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Abstract: This is a descriptive study on the teaching vocabulary using word games that made by teachers of
junior high schools in Semarang City. Games are often associated with fun. While it is true that games are
usually fun, one must not lose sight of their pedagogical value, particularly in second language teaching
(Wright, Betteridge and Buckby 2002:1). The objective is that finding out the way descriptively teachers
applying word games in teaching a particular basic competence in the classroom. The participants of study
were English teachers and learners which were occupied in two schools namely SMP N 37 Semarang and SMP
N 39 Semarang. The instrument were thoroughly direct qualitative observation and focus group
discussion/FGD. The results are following; 1) there is a very specific template of word games, 2) every teacher
made five word games which are involved various skills, 3) the word games are classified into three grades;
class seventh, eighth, ninth, 4) teachers implement the word games by team teaching in the classroom, 5) there
are the feedbacks towards the strengths and weaknesses of the word games applied. The recommendations that
can the writers say are; 1) teacher should read and comprehend the template word games before implementing
it in the classroom, 2) teacher needs to provide things that support the way running the word games, 3) teacher
should justify the word games with the material on the syllabus before using it.
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I.  Introduction

Teaching English in JuniorHighSchool concerns on the literacy mastery within many fields of study.
Students are expected to be able to comprehend any information whether spoken or written from any resources.
They learn English on the purpose to recognize some various texts that they find in the daily context. Having
this problem, the teaching and learning English in Indonesia right now has the new compass is that not focusing
on the forcing students to be able speak and write actively but rather than equip them steady to gain much
information towards their future career. Students need to have learned the material and be supported in the
social norms of applying it, but for students to transfer what they learn, they also need to practice the skill of
abstracting what they know and applying it (Alexander & Murphy, 1999).

Consequently, some teachers think that language games are a waste of time and prefer not to use them
is classroom since games sometimes have been considered for its one element that is fun. In fact, games can
provide EFL and ESL student's more than that (AngkanaDeesri, 2002).Student can speak and write if they have
treasure of vocabulary while learning English in the classroom. In my opinion, teaching vocabulary nowadays in
Semarang City needs improvement in transferring English vocabulary. This case can be seen from the pre-
survey that writers do before conducting the research. We find most of teachers in the group of MGMP/English
teachers’ association of Semarang, they do not implement a particular game in teaching vocabulary.

Games are sometimes used in classrooms to develop and reinforce concepts (e.g., colors, shapes,
numbers, word definitions), to add diversion to the regular classroom activities, and even to break the ice. One
of the techniques that can be used to teach vocabulary is word games originally created by teachers that students
would work on over a longer period of time. Games can lower anxiety, thus making the acquisition of input
more likely. In addition, they are often highly motivating, relevant, interesting and comprehensible (Richard-
Amato, 1995:147).

Games promote transfer because they require student participation and active involvement with the
material within a rich context (Cruickshank &Telfer, 2001). Games are the method the way we attract students
in joining and following our teaching process in the classroom. Through games, we can guide students involving
actively with our subject material on the time being. In fact, still a few teachers use a kind of game in supporting
their teaching since they think that using games make them need trivial preparations. Even if vocabulary is
claimed as the supporting sub topic because it is not stated direct in the syllabus.
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Word games in this context is a product which is made by the teachers after we have a workshop in
designing word games for about three months. The role of word games in teaching and learning vocabulary for
junior high school cannot be denied. However in order to achieve the most from vocabulary games, it is
important that suitable word games are chosen related to the context of syllabus whenever a game is to be
conducted, the number of students, proficiency level, cultural context, timing, learning topic, and classroom
settings are factors that should be taken into account.

The research question based on the empirical data, the writers can describe the problem namely; how
teachers apply the word games to teach vocabulary ?

Il. Review of Frameworks

Decarrico (2001) states that words should not be learnt separately or by memorization without
understanding; moreover, learning new words is a cumulative process, with words enriched and established as
they are met again.VVocabulary is one of the language components which cannot be ignored in language
teaching. Teachers should be aware with the important of digging up vocabulary for especially students of junior
high school. Students cannot understand, comprehend, even speak and write if they do not get any vocabulary in
their mind. It is fact that, mostly students think that they need grammar unless vocabulary in their English
mastery. In learning a foreign language, VVocabulary plays an important role. It is one element that links the four
skills of speaking, listening, reading and writing all together (ThanhHuyen&Thi Thu Nga, 2003).

Sari (2006) among the many ways of making learning more effective, games are thought as useful tools
for such comprehension.Word Games help and encourage many learners to sustain their interest and work.
Games also help the teacher to create contexts in which the language is useful and meaningful. Word game is
one of the games that is needed to arise and motivate students to follow our teaching English in the classroom.
In a very certain condition, word games are the solutions in controlling students’ mood.

Phillips (1993) states "the best way to learn vocabulary is when the meaning of the word is illustrated
for example by a picture or real object”". Ghada sari lists several main advantages when games are used in the
classroom, including: Word Games have proven to have advantages and effectiveness in learning vocabulary in
various ways: a) Word games bring in relaxation and fun for students, thus help them learn and retain new
words more easily. b) Word games usually involve friendly competition and they keep learners interested. ¢)
Vocabulary games bring real world contexts into the English classroom and enhance students' use of English in
a flexible, communicative way. d) Word games are highly motivating and they give students more opportunity
to express their opinions and feelings. Games add diversion to the regular classroom activities,” break the ice",
but they are also used to introduce new ideas.

In addition to promoting diverse interactions among students, games provide a way to reach and engage
students who may have a variety of learning styles. Individual investigations of learning styles support this
perception (Franklin, Peat, & Lewis, 2003).

I11. Method of research

Research design of this study was a descriptive qualitative. The participants were about teachers and
students at junior high schools in Semarang city. The number of schools were 7 schools separated by those 7
teachers and 280 students. Instruments that we used are direct observation through direct participant and focus
group discussion. In collecting the data, the writers used some steps that follows; 1) observed the teaching and
learning process in the classroom, 2) took notes the gaps occurred in the classroom interaction, 3) identified the
word games which are used by teachers related to the syllabus, 4) identified the strengths and the weaknesses of
the application of word games.

To analyze the data, writers used descriptively reporting the result of the observation done continued by
focus group discussion/FGD to get the triangulation sight towards the implementation of word games in
teaching vocabulary in the classroom. Games provide structure for interactions, reward students for
collaborating and problem solving (Schwartzman, 1997), and promote cooperative learning, “individual
accountability, positive interdependence, and the need for group processing and feedback,” (Millis &Cottell,
1998, p.149).

To implement games in English class, teachers should consider numerous factors. One is choosing
appropriate games to a group of learners which depend on number of students in class, level of age, level of
language proficiency, duration and the content, and difficulties of language. In addition, teachers should further
consider how to implement games to class. (Adopted from AmonratChirandon,Chonladalaohawiriyanon
,AnchanaRakthong , 2010 ) .
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IV. Result of Research

Language learning is a hard task which can sometimes be frustrating for learners’ concentration
especially junior high School. Constant effort is required to understand, produce, and manipulate the target
language. Of course the criteria for selecting word games should be considered carefully since it is not the case
that all words can be taught through word games. There are many factors to consider while discussing games,
one of which is the appropriacy. Teachers should be very careful about choosing games if they want to make
them profitable for the learning process (Uberman, 1998:21).

The result of direct observation are; 1) there should be a very specific template in applying word games
in order to run away the teaching English using it, 2) to make the games easy, teachers should make the games
by themselves, 3) the word games are classified to grade seventh, eighth, ninth, 4) the application of word
games better taught by team teaching, 5) there is a reflective teaching; the strengths and the weaknesses of
application word games.

The result of focus group discussion are; the member of focus group discussion were; researchers, the
chief of English teachers association, the teachers’ samples and the expert of language teaching. In this agenda,
we can describe the points as; 1) the teachers are able to create the fun and interesting word games, 2) students
are happy following the material given by teacher, 3) this games need a team teaching even though it is not a
must, 4) the word games are taught should be connected with the syllabus on the time being, 5) need a creative
and higher order thinking to apply this games.

However, care should be taken to select those words which convey key concepts, are of high utility,
and relevant to the bulk of the content being learned, and have meaning in the lives of the students.

V. Conclusion and Recommendation

The use of word games also addresses specific learner needs based on the grade they live in. This
would mean that, for intermediate and advanced learners, traditional techniques for teaching vocabulary might
be given a lower priority. Yet the use of word games is an area often neglected in the teaching of
vocabulary.Another important aspectsis that restricting the number of words students are expected to learn will
help them learn words meanings at a deeper level of understanding, which can be considered an important
principle of sustained vocabulary growth during the period of process. In addition to memory and performance
benefits, games and interactive learning methods have important social benefits for students. These activities
allow students to practice using the vocabulary of the discipline, which social constructivists purport to be
central to learning (Kelly & Green, 1998; Vygotsky, 1962).

The recommendations are 1) teacher should read and comprehend the template word games before
implementing it in the classroom, 2) teacher needs to provide things that support the way running the word
games, 3) teacher should justify the word games with the material on the syllabus before using it.
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