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Abstract

In this era, technology has taken apart in every platforms, including in educational settings, especially
Language Teaching and Learning (LTL). This study purposed to determine that the using Mobile-
Assisted Language Learning (MALL) through Hangman Game as one of the games could significantly
gave the effect for English Foreign Language (EFL) learners in Indonesia context to master the
vocabulary. The participants of this study were the 10" grades students of SMA Negeri 1 Tebing Tinggi
Kab. Serdang Bedagai in academic year 2018/2019 that consist of 20 students. The technigque of analysis
of that was used at this study were the analysis of qualitative data and the quantitative data. The
qualitative data was taken from interview, observation of students’ learning process, researcher’s note.
While, the quantitative data was collected from the mean score of test that given to the learners in Pre-
Cycle, Cycle | and Cycle Il. The findings of this study found that Hangman Game gave the new
achievement for the EFL learners when they were doing the activities of learning process in the class. So
this situation made the learners had good motivation during the language teaching and learning process
and they also actively and enthusiastically in the class. These things indicated that the application
Hangman Game could improve the EFL learners’ vocabulary mastery.
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Introduction

Now days, the spread of technology become massive use various aspects of human life. It is also in
line with Hoyles and Lagrange (2010) said that the development of digital technology today has given
many influences, including the education system which is described as a sign of the integration of
technology. For example: teaching language now days cannot be separated with the technology because it
can rapidly change how the way teaching and learning process happen in the class. Solanki and
Shyamleel (2012) and Gilakjani (2017) in their study stated that the existence of technology has helped a
lot to the change of language teaching method. It is because it gives many kinds of features that can help
the EFL teachers create the interesting teaching language learning (LTL) process in EFL class room. This
is very possible because we know that computers or mobile phones have the ability to give the
combination among text, video, images, sound even color to make the material more beautiful and the
teachers also can create intelligence and then present it to the learners in LTL of EFL classroom.

Fithriani (2018) also stated in her study that technology integration is a tool that also serves to
support LTL process in EFL classroom. It is because technology gives positive impact for the learners in
learning. NCTM (2000) also argues that there are three positive impacts of the integration of technology
for LTL process. First, technology can improve the learning material objectives achievement that will be
given to the EFL learners. Second, technology also can increase the effectiveness of teaching and learning
process in the EFL classroom. And the last, technology able to influence LTL process that is learned and
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taught to EFL learners in classroom. Ahmadi (2018) also said that by utilizing technology, it will greatly
help EFL teachers to improve students’ skills during the LTL process in English foreign language classes

According to Paradis (2011), he got from his investigation that the acquisition of English Second
Language comes from the vocabulary size of learners. It means that the learners' language mastery ability
is closely related to how much vocabulary they have, in this case ‘English’. For example in reading skill,
the learners need to have many vocabularies in order to make them easier in comprehension of a text that
they have read. While in writing skill, the learners use the vocabulary to give a contribution for their
writing composition. From the previous explanation it can be conclude that by mastering the vocabulary,
the EFL learners can support their skills of language, such as: reading and listening as the receptive skill
or speaking and writing as productive skill. Juhendi (2011) thought in his study that one of the vital
aspects in language is vocabulary, because it will be needed in every skill when the learners want to
master the target language. That is the reason, why the learners who have lack vocabulary will faced by
the difficulties to reach their language acquisition.

Vocabulary is one of the tools in language acquisition to achieve the target language. However, the
problem of mastering the vocabulary of EFL students is still faced by most of the teachers and students in
the EFL class until now. Mbato (2013) states that the effectiveness of EFL learning is one of the success
factors for language learning (LTL) itself. This happens because most students find it difficult to
understand the material taught by the teacher in English class and one of the reasons is that they only have
a small amount of vocabulary. The thing we have to pay attention to is that it is easy for learners to
improve their English skills when they all have a large vocabulary. Wilkins quoted in Thornbury (2002)
states that by having notes, even though there is a little grammar, there is something we can say, but on
the other hand, there is nothing we can say when we do not have vocabulary. This statement explains to
us about the importance of vocabulary for us, especially in building good communication with others,
because it is impossible for us to communicate well without vocabulary.

In Indonesia, English has become a foreign language and since the beginning of English as a foreign
language in Indonesia, at least mastery of vocabulary is one of the reasons why mastery of English in
Indonesia is a problem. It is because teachers in Indonesia face challenging in teaching English
vocabulary as a foreign language (EFL) context. The result of the observation that | did, | got the
information from the teacher showed that there are many challenges in teaching and learning vocabulary
process: First, there are differences learning process between L1 vocabulary and target language
vocabulary. It is because in learning the foreign language vocabulary is slow. The most of Indonesian
EFL teachers also still do not recognize and understand the way to measure the vocabulary of learners and
what kinds of words need to be given to learners. Moreover, sometimes the teachers are often complain
when their students have lack vocabulary that make them do not easy to know the meaning of the text.
The reason why it can happen is because the EFL students do not use whole the vocabulary and use
English when they are not the classroom. Second, there are too many types of vocabulary for students to
learn. According Folse (2004), said that an educated native speaker will know about 20.000 words or
vocabularies. He also stated that students who have many vocabularies will get success in their daily
activities. It is because good vocabulary mastery will give contribution to master the language skills, such
as listening, writing, reading and speaking. Priyono (2004) also argued that students who just have little
of vocabulary will face the problem in learning English.

This problem may be handled with how the teachers and students teaching and learning vocabulary
activities and practice of ELT in EFL context. A research that was conducted by Songbatumis (2017)
shows that the one of the challenges face by teachers in teaching and learning goal that has to achieved
was the students’ vocabulary that still less. It is also supported by the argument of Juwita (2019) that said
that teacher can use the appropriate technique and practice identifying to help students. Based on this, it
can be conclude that to improve the success of LTL process in Indonesia is the English teachers of
Indonesia have to try the techniques that appropriate to teach of vocabulary in the class. Because, by
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using the right technique can have a good effect for students to master a foreign language, in this case
English.

According to Algahtani (2015) in his observation, the most of EFL teaching learning process still
use the traditional method that teach the learners just focus on teaching grammar than vocabulary itself. It
is supported by the thought of Phipps and Borg (2009) said that EFL teachers’ cognition has goo ability in
teaching grammar but this is contrast with the condition of vocabulary that showed the consideration of
the teachers’ cognition are still low. And now, we forgot about the aim of learning language is to make us
easier to communicate with another person well in communicating by using the target language. As a
result, we can see that the most EFL learners in Indonesia are better at grammar but they are lack of
vocabulary mastery.

Realizing the importance of mastering vocabulary in order to make learners can master the target
language, of course the mastery of vocabulary must be developed. Games now days become a type of the
applications in mobile phones that is much use in language teaching learning (LTL) especially in
Indonesia. Andrew Wright, Betteridge, Buckby (2006) in their book that entitle “Games for Language
Learning” gave their opinion that games can be a helping for the EFL teachers to give a creation in the
teaching learning process context. Thornton and Houser (2005) also supported by saying that mobile
devise mobile devise is one of the effective tools and also provides many benefits in delivering material in
language learning. Half of the Indonesia researchers and English teachers also in the other country have
begun using MALL and also the game application to support their language teaching and learning (LTL)
practice in English class to reach the English acquisition of EFL learners. So that teachers use MALL as a
medium in learning. Mobile learning is an easy-to-use medium for learning languages. According to
Fithriani, Dewi, Daulay, Salmiah & Fransiska (2019), MALL is a tool that can be used to make the LTL
process more interesting to support the learning process in the EFL class. Game-based learning is
designed as one of the features for mobile learning. Huang et al (2012) argues that the benefits that we
can get from mobile technology in language learning, such as: flexibility, small size, cheaper, easy to
implement and also user-friendly.

For example is using Hangman Game, this game can help the EFL to build enthusiasm and stimulate
them in learning foreign languages, especially vocabulary teaching and learning process. The way to play
this game is by guessing letters to reveal a word or phrase. When the player makes a mistake in guessing
the letter, a character on screen is "hanged". There are some studies have shown that this game can make
the EFL learners more active and they enjoy learning so that they can get their language acquisition. This
is in line with the statement of Hidayat, Nadrun and Wahyudin (2015), that the Hangman game can be an
alternative for teachers in teaching vocabulary because this game helps increase students' vocabulary
mastery. Based on this explanation, it can be concluded that to increase the success of LTL, English
teachers in Indonesia need to be more creative and find media of interest in teaching vocabulary. One of
them is the Hangman game media because using this media can have a good effect on students'
acquisition of foreign language mastery. Because, by doing this it can give good effect for the learners’
acquisition in mastery the foreign language. So, based on the explanation above, the objective of this
study is to improve student’s vocabulary mastery by using Hangman game in an English Foreign
Language (EFL) classroom.

Methods

This study conducted by using Classroom Action Research (CAR) on 12" June 2019 until 26" July
2019. Classroom Action Research (CAR) is a research action that is taken by a teacher in a class where
this study used model by Hopskins. This kind of research consist of four steps, they are: (a) planning, the
researcher made a lesson plan based on the preliminary study about the problems in the classroom, (b)
acting, the researcher implemented Hangman game that had done in two cycles in which in every cycle
there were four meetings. The researcher also gave a test in the end of every cycle. The procedures in
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implementing of Hangman are: first, download the application of Hangman game in play store of mobile
phone; second, students choose of the categories themes and the level; third, after students do the both of
procedures, they can click ‘start game’ to begin. So, in this activity the students have to guess the word by
guessing it letter by letter. When they can guess correctly, the letter will appear automatically and when
they are wrong, it will show the elements of Hangman chart. (c) observing, the researcher did an
observation to the students during the implementation of the action and wrote it down on notes of
teaching learning (d) reflection, so in this stage the researcher not only just gave the feedback of learner’s
vocabulary mastery but also the process of teaching and learning during the implementation of Hangman
Game.

The participants of this study were 20 learners that consist of 15 females and 5 males learners that
taking vocabulary learning in the first senior high school at SMA Negeri 1 Tebing Tinggi Kab. Serdang
Bedagai. The collecting of data use four instruments: (1) test, (2) observation of students’ learning
process (3) interview, (4) researcher’s note. The purpose of tests given to the participants was to measure
the mastery of students’ vocabulary The tests given to the participants in this study were 20 multiple
choice questions and 10 essay questions. The observation and observation’s note are used to collect the
data about the participation of learners during the activities in English class. Meanwhile, the instrument of
interviews were used to collect the data that concern to the students’ experience and also their
engagement in using Hangman Game Application, to support their learning process. In this study, the data
were analyzed by using; quantitative data to measure the learners’ engagement on Hangman Game and
qualitative data regarding to learners perceptions on its effectiveness and to give the illustration how the
teaching and learning process of Hangman Game.

Result and Discussion

The data collection will be categorized the findings of this study into three: first: Hangman game
effective to learners to master vocabulary, second: The students are active in following English lessons,
Third: Hangman Game can increase the learners’ learning motivation.

a. Hangman game effective to learners in helping vocabulary master to reach their language acquisition
The test that has given by the researcher from the preliminary study, cycle 1 and cycle 2 showed
there were an improvement scores that done by the learners in the last of every cycle. Meanwhile the
result of the data in interview revealed that Hangman Game can improve the EFL learners’
vocabulary because the learners will learn happily and enjoyable that will make the learners
indirectly easier to understanding, recognize and memorizing the words that they got in the
application. Actually, it is not only in this research, there are also some researches which found the
same findings. For example: The study that was conducted by Hidayat, et.al (2015) also showed that
this application game, able to help students in increasing their vocabulary. While, In this study the
result of the interviews and also the notes of the researcher’s observation showed that the most of the
EFL learners as the participants felt very helped to add and increase their mastery of vocabulary by
using the Hangman Game application in mobile phone. The result of the quantitative data in this
study showed that the score of learners in vocabulary test was improved from the pre-cycle, cycle |
and the cycle 2 test. The result of the tests showed that there was an improvement from the pre-cycle
and Cycle | where the mean of learners score in pre-cycle was 55.00, it means that there were only 3
from 20 learners who could pass the score of standard minimum. And in the Cycle I, it was just about
45% learners or if we compare there is a slight increase shown by the participants where in this
second test there are at least 9 learnerss who can exceed the minimum score. Meanwhile the average
value shown in Cycle I is 67.45. Meanwhile in Cycle 11 there has been a considerable increase where
the average score obtained by students is about 81.45. There were about 16 students or it was about
80% learners passed the standard minimum score. From the explanation, the study showed that this
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Hangman Game application can be as an effective tool to increase learners’ vocabulary mastery.
Here is the comparison of test score of vocabulary:

50%

v |l I

Pre-Test Post-Test | Post-Test Il

Figure 1. The Percentage of Vocabulary Score Test

b. The students are active in following English lessons

Hangman game also gave a positive impact for the EFL learners in Indonesia for their language
acquisition; one of the impacts that I mean is the EFL learners are more active than usual in
following English lessons. It is because Hangman game gave a positive impact for the learners
because they feel more relaxed and enjoy the activity during the learning vocabulary process. Not
only enjoy the activity in the class, also shows an attitude of attention and also focuses on listening to
explanations from the teacher in the class during the vocabulary learning. Besides that, students are
also more confident to appear and show their abilities such as answering the guessing to reach the
language acquisition.

The qualitative data that was taken before, during and after the activities that | got from the
results of interviews with students, observation sheets about what I got in class and the researcher's
notes at each meeting showed that by applying the Hangman game, the vocabulary learning class
could be more effective. The learners also had more motivation, enthusiastic in following the class,
and they also active in giving the participation during the LTL process. This is also supported by the
result of Ifa Fauziyyah’s study (2015) that found teaching English vocabulary through Hangman
Game can create an effective English class. It is because Hangman Game encouraged the EFL
learners to be more active in following the activity during theLTL process in the class. The result of
Prasetiawati’s study also showed that using Hangman Game in vocabulary learning class can build
an active and corporative class during the TLT.

c. Hangman Game can increase the learners’ learning motivation

This media can improve the learners’ motivation during the learning in the class. Hangman can
also influence students to support and be more motivated so that they show a high enthusiasm in LTL
of vocabulary. In the other hand, Hangman Game also makes it easier for teachers to be able to lead
the learners during the vocabulary learning process in class so that they are more serious and also
feel interested. These findings were gotten from the result of the interviewed that were done before
and after the implementing Hangman Game in the class. So, | used this instrument to add the
information related to reflect the students’ answer about the experience and the effect that they felt
during the teaching and learning vocabulary process by using Hangman game.

While based on this, it indicated that learning vocabulary by using Hangman Game is one ways
that teachers can do to build the spirit of learners during the LTL process. The study found out that
the EFL learners gave good respond in English teaching vocabulary learning process through
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Hangman Game. Here are the detail data that can be presented relate to the result of the using
Hangman Game to improve the EFL learners in their vocabulary mastery that is as a tool language

acquisition.

Table 1. The Improvement of Pre-Cycle, Cycle | and Cycle 11

Before Action

After Cycle |

After Cycle Il

The learners did not focus
and serious in noticing
material that was given by
the teacher

The learners were passive
in the class

The learners still looked
confused when playing
Hangman game

The learners’ mean score
of the first vocabulary test
was 55,0

Students begun felt interest
to Hangman Game. They
also started competing in
guessing the vocabulary in
the game. In this part the
learners had focused on
following the LTL process.
The learners tried to be
more active in the class
although sometimes felt
shy.

The learners had started to
understand how to play the
Hangman game but they

still find it difficult to
guess the vocabulary that
appears

The learners’ mean score
of second vocabulary test
was 67,45

Learners looked to be more
comfortable and interested in
playing games according to the
teacher's directions. They have good
motivation in finishing the game.

Learners were competed to be active
and participate in  vocabulary
learning classes.

The learners were already able to
enjoy the flow of the vocabulary
learning process by using the
Hangman game that has been
instructed by the researcher

The learners’ mean score of third
vocabulary test was 81,45

From the table above, it can be seen that there was an improvement in students’ vocabulary mastery.
It shows from the students’ score in vocabulary test from pre-cycle, cycle I and cycle 1. Although in the
Pre-Cycle, almost all of students still did not reach the minimum scores but they can show that in the
Cycle I and Cycle Il there was an improvement that they did. From the findings above, it can be seen that
there was an improvement of the mean score of the learners. Even though there was no significant
improvement. It was just not about the learners’ score but also the result of the qualitative data that I
collected from observation sheet, the result of interview, and the note | took in every single meeting
showed about the condition of the class. It showed that the learners” motivation, participant and their
enthusiastic during the LTL of vocabulary Through Hangman Game was improved. This is in line with
the finding of a study that was conducted by Ifa Fauziyyah (2015) that shows hangman Game is one of
the effective game that can improve the vocabulary of the students. From that, it can be indicated that the
use of Hangman Game in the vocabulary class gives good effect for students. Besides that, the students
also give good respond for this application.

Conclusion

In this era globalization, MALL has become a part of media that used to support not only in business
but also in education world. It means that the use of technology must be maximized in EFL language
learning to reach their target language acquisition. This study finds that MALL, in specific way the use of
game applications have great potential for the EFL learners skill in Indonesia context. Furthermore, this
study also shows that game application gives efficacy in improving the learners’ vocabulary mastery, the
effectiveness the EFL learning process and increase the learners’ motivation in LTL process. Based on the
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findings that have been explained above, it is recommended that game applications also will give good
impact and integrated the EFL learners in Indonesia especially. However, it is also must be noticed that
the guidance of teachers also much needed to ensure the use of game application with the aim as a media
in teaching and learning set.
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