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ABSTRACT 

In this research, the problem is “How can Fly Swatter Game be implemented and 

improve students’ vocabulary at SMPN 2 Ambulu in the academic year of 

2019/2020? While the purpose of this research is to  know the implementation of 

Fly Swatter Game for improve student’s  mastery vocabulary at SMPN 2 

Ambulu in the academic year of 2019/2020. The design of this research is 

classroom action research. the model of the research uses four component they are 

planning, action, observation, and reflection. The research subject is VIII B class 

consisting of 31 students. The data are collected using test method, and the 

instrument used is test items, field notes and observation checklist. In order to 

analyze the data-students’ vocabulary score, precentage formula is used. The 

implementation of Word mapping strategy was done in two cycles. All the 

students were active in teaching and learning activities, and they didn’t feel bored 

again because they can compete with each other. Those caused the result of cycle 

two achieved the criteria of success. Based on the research result, it can be 

concluded that Fly Swatter Game can be implemented and able to improve the 

students’ vocabulary at eighth grade students of SMP Negeri 2 Ambulu in the 

2019/2020 academic year. The first cycle, mean score 77,82 with percentage 

67,74%  increased to 85,92 with percentage 87,10%  in the second cycle. It is 

shown  that the students’ mastery vocabularies of adjective, noun and verb, related 

with people, animal and thing around 
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Vocabulary is one of 

important language 

components because it is the 

central of English language 

teaching and learning. By 

mastering the vocabulary, the 

learners will be able to 

produce so many sentences in 

spoken and written. 

Therefore, vocabulary 

mastery is important in 

English language teaching 

and learning. Without 

mastering the vocabulary, it 

will be difficult for the 

learners to master the 

language skill (Fitriyani, 

2016: p.1). 

Fly Swatter is a game 

where the students have to get  

words in the whiteboard by 

using the teacher’s 

instruction. This game helps 

the students to improve their 

vocabulary mastery and it can 

be a useful tool for the 

students. This game can 

encourage the students to be 

more active to find the words 

based on specific clues 

(Rizkiah,2013:3). 

According to 

Hembree (2008:3), Fly 

swatter game is 

considered as an 

effective, interesting, 

and enjoyable way to 

teach vocabulary, 

because it can give 

students enjoyment or 

challenge in studying 

vocabulary. Fly swatter 

game must have hard 

focus and good listening 

for answer the teacher 

instruction. 

 

Fly swatter game 

helps the students learn 

and acquire new words 

easily. It involves 

friendly competition and 

keeps students 

interested. Students will 

be more active than 

teachers. So students can 

creative and attractive in 

learning process. 

This research will use  

Classroom Action Research 

(CAR). There are several 



 

 

definitions of action research. 

Action research has been applied 

focus. Similar to mixed methods 

research, action research uses 

data collection based on either 

quantitative or qualitative 

methods or both. However, it 

differs from action research 

addresses to specific, practical 

issues and to be downloaded 

solutions to a problem 

(Creswell, 2012, p.576).  

Kunandar (2011, p.46) states 

“classroom action research is an 

activity carried out by the 

teacher in his own class by 

designing, implementing, 

observing and reflecting actions 

through several cycles in a 

collaborative and participatory 

manner which aims to improve 

or improve the quality of the 

learning process in his class”. 

Class action research was a kind 

of research that used in the 

classroom area. The research 

was a method to develop skills 

of group and a way to solve the 

problem that appeared in the 

class area (Suyadi, 2012). 

Kemmis and McTaggart 

suggested that components of 

Classroom Action Research 

were series of activities began 

from a plan of action until the 

last proccess was reflection. It 

called a cycle research. Each 

cycle consists of four stages: (1) 

action planning, (2) the 

implementation of the action, (3) 

observation and interpretation, 

and (4) analysis and reflection. 

Normally, this research 

concluded on the second cycle 

(Latief, 2009). 

In conclusion, classroom 

action research was activites 

began from plan until reflection 



 

 

that did by teacher or researcher. 

This was doing in classroom 

area to solve a problem that 

came from students, and in 

teaching and learning proccess. 

 

Method  

 A preliminary study was conducted using preliminary test and interview with the English teacher. The result of preliminary test showed that students’ average score is 73 or only 45% of students who reach >75 or only 14 student from 31 student (appendix 4: score of 

preliminary test) and the 

result of the interview was 

that the students had problem 

in vocabulary mastery. 

Preliminary test was held on 

Wednesday, 8 January 2020. 

Based on the interview with 

the English teacher, in that 

school fly swatter game never 

used in teaching and learning 

activity. Therefore, the 

researcher wants to improve 

the students vocabulary by 

using fly swatter game. 

 Planning of the action in this study refered to any preparation dealing with activities of the research. The preparation in this research covers activities as follows : 

1. Choosing the topic and 

sub-topic based on the 

curriculum 2013 for 

Junior High School. 

2. Designing the lesson plan 

for the first cycle. In this 

case, the researcher 

designed a lesson plan 

based on the curriculum 

2013, the institutional 

level curriculum for 

Junior High School. 

3. Preparing the material 

that was related to the 

topic in syllabus that is 

vocabulary about things 

around (human, animal, 

and things). 

4. Preparing fly swatter 

game and students 

worksheets. 

5. Preparing the 

instruments. 



 

 

In this step the researcher 

implements the technique in 

the class. The implementation 

of the research was planned 

to be done during the 

classroom hours. As the 

teacher, the researcher 

implements the teaching and 

learning activities using fly 

swatter game to present new 

vocabulary based on the 

procedure of teaching and 

lesson material which have 

been arranged in the lesson 

plan. In this action phase, the 

cycle of action arranged in 

three meetings. In the first 

and second meetings, the 

researcher focuses to present 

the material, and in the third 

meeting the researcher asked 

the students to do the test. 

Moreover, each meeting was 

done in  2x40 minutes. 

This step was aimed 

to observe the students’ 

activities and responses to the 

material which was given in 

teaching and learning process. 

In this reseacrch, the 

researcher used field note and 

vocabulary test to monitor 

students’ activities.Field note 

are most common data 

collection strategy used in 

action research to provide a 

record of what is going on 

during an observation. 

The test was 

multiple choice test which 

included of four option for 

each number.The test was 

used to measure the students 

vocabulary mastery. The 

researcher going to give the 

test after the teaching and 

learning process to know the 

implementation of fly swatter 

game in teaching and learning 

process can improve students’ 

vocabulary mastery. 

In this stage the 

researcher evaluated the 

result of the action in order to 

know whether or not fly 

swatter game was able to 

improve the eighth grade 

students’ vocabulary mastery. 



 

 

If the target of the research 

had been achieved, the cycle 

will be stopped. But if the 

target has not been achieved, 

the researcher revised the 

teaching technique of the first 

cycle and continued to the 

next cycle, in order to achieve 

the target.  

 

Results and Discussion 

 Purpose in this research is to 

improve students’ vocabulary 

mastery using Fly Swatter Game. 

Based on the research finding 

revealed in chapter IV, after 

implementing the action in cycle 1 

and cycle 2 , it was proven that 

Swatter Game was able to improve 

students’ vocabulary mastery. The 

implementation of swatter game in 

teaching and learning vocabulary has 

a positive impact for students in 

increasing desire to learn the 

vocabulary 

There are some advantages of 

playing Fly Swatter Game in 

teaching and learning vocabulary 

such as: First, fly swatter game does 

not use a monotonous activity. 

Second, it is fun for students, 

because they can learn through 

playing and it can make the students 

get a new words easily. Third, it 

involves friendly competition and 

keeps students interested. Fourth, it 

serves students to learn pronouncing 

and spelling words. Fifth, students 

are more active than teacher. Here, 

teachers’ roles are just to give 

explanations and corrections about 

the students task. 

Teaching vocabulary using 

Swatter Game was one of the 

effective media for students in 

improving their vocabulary easily 

because it has a lot of information 
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(Muadah, 2019). The same thing 

happens when the action were 

implemented to the students. The 

teacher pointed some details in 

Swatter Game and asked the students 

to guess what the people are doing, 

the location where they are in, the 

things and other details that refer to 

the vocabulary. 

Moreover Hamalik in Arsyad 

(2017, p. 19) the use of teaching 

media in the teaching and learning 

process can built up students 

curiosity about materials, arouse 

their motivation and stimulus on 

learning activities. The same thing 

happens when the action were 

implemented to the students. By 

using Swatter Game in teaching 

vocabulary and involving the 

students in teaching and learning 

process made the interaction between 

the teacher and the students more 

effective. This media helped to build 

a good atmosphere in the class. Most 

students felt enthusiastic during this 

teaching learning process. It proved 

that media are needed in teaching 

learning process to make the students 

more interested in the material taught 

by the teacher, especially in learning 

vocabulary. Using the media helped 

the teacher to increase the students’ 

motivation in the classroom. 

The result of this classroom 

action research were also supported 

by the previous research findings 

conducted by Zulkarnaen, Bindarti 

and Rofiq (2013). The researchers 

finds that there is significant effect 

on the students’ reading 

comprehension achievement who 

were taught using Swatter Game. It 

proves that use Swatter Game as the 

media in teaching and learning 

process can give contribution in 

students’ reading achievement. It 

means that the use of Swatter Game 



 

 

also improve the students’ 

vocabulary mastery through reading. 

Based on the discussion 

above, it can be concluded that 

teaching vocabulary by using Swatter 

Game can improve student’s 

vocabulary mastery. The result of 

this action research both cycle 1 and 

cycle 2 had also verivied the action 

hypothesis that the use of Swatter 

Game can improve students’ 

vocabulary mastery at VIII grade 

students of SMP Negeri 2 Ambulu in 

the 2019/2020 academic year. 

Conclusion  

 Based on the data 

result, after implementing the 

action in cycle 1 and cycle 2, it 

could be reported that the use of 

Swatter Game can improve 

students’ vocabulary mastery at 

VIII grade students of SMP 

Negeri 2 Ambulu in the 

2019/2020 academic year.  

Based on the result of 

the researcher, Fly swatter Game 

can improve students’ active 

participation and it is shown  

that the students’ mastery 

vocabularies of adjective, noun 

and verb, related with people, 

animal and thing around.  .   

 

References 

Arikunto, S.(2006). Prosedur 

Penelitian Suatu 

Pendekatan Praktik. 

Jakarta: Rineka Cipta.. 

Arsyad, A. (2002). Media 

Pembelajaran. Jakarta: 

PT. Raja Grafindo 

Persada. . 

Fitriyani, Eka. (2016).   The Use 

of Paired Reading 

Method in Teaching 

Reading Recount Text 

at the Tenth Grade 

Students of SMK N 1 

Girimulyo in the 

Academic Year of 

2015/2016 . Malang: 

PBI-FKIP 

http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246
http://repository.umpwr.ac.id:8080/handle/123456789/2246


 

 

Gay, L.R. (2001). Education 

Research : 

Competencies for 

Analysis and 

Application Second 

Addition. London: A 

Bell & Howel 

Company:.   

Gerlach, Vernon S. & Donald 

P. Ely. (1980). 

Teaching & Media: A 

Systematic Approach. 

Second edition. 

Englewood Cliffs, New 

Jersey: Prentice Hall, 

Inc   

Hornby, M. S. (1995). The Turns of 

Translation Studies: 

New Paradigms or 

Shifting Viewpoints?. 

John Benjamins Pub 

Co.  

Julita. (2011). Improving Students’ 

Vocabulary Through 

Clustering Technique 

At The Third Year of 

SMPN 1 Ladong (A 

Classroom Action 

Research). Unpublished 

Thesis of The Degree of 

Master of English 

Language Teaching. 

Makassar : Alauddin 

State Islamic University 

of Makassar. 

Latief. (2009). Penelitian Tindakan 

Kelas Pembelajaran 

Bahasa Inggris. 

Dipetik, Januari 15, 

2020, dari 

http://aguswuryanto.files.

wordpress.com/2011/10/p

tk-m-adnan-latief -um-

malang.pdf 

Muadah, A. (2019). Improving 

Students’  Vocabulary 

Mastery by Using Fly  

Swatter Game (IAIN 

Salatiga). Dipetik, 

Januari 17, 2020, 

dari 

http://erepository.p

erpus.iainsalatiga.ac.i

d/ 5218/ 

Nilawati. (2019). The 

Effectiveness of 

Teaching Vocabulary 

By Using Puppet At 

Eleentary School 

Students (The Case 

study of the Fourth 

http://aguswuryanto.files.wordpress.com/2011/10/ptk-m-adnan-latief
http://aguswuryanto.files.wordpress.com/2011/10/ptk-m-adnan-latief
http://aguswuryanto.files.wordpress.com/2011/10/ptk-m-adnan-latief


 

 

Graders of SDN Leteh 

II Rembang in the 

Academic Year of 

2007/2008). Dipetik 

Januari 20, 2020, dari 

http://lib.unnes.ac.id/8

52/1/2185. pdf. 

Rezkiah, Helena. (2013). Using 

Fly Swatter to 

Improve Students` 

Vocabulary of Grade 

5 of Elementary 

School. Journal of 

English Language 

Teaching 2(1): 237-

240 

Richards, J.C. and Willy A. 

Renandya. (2002). 

Methodology in 

Language Teaching. 

USA: Cambridge 

University Press.  

Richards, J. C. (2005). 

Communicative 

language teaching 

today. 

Singapore: RELC,1-

44  

Suyadi. (2012). Penelitian 

Tindakan Kelas & 

Penelitian Tindakan 

Sekolah. Yogyakarta: 

Andi Offset.. 

Thornbury, S. (2002). How to 

Teach Vocabulary. 

Longman Press. 



 

 

 


