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Abstract

Vocabulary is important to be considered because it is the main component to develop a language. It also has an important role for the four language skills. As we know, English vocabulary has different sound in their pronunciation and spelling that it is different from Bahasa Indonesia as our first language. That makes the students of elementary schools as young learners still lack of vocabulary. It means that they need vocabulary development. Then, it will be easier for them to learn the four English basic skills, which are listening, speaking, reading, and writing. To help the students learning vocabulary easily, the teacher can choose their technique and media which is appropriate and can interest the students. One of the methods that can be used to achieve their goal of study is Team Games Tournament. 

Team Games Tournament makes the students work in their groups and have a competition in the tournament. In each team, there are students who have different ability in learning English. So the students who have the higher ability can motivate their other friends and share their knowledge so that each member of the group can understand the material. There are also dimensions of excitement contributed by the use of games on the tournament. The teammates help each other to prepare the games by studying the worksheet and explain the problem and the material to each member of them. However, if they are in the tournament, they may not help each other to train their individual responsibility. 

Through this study, the researcher tried to explore the effectiveness of Team Games Tournament to teach vocabulary for the fourth graders. The subjects of this study were fourth graders of SDN 1 Menganti. The subjects were divided into two groups, experimental group and control group. These two groups were given a pretest in order to know their ability. After treatment was given to the experimental group, they were given posttest. 
Based on the data from the pretest of both groups, it was found that the experimental and control groups have the same ability. On the other hand, the score of experimental group were higher than control group on posttest. From the calculation of t-test, it was found that there was significant difference between experimental and control groups. The result also answered the research question of this study.
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INTRODUCTION
       Because English is a language which is often used around the world and it is an international language, people should master English to get a better advancement in life. Therefore, the teaching of English in Indonesia has been applied at the very beginning level of study. The sooner children learn a foreign language, the easier they acquire the language. This condition may be influenced by psychological factors such as memory and motor skill. Yule (1971:171) says that during childhood, there is a period when brain is ready to receive and learn a particular language. So, it is better to teach a language in the early stage because the children’s brains are still fresh to receive new language, such as English. It will make them learn the language easily. 

Language has three components. They are grammar, vocabulary and pronunciation. Vocabulary is important to be considered because it is the main component to develop a language. It also has an important role for the four language skills. As we know, English vocabulary has different sound in their pronunciation and spelling that it is different from Bahasa Indonesia as our first language. That makes the students of elementary schools as young learners are still lack of vocabulary. It means that they need vocabulary development. Then, it will be easier for them to learn the four English basic skills, which are listening, speaking, reading, and writing. Usually the students who are lack of vocabulary will also have some difficulties in learning those English basic skills.

To help the students learning vocabulary easily, the teachers can choose their technique and media which is appropriate and can interest the students. One of the techniques that can be used to achieve their goal of study is cooperative learning. In cooperative learning, the students will work together in groups. Cooperative learning is an appropriate technique to be implemented as an alternative technique to teach English. Cooperative learning is defined as a way to organize group work to enhance learning and increase academic achievement (Kagan in Kessler, 1991:1). Teachers do not have to explain the material to all of the students in the class and watch them one by one. What the teachers have to do is just to explain the most important parts of the materials to the groups and ask each group to learn further about the material given. The teacher also have to monitor the students activities when the students work together in their groups, how the students go about the task and whether they seem to understand the target language well or not (Mc. Caferty et al,:39).

The heart of cooperative learning is the activity of the groups (Mc. Caferty at al, 39). The activities are sharing, discussing, and transferring knowledge to each other. By doing those activities, the students will easily understand the material and the teacher do not have to worry about limit time in the class. In addition, Kessler (1992:1) also says that cooperative learning is carefully structured and organized so that each learner interacts with others and all learners are motivated to increase each other’s learning. In cooperative learning, the students are supposed to collaborate to each other, help each other, and gain the material together in group, but they have to do their task individually. Those advantages make the researcher wants to conduct the research about the cooperative learning because it can improve the students’ academic achievement.

There are many kinds of cooperative learning. Five principal of student team learning method have been developed any extensively researched. (Slavin, 1995:5) There are three general cooperative learning methods adapted to the most subject and grade levels. They are Student Team-Achievement Division (STAD), Team Games-Tournament (TGT), and Jigsaw II. There are also other cooperative learning methods, they are comprehensive curricula designed to be used in the particular subject at the particular grade level. Those methods are named Cooperative Integrated Reading and Composition (CRIC) and Team Accelerated Instruction (TAI).

Cooperative learning with Team Games Tournament makes the students work in their groups and have a competition in the tournament. In each team, there are students who have different ability in learning English. So the students who have the higher ability can motivate their other friends and share their knowledge so that each member of the group can understand the material. There are also dimensions of excitement contributed by the use of games on the tournament. The teammates help each other to prepare the games by studying the worksheet and explain the problem and the material to each member of them. However, if they are in the tournament, they may not help each other to train their individual responsibility. Through cooperative group work, TGT allows students to foster learning to write. 

Team Games Tournament is created with objective of increasing academic achievement for all students, particularly children who have difficulties under traditional reward and task system. Team Games Tournament does not only help the students to increase their academic achievement but also give the positive outcomes on social life. It is also capable of producing positive outcomes on society, attitude, and academic performance dimension.

Based on the background above, this study is conducted to answer this question: Is there any significant difference between students’ vocabulary achievement between of students who are taught vocabulary using “Team Games Tournament” and those who are not?

This study is conducted to find out the significant difference between students’ vocabulary achievement of students who are taught vocabulary using “Team Games Tournament” and those who are not.
It is reasonable that through “Team Games Tournament” students can increase their vocabulary achievement, but the researcher should prove it first then she purposes the following hypothesis. The researcher formulates the hypothesis as follows:

H1: There is a significant difference between students’ vocabulary achievement of students who are taught using “Team Games Tournament” and those who are not.

Vocabulary
Vocabulary is the most important component of language. Students always deal with vocabulary in learning language. Vocabulary contains words to express an idea or opinion of someone.  Dupuis (1982:159) defined vocabulary as a word or phrase which label parts of material to be learned and which are necessary for students to use in talking and writing. From that definition, vocabulary is used as the main component to talk and write that the students have to learn. According to Hornby (1987:46), vocabulary is the total number of words that makes up language. Quirk (1962:121) defines vocabulary as the set of names for things. From those definitions above, we can describe that vocabulary is a word or phrase which is used to communicate.
Vocabulary is important in case it could help the students to enjoy their classes. One who masters enough vocabulary will find fewer difficulties than those who have fewer vocabularies. When they read a certain text, they will easily get the information from it since they can understand every word in the text. On the others hand, those who lack of vocabulary will face a lot of problems. Mastery of vocabulary will be useful for the process of achieving language-teaching objectives. That is the mastery of language skills (Listening, Speaking, Reading, and Writing).

If we want to communicate with others in certain language, we must master the language they belong to especially to know enough vocabulary of those language. Yang Zhihong (2000) who says that words are the basic unit of language from supports it. Without vocabulary, one cannot communicate effectively or express idea. He also states that having a limited vocabulary is also a barrier.

Cooperative Learning
Cooperative learning has been defined as “small groups of learners working together as a team to solve a problem, complete a task, or accomplish a common goal” (Artz & Newman, 1990: 448). The cooperative learning model requires student cooperation and interdependence in its task, goal, and reward structures. The idea is that lessons are created in such a way that students must cooperate in order to achieve their learning objectives.
Kessler (1992) identifies some benefits of cooperative learning for students acquiring, they are:

1. Cooperative learning classes are often more relaxed and enjoyable than traditional classes. This creates a positive learning environment, with more students attentive to assign tasks. As a result, academic achievement increases for all students.

2. Cooperative learning can help address the needs of heterogeneous classes – diverse in home languages, English-language proficiency, and academic achievement.

3. Cooperative learning offers a wide variety of techniques, strategies and considerations for teachers.

According to Slavin (1995), there are three general cooperative learning which are adaptable to most subject and grade levels: Student Teams-Achievement Division (STAD), Jigsaw II and Team-Games-Tournament.
Team Games Tournament
Team-Games-Tournament was originally developed by David DeVries and Keith Edwards at the University of Johns Hopkins as a cooperative learning method (Slavin, 1995). It uses the same teacher presentations and team work as in STAD, but replaces the quizzes with tournaments, in which students play academic games with members of other teams to contribute points to their team scores. Students play the games at three-person “tournament tables” with others with similar past records in mathematics. A “bumping” procedure keeps the games fair. The top scorer at each tournament table brings sixty points to his or her team, regardless of which table it is; this means that low achievers have equal opportunities for success. High-performing teams earn certificates or other forms of team rewards.

Results indicated that Team Competition students improved significantly more on the SAT, attached more importance to game success, and reported a higher level of peer group interest and peer pressure to do well at the game than Individual Competition students. Group Practice students did not differ significantly in their performance on the SAT from Individual Practice students, but did attach less importance to game success than students who practiced individually. Compared to the external control group, Team Competition students (the standard Team Games Tournament treatment) indicated significantly greater improvement on the SAT, reported a higher expectancy of success at the game, attached more importance to game success, reported more interest by peers in their performance, and were more satisfied with the game task. The group classification in this cooperative technique is based on a grouping of four to five students per group. The different groups are each heterogeneous in respect of the learners’ abilities, gender and academic performance in the grade group. 

This technique works on the principle of a weekly Team Games Tournament in the form of games, i.e. an academic spelling tournament, with learners competing against the members of other teams to earn team points. The winner in each team earns six points for his/her team. Poorer performers compete against poorer performers, and better performers against better performers. Everyone has an equal chance at success. Team-mates help one another to prepare, but may not help one another during the games.

This learning model can be applied to all grades and all subjects at school. According to De Vries in Slavin (1995), this cooperative technique can be described as follows: “…TGT is the most appropriate for teaching well defined objectives with single right answers, such as mathematical computations and applications, language usage and mechanics, geography and map skills, and science concepts”. Examples of TGT techniques that can be used are quiz competitions and tests for individual learners.

Here is the procedure of Team-Games-Tournament when it is implemented in a class according to Slavin (1995):

1. Class Presentation. Material in TGT is initially introduced in a class presentation. This is most often direct instruction or lecture-discussion conducted by teacher, but could include audiovisual presentations. Class presentation in TGT differs from usual teaching only in that they must clearly focused on TGT unit. In this way, students realize they must pay careful attention during the class presentation, because doing so will help them do well on their tournament.

2. Teams. Teams are composed of four or five students who represent a cross-section of the class in terms of academic performance, sex, and race or ethnicity. The major function of the team is to make sure that all team members are learning, and, more specifically, to prepare its members to do well at the tournament. After the teacher present the material, the team meets to study worksheets or other material. Most often, the study involves students discussing problem together, comparing answers, and correcting any misconceptions if teammates make mistakes. The team is the most important feature on TGT. At every point, emphasis is placed on team members doing their best for team, and on the team going its best to help its members. The team provides the peer support for academic performance that it is important for learning, and it provides the mutual concern and respect that are important for such outcomes as intergroup relations, self-esteem, and acceptance of mainstreamed student.

3. Games. The games are composed of content-relevant questions designed to test the knowledge which students gain from class presentations and team practice. Games are played at table of three students, each of whom represents a different team. Most games are simply numbered questions on a ditto sheet. A student picks a numbered card and attempts to answer the question corresponding to the number. A challenge rule permits players to challenge one another’s answer.

4. Tournament. The tournament is the structure in which the games take place. It is usually held at the end of the unit, after the teacher has made a class presentation and the teams have had time practice with worksheets. For the first tournament, the teacher assigns students to tournament tables, the highest three students in past performance on table 1, the next three to table 2, and so on. This equal competition, makes it possible for the students of all levels of past performance to contribute maximally to their team scores if they do their best. The figure bellow illustrates the relationship between heterogeneous teams and homogeneous tournament tables.
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Figure 1. Assignment to Tournament Tables
(Slavin: 1995)
After the first tournament, students change tables depending on their own performance in the most recent tournament. The winner at each table is “bumped up” to the next higher table (for example, from table 6 to table 5), the second scorer stay at the same table, and the low scorer is “bumped down”. In this way, if students have been misassigned at first, they will eventually be moved up or down until they reach their true level of performance.  

5. Team Recognition. Teams may earn certificates or other rewards if their average scores exceed a certain criterion. Students’ team scores may also be used to determine up to 20 percent of their grade.

RESEARCH METHODOLOGY
Based on the research questions and the objectives of the study, the researcher used experimental study as the research design. This experimental study was conducted to find out whether the use of Team Games Tournament method had good effects on students’ vocabulary achievement to the four graders or not. This research was done by conducting two groups of study. They were experimental and control groups. Then, the researcher gave pre-test to make sure that both groups were equal and post-test to find the difference after being given the treatment. The Diagram can be seen as follows:
Table 1. The Design of Experimental Research

	Group
	Pretest
	Treatment
	Posttest

	A
	Y1
	X
	Y2

	B
	Y1
	-
	Y2


Where

A
: Experimental group

B 
: Control group

Y1
: The pre-test administered before the treatment 

X 
: Treatment of Team Games Tournament 

Y2 
: The post-test administered after the treatment

The variable that comes first and influences or predicts is called the independent variable. Dependent variable is the variable that is affected by or is predicted by the independent variable. The independent variable of this study was the use of Team Games Tournament and the dependent variable was the students’ vocabulary achievement because it was influenced by the independent variable, which was the use of Team Games Tournament.
The population of this study was the fourth graders of SDN 1 Menganti which is located on Jalan Raya Menganti - Menganti - Gresik. The researcher chose this school because she knew that the English teachers at that school had not used this method yet.

There are four classes of the fourth graders in that school. The researcher used two classes as the experimental and control groups as samples and chose the sample based on the cluster random sampling since it is an experimental study. The result of the cluster random sampling is IV-C and IV-D. Then, the random assignment is conducted to both classes. The result was IV-C as an experimental group and IV-D as a control group.

Before collecting the data, the researcher had administered tryout to both experimental and control groups to measure the reliability of the test. The test consisted of 15 multiple choice items, 5 true/false items, and 10 matching items. The try out was held on May 1st, 2012. It is held for the students of IV-B class. Then the researcher did the next procedure that was administering the pre-test to measure the students’ ability. It was held on May 4th, 2012 for the students of IV-C and IV-D. The next procedure was giving the treatment to the experimental group which was the students of IV-C class. For the treatment, they were treated by using Team Games Tournament. When the treatment was done, the researcher administered post-test and the data could be got. The data is in the form of scores which is calculated statistically.
To analyze the data, the researcher calculated the scores using t-test procedures. This procedures were applied in order to know whether there was significant difference in students’ vocabulary achievement between students who were taught using Team Games Tournament (experimental group) and the students who were not (control group). The procedures were:

1. Calculating the scores of experimental and control group from pre-test and post-test.

2. Calculating the t-test which is used to analyze the significant difference between the result of pre-test of experimental and control group, and also the result of post-test of experimental and control group. The formula is written bellow:
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(Bartz, 1981:241-248)

Where:
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= t-test
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= mean of experimental group in pre-test and post-test
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= mean of control group in pre-test and post-test
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= standard error of the difference between mean of experimental and control group

To calculate the standard error of difference between mean of experimental and control group, the researcher used the following formula:
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Where:
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= standard error of the difference between mean of experimental and control group
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= the number of students in experimental group
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= the number of students in control group
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= standard deviation of experimental group
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= standard deviation of control group

To determine the standard deviation of each group, the researcher used these following formulas:
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3. Calculating the degree of freedom.
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Where:
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= degree of freedom
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= number of students in experimental group
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= number of students in control group

4. Consulting table of t values

5. Check the significance of difference

If tvalue < ttable, it means that the difference is not significant, but if tvalue > ttable, so the difference is significant.
RESULTS AND DISCUSSION

This chapter consists of two parts, results of the data analysis and discussion. First, to analyze the data, t-test formula was applied. The data is taken from the result of the pre-test and post-test. Second, the discussion presents the data which has been analyzed based on the research question of this study.
Results
This study was conducted to find out whether there was any significant difference in students’ vocabulary achievement between students who were taught vocabulary using Team Games Tournament and the students who were taught vocabulary without using Team Games Tournament. The analysis of this research was from the two different scores of the experimental and control group. The data was taken from two tests, pretest and posttest. The pretest was administered before the treatment while the posttest was administered after the treatment.

There were two classes of the fourth grade of SDN 1 Menganti which were taken as the sample of the study. They were IV-C and IV-D. Those two classes were chosen randomly. IV-C as the experimental group consisted of 35 students and IV-D as the control group consisted of 36 students.

To know the effectiveness of Team Games Tournament on the students’ vocabulary achievement, the researcher used t-test formula. Firstly, the researcher calculated the means for each group then calculated the t-value. While to know the significant difference, the t-value was compared with the t-table. If the t-value is higher than the t-table, the difference is significant. On the other hand, if the t-value is lower than the t-table, the difference is not significant. 

Table 2. Significant Difference of Pretest Scores of

the Experimental and Control Groups

	Group
	N
	Mean
	Df
	t-value
	t.001

	Experimental (X1)
	35
	71.89
	69
	-0.05
	3.44

	Control 

(Y1)
	36
	72.08
	
	
	


Based on Table 4.2 above, the t-value was compared with the t-table with the level of significance of .001 and the degree of freedom 69. From the data, it could be seen that the t-value was -0.05, while in the level of significance .001 and degree of freedom 69, the t-table was 3.44. It means that the t-value is lower than the t-table. So that it can be concluded that before the treatment, the experimental and control group have the same ability because there is no significant difference of pretest between the experimental and control groups. After calculating the t-value of pretest of experimental and control groups, the researcher calculated the t-value of post-test of experimental and control groups.
Table 3. Significant Difference of Posttest Scores

of the Experimental and Control Groups
	Group
	N
	Mean
	Df
	t-value
	t.001

	Experimental (X2)
	35
	91.66
	69
	9.9
	3.44

	Control 

(Y2)
	36
	75.72
	
	
	


According to the data shown above, the t-value was compared with the level of significance of .001 and degree of freedom 69. The number of t-value is 9.9 while in the level of significance of .001 and degree of freedom 69, the t-table is 3.44. It means that the t-value is higher than the t-table. Therefore, it could be concluded that there is significant difference of posttest between experimental and control group. 

Based on the result shown at Table 4.1 and 4.2, the t-value of the posttest is higher than the t-value of pretest. Because the t-value of the posttest (9.9) is higher than the posttest (-0.05), so the difference of vocabulary achievement between experimental and control groups could be said significant.

In consequence, the alternative hypothesis (H1) is accepted, and the null hypothesis (H0) which says that there is no significant difference in students’ vocabulary achievement between students who are taught using Team Games Tournament and the students who are taught without using Team Games Tournament is rejected.
Discussion

As stated in the first chapter, the purpose of this study is to find out whether there is a significant difference in students’ vocabulary achievement between students who are taught using Team Games Tournament and the students who are taught without using Team Games Tournament. In this section, the researcher tried to analyze the findings of the research from the result of pretest and posttest.

Before analyzing the result of pretest and posttest, the researcher analyzed the tryout to measure the reliability of the test. It consisted of fifteen multiple choice items, five true/false items, and ten matching items. To analyze the items, the researcher used KR-21 formula. From the calculation of reliability by using KR-21 formula, the researcher found that the test has a strong reliability so that the items did not have to be changed or revised.

After analyzing the tryout items the researcher analyzed the result of pretest and posttest. The result of pretest can be seen at Table 4.1. From the calculation of t-test, there was no significant difference between those two groups. It means that before the treatment which was conducted for experimental group, the ability of both groups were equal. 

The next analysis is the result of posttest. The result can be seen at table 4.2. The calculation of t-test showed that the difference of posttest scores of experimental and control groups was significant. Based on the calculation of pretest and posttest scores it could be seen that the ability of experimental group was increased and higher than the control group. 

From the explanation above, we can know that there is a significant difference between students who were taught using Team Games Tournament and students who were taught without using Team Games Tournament. So that, in this case, the null hypothesis (H0) in this research is rejected and the alternative hypothesis (H1) is accepted. 

It means that the treatment given to the experimental group by using Team Games Tournament in teaching vocabulary for the fourth graders was successful. It proves what De Vries in Slavin (1995) said that Team Games Tournament can be applied to all grades and subjects. Thorn Burry (2002:80) also stated that using games is the prompts for vocabulary teaching.

There are several factors which influence the success of this study. First, as stated by Kessler (1992), in Team Games Tournament class, students were more relaxed and enjoyable than in traditional classes. By being relaxed and enjoyable, it could create a positive learning environment and students were more attentive to assign their vocabulary task. As a result, students’ vocabulary achievement was increased.

The second factor is Team Games Tournament demanded students to work in teams. Each team consisted of some students which have different ability in learning English. As stated by Slavin (1995), the major function of a team is to make sure that all team members are learning, and more specifically to prepare their members to do well at the tournament. The members of the team were discussing problem together, comparing answers and correcting any misconceptions if teammates made mistakes. Slavin (1995) also stated that the team is the most important feature in Team Games Tournament.

CONCLUSION AND SUGESTION
This chapter is divided into two parts: conclusion and suggestions. Based on the results and discussions in the previous chapter, the conclusion on the effectiveness of Team Games Tournament could be drawn. Meanwhile, another part deals with the suggestion which can be used for the next researcher who has the same topic. The conclusion and suggestion are presented as follows.
Conclusion

From the discussion in the previous chapter, Team Games Tournament can be applied to teach vocabulary and give influences to increase students’ vocabulary achievement. After conducting treatment on the application of Team Games Tournament, it could be seen that there was a different result between the experimental and control groups. According to the statistical calculation, it was found that the mean from posttest scores of experimental group was 91.66 while the mean of the control group was 75.72. It means that the students in the experimental group who were taught vocabulary using Team Games Tournament achieved higher scores in their vocabulary task than the students in the control group who were taught vocabulary without using Team Games Tournament.

Based on the result of the study, from the calculation of the post-test scores of the experimental and control groups by using t-test formula, it was found that the t-value of posttest scores of experimental and control group with level of significant .001 and 69 degree of freedom is 9.9 while the t-table is 3.44. It could be seen that the t-value is higher than the t-table. It means that there was a significant difference between students who were taught using Team Games Tournament and those who were taught vocabulary without using Team Games Tournament. 

It can be said that the alternative hypothesis (H1) which says that there is significant difference in students’ vocabulary achievement between students who were taught using Team Games Tournament and the students who were taught without using Team Games Tournament is accepted. Meanwhile, the null hypothesis (H0) which says that there is no significant difference in students’ vocabulary achievement between students who were taught using Team Games Tournament and the students who were taught without using Team Games Tournament is rejected. The researcher concludes that the treatment had influenced significantly on the students’ achievement. It can be said that the use of Team Games Tournament for teaching vocabulary is effective, especially in teaching sports vocabulary to the fourth graders.

Suggestions

After doing research, the researcher wants to give some suggestions to the teachers and those who will conduct the next research. For the teachers, they are suggested to use an appropriate method in the teaching and learning activities, especially in teaching vocabulary. In Team Games Tournament class, students could be more relaxed and enjoyable to learn English than in traditional classes. By being relaxed and enjoyable, it could create a positive learning environment for the students and the students will be more attentive to assign their vocabulary task.

For those who will conduct the next research, they are suggested to apply Team Games Tournament method to teach other language components or grades. The use of this method in this study can be explored to get better achievement for the students.
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