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MOTTO

What we learn with pleasure, we never forget
(Alfred Mercier)

If children do not learn the way we teach,
then we must teach the way they learn
(Rita Dunn)

Narrated Ibn Umar:

The Prophet said, ""The keys of the unseen are five and none knows them
but Allah: (1) None knows what is in the womb, but Allah: (2) None
knows what will happen tomorrow, but Allah; (3) None knows when it
will rain, but Allah; (4) None knows where he will die, but Allah (knows
that); (5) and none knows when the Hour will be established, but Allah."

(Shahih Bukhari; Volume 9, Book 93, Number 476)
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SUMMARY

The Effect of Using Games on the Students’ Tense Achievement at SMP Negeri
1 Ambulu Jember; Evi Puspitarini, 050210401253; 2010:52 pages; English
Education Program of Language and Arts Education department, the Faculty of

Teacher Training and Education, Jember University.

Tense is one of the major factors in learning English that should be learnt and
mastered by students in order to be able to communicate better since it is argued as
‘sentence-making machine’ which provides the students with the means to generate
potentially a number of original English sentences (Harmer,1999:15). However, for
EFL learners, learning tenses is a hard task which can sometimes be depressing. To
solve this problem, it is recommended that the English teacher select an interesting
and challenging learning strategy that can motivate the students’ curiosity in learning
English tenses. One of the learning strategies that can meet the requirement is games.
Games help and encourage many learners to sustain their interest and work (Wright
et. al, 1984:1).

This research was conducted to investigate the effect of using games on the
students’ tense achievement at SMP Negeri 1 Ambulu Jember. The respondents of
this research were the grade VII students of SMP Negeri 1 Ambulu Jember in the
2010/2011 academic year that were determined by taking the closest mean of
homogeneity test results among the eight parallel classes on the VII grade students of
SMP Negeri 1 Ambulu. The total number of the respondents was 70 students, which
was divided into experimental group and control group by lottery. The experimental
group consisted of 36 students taught by using games, while the control group

consisted of 34 students taught by using non-games, that is lecturing.
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The primary data of this research were collected from the students’ scores of
tense test, while the supporting data were gained through interview and
documentation. The primary data were collected from the post test to make
comparison between the two research groups after the treatment, and then analyzed
by using t-test formula. Based on the calculation, the mean score of the experimental
group was higher than the mean score of the control group (72.19 > 66.98). The result
of the t-test analysis was lower than 0.05 (0.00 < 0.05) with 21.7% of the relative
effectiveness degree. It indicated that there was a significant mean difference between
the experimental group and the control group. It means that the null hypothesis was
rejected, thus the alternative hypothesis stating that there is a significant effect of
using games on the students’ tense achievement at SMP Negeri 1 Ambulu Jember
was accepted.

The research results proved that there was a significant effect of using games
on the students’ tense achievement at SMP Negeri 1 Ambulu. Therefore, it is
recommended that the English teacher use game as an alternative technique in

teaching tenses.
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