedules and the activities would be described below.

Tabie 1. Research Schedules and Activities

♦ * i *
Meetirig Date /Time Activities

*IT

» * '* #* 
, *

la 3ra March 2005 
07.00-08.30

Administered Pre-test (at the first 45

l'- . minutes)  and ‘Action by one person’

• t
game (at the second 45 minutes).

r 3 10^ March 2005 Administered ‘One Idea at a Time’

r . • * *
07.00-08.30

game (at the first 45 minutes) and ‘Toss 

a Question And Catch an Answer’ game

. 2  • •
h . :

*• (at the second 45 minutes).

* 3rd 17“  March 2005 Administered ‘Kim’s game’ (at the first
W , *- 07.00-08.30

45 minutes) and post-test (tit the second 

45 minutes).

4 2  The Treatments

42.1 Treatment I (Actions by One Person)

The first treatment given to the respondents was playing ‘Action by One 

Person’ game. This game was played by focusing on the students’ concentration 

by leading them with the questions about the activities done in the classroom by 

using present continuous tense. Furthermore, the researeher led the students to

30
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mention the pattems o f present continuous tense and the usage o f it. Then, the 

researcher wrote all the pattems on the blackboard in order to give the students 

obvious descriptions. After that, he introduced the ‘Aetion by One Person’ game 

to the students by giving them rules o f the game. Then, one of the students was 

asked to trial run the game in front o f the class as the example. After all o f the 

students knew how to play the game, all notes on the board were erased. The 

researcher then asked one o f the students to come in front o f the class to do the 

aetion, while the rest o f the students were asked to elose their eyes and put their 

heads on their arms. What they had to do was to guess the aetions by using 

present continuous tense. At the time the aetions was taking place, the researcher 

pointed some students to guess the aetions by using present continuous tense. The 

aetions which were done through ‘Aetion by One Person’ game are enclosed on 

Appendix 3. Further, the aetion 2 ( elosing the door) would be presented as the 

example o f ’Aetion by One Person’ game activities. The activity was as follows:

(One student is aeting like elosing the door)

Researcher : What is he doing, student 1?

Student 1 : He is elosing the window.

Researcher : Is he elosing the window, Student 2?

Student 2 : No, he is not elosing the window.

Researcher : Is he elosing the door, student 3 ?

'  Student 3 : Yes, he is elosing the door.

In this game, all o f the aetions enclosed on Appendix 3 had been practiced 

by the students. These activities were effeetive since all o f the students were 

actively involved. They were encouraged to express their opinions about the 

aetions done by using present continuous tense. The students were trained to 

practice making the statements in positive, negative and interrogative form of 

present continuous tense. The materials o f the ‘Aetion by One Person’ game 

covered the theme in which the students had been familiar.
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4.2.2 Treatment II (One Idea at a Time)

This game treatment began by focusing the students’ concentration on 

present continuous tense. It was done by giving some leading questions dealing 

with the topic. Next, the students also focused on mentioning the pattems and the 

usage o f present continuous tense. Having explained the rules o f ‘One Idea at a 

Time’ game to the students, the researcher gave several trial runs as the examples 

by asking one o f the students to practice the game in front o f the class. After all 

the students understood how to play the game, the researcher asked one o f the 

students to mime the action in front o f the class. Those actions which had been 

already practiced, are enclosed on Appendix 4. The rest o f the students were asked 

to guess the actions by using present continuous tense. The example o f the game 

activity might be taken from Action 7 (reading the book). The brief illustrations o f 

thisactivity was as follows:

Mimer : ( mime like reading the book)

Researcher : What is he doing, student 1 ?

Student 1 : She is reading a book.

Researcher : Thank you, is she reading a book, student 2 ?

Student 2 : Yes, she is reading a book.

Researcher : Student 3, is she writing some notes?

Student 3 : No, she is not writing some notes.

All o f the actions enclosed on Appendix 4 had been practiced by the 

students through this game. These activities were proven to be effective to arouse 

the students’ interest and work as all o f the students were interested in doing the 

actions and guessing them. Further, the students were practiced to use present 

continuous tense in positive, negative and interrogative forms.

4.23 Treatment III (Toss a Question And Catch an Answer)

First o f all, the researcher gave some leading questions to tbe students 

about daily activities in the form o f simpie present tense in order to focus their
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concentration. The researcher, then, asked the students to mention the pattems and 

the usage o f simple present tense. Those were jotted down on the blackboard in 

order to give vivid descriptions. This step was done by the researcher’ guidance. 

All notes on the board were erased. Then, the students were Ied to practice ‘Toss a 

Question and Catch an Answer’ game. This step was done after the students had 

understood how to play this game. Therefore, severai triai runs were done for 

practices. In this game, the students practiced using simple present tense by 

producing questions and answers in the form o f positive, negative and 

interrogative. The guideline o f the questions and answers o f the activities through 

‘Toss a Question And Catch an Answer’ game is enclosed on Appendix 5. The 

examples ofthese activities were as follows:

Researcher : Are you a student? (Throw the ball).

Student A : (Catch the ball), Yes, I am a student.

How are you today, fhend 1? (Throw the ball).

Friend 1 : (Catch the ball), I am fine, thank you.

Can you speak English, friend 2? (Throw the ball).

Friend 2 : (Catch the ball), Yes, I can speak English.

Do you like English, friend 3? (Throw the ball).

And so forth.

As the activities were the first time experienced by the students, they felt 

interested in accomplishing the task given. They did not realize that they had 

practiced the simple present tense and they did not feel bored and depressed.

4.2.4 Treatm ent IV (Kim’s game)

This treatment was administered by showing some pictures about daily 

activities to the students. This activity was done as the researcher gave some 

leading questions deaiing with the theme, daily activities. This step was done to 

concentrate on the students’ Concentration. The activities were continued by 

explaining the rules o f ‘Kim’s game’ to the students and gave severai triai runs as 

the examples. After the students knew how to play this game, the researcher
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divided the class into four groups consisting o f 10 to 11 students. Then, the 

researcher gave three different pictures for each group to be recognized and stated 

into statements based on the pictures given by using simpie present tense in 6 

minutes. The statements could be in the form o f positive, negative and 

interrogative. As this game was competition games, the four groups were asked to 

compete each other in order to be the winner. Each correct statement would be 

scored 1 point. The results o f the students’ statements through ‘Kim’s game’ are 

presented below:

Table 2. The Results o f the Students’ Statements through Kim’s game

Group The correct statements Points

1* 2 positive statements 

2 negative statements 

1 interrogative statement

5 points

2*3 3 positive statements 

2 negative statements 

1 interrogative statement

6 points

3W 2 positive statements 

1 negative statement 

0 interrogative statement

3 points

4m 1 positive statement 

1 negative statement 

0 interrogative statement

2 points

The results were noted down on the board so that the students knew the 

correct statements they had. However, ‘Kim’s game’ took an important role in 

drilling the students ‘mastery o f simpie present tense, because the students were 

given the way o f expressing their opinions about the pictures and stating them into 

statements in interesting way. On the pictures given (see Appendix 6), there were 

some informations which might lead the students to produce the statements. The
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information was about the subjects (I, he, she, you, Asya, Dani, Agus, Ibrahim, 

and Zahra). It was also completed with the adverbs o f frequency (always, usually, 

ofien, sometime, seldom, never, rarely). The next information was about the 

adverb of time (moming, 06.00 o clock, 20. 00. o clock, 09. 00 o clock, 

afiemoon, 04.00 o clock, 17.00. o clock, 22.00 o clock, 16.30 afiemoon and 

midnight)

4.3. The Results o f Primary Data

4.3.1 The Results of Pre-test

The pre-test was given on 3rd March 2005, at the first meeting. The pre-test 

materials were present continuous tense and simple present tense with the theme 

that the students had leamt before, namely: in the classroom and daily activities. 

The total number o f the test is 25 items. It consists o f 13 items o f present 

continuous tense and 12 items o f simple present tense. Dealing with scoring, each 

correct item was scored 4 points; so the total score o f the test was 100 points (the 

total score o f present continuous tense was 52 and the total score o f simple present 

tense was 48). The test instruction was understandable as it was translated into 

Indonesian. The time (45 minutes) allocated for doing the test was enough. 

Besides, there were no questions that must be revised since the test items were 

reliable. The purpose o f this test was to know about the students ‘tenses mastery 

o f present continuous tense and simple present tense before having the treatments. 

The scores obtained in pre-test were used as the controlling variable and then 

compared with the scores o f post-test to measure the effect o f the game exercises 

treatment. The results o f the students’ scores o f pre-test are presented in Table 3 

below.

Table 3. The Recapitulation of the Students’ Tenses Scores of Pre-test

No lndicators Total
Present cont. tense Simple present tense

1. 16 4 20
2. 28 24 52
3. 28 24 52
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4. 44 24 68
5. 28 8 36
6. 32 32 64
7. 48 24 72
8. 24 8 32
9. 36 20 56
10. 32 28 60
11. 28 28 56
12. 20 20 40
13. 52 36 88
14. 32 16 48
15. 48 12 60
16. 28 32 60
17. 36 12 48
18. 24 32 56
19. 36 28 64
20. 16 8 24
21. 36 20 56
22. 36 24 60
23. 28 12 40
24. 20 24 44
25. 36 36 72
26. 44 20 64
27. 28 52 80
28. 36 28 64
29. 32 24 56
30. 36 12 48
31. 28 20 48
32. 16 16 32
33. 32 28 60
34. 40 24 64
35. 20 16 36
36. 40 24 64
37. 40 32 72
38. 44 28 72
39. 44 28 72
40. 36 12 48
41. 24 24 48
42. 28 28 56
43. 44 28 72
44. 44 40 84

I 1020 2468
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Based on the results, the mean score o f total scores was found 56.09 (2468 / 

44). In details, the mean scores o f present continuous tense was found 32.90 (1448 

/ 44) and the mean scores o f simpie present tense was 23.18 (1020 / 44).

4.3.2 The Results of Post-test

Having taught present continuous tense and simpie present tense by using 

game exercises, the students were given the post-test which was administered on 

17* March 2005. This test was intended to measure the students’ mastery o f 

present continuous tense and simpie present tense after the treatments. The total 

number o f the test was 25 items. It consists o f 13 items o f present continuous 

tense and 12 items o f simpie present tense. Conceming with scoring, each correct 

item was scored 4 points. Therefore, the total scores o f this test was 100 points 

(52 points for the total scores o f present continuous tense and 48 for simpie 

present tense)Then, the students’ post-test scores were analyzed by applying t-test 

(by providing Excell Program paired two samples for means). The results of the 

students’ scores o f post-test are presented in Table 4 below.

Table 4. The Recapitulation of the Students’ Tense Scores o f Post-test

Na Tndic
Present cont. tense

ators ______________J Total'
Simpie present tense '

1. 32 16 48
2. 32 28 60
3. 32 28 60
4. 44 28 72
5. 32 20 52
6. 36 32 68
7. 48 24 72
8. 24 12 36
9. 40 24 64
10. 36 28 64
11. 32 28 60
12. 24 28 52
13. 52 40 92
14. 36 16 52
15. 48 20 68
16. 32 36 68
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17. 40 12 52
18. 28 32 60
19. 44 32 76
20. 20 12 32
21. 40 28 68
22. 40 32 72
23. 32 20 52
24. 24 24 48
25. 42 40 82
26. 44 24 68
27. 32 56 88
28. 36 32 68
29. 32 28 60
30. 40 16 56
31. 36 24 60
32. 20 20 40
33. 40 32 72
34. 40 24 64
35. 24 24 48
36. 40 32 72
37. 44 36 80
38. 48 32 80
39. 48 28 76
40. 40 12 52
41. 32 28 60
42. 32 28 60
43. 48 32 80
44. 48 48 96

I 1614 1196 2810

Based on the results, the mean score o f total score o f the post-test was 

63.86 ( raise up 7.77 points from the pre-test). Based on the indicators 

investigated, the students’ mean score o f present continuous tense was 36.68 ( 

raise up 3.77 points from the pre-test). Then, the students’ mean score o f simple 

present tense was found 27.18 ( raise 4.00 points from the pre-test). From the 

results above, it could be concluded that there was improvement o f the students’ 

scores o f post-test compared with the pre-test o f each indicator investigated.
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43 3  The Results o f Data Analysis

433 .1  The Results o f Data Analysis o f Total Scores o f Pre-test and Post-test

The total scores o f the pre-test and post-test o f tenses were analyzed by 

using t-test formula o f Excell program in order to find whether there was a 

significant difference between the scores o f pre-test and the post-test. This t-test 

analysis was conducted by comparing the mean score o f the pre-test (Y) with the 

mean score o f the post-test (X). Therefore, the formula chosen was t-test: paired 

two sample for means. The results o f t-test analysis can be seen in Table 5 below.

Table 5. The Excell Computation of the Total Scores o f Pre-test and Post-test

NO X Y D DA

1. 48 20 28 784

2. 60 52 8 64
3. 60 52 8 64
4. 72 68 4 16
5. 52 36 16 256
6. 68 64 4 16
7. 72 72 0 0
8. 36 32 4 16
9. 64 56 8 64
10. 64 60 4 16
11. 60 56 4 16
12. 52 40 12 144
13. 92 88 4 16
14. 52 48 4 16
15. 68 60 8 64
16. 68 60 8 64
17. 52 48 4 16
18. 60 56 4 16
19. 76 64 12 144
20. 32 24 8 64
21. 68 56 12 144
22. 72 60 12 144
23. 52 40 12 144
24. 48 44 4 16

25. 82 72 10 100
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26. 68 64 4 16

27. 88 80 8 64

28. 68 64 4 16

29. 60 56 4 16

30. 56 48 8 64

31. 60 48 12 144

32. 40 32. 8 64

33. 72 60 12 144

34. 64 64 0 0

35. 48 36 12 144

36. 72 64 8 64

37. 80 72 8 64

38. 80 72 8 64

39. 76 72 4 16

40. 52 48 4 16

41. 60 48 12 144

42. 60 56 4 16

43. 80 72 8 64

44. 96 84 12 144

lllllll 2810 2468 324 3668

1. Calculating the mean o f total scores o f pre- test.

_  2468 

44

= 56.09

2. Calculating the mean o f total scores o f post- test.

Mx = ^
N

_ 2810

44

63.86
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3. Calculating the value o f t-test o f total scores o f pre-test and post-test.

t _______ 342

a/44(3688)-(342)2

(44-1)

#_______ 342

”  V161392-116964 

43

342
t = ,.........

Vl 033.21

342 

1 ~ 32.14

t =10.64

4. Calculatmg the Degree o f Freedom (df)

d f = N - 1  
= 4 4 - 1  
= 43

The t-test analysis above showed that the t -statistical value was 10.64 

and the t- critical value was 2.02 (since the t-statistical value was absolute 

number, then the minus sign (-) o f the t-statistical value was neglected). The result 

could be said significant if  the t- statistical value was the same or more than the t- 

critical value. From the analysis above, it was found that the t-statistical value

W -& 5t
( n - l )

V44428

43

342
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was more than the t- critical value (10.64>2.02). It means that the result o f the t- 

test analysis was significant (at the degree o f ffeedom o f 43 with the significance 

level o f 5%). It proved that there was mean differences between before the 

treatments and after the treatments. It reveals that the treatments were effective 

since the results o f post-test scores were better than its on pre-test.

4 3 3 .2  The Results o f Present Continuous Tense Scores o f Pre-test and Post- 

test

This t- test analysis was computed by comparing the mean scores of 

present continuous tense on pre-test and post-test. It was done in order to find 

whether or not there was any significant effect o f using ‘Action by One Person’ 

game and ‘One Idea at a Time’ game on the students’ mastery o f present 

continuous tense. The formula used was t- test o f excell program: paired two 

samples for means. The results o f the computation were presented in Table 6.

Table 6. The Excell Computation o f Present Continuous Tense Scores of Pre- 
test and Post-test

NO X Y D D«

1. 32 16 16 256
2. 32 28 4 16
3. 32 28 4 16
4. 44 44 0 0
5. 32 28 4 16
6. 36 32 4 16
7. 48 48 0 0
8. 24 24 0 0
9. 40 36 4 16
10. 36 32 4 16
11. 32 28 4 16
12. 24 20 4 16
13. 52 52 0 0
14. 36 32 4 16
15. 48 48 0 0
16. 32 28 4 16
17. 40 36 4 16
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18. 28 24 4 16

19. 44 36 8 64

20. 20 16 4 16

21. 40 36 4 16
22. 40 36 4 16

23. 32 28 4 16
24. 24 20 4 16

25. 42 36 6 36

26. 44 44 0 0

27. 32 28 4 16

28. 36 36 0 0

29. 32 32 0 0

30. 40 36 4 16

31. 36 28 8 64
32. 20 16 4 16

33. 40 32 8 64

34. 40 40 0 0
35. 24 20 4 16
36. 40 40 0 0

37. 44 40 4 16

38. 48 44 4 16
39. 48 44 4 16

40. 40 36 4 16

41. 32 24 8 64
42. 32 28 4 16
43. 48 44 4 16

44. 48 44 4 16

i i i i i a 1614 1446 166 996

1. Calculating the mean score of present continuous tense o f pre- test.

1448

44

= 32.91
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2. Calculating the mean score o f present continuous tense of post- test.

1614

44

= 36.68

3. Calculating the value o f t-test o f present continuous tense scores o f pre-test and 
post-test.

t =
S D

VPdMSdF
(n -1 )

166

^44(996)-(166f  

(44-1)

166

■>/43824-2756

43

166

”  -s/16258 

43

166

~ ->/378 09

166 

~~ 19.44

t =8.54

4. Calculating the Degree o f Freedom (df)

d f = N -1  
= 4 4 - 1  
= 43
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The result o f t-test analysis above showed that the t -statistical value was 

8.54 and the t- critical value was 2.02 (since the t-statistical value was absolute 

number then the minus sign (-) o f the t-statistical value was neglected). The result 

could be said significant if  the t- statistical value was the same or more than the t- 

critical value. Based on the computation above, the t-statistical value was more 

than the t- critical value (8.54>2.02). It means that the result o f the t-test analysis 

o f present continuous tense was significant (at the degree o f freedom o f 43 with 

the significance level o f 5%). It proved the mean differences between before the 

treatments and after the treatments. It revealed that ‘Aetion by One Person’ game 

and ‘One Idea at a Time’ game were effeetive to reinforee the students’ tenses 

mastery o f present continuous tense. In general, the results o f post-test were better 

than those o f pre-test.

4 3 3 3  The Results of Simple Present Tense Scores of Pre-test and Post-test

This t- test analysis was done by comparing the scores o f simple present 

tense on pre-test and post-test. It was done in order to find whether there is a 

significant effect of using ‘Toss a Question and Catch an Answer’ game and 

‘Kim’s game’ on the students’ mastery o f simple present tense. The formula used 

was t- test o f Excell program: paired two samples for means. The result o f this 

computation was as below.

Table 7. The Excell Computation o f the Students’ Scores o f Simple Present 
Tense o f Pre-test and Post-test

NO X Y D D*
1. 16 4 12 144
2. 28 24 4 16
3. 28 24 4 16
4. 28 24 4 16

5. 20 8 12 144

6. 32 32 0 0
7. 24 24 0 0
8. 12 8 4 16
9. 24 20 4 16
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10. 28 28 0 0
11. 28 28 0 0
12. 28 20 8 64

13. 40 36 4 16

14. 16 16 0 0
15. 20 12 8 64

16. 36 32 4 16

17. 12 12 0 0
18. 32 32 0 0
19. 32 28 4 16

20. 12 8 4 16

21. 28 20 8 64

22. 32 24 8 64
23. 20 12 8 64

24. 24 24 0 0
25. 40 36 4 16

26. 24 20 4 16
27. 56 52 4 16

28. 32 28 4 16
29. 28 24 4 16
30. 16 12 4 16

31. 24 20 4 16

32. 20 16 4 16

33. 32 28 4 16

34. 24 24 0 0
35. 24 16 8 64
36. 32 24 8 64
37. 36 32 4 16
38. 32 28 4 16
39. 28 28 0 0
40. 12 12 0 0
41. 28 24 4 16

42. 28 28 0 0
43. 32 28 4 16

44. 48 40 8 64

l i i l l l 1196 1020 176 1152

1. Calculating the mean score o f simpie present tense o f pre- test.
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M
y

l2 _
N

1020

44

= 23.18

2. Calculating the mean score o f simple present tense ofpost- test.

Mx = I x

N

1196

= 27.18

3. Calculating the value o f t-test o f simple present tense scores o f pre-test and 
post-test.

1/|bD, - ( £ d)!
( n - l )

f 176

A/44(ll52 )-(l76 )2

(44-1)

176

~ V 50688-30976 

43

176

”  V19712 

43

176

~ V458.42
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176 

“  21.41

t = 8.22

4. Calculating the Degree o f Freedom (df)

d f = N - 1  
= 4 4 - 1  
= 43

From the t-test analysis above, it was found that the t -statistical value 

was 8.22 and the t- critical value was 2.02 (since the t-statistical value was 

absolute number then the minus sign (-) o f the t-statistical value was neglected). 

The result could be said significant if  the t- statistical value was the same or more 

than the t- critical value. Deliberating the computation above, the t-statistical 

value was more than the t- critical value (8.22>2.02). It means that the result o f 

the t-test analysis o f simpie present tense was significant (at the degree o f freedom 

o f 43 with the significance level o f 5%). Since the mean differences between 

before the treatments and after the treatments was significant, ‘Action by One 

Person’ game and ‘One Idea at a Time’ game were revealed to be effective to 

increase the students’ tenses mastery o f simpie present tense.

4.4 The Results o f Supporting Data

4.4.1 The Result of Interview

The interview was conducted with the English teacher to get the 

supporting data to complete the main data. This interview was administered on 

10* October 2003. It was done by the help o f interview guide enclosed on 

Appendix 2. The brief descriptions o f the interview result were as follows:

According to the English teacher o f SDN Kepatihan IX Jember, the 

present continuous tense and the simpie present tense had been taught to the 

students o f the fifth year. It was based on the 1994 Basic Course Outline English 

Curriculum. These tenses were taught integratedly with the English language 

skills, such as writing and reading. Sometimes, they were taught to the students
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independently, Further, present continuous tense and simple present tense were 

the compulsory tenses for the fifth year students to be mastered.

In teaching leaming process o f tenses, the teaching technique that was 

used by the English teacher was lecturing method. It means that the present 

continuous tense and the simple present tense were directly explained to the 

students. Furthermore, in ordo- to drill the students’ tenses mastery, the English 

teacher loved to give tenses exerdses for many times. The exercises were taken 

from the English course book and the exercises were made by the teacher. These 

exercises made the students feel bored and lost their interest. At the time the 

tenses exercises given, the class atmosphere was quite plain. Some students did 

the exercises seriously, but some others pretended to do the tasks, but in fact, they 

did something else, such as drawing on their books. Some o f them did not do the 

exercises and just copied the answers from their friends. The students occasionally 

complained about their boredom and monotonous situation. In order to escape 

from these conditions, the English teacher often stopped the tenses lesson, and 

changed to another topic and made it as homewoik.

Actually, there were some game activities which might be taken, but the 

English teacher never used it. He usuaily applied game exercises for vocabulary 

enrichment or as a way o f es caping from the students’ boredom at the end o f the 

lesson. The English teacher has never applied the game exercises as a way to train 

the students’ tenses mastery because he did not know what kind of appropriate 

games should be taken to increase the students’ tenses mastery.

Then, the compulsory English textbook used by the English teacher was 

“Get Ready V” by Sutarma, published by Airlangga, Jakarta. It was also 

supported by “LKS Bahasa Inggris Pakem” by A. Nirbayanti, dkk. The students’ 

work sheet was pubhshed by C.V. Teguh Karya, Solo.

4.4.2 The Result of Observation

The observation was conducted when the treatment was going on. It was 

done by the researcher helped by the English teacher. This observation was done 

to get the information about the students’ activeness and willingness in playing
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the games, the class atmosphere and the students’ performances to play the games 

given. The observation guide is enclosed on Appendix 2. The descriptions o f the 

observation are as below:

Generaliy, during the game exercises given, the students were interested 

and enjoyed the activity since leaming tenses through games was the first time 

experienced by them. The class atmosphere was active and alive. It was obviously 

seen by the students’ activeness in playing the games and their willingness to 

accomplish the task given. It seemed that they were not afraid o f making mistakes. 

Moreover, the students already escaped firom the boredom and stress. They did not 

realize that they had practiced present continuous tense and simple present tense 

by playing games. However, not all o f the students did the game exercises given 

well. Some o f than faced the difficulties which a little bit influenced their 

performance in playing the games. The following sections would discuss the 

students’ performance on each game exercises treatment given.

Firstly, when the ‘Actions by One Person’ game was being played, most of 

the students (33 students /  75%) could make the right guess as they also usai an 

appropriate form o f present continuous tense (positive, negative and 

interrogative). However, the rest o f them (11 students / 25%) faced some 

difficulties since they were unable to make an appropriate guess in present 

continuous tense. Another problem occurred when a few o f them were difficult to 

recognize the word “ciap”as the action o f “dapping the hands” done in the 

classroom. Based on the observation, ‘Action by One Person’ game seemed a 

little bit difficult to play. It was because the students had to pay an extra attention 

on hstening to the sound appeared ffom the activities. Further, they had to 

interpret what the action was. This step seemed difficult for some students as they 

could not hear the sounds o f activities clearly and interpret them appropriately.

Secondly, during the activities o f ‘One Idea at a Time’ game was being 

played, it seemed that all o f the students (44 students /100% ) were able to do the 

task given. This game was considered to be the most effective and the easiest one 

for the students to play due to the activities o f this game were simple and 

interesting. The actions looked easy as all o f the students could mime and guess
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the actions by using an appropriate form o f present continuous tense. However, 

many students could not control to laugh when their friend mimed the actions in 

front of the class. As a result, the mimer laughed too. This condition happened for 

several times. However, it could reduce their concentration. The valuable leaming 

time, consequently, was spent on copying this indiscipline problem.

Thirdly, while playing ‘Toss a Question And Catch an Answer’ game, 

most o f the students (33 students / 75%) were able to produce the questions and 

answers in simpie present tense. However, this game seemed a little bit diffrcult to 

play for some o f the students (11 students / 25%) as they had some problems such 

as; they were still confused with the differences between present continuous tense 

and simpie present tense. Some others had already produced the questions and 

answers, but still in scrambled form o f simpie present tense. Other students could 

not produce the questions but they could answer the questions given. On the other 

hand, some o f them could not answer the questions given, but they could produce 

the questions.

Lastly, at the time o f the ‘Kim’s game’ was being played, there were only 

some o f the students (11 students /  25%) who were able to produce the statements 

o f simpie present tense based on the pictures about daily activities given. Those 

students were the cleverer ones in their groups. On the other hand, most o f the 

students (33 students /  75%) had various problems. Some o f than  had already 

produced the simpie present tense statements, but they were still scrambled and 

needed to be corrected. The rest o f them could not make the statements o f simpie 

present tense as they were stucked and had no idea to State. This game was 

ignored as the most difficult one to play. However, those problems had been 

already solved by the help o f the researcher’ assistance as he took an important 

role in supporting, assisting and correcting the students’ performances. The 

examples o f such assistances were: giving the extra time to think, repeat or 

simplify the materials and approve the beginning o f the students’ utterances in 

guessing or stating the statements in ordo- to encourage production o f the whole 

statements: suggestions, hints and prompt.
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4.4.3 The Result of Documentation

This research was conducted at SDN Kepatihan IX Jember on Jin. Kartini 

40 Jember. This school has six classrooms, one headmaster’s room, one guest 

room, one art room and one mosque. As has been stated in Chapter III that the 

respondents o f this research were the fifth year students o f SDN Kepatihan IX 

Jember in the 2004/2005 academic year. The total number o f the fifth year was 44 

students in one class. The names o f the respondents are enclosed on Appendix 11. 

To support the teaching leaming process o f English, SDN Kepatihan IX Jember 

provided some facilities namely, a libraiy and an art room. In the art room, there 

were many pictures and picture series that hang on the wali. Unfortunately, they 

were never used to train the students’ tenses mastery. Those were usually used as 

media to develop the students’ ability in speaking, reading and writing.

4.5 Hypotheses Verifications

The hypothesis o f the research was divided into general hypothesis and 

spedfic hypotheses. To test the hypothesis, t-test formula was applied. The value 

o f t-test was consulted to the t-critical value with the significance level o f 5 % and 

the degree o f freedom o f 43. The hypothesis verification was as follows:

1. General Hypothesis

Based on the results o f t-test analysis o f the students total score o f pre-test 

and post-test it was found that the value o f t-test was 10.64, while the t- 

critical value at the significance level o f 5 % and the degree o f freedom 43 

(44-1) was 2.02. it means that the t-statistical value was higher than that o f 

t-critical value (10.64 > 2.02). It means that the altemative hypothesis 

which says that “there is a significant effect o f using game exercises on 

students tenses mastery o f the fifth year students o f SDN Kepatihan IX 

Jember in the 2004/2005 academic year”, was accepted.

%
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2. Specific Hypotheses:

Based on the results o f t-test analysis o f pre-test and post-test score, o f

each indicator o f tenses, it was found the results as follows:

a. There is a significant effect o f using game exercises on present 

continuous tense mastery o f the fifth year students o f SDN 

Kepatihan IX Jember in the 2004/2005 academic year. Since the t- 

statistical value was higher than the t- critical value (8.54 > 2.02) at the 

significance level o f 5 % and the degree o f freedom of 43.

b. There is a significant effect o f using game exercises on simple present 

tense mastery o f the fifth year students o f SDN Kepatihan IX Jember 

in the 2004/2005 academic year. Since the t-statistical value was 

higher than the t- critical value (8.22 > 2.02) at the significance level 

o f 5 % and the degree o f freedom of 43.

4.6 Discussion

Based on the results o f the tenses test (post-test), it was found that there 

was a significant effect o f using game exercises on the students’ tenses mastery. It 

could be seen from the students’ scores o f post-test which was better than those o f 

pre-test. Further, the students’ mean score o f the post-test was higher than that of 

the pre-test (63.86 > 56. 09) with the significance level o f 5 % and the t- aitical 

value o f 2.02. Therefore, the altemative hyphotesis which says there is a 

significant effect o f using game exereises on students’ tenses mastery o f the fifth 

year students o f SDN Kepatihan IX Jember in the 2004/2005 academic year was 

accepted.

The results o f statistical computation o f t- test proved that the use o f game 

exercises was one o f the techniques that could reinforce the students’ tenses 

mastery. After the students were given the treatments (teaching tenses by using 

games), they had better scores o f tenses post-test than before the treatments (pre- 

test).

In this research, the use o f game exercises had a significant effect on 

students’ tenses mastery since the t-statistical value o f total scores o f post-test
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were higher than that o f pre-test (63.86 > 56.09). Dealing with the research 

indicators, the t-statistical value o f present continuous tense and simpie present 

tense were also higher than the t-critical value (8.54 > 2.02, for present continuous 

tense and 8.22 > 2.02 for simpie present tense) at the significance level o f 5 % and 

the degree o f freedom o f 43. This mean that the use o f games in teaching tenses 

had a significance effect on students tenses mastery o f each indicator.

Furthermore, by applying the game exercises technique, all essential 

factors affecting the succesfulness o f grammar teaching can be fiilfilled without 

indudng boredom. Those factors were as follows:

The first factor was material. All malerials to be used in the game 

exercises surely have been mastered well by the students (present continuous 

tense and simpie present tense). In addition, the students had already recognized 

the themes: “ in the classroom and daily activities”. The second factors were 

volume and repetition. The volume and repetition factors are surely fiilfilled since 

the students are facilitated and encauraged to make as many sentences as they 

want with the similar rules without any neccessity to feel depressed and bored. It 

was done since the treatment activities focused on the volume and repetition o f the 

items to be leamed. The third factor was successful orientation. This factor was 

already fidlfilled before the game activities were conducted, that was giving clear 

instruction and sufficient game examples, which might help the students’ 

orientation in playing the games. The fourth factor was heterogeneity. A 

heterogeneity task was essential as the class consisted o f the students who had 

mixed and various abilities. This factor was obviously fullfiled since the task 

given was various. The students or group o f students must create their own 

sentences which surely has been suitable to their ability. The fifth factor was 

interest. Interest was an essential aspect o f studying tenses. Therefore, the 

researcher must be able to arouse the instrinsic interest o f the students in the 

activities done both on the topic and the tasks given. The last factor which might 

influence the success o f the treatments Was the teacher’s assistance. When playing 

the games, the teacher (the researcher) helped the students when it was needed. 

For example: giving extra time to think, or approving the beginning o f the
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students’ statements in order to encourage the production o f the whole statements 

(Ur, 1988:14).

It could be stated that good results might happened because o f the 

treatments o f using games in teaching tenses. It means that the students got better 

understanding o f the two tenses by using games because o f some factors.

First, the students enjoyed leaming tenses. It happened since they got new 

experiences in their class activities through games. This is in line with Gerlach, 

et.al.(1980:383) who State that games brought a new insight, ideas and experience 

for the students as they were placed in more realistic environment. In addition, 

Byme (1986:100) add that games can break the routines which is during the time, 

the students find the tenses teaching bored and plain.

Second, the students were involved in the tenses teaching leaming process 

through games. The students were trained to be actively involved in accepting and 

searching the problems (Gerlach, et.al, 1980:383).

Third, the students were motivated in leaming tenses through games. It is 

supported by Wright, et.al (1983:1) who State that games can encourage many 

students to sustain their interest and work.

From the results o f t-test analysis, it could be concluded that game ©cercise 

was a good technique to increase the students’ tenses mastery. Games made the 

students active in leaming tenses without being stressed and bored.
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V. CONCLUSIONS AND SUGGESTIONS

This ehapter presents the conclusion and suggestions of the research. The 

suggestions are for the English teacher, the students, and the future researchers.

5.1. Conclusions

The results o f this research could be concluded to answer the research problems as 

follows:

5.1.1 General Conclusion

There was a significant effect o f using game exercises on tenses mastery of 

the fifth year students o f SDN Kepatihan IX Jember in the 2004/2005 

academic years.

5.1.2 Specific Conclusion

a. There was a significant effect o f using game exercises on present

continuous tense mastery o f the fifth year students o f SDN Kepatihan 

IX Jember in the 2004/2005 academic year.

b. There was a significant effect o f using game exercises on simple

present tense masteiy o f the fifth year students o f SDN Kepatihan IX 

Jember in the 2004/2005 academic years.

5.2 Suggestions

Since the results o f the research may be used as a consideration to improve 

the English teaching teaching leaming process, some suggestion are proposed to 

these following people:

a. The English Teacher

In order to avoid the students’ boredom in leaming tenses, it is better for 

the English teacher, especially in SDN Kepatihan IX Jember to use games 

as one o f the altemative techniques in teaching tenses. Besides, the teacher 

should be careful in selecting the kinds o f games. The games such as

56
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‘Aetion by more than two people’ game and ‘Climbing the posteard’ game 

can be usai to reinforee the students’ tenses mastery.

b. The Students

It is necessary for the students to practice their tenses mastery through 

games not only in school but also at home together with friends. They can 

play ‘ Aetion by One Person’ game or the other games used in this 

research to increase their tenses mastery.

c. Future Researchers

The other researchers are suggested to conduct a fiuther research deaiing 

with a similar topic by applying a different research design, such as an 

aetion research for reinforeing the students’ tenses mastery through the 

language games.

Digital Repository Universitas JemberDigital Repository Universitas Jember

http://repository.unej.ac.id/
http://repository.unej.ac.id/


BIBLIOGRAPHY

Adenan, F. 1994. Puzzle and Games for Students. Yogyakarta: Kampus 
Yogyakarta.

Arikunto, S. 2002. Prosedur Penelitian : suatu pendekatan praktek. Edisi Devisi 
V. Jakarta: Rineka Cipta.

--------------- 2003. Manajemen Penelitian. Jakarta: Rineka Cipta.

Bieger, R. E. and Gerlach, G. J. 1996. Educational Research (A Practical 
Approach). New York: Delmor Publisher.

Byme, Donn. 1986. Teaching Oral English. Essex. London: Longman Inc.

Chapman, S. (In Strawhom, S). 1999. Teaching English to Young Leamers: 
Jember University.

Depdikbud. RI. 1994. Kurikulum Muatan Lokal. Garis- Garis Besar Program 
Pengajaran, Mata Pelajaran Bahasa Inggris untuk Kelas V Sekolah 
Dasar. Surabaya: Kanwil Propinsi Jatim.

Dobson, J. M. 1985. Techniques fo r English Conversation: Group o f English 
Language Programs Division Bureau o f Educational Affairs. USA: 
Agency, W ashington. D.C. 205 47.

Frank, M. 1972. Modem English. New Jersey: Prentice Hall Inc.

Gerlach, Verman, S., Donald, P. E. and Robert, M. 1980. Teaching and Media a 
Systematically Approach. New Jersey: Prentice Hall Inc.

Hadi, S. 1990. Metodologi Research III. Yogyakarta: Andi Offset.

Harman, House, H. C. 1950. Descriptive English Grammar (Second edition). 
Eaglewood cliffts: Prentice hall Inc.

Haycraft, J. 1978. An Introduction to English Language Teaching. London: 
London Group Ltd.

Hayden, E. R., Pilgrim, W. D., and Haggard, Q. A. 1956. Mastering American 
English. New Jersey: Prentice Hall Inc.

Heaton, J. B. 1991. Writing English Language Test. New York: Longman Inc.

Digital Repository Universitas JemberDigital Repository Universitas Jember

http://repository.unej.ac.id/
http://repository.unej.ac.id/


Heaton, J. B. 1990. Classroom Testing. New Yoric: Longman Inc.

Homby. A. S. 1995. Advanced Leamers’ Dictionary. London: Oxford University 
Press.

Hughes, A. 1996. Testing for Language Teachers. London: Cambridge University 
Press.

Jarolimek, J. 1997. Social Studies in Elementary Education (Sixth Edition). New 
York: McMillan Publishing.

Karim, M and Hasbullah, F. 1985. Language Teaching Media. Jakarta. 
Universitas Terbuka: Karunia Jakarta.

Littlewood, W. 1981. Communicative Language Teaching. London: Cambridge 
University Press.

Masyhud, S. 2000. Analisis Data Statistik Untuk Penelitian Sederhana. 
Laboratorium Micro Teaching. FKIP: Universitas Jember.

McMillan, J. L. 1992. Educational Research: Fondamental For Consumers. New 
York: Harper Collins Publisher.

Mukarto, F. X. 1989. Instructional Games Group Work activities in foreign 
Language Teaching and Leaming. TEFL in Journal / Vol 11/ Oktober 
1989.

Murphy, R. 1985. English Grammar in Use. London: Cambridge University 
Press.

Nababan, S. U. S. 1943. Metodologi Pengajaran Bahasa. Jakarta: PT. Gramedia 
Pustaka Jakarta

Neufeldt, V. and Geuralnik, D. 1997. Webster's New World College Dictionary, 
3 ^  Edition. New York: Simon and Schuster Inc.

Nirbayanti, A. dkk. 2000. LKS Bahasa Inggris: Pakem. Solo: CV. Teguh Karya

Penny, Ur. 1988. Grammar Practice Activities. London: Cambridge University 
Press.

Rivers, Wilga, M. 1983. Communicating Naturally in a Second language. 
London: Cambridge University Press.

Santrock, John. W. 1993. Children (ThirdEdition). Texas: Biown and Benchmark 
Publisher.

Digital Repository Universitas JemberDigital Repository Universitas Jember

http://repository.unej.ac.id/
http://repository.unej.ac.id/


Scott, A. W. and Ytreberg, H. L. 1992. Teaching English to Children. New York: 
Longman Inc.

Smith, N. B., and Robinson, H. A. 1989. Reading Instructional fo r Today's 
Children. Eaglewood Cliffis: Prentice Hall Inc.

Suryabrata, S. 1997. Metodologi Penelitian. Jakarta: PT. Raja Grapindo Persada.

Sutarma. 2000. Get Ready V. Jakarta: Airlangga.

Swan, M. 1980. Practical English Usage. London.: Oxford University Press.

Thompson, A. J., and Martinet, A. V. 1985. A Practical English Grammar. 
(Fourth Edition). London: Oxford University Press.

Walker, R. 1992. Teaching All the Children to Read. London: Open University 
Press.

Wright, A., Betteridge, D., and Buckby, A. 1979. Games fo r  Language Leaming. 
New York: Cambridge University Press.

Yousda, A. L. And Arifin, Z. 1993. Penelitian dan statistik Pendidikan. Jakarta: 
Bumi Aksara.

<<6

Digital Repository Universitas JemberDigital Repository Universitas Jember

http://repository.unej.ac.id/
http://repository.unej.ac.id/

