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 Jurnal ini bertujuan untuk meningkatkan penguasaan 

kosakata siswa melalui penggunaan berbagai jenis permainan 

dalam proses pembelajaran. Metode penelitian yang 

digunakan adalah penelitian tindakan kelas (PTK) yang 

dilaksanakan dalam dua siklus, masing-masing terdiri dari 

perencanaan, pelaksanaan, observasi dan refleksi. Subjek 

penelitian adalah siswa kelas IV di UPTD SD N 122371 Jl 

Ksatria Pematang Siantar yang berjumlah 14 orang. 

Instrumen yang digunakan dalam penelitian ini meliputi tes 

penguasaan kosakata. Hasil penelitian menunjukkan bahwa 

penggunaan permainan dalam pembelajaran dapat 

meningkatkan penguasaan kosakata siswa secara signifikan. 

Selain itu, respon siswa terhadap pembelajaran dengan 

menggunakan game sangat positif. Kesimpulannya, 

penggunaan permainan dalam pembelajaran dapat menjadi 

strategi yang efektif untuk meningkatkan penguasaan 

kosakata siswa. Oleh karena itu, disarankan kepada para guru 

untuk mempertimbangkan integrasi permainan dalam 

kegiatan pembelajaran bahasa, terutama dalam mengajarkan 

kosakata. 

Kata Kunci  :  

Peningkatan; Penguasaan; 

Kosakata; Siswa; Melalui 

Permainan. 
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 This journal aims to improve students' vocabulary mastery 

through the use of various types of games in the learning 

process. The research method used is classroom action 

research (PTK) which is carried out in two cycles, each 

consisting of planning, implementation, observation and 

reflection. The research subjects were fourth grade students 

at UPTD SD N 122371 Jl. The Pematang Siantar Knights 

numbered 14 students. The instruments used in this research 

include vocabulary mastery tests. The research results show 

that the use of games in learning can significantly increase 

students' vocabulary mastery. Apart from that, students' 

responses to learning using games were very positive. In 

Keywords: 

Increasing; Students; Mastery 
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conclusion, using games in learning can be an effective 

strategy for increasing students' vocabulary mastery. 

Therefore, it is recommended for teachers to consider the 

integration of games in language learning activities, 

especially in teaching vocabulary. 
 

INTRODUCTION 
Education is a basic effort that has been planned to create a learning atmosphere and learning 

process so that students actively develop their potential to have religious spiritual strength, self-

control, personality, intelligence, morals, life knowledge, general knowledge and skills that treat 

themselves in society. to be based on law. The research, training, and skills of a group of people 

passed down from one generation to another is the learning of knowledge, skills, and habits. Learning 

is an activity that develops a person's knowledge, skills or attitudes as a means of interacting with 

others environment and information. analyze, and apply relevant information from the environment 

through interactions between students and the environment. Learning is an activity carried out 

intentionally or unintentionally by individuals, those who don't know become known, those who can't 

walk become able to walk, those who can't read become able to read, and so on. Each person can learn 

in different ways. There are learning by seeing, discovering and also imitating. Because through 

learning a person will experience growth and change in themselves both psychologically and 

physically. Physically, what is studied is related to the motor dimension. Psychologically, what is 

studied is the affective dimension. Cognitively, what is learned is new knowledge. So essentially 

learning in the cognitive domain will also intersect with the affective domain and also with the 

psychomotor domain. These three domains are interconnected with each other. Learning is an activity 

towards a better life systematically. The learning process consists of three stages, namely the 

information, transformation and evaluation stages. What is meant by the information stage is the 

process of explaining, describing or directing the structure of knowledge, skills and attitudes. 

Play can be defined as an activity that encourages interaction between one or more people, 

usually for educational purposes, problem solving, or creative expression, and is often influenced by 

external factors. Playing is not only done outdoors, but playing can also be done indoors. Play in 

education is a teaching method that utilizes games and engaging activities to increase student 

understanding and engagement. This allows students to learn in an interesting and enjoyable way, 

often through social interactions, experiences, and solutions. This approach encourages creativity, 

collaboration and intrinsic motivation in the learning process. Playing while learning is a teaching 

approach that combines a learning objectives approach that incorporates learning objectives into the 

learning process. This allows students to learn actively while still having a fun experience. Vocabulary 

is a collection of words used in a particular language or field. It includes all the words known and used 

by speakers of a language or people involved in a particular field. According to Carrel 1984 

vocabulary is one of the components of language. Dictionaries have an important role in a person's 

success in learning English. In reading, acquiring good vocabulary will help someone to understand 

the information from a reading. This means, in order not to stop and make mistakes while reading, a 

person must have adequate words or vocabulary and confidence about how these words are 

meaningful. According to Rafinggi (2016), "vocabulary is a collection of words in a language for 

communication". This means that vocabulary is the key to understanding a foreign language. By 

enriching yourself using vocabulary, someone can express ideas in communication more easily. 

Meanwhile, Puspitoaji (2014) states that vocabulary is a collection of sounds or combinations of 

letters that consist of something and trigger a meaning. For this reason, we as the authors of this 

journal will explain how students increase their vocabulary in English using a game that helps them to 

more easily increase their knowledge. 
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METHOD 
In writing this journal, we used classroom action research, where the research method is classroom 

action research, which is research carried out in the classroom using actions to improve the quality of 

the teaching and learning process in order to obtain better results than before. 

 

 

RESULTS AND DISCUSSION 
English is a universal language that allows people to speak to each other all over the world. 

Additionally, English makes it easier for people all over the world to interact. According to Didi 

Suherdi, English learning is an interactive process that involves active participation between teachers 

and students. Didi believes that the use of technology and learning methods inovatif is very important 

for increasing motivation and effectiveness of language learning. Today, a country's ability to use 

English as a global language reflects its progress. English also really helps students in communicating 

and improving their language skills. Students at school are only taught formulas to form sentences 

without knowing the use, classification or order of words. But in the process of learning English as a 

foreign language in Indonesia Until now, it still remains a scourge for some students in Indonesia. 

Most think English is difficult, which makes some students reluctant to improve their English skills. 

The following are some methods to improve students' knowledge of English vocabulary: 

a.  Read: 

The first way to improve your ability in English is to read a lot of English literature. You can often 

read news from websites in other countries if you like reading gossip or news about the world of 

celebrities. Read English fiction and comics if you are a fan of novels or comics. 

b.  Observe. 

Observe everything related to English around you. Pay attention to the English language films you 

watch, and try to pay better attention to the dialogue while avoiding glancing at the subtitles too 

often. Examine how actors and actresses use certain sayings, vocabulary, or phrases in various 

situations. 

c. Writing. 

You will definitely understand English better after reading and observing a lot. However, this still 

puts you in the category of passive English users. To improve your skills, try writing in English. 

Translating the stories you usually write in your diary or blog reviews into English is a great way to 

train yourself. You don't need to worry if you are still confused about your grammar; the important 

thing is that you continue to practice using a foreign language. 

d. Practice speaking 

In an effort to improve your ability in English, you must often practice speaking. Because speaking 

will make us accustomed, trained and confident in expressing something. We need to make habits 

every day, for example talking to ourselves in front of the mirror or with family and friends. This 

will make us get used to pronunciation in English. Also conversations with friends or people who 

understand English better will make us know our mistakes in pronunciation and pronunciation, so 

that we can improve and learn better. Good grammar will be useless if you don't want to express or 

talk to others. Language was created to communicate, so you must learn to say what you want 

verbally in English. It is very important to make the other person understand what you are saying in 

English first. 

e. Learning while Playing. 

Basically, the principle of elementary school children's learning is that they enjoy playing, enjoy 

working together and enjoy being directly involved in learning. Therefore the author uses games 

which are one of the techniques to increase children's enthusiasm when learning and increase their 

motivation. Playing is something that everyone likes, especially children, so to teach children - 

Children's learning must be done in the right way so that they don't get stressed. In this research, 
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we created a vocabulary game for grade 4 students of UPTD SD N 122371 Jl. Kesatria Pematang 

Siantar to improve their vocabulary knowledge. 

By implementing the "Learning while playing" method, students can continue learning 

comfortably. In the research and observations the author conducted, namely in class IV, students 

looked enthusiastic when they entered the class. We asked the children to sing in English while 

pointing to the song lyrics. on the blackboard. The class was very enthusiastic about the song and 

quickly understood the meaning of what we were singing, even though it was only demonstrated once. 

When the writer asked them to say the song lyrics in English, they did very well. When the students 

were able to say it these words are correct and precise, we as teachers are very happy and increasingly 

enthusiastic, even though this is only a short song. 

 
Figure 1: Students are invited to sing according to the lyrics 

 

Until we get to the core part of the lesson where the author has previously prepared a poster which 

contains pictures of animals and fruit. The author begins to introduce what vocabulary is in the poster 

and invites the students one by one to come forward to say what is in the poster and Students are 

enthusiastic enough to move to the front of the class. 

 

 
Figure 2: Students come forward and say the names of animals at the front of the class 
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Figure 3: Students come forward and say the names of fruits to the front of the class 

To improve their use of English verbs. In the game, we used the "estafet stick" game. Where we play a 

song and ask students to pass the baton to their friends, and if the music stops for one of the students, 

then the student holding the baton will move forward to answer the question given. The questions 

given were not too difficult, the author displayed several pictures that had been made on cartoon 

paper, and students were asked to fill in the names of objects, fruit or animals in the cartoon in 

English. Then after they write the answer on the cartoon paper, students then read the answer to 

practice their pronunciation in English. And if their answer or statement is wrong, we will ask other 

students to answer the same question until they get it right. Then, if one of the students can answer 

correctly, we then explain it to them again so that the students know more and remember the 

vocabulary we taught. When we used this game, we found out that the students in the class had 

mastered the basic vocabulary in English such as table, chair, blackboard, flowers, floor, fruit, 

animals, etc. Just need to enrich it by giving them new vocabulary that they have never heard. 

 

Pict: Students Fill in the dots on the poster 
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Figure 4: Students Fill in the dots on the poster 

 

After carrying out all the learning with the students, the author invites students to do an ice breaker so 

that students are not lazy after finishing learning because students will feel happy if there is an ice 

breaker after learning. 

 

 
Pict: Students do Ice Breaking 

Ice breaking activities are very important activities to do with the aim of diverting concentration so as 

not to experience boredom and can become supporting energy in an activity. 

 

 

CONCLUSION 
Using games as a method in learning is an important thing to do, where learning while playing 

is something that students like. Learning while playing has a positive impact on students and teachers. 

Students will understand the material more quickly By doing fun learning, your skills in remembering 

lessons will improve due to innovative learning styles. Learning English may be a difficulty for 

children at the elementary level because English words are written and pronounced differently. 

However, with innovation in learning, namely by creating fun learning innovations. Especially by 

playing games that are not difficult for students to play. For example, the game we play is a simple 

game that can be done in a short learning time. This game can train fine motor skills and develop 
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students' self-confidence. By playing this game, teachers can also evaluate how students write and 

pronounce English vocabulary. 
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