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Abstract
Android based educational game is something nemttoduce in EYL learning.
This software is believed to assist teachers inveleéhg knowledge effectively
(Megawati & Sultoni: 2016). This research is andeavour to examine the
improving of young learner’s ability in learning @ish vocabulary towards the use
of android based educational game. Using a quasfarentasl study, the android
based educational game has been implemented faek-term with two meetings
per week in an English class of fifth grade stuslemt elementary school in
Karawang. Two classes are determined as sampthiforesearch. Research findings
reveal that there is significant differences inrteag English vocabulary between
experimental group and control group after theri@gon is implemented. The use of
educational game from Android improved the studeriEnglish competence in
learning vocabulary. Furthermore, the game greailyjourages the students in giving
active participation during the classroom actigtieThe use of android based
educational games is one of joyful alternative &g to support the creative young
learner's teachers. It is recommended for Engligacher to use android based
educational game as alternative to improve qualfitgaching.
Keywords: Android based educational games, vocappwaung learners

INTRODUCTION

English as one of an international language hagrafisant position in Indonesia. It has been
taught at various levels of education from the Iswevel up to the highest. For schools in
Indonesia, there are four language skills that Havbe mastered by the students to learn the
English subject. The four language skills are fistg, speaking, reading and writing, with all its
aspects such as grammar, vocabulary, and souride ekements of language, which support the
development of those skills. Therefore, one of plts to learn by students is vocabulary.
Vocabulary is the first stage in any language lie@rnVocabulary can be defined, roughly, as
the words we teach in the foreign language. Base@ameron (2001:72) that: “Vocabulary is a
base to learning of language at initial level”.

There are several reasons why students have diisun learning vocabulary. First, students
were difficult to understand the meaning of vocabyl Second, students were difficult to
remember all of the vocabulary materials. The Issidents were often confused about how to
organize the vocabulary. The second problem wams the teacher. To overcome the problems,
the teacher should be more creative in creatingg@bulary in order to make the teaching
learning process fun, interesting and also easier.

The role of the teacher is important to provide iwaiton for students to understand the meaning
of vocabulary that have been learned in the classymot only to be understood at that moment,
but will be remembered onwards and used in a seatefherefore, in teaching and improve
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students’ need of vocabulary, teachers have tovatetithe students with some instructional
media and make the students learn more. The teahbatd use the suitable and also interesting
instructional media to help students improve therabulary understanding. Although there are
SO many interesting instructional media to impretedents’ vocabulary understanding, one of
instructional media that the researcher used idl6Henglish Games” from Android. Hadfield,
Jill (1999:4) stated that: “A game is an activititiwa rule, a goal and an element of fun”. It can
make students feel fun when they learn English bolealy. Furthemore, this game also can
make students memorize new vocabulary easy bedhegeare able to apply it directly in
spoken or written form.

Android is a mobile operating system (OS) curreniiyeloped by Google. It has become the
popular OS for tablets and smart phones. Androgkthaducational game is something new to
introduce in EYL learning. Usually parents seentémplain on their kids’ activities on their
gadgets. However, after conducting this studysihoped that the young learners’ action on
playing their gadgets is meaningful for their laaga learning exposure (Megawati&Sultoni,
2016:662).

LITERATURE REVIEW

Implementation of educational games stems fromdtheelopment of video games very rapidly
and making it an effective media, interactive aegtledoped in industrial companies. Seeing the
popularity of the game, the educators think thahgalesign components can be used as an
introduction to learning materials, and can be iadpto the educational curriculum. Game
should have an interactive interface design aneélament of fun (Hurd and Jenuings 2009 in
Robbani, 2016: 10).

Android is a software stack which is open sourceicivhincludes an operating system,
middleware and key applications along with a seAgblication Programming Interfaces (APIs)
that are used to design a mobile application u#iirgJava programming language. Android-
based applications can be created, developed indepdy, and can be easily downloaded and
used in accordance with user needs. Linux-basedolhdersion 2.6. System services such as
security, memory management and process managemenntrolled by Linux (Holla et al.,
2012 in Robbani, 2016: 35). Android is a mobiledzhsperating system that can be applied to
an electronic device such as smartphones, taldpteps and gaming devices. Android provides
the freedom for application developers to creawrtbwn applications. Android is an open
source platform that allows it to be used in sajvithe problems associated with the help of
special applications, data processing connecteld thi@ database on the server, game media,
communication media, and so forth.

Vocabulary consist of words that construct a laggudased on Suyanto (2007:43) stated that,
“Vocabulary is a collection of words that belongadanguage”. Brown (2001:377) also stated
that, “Words are basic building blocks of languagédcabulary is the main factor that is very
important and basic thing in language learning.rétoee, students must master the vocabulary
of English as a foreign language.

The use of android based educational game gaveemde towards the students’ vocabulary
mastery and their interest in learning English (Elegti & Sultoni, 2016:666).

METHOD
The researcher used a quasi-experimental methddomi experimental class and one control
class. The population of this research is the -fiithde students of elementary school in
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Karawang. There are 100 students in total andvitded into three classes, which are V-A, V-B,
and V-C. The sample of this study is V-A as a adlted class and V-B as an experimental class
which each class consist of 35 students. The relséastrument is a test.

To obtain the data, the researcher used testshudre-test and post-test. The test was used to
see the result of students’ vocabulary mastery. #st was applied in experimental and
controlled class to find out the score of studematshievement. The researcher compared the
score of pre-test and post-test in the treatmedtcamtrolled class. Afterward, the researcher
analyzed the gained score between the pre-tespastetest. Before analyzing the hypotheses,
the researcher had to analyze the normality ofitita. This analysis is used to see whether the
data got in the research normally distributed ot. ithe researcher used the SPSS V.16 for
windows to test the normality and homogeneity teldext, the researcher used Independent T-
test formula in SPSS to calculate the data. Ilteisalnse the researcher wanted to find out the
degree of significant different between the growtiore of pre-test and post-test from both
classes also between the achievement in expericteess and control class.

FINDINGS AND DISCUSSION

The Description of The Data

The validity and reliability instrument test washdoicted before the researcher administered the
test to both classes. There were 40 numbers ofigoegiven to the 30 students of fifth grade of
elementary school in Karawang. From the validityd aeliability test, there were 25 valid
guestions from 40 questions which were gained.

Based on the result of pre-test and post-test @exiperimental class, the lowest and the highest
score could be seen from 35 students in the expetahclass. The lowest score in pre-test was
56 and the highest score was 8dter the researcher gave the treatment using tHehglish
Games” from Android, the researcher gave them &tpet As the data showed that the lower
score of post-test was 60 and the highest scor®fas

On the result table of pre-test and post-test enctimtrolled class, the lowest and the highest
score could be seen from 35 students. The loweaedsnoopre-test waS2 and the highest score
was 84. In post-test of controlled class the dataved that the lower score of post-test was 56
and the highest score wa4.

The Analysis of Testing Requirements
Before analyzing the hypothesis, the researcher tbadnalyze the result of the data. This
analysis is used SPSS V.16 for windows program.

Result of Pre-test of Experimental Class and Contited Class.

The result of pre-test of experimental class andtrotied class based on SPSS V.16 for
windows program was gained from the step as folloAsalyze - description statistic -
frequencies statistic. The results are presentedTiable below:
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Table 1. Data Description of Pre-Test Result of Exgrimental Class

N Valid 35
Missing 0
Mean 70.97
Std. Error of Mean 1.385
Median 72.00
Mode 76
Std. Deviation 8.194
Variance 67.146
Range 28
Minimum 56
Maximum 84
Sum 2484

The Table above showed that the mean of 35 studeid®&97. The median score from the table
is 72.00. The mode score from the table is 76. $&k of scores constitute a population
determined as variance score is 67,146. Standardts is a quantity calculated to indicate the
extent of deviation for a group as a whole andstia@dard deviation is 8,194. The highest score
of the experimental class is 84 and the lowestesizo66. The sum gained from the total score is
2484.
Results gained from a pre-test in class V-A asrdrotied class of this research are presented in
a Table below:

Table 2. Data Description of Pre-test Result of Cdrolled Class

N Valid 35
Missing 0
Mean 69.14
Std. Error of Mean 1.578
Median 68.00
Mode 76
Std. Deviation 9.334
Variance 87.126
Range 32
Minimum 52
Maximum 84
Sum 2420

The Table above showed that the mean of 35 stute68&14. The median score from the table
is 68.00. The mode score from the table is 76. $&e of scores constitute a population
determined as variance score is 87,126. Standardts is a quantity calculated to indicate the
extent of deviation for a group as a whole andstia@dard deviation is 9,334. The highest score
of the controlled class is 84 and the lowest st®®&2. The sum gained from the total score is

2420,
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Results of Post-test of Experimental Class and Comtlled Class

The result of post-test of experimental class aodtrolled class based on SPSS V.16 for
windows program was gained from the steps as falloAnalyze — description statistic —
frequencies statistic. Result gained from a pastiteclass V-B as an experimental class of this
research is presented in a table below:

Table 3. Post-test Result of Experimental Class

N Valid 35
Missing 0
Mean 76.00
Std. Error of Mean 1.420
Median 80.00
Mode 80
Std. Deviation 8.402
Variance 70.588
Range 32
Minimum 60
Maximum 92
Sum 2660

The Table above showed that the data of the cdedralass is 35 with sum 2660. Mean score of
post-test from the experimental class is 76,00. faelian is 80.00 and the mode is 80. The
variance score is 70,588 and deviation standa8#i32. The highest score is 60 and the lowest
score is 92.

Results from a post-test in class V-A as a corddotllass of this research are presented in a table
below:
Table 4. Post-test Result of Controlled Class

N Valid 35
Missing 0
Mean 71.89
Std. Error of Mean 1.327
Median 72.00
Mode 72
Std. Deviation 7.851
Variance 61.634
Range 28
Minimum 56
Maximum 84
Sum 2516

The Table above showed that the data of 35 studeictentrolled class with mean is 71,89. The
highest score in controlled class is 84 and thesivgcore is 56. The median score is 72.00. The
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mode is 72 and the variance is 61,634. The dewiatiandard is 7,851 and the sum of the data is
2516.

Normality Test
Pre-test Normality Test

The normality test in this research LBIaapiro-WiIIil method is SPSS v.16 for windows with
criteriap > 0.05. The results of normality test of the data presented as follows:

Table 5. Normality Pre-test Result between Experim#al Class and Controlled Class

Shapiro-Wilk

Statistic |df Sig.
Control_Class 941 35 .058
Experimental_Class |.943 35 .068

From the Table above it can be seen that the sgnide of normality pre- test score in
experimental class is 0.068. It can be concluded ttie data are normally distributed because
0.068 > 0.05. Meanwhile, the significance of pret-tzore in controlled class is 0.58. Therefore,
the data are normally distributed because 0.0585.0n other words, the pre-test result in both
experimental class and controlled class are noyndatributed.

Post-test Normality Test
The normality test in this research &®apiro-Wilkmethods in SPSS V.16 for windows with

criteriap > 0.05. The results of normality test of the datapresented as follows:

Table 6. Normality Post-test Results between Expemiental Class and Controlled

Shapiro-Wilk

Statistic |df Sig.
Control_Class .939 35 .053
Experimental_Class 951 35 121

From the Table above it can be seen that the ggnide of post-test score in experimental class
is 0.121. It can be concluded that the data arenally distributed because 0.121 > 0.05.
Meanwhile, the significance of post-test scoreantmlled class is 0.053. Therefore, the data are
also normally distributed because 0.053 > 0.05otlmer words, the post-test result in both
experimental class and controlled class are noyndatributed.

Homogeinity Test

Pre-test Homogeneity Test

Based on the calculation of normality, the researgot the result that all data in pre-test and
post-test both experimental class and controlledschave been distributed normally. The next
step of the calculation was finding the pre-tesi anst-test homogeneity of the data by using
SPSS V.16 for windows, specifically by usiBbapiro-Wilkmethod.

The result of pre-test homogeneity test of the dapaesented as follows:
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Table 7. Homogeneity Pre-test Results between Experental Class and Controlled Class

Levene
Statistic dfl df2 Sig.
1.348 1 68 .250

The Table above showed that the significance of-tgge homogeneity result between
experimental class and controlled class is 0.2%@r&fore, it can be concluded that there is no
significant difference between experimental clas$ @ntrolled class because 0.250 > 0.05.

Post-test Homogeneity Test

The post-test homogeneity of the data is also égnesing SPSS V. 16 for windows,
specifically by usinghapiro-Wilkmethod. The results of post- test homogeneitydietgte data
are presented as follows:

Table 8. Homogeneity Post-test Results between
Experimental Class and Controlled Class

Levene
Statistic dfl df2 Sig.
.519 1 68 474

The Table above showed that the significance of-{s$ result between experimental class and
controlled class is 0.474. Therefore, it can bectated that there is no significant difference
between experimental class and controlled classusec0.474 > 0.05.

Hypotheses Test

The last calculation was testing the hypothesess Was the crucial calculation to answer the
problem formulation of this research that whethare is significant difference between
students’ vocabulary understanding using “HE&lglish Games” from Android and students’
vocabulary understanding in controlled class whiehe not. The researcher used SPSS v.16 for
windows program which iBxdependent T-Test.

The criteria for hypothesis test are:
If the significance (2 tailed) < 0.05 theylit accepted
If the significance (2 tailed) > 0.050Hs rejected or His accepted

The table below showed the result between the arpatal class which were given “Hello
English Games” from Android and the controlled slagich were not.

(58 ISBN @ 978-602-1180-45-7



The 2" TEYLIN International Conference Proceedings
April 2017

Independent Samples Test

Levene's
Test for
Equality of
Variances [t-test for Equality of Means

95% Confidenc
Sig. Interval of the

(2- |Mean Std. Error |Difference
F Sig. |T df tailed) |Difference|Difference [Lower [Upper

Score<Equal
variances |.519 |.474
assumed

2117 68 .038 [-4.114 1.944 -7.993 [-.236

Equal
variances -
not 2.117
assumed

67.69(.038 [-4.114 1.944 -7.993 |-.235

From the table above showed that the score offgignce value is 0.038 while the score of
degree of significance is 0.05. It meant that digamnce value (sig. 2-tailed) was lower than
degree of significance. Moreoveryid rejected while His accepted. It would be concluded that
there is significant difference of students’ scdretween the experimental class and the
controlled class.

The researcher chose V-B as the experimental atagsh got treatment using “Hello English
Games” android and V-A as the controlled class twhdad not get “Hello English Games”
Android. The treatment was given four-week termhwitvo meetings per week in an English
class of fifth grade students at elementary sciod#larawang. After the treatment was given,
the researcher gave the post-test and the ressitheascore of experimental class is higher than
the controlled class. It can be seen from the nodégre-test in the experimental class is 76,00,
that mean of post-test in the controlled classli89. The gain score is 4,11. In the controlled
class, the mean of pre-test is 69,14, that meaosiftest in the experimental class is 70,97 and
that of gain score is only 1,83.

The results of the present study highlight and stpihe idea that used “Hello English Games”
Android has a positive impact on the students’ Ehgtompetence in learning vocabulary. The
researcher discovered that the students were easktias fun, and also enjoy while learning
vocabulary. In primary education context, funnmgortant because one of the characteristics of
young learners is easy to be bored. To keep théwsiasm, learning activities is expected to be
designed as joyful as possible (Megawati & Sult@0il6: 666).

In other words, the use of educational game frondrdi improved the students’ English
competence in learning English vocabulary.

CONCLUSION AND SUGGESTION

Based on the result of the research finding, tlsearcher drew a conclusion that the use of
educational game from Android improved the studdbtglish competence in learning English
vocabulary. It gives spirit and knowledge for stoidethat learning English vocabulary can be
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fun and interesting. The students also did nottieéle forced into learning English Vocabulary,
but they felt happy to learn since they are puamenjoyable situation. Therefore, the use of
android based educational games is one of joyterradtive teaching to support the creative
young learner’s teachers. It is recommended forliEimgTeacher to use android based
educational game as alternative to improve quaftgaching.
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