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ABSTRACT 

 

THE IMPLEMENTATION OF GUESSING GAME TO STUDENTS’ 

VOCABULARY MASTERY AT LIMOS KINDERGARTEN 

 

By 

Diva Annisa Fitri 

 

This qualitative study aimed to explore how a teacher implemented guessing games to 

support English vocabulary learning among students at LIMOS Kindergarten, focusing on 

Class B. The research addressed the question of how the teacher applied this game as a 

scaffolding strategy during vocabulary instruction. Observation was the primary method 

used to capture the teaching process in the classroom context, especially during lessons on 

animals and their habitats. The findings reveal that the teacher designed the guessing game 

as an interactive learning activity and provided scaffolding through modeling, 

reformulation and extension. Throughout the process, the teacher guided students by 

introducing new vocabulary, giving meaningful clues, prompting participation, and 

gradually reducing support as the students gained confidence. This approach aligns with 

Vygotsky’s Zone of Proximal Development (ZPD), illustrating how appropriate assistance 

helps students reach higher levels of learning. The study suggests that combining guessing 

games with scaffolding creates an engaging and supportive environment for vocabulary 

learning in Kindergarten. 

 

Keywords:  Guessing Game, Vocabulary Mastery, Kindergarten, Scaffolding. 
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1. INTRODUCTION 

This chapter will discuss about background of the research, formulation of the 

problems, objectives of the research, uses of the research, scope of the research and 

definition of terms. 

1.1 Background 

To achieve proficiency in any language, particularly English, students need to focus 

on various aspects of the language. One crucial aspect is vocabulary. Vocabulary 

consists of the words people use in communication and understand how to use 

effectively. Without a sufficient vocabulary, students will struggle to convey and 

communicate in English. It is a key linguistic feature that impacts communication 

skills. Teaching vocabulary is essential for students to use the language they are 

learning effectively. Before mastering English, students must first master vocabulary. 

Those with a sufficient vocabulary can communicate and express themselves clearly 

and effectively.  

(Muslimah et al., 2022) The more vocabulary learners possess, the more likely they 

are to use the language effectively. This suggests that mastering vocabulary 

significantly contributes to learners’ ability to perform their language skills more 

proficiently. Learners are unlikely to use English appropriately if their vocabulary is 

very limited. According to (Wallace, 1998), Vocabulary is a crucial aspect of 

language. This implies that when students attempt to construct sentences to express 

their ideas, they may encounter difficulties in expressing or understanding the 

language if they lack sufficient vocabulary. 

(Webb & Nation, 2017) Mastering vocabulary refers to the ability to understand and 

use words based on learners' experiences and exposure. It also includes the capacity 

to identify words they have previously encountered, whether in their first language or 

a second language. For young learners, such as kindergarten students, recognizing 

familiar words is the first step toward mastering them. As they become more familiar 

with these words, they gradually learn their meanings and how to use them 

appropriately in context. (Ramadhani, 2023) It is difficult to speak efficiently without 

having good vocabulary and dialogue routines. Based on the existing issues at LIMOS 

Kindergarten, students face many problems in mastering vocabulary. The problems 



2 

are that students find it difficult to understand the meanings of unfamiliar words, they 

are often reluctant to memorize new words they encounter in spoken or written texts, 

and they lack motivation to learn because English is not their mother tongue. It is 

supported by the previous research by Adi and Wijaya (2017). They conducted 

research at Children Center Brawijaya Smart School it was found that kindergarten 

students encountered several issues in learning vocabulary. Some students did not 

know how to use vocabulary accurately. Others lacked sufficient vocabulary because 

they were not interested in learning it. In addition, the teacher only asked the students 

to memorize the vocabulary without providing clear explanations. Most students also 

showed low motivation to learn vocabulary, as the teacher rarely stimulated or 

encouraged them during the learning process. 

Vocabulary activities play a significant role in enhancing speaking abilities. Through 

these activities, students gain various ideas and knowledge, which can be used to 

develop conversations on specific topics. According to Prasetyo (2021) In developing 

speaking skills, a satisfactory mastery of vocabulary is essential. Vocabulary plays a 

crucial role in the language learning process. The quality, quantity, and depth of a 

person's vocabulary are strong indicators of their cognitive development. 

Based on the issues described above, the researcher believes that the teacher did not 

use appropriate strategies in teaching vocabulary. To address these problems, teachers 

should select suitable strategies that not only engage students in the learning process 

but also help them understand the material more easily and improve their vocabulary 

mastery. There are various strategies that can be applied in vocabulary instruction, one 

of which is the use of games. 

Therefore, game was selected in this research because game is one of the creative 

activities which can make students enjoy during teaching and learning process. “Using 

games in English class is the most easily accepted by the students and becoming a 

helpful aspect of communicative technique” (Zhu, 2012). (Marzuki & Kuliahana, 

2021) also state that teacher may apply as various strategies as possible to facilitate 

students to develop their speaking skill and sustain their interest and motivation such 

as, using language games in the classroom. It means that a game is an acceptable 

activity that can attract students’ attention and produce an amusing atmosphere 

quickly. 
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There are numerous types of games designed to teach vocabulary to students, each 

offering unique and engaging methods to enhance their learning experience. One 

effective example is the guessing game, which not only makes the process of learning 

new words fun but also encourages active participation and critical thinking. 

According to Dunlap (2013), a guessing game is a game in which the question is to 

figure out some kind of information, such as a word, a state, a title, or the location of 

an object. Dunlap adds that a guessing game encourages students to try to identify or 

predict the correct word. Similarly, Klippel (1984) defines a guessing game as a game 

in which students in each group must solve a problem using a few clues written on 

pieces of paper or represented by objects. 

The researcher incorporates related studies on the use of guessing games, which are 

closely related to this research. A previous study was conducted by Briody (2011), 

which revealed that using guessing games in teaching English to elementary school 

students in Taiwan could increase their motivation and confidence, thus promoting 

higher levels of English learning. Another study was conducted by Zhu (2012), who 

found that guessing games are useful in helping students practice logical thinking and 

asking questions. Incorporating guessing games in the English classroom is widely 

regarded as one of the most effective methods to actively engage students in classroom 

activities. These games not only capture students' interest but also provide a dynamic 

platform for practicing and improving their communicative abilities. By participating 

in guessing games, students are encouraged to interact with one another, think 

critically, and use their vocabulary in practical, real-life contexts, thereby enhancing 

their overall language proficiency. 

Based on these facts, it is evident that research consistently supports the 

implementation of guessing games by teachers. Therefore, the researcher intends to 

apply guessing games in teaching vocabulary, as this technique is highly suitable. In 

this method, the teacher's roles include acting as a facilitator who assists students with 

vocabulary challenges and serving as a timekeeper who manages the teaching and 

learning process within a specific timeframe. Additionally, there is still a limited 

amount of research focusing on the use of guessing games at the kindergarten level, 

indicating a need for further exploration in this area. To justify the research questions 

of this research, the researcher used those previous research as a turning point for a 

better research. The difference between this research and those previous studies lie on 
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focus.  

Based on the statements above, the researcher was interested in applying guessing 

games to improve students’ vocabulary mastery at LIMOS Kindergarten because of 

their proven effectiveness in engaging students and enhancing their communicative 

abilities. Additionally, the researcher recognizes the potential benefits of using 

guessing games to create an interactive and enjoyable learning environment, which 

can motivate young learners to actively participate and expand their vocabulary. 

Furthermore, the lack of extensive research on the use of guessing games at the 

kindergarten level presents an opportunity to explore and document its impact on early 

childhood education. 

1.2 Research Questions 

In this sub chapter, the researcher will present formulation of the problem of this 

research. 

How does the teacher implement guessing game to teach English vocabulary? 

1.3 Objectives of the Research 

In this sub-chapter, the researcher will present the objective of this research. With 

reference to the background above, the objective of the research is: 

 

To find out how the teacher implements guessing game in teaching English 

Vocabulary.  

 

1.4 Uses of the Research 

In this sub chapter, the researcher will present uses of this research. 

The researcher described the uses of the research as below: 

1. Theoretically, the results of this research are expected to confirm and clarify 

previous theories about teaching vocabulary through guessing game. 

2. Practically, the results of this research can be used as information for English 

teachers, especially about the process of teaching vocabulary through guessing 

game. 
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1.5 Scope of The Research 

This research uses a quantitative approach to examine the data. It focuses on 

implementing a guessing game to improve young learners' vocabulary mastery at 

LIMOS Kindergarten. The researcher provides the materials and activities through the 

guessing game based on the arranged lesson plan for teaching vocabulary. The research 

participants are young learners in the kindergarten class at LIMOS Kindergarten. 

These students are interested in learning new vocabulary but need help to grasp and 

retain the words effectively. The vocabulary focus of this study includes content words 

such as verbs, adjectives, and nouns. 

1.6 Definition of Terms 

In this sub chapter, the researcher will present definition of terms of this research. 

Some words that are used in this study become key words. In order to have better 

understanding and to avoid misinterpretation about the terms used in this study, the 

researcher presents some definitions of term, they are: 

a. Vocabulary is a number of words that are related to “the Animal” as the topic. 

b. Guessing game is a game in which the objective is to guess some kinds of 

information, such as a word, a phrase and a location of an object. 

c. Mastery is learning or understanding something completely and without having 

difficulty in using it. 

This chapter has discussed about background of the research, formulation of the 

problems, objectives of the research, uses of the research, scope of the research and 

definition of terms.
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2. LITERATURE REVIEW 

This chapter presents the theoretical background supporting the use of scaffolding and 

guessing games in vocabulary instruction for young learners. 

2.1 Previous Study 

The researcher includes the related studies on guessing game in which have close 

relationship with this research. A previous research was done by Adi and Wijaya 

(2018) who conducted a research at Children Brawijaya Smart School to find out the 

improvement of the students’ vocabulary mastery by using guessing words technique. 

Before using guessing game, the students had a little vocabulary mastery and less 

motivation to study English. Then, after the teacher implemented the guessing game 

technique, the students showed that their vocabularies were increased. 

A study conducted by Windy (2018) found that a guessing game involves a person or 

a group trying to answer a question using a few keywords related to images, titles, or 

words. This game helps English teachers create an enjoyable atmosphere in the 

classroom, making the teaching and learning process more engaging for students. 

The third previous study was conducted by Hari Supriyatna (2014), a student of Syarif 

Hidayatullah in 2014, with the title "The Effect of Guessing Game on Students’ 

Vocabulary Knowledge Technique in Teaching Vocabulary at MTs Darussalam." The 

study employed a quasi-experimental method with control and experimental classes. 

Hari found that the students achieved better scores after being taught vocabulary using 

the guessing game technique. Hari concluded that teachers need to be creative in 

developing teaching methods, especially in improving students' vocabulary, and create 

a pleasant classroom atmosphere to prevent student boredom. Therefore, teachers 

should have a variety of activities to motivate students to practice their vocabulary. 

Regarding the previous research, the researcher aims to determine whether using 

guessing games can enhance students' vocabulary mastery after being taught through 

this method. The researcher also seeks to explore the effectiveness of guessing games 

for kindergarten students and identify which type of content word shows the most 

improvement. 
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2.2 Scaffolding Technique 

 

The concept of scaffolding is important in early childhood education. It was first 

introduced by Wood, Bruner, and Ross (1976) when they studied how mothers helped 

their children learn. They explained that scaffolding happens when adults or more 

capable people give support during learning, so the child can complete tasks they 

cannot do alone. This support is only temporary and will be reduced as the child 

becomes more independent. 

Bruner, one of the main figures in this theory, said that scaffolding means an adult 

helps control the difficult parts of a task so the child can focus on parts they are able 

to do. This idea shows how scaffolding helps children reach new learning through step-

by-step guidance. At first, this concept focused on how teachers or parents help young 

children learn. But it also applies to formal learning settings, where learners are 

supported while they try to understand new knowledge and slowly become 

independent. 

Bruner’s idea of scaffolding is strongly connected to Vygotsky’s theory of the Zone of 

Proximal Development (ZPD). According to Vygotsky, children can learn best when 

they are given tasks that are just a little beyond what they can do by themselves, but 

can be completed with help. At first, children need a lot of support, but as they 

improve, the support is slowly removed. This can be done by giving instructions, 

encouragement, or breaking the task into smaller steps. The goal is to help children 

understand better, improve their skills, and become more confident to work 

independently. 

In kindergarten, which is a key stage for children’s growth in many areas, scaffolding 

is very useful. Teachers play an important role by guiding children through different 

learning stages and helping them solve problems. Bruner believed that scaffolding is 

also useful in helping students go beyond their limits with the help of teachers or peers. 

This support can include active participation, different teaching strategies, guidance 

from experienced people, good learning tools, and a positive classroom environment. 

Scaffolding is not only used for young children, but also in language learning. 

According to Bruner (1983), scaffolding in this context means giving learners 

language support, or “linguistic props,” to help them express themselves. This kind of 



8 

support often happens during classroom talk when students are trying to do something 

that may be too hard for them. 

A good example of this is when a teacher asks a student to say “tube” instead of just 

“train.” The goal is not to make the student speak longer, but to make their answer 

more exact. Helping students say what they really mean and improving the way they 

say it is an important part of language teaching. This often happens during feedback 

time, where teachers respond to students’ answers and help improve them (Pica, 1994; 

Lyster & Ranta, 1997). 

2.3 Teacher’s Scaffolding Talk 

Wood, Bruner, and Ross (1976) were the first to introduce the term "scaffolding" as a 

metaphor to explain how support and guidance are provided in learning. They used the 

term to describe how parents assist their children in language development by offering 

support tailored to the task and the child’s ability. These parents successfully guide and 

motivate their children to complete tasks independently through temporary and 

responsive assistance. 

In the classroom context, scaffolding refers to the temporary support that teachers 

provide to help students complete tasks or develop new understandings that they may 

not be able to accomplish on their own. Through this process, teachers guide students 

toward mastering skills that are initially beyond their independent capability. 

Scaffolding serves as a bridge that connects students' prior knowledge with new 

concepts. According to Wood, Bruner, and Ross (1976), scaffolding in education 

involves teachers giving temporary learning frameworks, helping students gradually 

become more independent. In English language teaching, scaffolding can be applied 

across all skills, such as listening, reading, speaking, and writing. 

Scaffolding talk refers to the way teachers interact with students by giving instructions 

and guidance in a supportive manner. This type of interaction is crucial in classroom 

settings, especially when the goal is to facilitate student learning and engagement. The 

teacher's talk provides instructional support that helps students follow classroom 

activities and achieve learning goals. 

To support scaffolding talk, an English classroom should create a comfortable and 

structured environment. Since classroom events are procedural, the language used 
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should follow these procedures and be verbalized clearly. Classroom English can be 

categorized into several parts, including opening the lesson, asking questions, using 

varied teaching strategies, organizing the class, giving instructions, explaining and 

demonstrating, checking understanding, reinforcing, and ending the lesson. 

The first responsibility of the teacher is to open the lesson, which includes greeting 

students, asking how they are, making introductions if necessary, taking attendance, 

and reviewing the previous lesson. Common greetings include "Good morning," 

"Good afternoon," or "Hello, everyone." To ask about students' condition, teachers 

might say, "How are you today?" or "I hope you all had a great weekend." When taking 

attendance, expressions like "Let's check who's here," or "Who's absent today?" can 

be used. To review the previous material, teachers may ask, "Have you done your 

homework?" or "Please submit your homework now." 

Another important aspect of classroom English is questioning. There are three main 

types of questions: factual, interpretive, and evaluative. Factual questions have one 

correct answer, though the complexity of the answer may vary. For example, the 

question "Why do you love me?" may seem factual but can lead to complex responses. 

Interpretive questions have multiple correct answers, but these answers must be 

supported by evidence. Such questions are useful for discussions and encouraging 

critical thinking. Evaluative questions seek opinions or beliefs and do not have right 

or wrong answers, but they depend on personal experience and prior knowledge, often 

leading to deeper discussions. 

Using scaffolding talk through these classroom strategies can help create a more 

effective and interactive learning environment, guiding students toward independence 

in their language learning journey. 

2.4 Self-Evaluation of Teacher Talk 

According to the Self-Evaluation of Teacher Talk by Walsh (2001), the focus of this 

instrument is teacher talk, aiming to help teachers better understand the relationship 

between language use, classroom interaction, and learning opportunities. One of the 

key aspects is scaffolding strategies for shaping learner talk to elicit more accurate, 

complete, or appropriate responses. There are three main strategies in scaffolding talk: 

reformulation, extension, and modeling. 
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1. Reformulation 

In this strategy, the teacher rephrases or restructures a student’s response to make it 

more grammatically correct or contextually appropriate. Reformulation helps students 

notice the difference between their version and the improved one provided by the 

teacher, which contributes to language development. For example, if a student says, 

“He go to school,” the teacher may respond, “Oh, he goes to school? That’s good!” 

This correction is given subtly within communication rather than through direct 

correction, allowing students to learn from context. 

2. Extension 

Extension occurs when a teacher adds information to a student’s response to make it 

clearer, more informative, or complete. This technique not only validates what the 

student has said but also models how to expand ideas in English. For instance, if a 

student says, “I like cat,” the teacher might extend it by saying, “You like cats because 

they’re cute and playful?” Extension promotes deeper thinking and encourages 

students to elaborate their responses in the future. 

3. Modeling 

Modeling provides students with clear examples of language use, task expectations, or 

academic expressions. When introducing a new activity or language function, it is 

essential for teachers to show or demonstrate what is expected. This can be done 

through walking students through an interaction, providing sentence starters, or 

displaying examples of previous students’ work. For instance, before asking students 

to write a description, a teacher might show a sample descriptive paragraph. Modeling 

also involves demonstrating appropriate use of language for specific academic tasks 

like describing, summarizing, comparing, and evaluating. 

The writer used all the theories of scaffolding talk proposed by Walsh, namely 

reformulation, extension, and modeling. These theories were chosen because they are 

directly related to verbal scaffolding, which focuses on how teachers support students 

through spoken interaction. Each type of scaffolding talk helps shape learner responses 

to become more accurate, complete, and appropriate. Therefore, these theories are 

considered relevant and useful to support the analysis in this study, which focuses on 

the teacher’s scaffolding talk in English lessons at Limos Kindergarten, especially in 

relation to improving students’ vocabulary. 
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2.5 Guessing Game as a Scaffolding Strategy 

The concept of scaffolding in education refers to the temporary support provided by 

teachers or more knowledgeable others to help learners accomplish tasks they cannot 

yet perform independently. This idea was first introduced by Wood, Bruner, and Ross 

(1976), who defined scaffolding as the process of enabling a child to solve a problem, 

carry out a task, or achieve a goal that would be beyond their unassisted efforts. Bruner 

(1983) further emphasized that scaffolding should be gradually removed as learners 

become more competent, allowing them to take full control of their learning process. 

Scaffolding is closely related to Vygotsky’s (1978) theory of the Zone of Proximal 

Development (ZPD), which refers to the range of tasks that a child can perform with 

the help of a teacher or peer but cannot yet accomplish alone. According to this theory, 

learning is most effective when it occurs within the learner’s ZPD that is, when the 

support provided is appropriately matched to the learner’s current ability and gradually 

withdrawn as the learner develops mastery. In the context of young children, such as 

kindergarten students, scaffolding becomes particularly essential because their 

cognitive and linguistic abilities are still emerging. 

Walsh (2011) highlights the role of classroom interaction in scaffolding, stating that 

effective teachers use interactional strategies such as prompting, modeling, recasting, 

questioning, and giving clues to support learners’ understanding. These strategies are 

designed not to give students the answers directly, but to guide them through the 

thinking and language processes required to reach the answer themselves. This aligns 

with the principles of constructivist learning, where knowledge is built through active 

engagement and social interaction. One practical scaffolding strategy that can be 

applied in vocabulary learning for young learners is the use of guessing games. In a 

guessing game, students are provided with partial information or clues about a word 

or object and are encouraged to guess the correct answer. This structure naturally aligns 

with the concept of scaffolding. For example, when a teacher says, “It’s an animal that 

says ‘meow’ and loves fish,” they are giving enough support to help students connect 

the clue to their existing knowledge and arrive at the answer “cat.” This process allows 

learners to work within their ZPD because they are not directly told the answer but are 

instead guided to discover it with support. 

Moreover, guessing games stimulate teacher-student and student-student interaction, 

which is essential in scaffolding language learning. Through questioning, repetition, 
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clarification, and feedback, students receive both linguistic input and the opportunity 

to express their thoughts in a supportive environment. These interactions help young 

learners internalize new vocabulary while gradually building the confidence to use 

language independently. Guessing games also allow for differentiated scaffolding, 

where the level of support can be adjusted based on each child’s needs. For students 

who struggle, the teacher can provide more detailed clues or visual aids, while for 

those who are more advanced, the clues can be reduced or made more challenging. 

This individualized support helps ensure that all students are working within their own 

ZPD. 

In addition, guessing games can increase motivation and engagement, two crucial 

elements in early childhood education. When learning is fun and interactive, children 

are more likely to participate and retain new vocabulary. Motivation, in turn, supports 

their willingness to take risks in using new language, a key component of language 

development. 

2.6 Vocabulary Guessing Game For Young Learner 

In the context of second language learning, particularly for children in kindergarten, 

employing engaging activities such as vocabulary guessing games can significantly 

facilitate the process of acquisition. A game, as defined by Hornby (1995), is an 

activity undertaken for enjoyment, and its application as a teaching technique can 

render lessons more enjoyable, interesting, and highly motivating for young learners. 

This aligns with the notion that games can enhance students' focus in learning by 

alleviating the feeling of being forced to learn, thereby fostering a more relaxed 

learning environment. Moreover, Rodgers (1981) suggests that the use of games can 

develop activities that divert students from the awareness of being in a formal class 

setting, engaging them in a stress-free manner. This implies that games offer a variety 

of appealing activities through which young students can explore the enjoyable facets 

of language learning. 

Referring specifically to these statements, it can be inferred that utilizing the guessing 

game technique will enable kindergarten students to learn vocabulary almost 

inadvertently. It is evident that games possess the capacity to motivate and encourage 

active vocabulary learning while mitigating boredom. When games are integrated into 
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the classroom, the learning environment becomes more vibrant and natural, which is 

particularly conducive to the learning styles of young children. 

A guessing game fundamentally involves a participant intentionally withholding 

information, prompting others to deduce what it might be. To achieve more effective 

outcomes in teaching vocabulary to kindergarteners, the application of guessing games 

is a technique predicted to be highly beneficial in reaching vocabulary learning 

objectives. A guessing game is essentially an activity where the goal is to correctly 

identify the answer to a specific question or problem. According to Klippel (1984), 

"The basic rule of guessing game is eminently simple; one person knows something 

that another one wants to find out." Based on this definition, it can be concluded that 

a guessing game is an activity in which one or more participants possess knowledge 

of something and compete individually or as a team to identify or discover the answer. 

A well-known example applicable to young learners is when one person thinks of a 

familiar object, animal, or color, and the other participants can ask simple "yes" or 

"no" questions to gather clues for their guess. In this context, the guessing game 

utilizes various words as clues to make the target word guessable. Furthermore, the 

use of words within a context helps young players begin to understand the meaning of 

unfamiliar words contextually. 

Huyen and Khuat (2003) assert that learning vocabulary through guessing games is an 

effective and engaging method that can be successfully implemented in various 

classrooms, including kindergarten. They also highlight several advantages and 

effectiveness of guessing games in vocabulary acquisition. Firstly, guessing games 

introduce an element of relaxation and fun for students, which aids in easier learning 

and retention of new words. Secondly, these games often involve friendly competition, 

which sustains learners' interest and creates motivation for them to actively participate 

in learning activities. Thirdly, guessing games can bring relatable, real-world content 

into the classroom, enhancing students' use of the second language in a flexible and 

communicative manner. This will assist them in acquiring new vocabulary and 

reinforcing previously learned words, thereby promoting longer retention. 

Guessing games also emphasize collaborative problem-solving among students. As 

stated by Klippel (1984), a guessing game requires students within a group to solve a 

problem through guessing. Each student's contribution is equally important, regardless 
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of their perceived abilities, as they listen to different viewpoints and collectively 

consider alternative solutions. 

Based on the aforementioned points, it is clear that by applying guessing games in 

vocabulary learning for kindergarteners, the teaching and learning process will become 

more interesting, enjoyable, and motivating for the students. This is because it 

effectively combines language practice with fun and excitement, elements that 

resonate well with young learners. Moreover, guessing games are generally well-

received by students. They are likely to spark considerable interest and encourage 

active participation, aligning with the characteristics of young children who often 

enjoy competitive activities and group work, as they learn to collaborate and compete 

in a friendly manner. 

2.7 Aspect of Vocabulary 

Learning words was a cyclical process that involved encountering new words and 

beginning learning. The words are then encountered repeatedly, each time expanding 

one’s understanding of what they signify and how they are employed in the other 

language. According to (Williams, 2002) vocabulary mastery include pronunciation, 

spelling, meaning, and word usage. So, the indicators were: 

1) Students understand the meanings of words. 

2) Students can enunciate words accurately. 

3) Students can spell and write words. 

According to Lado as cited in (Manda, 2022) students must master five different 

aspects of vocabulary. They are: meaning, spelling, pronunciation, word categories, 

and word usage. 

These aspects will be explained below: 

1) Meaning 

Meaning is one of the most important components that students should study because 

it refers to how words convey meaning to language users. When a term is used in 

several contexts, it often has multiple meanings. For example, as noun, the term 

“present” refers to a current period of time. As a noun, the term “present” can also 

refer to something given to someone on a certain occasion. As a result, it is critical for 
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students to understand the meaning of a word because it was assist them in using and 

comprehending the message conveyed by that terms in various contexts. 

2) Spelling 

When learners encounter a term for the first time, they must know how to spell it. 

Spelling refers to the appearance of a word in its spelling. Knowing a word’s spelling 

allows students allows students to accurately write it in written form. As a result, it is 

critical that children understand how to spell the word. 

3) Pronunciation 

When children acquire vocabulary, they must also understand what a word sounds like 

and how to pronounce it. It will help the students grasp what the other is saying. 

Someone will have difficulty understanding a term if it is pronounced improperly. As 

a result, it is critical for students to grasp how to pronounce words correctly in order 

to avoid miscommunication. 

Vocabulary mastery involved not just knowing the words and their meanings, but also 

understanding how the words sounded and were used in context. Mastery meant 

having complete knowledge of a set of words used by a person. Vocabulary mastery 

was the ability to recognize words and understand their meanings. The kids sought to 

not only understand the words, but also their meanings. 

2.8 Notion of Vocabulary 

According to Hornby (1995), vocabulary is the total number of words that, along with 

the rules for combining them, form a language. Vocabulary is essential for students in 

learning, understanding, and using a language. Hiebert (2005) also defines vocabulary 

as the knowledge of word meanings, which helps students communicate effectively. 

The students who want to communicate to each other need vocabulary to express the 

ideas clearly. They should have an adequate vocabulary to be able to communicate. If 

they only have few words, they will get difficulties to communicate with others. Napa 

(1991) says that the more   words   students learn, the more ideas they should have, so 

they can communicate those ideas more effectively. The aim of learning vocabulary is 

to make students master, understand the meaning and also use vocabulary. 
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Suprapto (1999) states that vocabulary is a component of language containing 

information about the meaning and using words in language. If the students have 

vocabulary they need, it is possible for them to communicate with other people. 

From the statements above, it can be concluded that vocabulary is one of the most 

important elements in learning English. Without sufficient vocabulary, students will 

struggle to communicate or express their thoughts. 

According to Fries (1974), English vocabulary can be grouped into content words, 

function words, substitute words, and distributed words. This study focuses on content 

words, especially nouns and adjectives, which are commonly found in basic 

vocabulary learning such as animal topics. 

1. Nouns 

Nouns are words that name people, places, things, or animals. In the context of 

teaching elementary students, especially in learning about animals, examples of nouns 

include: cat, dog, duck, elephant, tiger, monkey, bird, and rabbit. These nouns are used 

to introduce students to the names of animals in English. By learning animal-related 

nouns, students can improve their vocabulary and begin to describe the world around 

them. 

2. Adjectives 

Adjectives are words that used to explain noun by describing or identifying. Harmer 

(1998) suggests that adjective is a word that gives more information about a noun or 

pronoun. Cowan (2008) states that adjective describe the properties of an entity that a 

noun represents. Sargeant (2007) states that adjectives describe nouns and pronouns. 

They give you more information about people, places, and things.  

Types of adjectives commonly used include: 

a. Qualitative adjectives is describe physical characteristics or traits, such as big, small, 

fast, slow, furry, cute, tall. 

b. Quantitative adjectives describe quantity or amount, such as many, few, some, a lot 

of. 

c. Proper adjectives describe origin or category, such as size, character of the animal, 

ect. 
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By combining nouns and adjectives, students can form simple and meaningful 

sentences, such as a big elephant, a cute cat, or a fast duck. Learning both types of 

words enables them to better describe animals and express their ideas clearly. 

2.9 Procedures of Teaching Vocabulary by Guessing Game  

There are various methods for teaching vocabulary, with one effective approach being 

the use of guessing games. These games foster collaboration between teachers and 

students, encouraging curiosity which enhances focus during the learning process. 

To improve students' vocabulary mastery, the researcher implemented guessing games 

as the instructional medium. The procedure for teaching vocabulary through guessing 

games is outlined as follows: 

Pre-Activity: 

At the beginning of the session, the researcher enters the classroom, greets the 

students, and leads a brief prayer. Attendance is taken, followed by a review of the 

previous material where students are randomly asked questions related to the 

upcoming lesson. 

While-Activity: 

During the lesson, the researcher introduces the day's material and forms groups of 

two students. Next, students are shown a picture related to the lesson and instructed to 

focus. Using adjectives and nouns students then make random guesses about the 

English vocabulary depicted in the picture.  

Post-Activity: 

After the activity, the researcher ensures students have grasped the new material. The 

student with the highest vocabulary achievement is acknowledged with a small reward 

as appreciation. The lesson concludes with a review of the day's learning material, 

addressing any remaining questions students may have before dismissing the class. 

By employing this structured approach, teachers can effectively use guessing games 

to engage students in vocabulary learning, fostering both curiosity and active 

participation in the classroom. 
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2.10 Theoretical Framework 

Vocabulary is one of language elements which is important in English. Students have 

to master vocabulary before mastering English. Vocabulary can be increased by using 

several techniques. One of them is through guessing game. By applying guessing game 

in teaching vocabulary, the researcher assumes that it will make students learn 

vocabulary without realizing that they are learning and will make students more 

interested and motivated because it is the combination between language practice and 

fun. The effects of guessing game can help them to get a new vocabulary and remind 

the previous vocabulary that they have already learned. So, their vocabulary will stay 

longer in their mind. 

Naturally, when the students play guessing game, they will try to win and beat other 

groups. They will be so competitive while playing since they want to have a turn to 

play so they can get points and win the game. It is hoped by applying this technique, 

the students will be interested in learning vocabulary and their vocabulary can be 

increased. In this case, the researcher assumes that noun is the type of content word 

that improves the most after they are taught through guessing game. The reason is 

because the students who are taught through guessing game get a highest improvement 

in noun than the other types of content word. Then, the students also find nouns are 

easy to be developed by using guessing game. 
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3. RESEARCH METHODS 

This chapter presents research design, subject of the research, research instrument, 

data collection and data analysis: 

3.1 Research Design 

In this sub chapter, the researcher will explain about the research design that is used 

in this research. 

3.2 Research Methodology 

This research adopted a qualitative methodology. Qualitative research methods are 

fundamentally employed to explore research questions that are best addressed by 

providing rich, descriptive accounts of how participants interpret and construct 

meaning within their environment (Creswell, 2018). These methods prioritize the 

in-depth understanding, interpretation, description, and development of emergent 

theories pertaining to phenomena or settings, focusing on the nuanced perspectives 

and experiences of the participants. This approach is particularly suitable for 

educational research aimed at gaining a holistic understanding of classroom 

interactions and learning processes (Merriam, 2009).  

This study is also informed by the concept of scaffolding, which plays an important 

role in supporting young learners during language learning. Scaffolding refers to 

the temporary help given by teachers or more capable peers to assist students in 

completing tasks they cannot do alone. In this study, scaffolding is used to support 

vocabulary learning through interactive activities like the guessing game. During 

the activity, the teacher can provide support by giving clues, repeating or rephrasing 

students' answers, and guiding them with questions. These strategies help learners 

express themselves more clearly and understand new words better. As learners 

become more confident, the teacher gradually reduces the support, allowing 

students to take more responsibility for their own learning. 

Based on the school condition, the researcher was interested in applying guessing 

games to improve students’ vocabulary mastery at LIMOS Kindergarten because 

of their proven effectiveness in engaging students and enhancing their 
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communicative abilities. Additionally, the researcher recognizes the potential 

benefits of using guessing games to create an interactive and enjoyable learning 

environment, which can motivate young learners to actively participate and expand 

their vocabulary. Furthermore, the lack of extensive research on the use of guessing 

games at the kindergarten level presents an opportunity to explore and document its 

impact on early childhood education. 

In this study, the researcher investigated students' responses to the media used by 

teachers. The objective was to identify students' perceptions by conducting 

observations and interviews to collect data. 

3.3 Participants of The Research 

The researcher assumed the role of teacher-observer, instructing and observing the 

students in Class B. This class comprised the oldest students in the kindergarten, 

and the researcher, recognizing the potential of guessing games to effectively 

enhance students' vocabulary mastery (Cameron, L., 2001), determined them to be 

the most suitable participants due to their developed ability to engage in meaningful 

interactions.. A total of 15 students were enrolled in Class B. 

3.4 Research Context 

This study was conducted at LIMOS Kindergarten, a private early childhood 

education institution located at Perum Bukit Bhayangkara Blok A2 No.7. Beringin 

Raya, Kemiling, Bandar Lampung. The school serves children aged 4 to 6 years 

and implements a curriculum Merdeka and Montessori Curriculum. The class 

involved in this research consisted of 15 students, most of whom had basic exposure 

to English vocabulary but showed limited active use in daily interactions. The 

researcher observed that students were generally active and enthusiastic but needed 

more engaging and contextual learning activities to support vocabulary 

development. 

3.5 Research Instrument 

In this subchapter, the researcher collected data using classroom observation. 

Following the principles of classroom analysis as proposed by Walsh (2001), 
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observation was employed to systematically examine the nature of teacher talk and 

classroom interaction. The primary focus was to identify how scaffolding 

specifically reformulation, extension, and modeling was used to support students’ 

vocabulary learning through guessing game activities. Reformulation refers to the 

teacher rephrasing a learner’s contribution using more appropriate or accurate 

language. Extension involves adding information to a learner’s response to enrich 

its meaning or clarity. Modeling is when the teacher provides a correct version of a 

learner’s utterance to guide proper language use. To ensure structured data 

collection, this study used four observation instruments: audio recordings, 

observation notes, transcription, and an observation protocol. Audio recordings 

were used to capture teacher-student interactions accurately, which were later 

transcribed and analyzed based on these scaffolding categories. Observation notes 

documented vocabulary use, focusing on high- and low-frequency words, while 

reflective notes captured the researcher’s insights on the effectiveness of the 

scaffolding strategies. The observation protocol provided a minute-by-minute 

framework for recording classroom and included reflections on instructional 

strengths and weaknesses.  

All four instruments were analyzed qualitatively and compared to triangulate 

findings. This comparison allowed the researcher to examine recurring patterns, 

validate interpretations, and gain a comprehensive understanding of how 

scaffolding talk was integrated into the guessing game activities.  

3.6 Data Collection Process 

In collecting data, the researcher primarily investigated students' responses to the 

media and teaching strategies employed by the researcher, with a specific focus on 

the implementation of guessing games. The overarching objective was to gain a 

comprehensive understanding of students' perceptions, experiences, and learning 

outcomes related to this approach. To achieve the objective, the researcher focused 

data collection on the learning process, specifically observing aspects related to 

students' responses to the materials, their behavior in the classroom, and their active 

participation.  

Data collection through observation of the students involved the following steps: 



22 

a. Involving other teachers to join the class to witness the teaching process and 

record observations if needed,  

b. The researcher entering the classroom and beginning the lesson, 

c.  The researcher applying media related to guessing games in the classroom 

and observing its use in teaching English. 

The investigation into students' responses to guessing games aimed to achieve a 

comprehensive understanding of their learning outcomes, and the observational 

data collected to this end was subsequently analyzed using Jeffersonian 

transcription (e.g., [overlapping speech], ↑intonation, pause (1.0)) to provide a 

detailed account of student perceptions. 

3.7 Data Analysis 

This research employs a qualitative approach to data analysis. Data will be collected 

through in class observations, with detailed notes taken to document the events and 

interactions that occur during the observation period. The focus of these 

observations is on teacher-to-student instruction, specifically examining how the 

teacher facilitates learning through interaction. 

The data analysis in this research used an interactive model, according to Miles and 

Huberman (1992). This model comprises three component steps: data reduction, 

data display, and conclusion drawing. 

1. Data collection 

The data collection focused on how the teacher implemented the guessing game and 

applied scaffolding talk during vocabulary instruction. The goal was to observe the 

teacher’s use of reformulation, extension, and modeling while interacting with 

students. To obtain comprehensive and accurate data, the researcher used four main 

tools. 

1. Audio recordings were made during classroom sessions to capture the 

complete flow of the teacher’s verbal interaction. These recordings were 

used to ensure transcription accuracy and allow detailed analysis of 

scaffolding strategies. 
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2. Observation notes documented the teacher’s use of vocabulary, with 

attention to high-frequency and low-frequency words emphasized during 

instruction. These notes also included teacher talk that reflected scaffolding 

strategies. 

3. Transcripts were generated from the audio recordings and analyzed using 

Jeffersonian transcription conventions (e.g., [overlapping speech], ↑rising 

intonation, pause). This method allowed for a detailed analysis of the 

teacher’s scaffolding talk. The transcribed utterances were categorized into 

three scaffolding strategies: reformulation (rephrasing student responses), 

extension (adding more information), and modeling (demonstrating correct 

language use), in line with Walsh’s framework. 

4. A structured observation protocol was used to record classroom events and 

teacher-student interactions on a minute-by-minute basis. It included 

reflective notes identifying the strengths and weaknesses of the teacher’s 

instructional approach, especially the use of scaffolding to support 

vocabulary learning through the guessing game. 

2. Data Reduction 

In this research, data reduction focused on identifying key themes and patterns 

related to students' perceptions of the guessing games, their use of target vocabulary, 

and the impact of the games on their engagement. This included coding data for 

instances of specific vocabulary use, types of student interaction, and indicators of 

positive or negative perceptions. 

3. Data Display 

At this stage, the researcher organized and presented the data in a structured format 

to support interpretation and conclusion drawing. The data were displayed using 

descriptive tables and excerpts from transcriptions, which outlined the teacher’s use 

of scaffolding strategies including reformulation, extension, and modeling during 

the guessing game activities. These displays facilitated a clearer analysis of how the 

teacher structured interactions to support vocabulary learning and how scaffolding 

talk was implemented in real classroom settings. 
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4. Conclusion Drawing 

At this stage, the researcher draw conclusion from the data that has been previously 

concluded, then matches the notes and observation made by the researcher at the 

time of doing analysis. 

Interaction of the three components previously discussed can be characterized as 

follow: 

 

Figure 3. 1. Miles and Huberman 

       (Milles and Huberman, 2007:40)  
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5. CONCLUSION AND SUGGESSTIONS 

 

5.1  CONCLUSION 

 

Finally, this study has provided findings that may support both researchers and 

teachers in understanding the implementation of guessing games in early childhood 

education. The findings highlight how guessing games, when combined with 

scaffolding strategies such as modeling, reformulation, and extension explanation, 

can effectively enhance vocabulary learning. Teachers are encouraged to implement 

guessing games in their classrooms, as the interactive and supportive nature of the 

activity allows students to develop vocabulary skills with increasing independence. 

This supports previous research emphasizing the importance of scaffolding within 

the Zone of Proximal Development (ZPD) to optimize student learning outcomes. 

5.2  SUGGESSTIONS 

 

Regarding t Based on the findings of this study, several suggestions are proposed 

for both teachers of young learners and future researchers. 

Future Researchers: 

Although the present study focused on vocabulary, it is recommended that future 

research explore the potential of guessing games in developing other English 

language skills in kindergarten settings. For instance, further investigations could 

examine how these games might be adapted to enhance writing, listening, or 

foundational reading skills. 

English Teachers: 

Based on the findings of this study, teachers are encouraged to thoughtfully adapt 

and enrich the guessing games used in their classrooms. By varying the themes or 

incorporating elements of movement and physical interaction, teachers can create a 

more engaging and responsive learning environment. Such adaptations not only 

help sustain students’ interest but also accommodate different learning styles.  

 



38 

 

REFERENCES 

 

Adi, A., & Wijaya, D. (2017). Students’ issues in vocabulary learning at Children 

Center Brawijaya Smart School [Unpublished thesis]. Children Center 

Brawijaya Smart School, Indonesia. 

Cowan, R. (2008). The teacher’s grammar of English: A course book and reference 

guide. Cambridge University Press. 

Creswell, J. W., (2018). Research design: Qualitative, quantitative, and mixed 

methods approaches (5th ed.). Sage. 

Dalimunthe, L., & Haryadi, R. N. (2022). The effect of learning methods and 

vocabulary mastery on English speaking ability. Lingua Educationist: 

International Journal of Language Education, 1(1), 1–7. 

https://doi.org/10.54099/le.v1i1.58 

Dunlap, T. (2013). Guessing game in language learning (Doctoral dissertation). 

University of Language Teaching, Country. 

Fries, C. C. (1974). Teaching and learning English as a foreign language. 

University of Michigan Press. 

Harmer, J. (1998). How to teach English: An introduction to the practice of English 

language teaching. Longman. 

Hiebert, E. H. (2005). In R. K. Wagner, A. E. Muse, & K. A. Tannenbaum (Eds.), 

Vocabulary acquisition: Implications for reading comprehension (pp. 3–20). 

Guilford Press. 

Hornby, A. S. (1995). Oxford Advanced Learner’s Dictionary of Current English 

(5th ed.). Oxford University Press. 

Huyen, N. T. T., & Khuat, T. T. N. (2003). Learning vocabulary through games: 

The effectiveness of learning vocabulary through games. Asian EFL Journal, 

5(4), 1–10. 

https://doi.org/10.54099/le.v1i1.58


39 

Jefferson, G. (2004). Glossary of transcript symbols with an introduction. In G. H. 

Lerner (Ed.), Conversation analysis: Studies from the first generation (pp. 13–

31). John Benjamins. 

Klippel, F. (1984). Keep talking: Communicative fluency activities for language 

teaching. Cambridge University Press. 

Marzuki, M., & Kuliahana, R. (2021). Facilitating speaking skills and motivation 

through varied learning strategies. Journal of Language Teaching Innovation, 

4(1), 23–34. 

Merriam, S. B. (2009). Qualitative research: A guide to design and implementation 

(3rd ed.). Jossey-Bass. 

Miles, M. B., Huberman, A. M., & Saldaña, J. (2014). Qualitative data analysis: A 

methods sourcebook (3rd ed.). SAGE. 

Muslimah, P., Muhayyang, M., & Muliati, A. (2022). The correlation between 

vocabulary learning strategies and students’ vocabulary mastery in senior high 

schools in Makassar City. Pinisi Journal of Art, Humanity, and Social Studies, 

2(4). https://ojs.unm.ac.id/PJAHSS/article/view/35375 

Napa, P. A. (1991). Vocabulary development skills. Kanisius. 

Prasetyo, A. (2021). The role of vocabulary mastery in developing speaking skills 

among young learners. Journal of Early Childhood Education, 5(2), 45–58. 

Ramadhani, S. (2023). Introducing English vocabulary through the provision of 

tutoring to enhance students’ vocabulary comprehension at Batang Arah 

Tapan Elementary School [Unpublished manuscript or specify if a journal 

article]. ASIAN: Indonesian Journal of Learning Development and Innovation, 

1(1), 26–30. 

Rodgers, T. S. (1981). The use of games in language teaching. In Selected Readings 

in Language Teaching Methodology. Oxford University Press. 

Sargeant, H. (2007). Basic English grammar: For English language learners. 

Saddleback Educational Publishing. 

https://ojs.unm.ac.id/PJAHSS/article/view/35375


40 

Supriyatna, H. (2014). Strategi Pembelajaran Bahasa Inggris di Sekolah Dasar 

menggunakan Permainan Tebak Kata (Skripsi Sarjana). Universitas XYZ, 

Bandung. 

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological 

processes (M. Cole, V. John-Steiner, S. Scribner, & E. Souberman, Eds. & 

Trans.). Harvard University Press. 

Wallace, M. J. (1998). Action research for language teachers. Cambridge 

University Press. 

Walsh, S. (2006). Investigating classroom discourse. Routledge. 

Wang, X., Shang, H., & Briody, P. (2011). The effect of guessing games on 

elementary students’ English learning in Taiwan. Taiwan Journal of ESL 

Education, 9(2), 77–95. 

Webb, S., & Nation, P. (2017). How vocabulary is learned: Oxford handbooks for 

language teachers. Oxford University Press. 

Williams, M. (2002). In J. Coady & T. Huckin (Eds.), Second language vocabulary 

acquisition (pp. 201–212). Cambridge University Press. 

Wood, D., Bruner, J. S., & Ross, G. (1976). The role of tutoring in problem solving. 

Journal of Child Psychology and Psychiatry, 17(2), 89–100. 

https://doi.org/10.1111/j.1469-7610.1976.tb00381.x 

Zhu, Y. (2012). Using games in English class. International Journal of Education 

and Practice, 3(1), 12–20. 

 

 

 

 

 

 

 


