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Theoretically, learning English vocabulary is complex since this particular
elements of the target language has many components to scrutinize. They are,
among others, components dealing with to do part of speech such as, noun, verb,
adjective and adverb.

It is very common that most of learners are not successful in developing their
vocabulary, especially in class 3 Bilal bin Rabbah of SDIT Baitul Muslim.
Because of that, the researcher did the research entitled “Improving Students’
Vocabulary Mastery through Guessing Game in Class 3 Bilal bin Rabbah of SDIT
Baitul Muslim, Way Jepara, East lampung”.

The objectives of the research were to find out whether the guessing game
technique was applicable to improve the students’ vocabulary achievement
especially in noun and verb and to increase the students’ participation during the
teaching learning process while guessing game technique was implemented. The
research was conducted at SDIT Baitul Muslim. The subject of the research was
students of third grade in academic year 2012/ 2013 which consisted of 22
students.



This classroom action research was conducted in two cycles. Each cycle consisted
of planning, action, observation and interpretation, analysis and reflection. The
researcher used indicators dealing with the learning product that covered the
students’ score and learning process, which covered the students’ participation
during the teaching learning process. Moreover, those indicators were achieved if
the students’ score had reached 60 and 80% for the students’ participation. To
collect the data of the learning process and learning product, the writer used
vocabulary test and observation sheet as the instruments.

In the students’ vocabulary test in cycle 1, only 12 students (54.54%) could get
score of > 60. This condition made the second cycle was conducted. Surprisingly,
18 students (81.81% ) of the students could get the score of> 60 and passed KKM
in the second cycle.

For the learning process, that is, the students’ participation during the teaching
learning process, in cycle 1 only 14 students (63.63%) did activity in teaching
learning process. Meanwhile in cycle 2 there were 18 students (81.81%) who did
activity in teaching learning process.

Referring to the result of the research above, it could be concluded that the
guessing game technique was applicable to improve the students’ vocabulary
mastery in understanding noun and verb. Teaching using guessing game technique
also improved the students’ vocabulary achievement and the students’
participation during teaching and learning process.



