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This study aimed to improve the English 
vocabulary of the Class Eight A students of SMP 
Negeri 5 Maritengngae by using Simulation 
Games.) With a population of 77 students from 3 
classes, one class was selected where the 
Simulation Games were applied. The class which 
was selected was Class Eight A with 24 students 
which divided into10 boys and 14 girls. To collect 
the data, the researcher used tests and non-tests 
instrument. Tests instruments included pretest 
and post test and non-tests instruments included 
questionnaire and documentation. Because the 
research is mix study (qualitative and 
quantitative study), that’s why all the data that 
had been collected, were managed and explained 
by using quantitative and qualitative techniques. 
The students' responses were very good. This 
was shown by their responses to the statements 
in the questionnaire. There were 19 to 22 students 
or 79 % to 91.67 % students were Strongly Agree 
and Agree with the statements, such as: My 
English vocabulary increase after learning using 
Simulation Games, Simulation Games motivates 
me to learn, and so on. Because of the students’ 
responses were very good, automatically the 
students enjoyed using Simulation Games in the 
learning process. The impact of this was the 
students’ achievement were better after the 
application of Simulation Games. 
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INTRODUCTION 
English as a Foreign Language (EFL) refers to teaching and learning of 

English in a setting in which English is neither widely used for communication 
among the nation, nor it is used as the medium of instruction. English taught to 
or used by non-native individuals. English is a foreign language in Indonesia 
because it is not spoken by all people in Indoensia. But people know well that 
English is an international language. It means that you can use the language all 
over the world. Many people, in Indoensia, say that English is very difficult 
because it is different from their native language. Panggabean (2015) explained 
that “...English is very different from Bahasa Indonesia in terms of phonology, 
morphology, and syntax.” 

A number of problems emerged in english teaching and learning at 
school, partly coming from students, partly from teachers, and partly from the 
school's facilities, namely, students' lack of vocabulary mastery, students' low 
concentration, students' low motivation, students' lack of discipline, students' 
boredom, speaking problem and shortage of teachers' training.Socio-linguistic 
research in the past few years has made educators more conscious of language 
functions and therefore has clarified one level of language teaching goals with 
greater precision. Specialized English is best learned as a second layer built 
upon a firm general English foundation. It may be appropriate, therefore, to 
conclude this with a consideration of the learning of English as a 
foreign/second language within the educational dimension. Clearly, not simply 
for the learner to be able to write to a foreign pen friend, to be able to calculate 
his income tax, or understand his domestic fuse-box, though these are all 
practical by-products of the learning process. 

As other schools in Indonesia, UPT SMP Negeri 5 Maritengngae also 
includes English as a subject that must be learned by the students. The students 
learn English twice a week or four hours of lessons. English is the first foreign 
language taught in UPT SMP Negeri 5 Maritengngae. The official language of 
the students is Bahasa Bugis or Bugis language in getting along whether in their 
family environment, community or at school they use the Bugis language. But 
they sometimes use Indonesian, as a national language, to communicate with 
their teachers or friends. In learning English, students find many difficulties, for 
example difficulties in pronouncing English words, translating English words 
into Indonesian, using the right words to communicate, and so on. The students 
really lack of vocabulary and this is what really hinders students to 
communicate with friends or teachers. Students do not have a strong 
motivation to learn English. In teaching reading material, so that students 
understand the contents of the reading, sometimes the teacher has to translate it 
into their local language. English teachers must work hard to arouse students' 
enthusiasm for learning. Therefore, researchers conducted research with the 
intention of offering a way to learn English that can motivate students to learn 
English. 

The language systems are needed to support learning the major skills, 
namely structure, vocabulary, grammar, and pronunciation. In learning 
English, the learner has to memorize some vocabulary to master the English 
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language. Black Hills State University (2006:4) stated that“ Vocabulary or word 
meaning is one of the keys to comprehension. According to the statement 
above, no one can speak  English without any vocabulary. The focus of this 
research is strategies for teaching vocabulary. 

LITERATURE REVIEW 
Vocabulary is the basic aspect of learning a language that learners should 

master. According toWilkins in Thornbury (2002: 13) summed up that without 
vocabulary nothing can be conveyed. Based on the statement above. Similar to 
Krashen’s statement, (1998:155): “A vocabulary is a basic component in 
communication”. Based on the statement, we can conclude that vocabularies are 
fundamental to language. Vocabulary will be the first thing to develop 
language skill. 

Vocabulary is a crucial part of learning English. Vocabulary plays 
important role in mastering language.  According to Linse (2005:121) stated that 
vocabulary is a collection ofwords that an individual knows. Based on the 
statement above every one has to improve his or her vocabulary individually. 
Improving vocabulary in English is more difficult than learning vocabulary in 
Indonesia viewed. The difficulty lies in the meaning, writing, word use, and 
also pronunciation of the words. 

However, some students in the school have a good vocabulary and the 
others lower. Someof the students can express their ideas in English while 
others can’t. In this case, I think the differences are caused by the strategies of 
teaching applied by the teacher. The students who have good vocabulary 
usually accepted the interesting strategies of teaching. Interesting strategies can 
improve mastering vocabulary effectively and quickly. 

Games are widely used to engage students in learning. PhET (Moore, 
Chamberlain, Parson, and Perkins 2014), for instance, uses simulation to 
teach/learn concepts in areas like biology, chemistry, and physics and engage 
students through intuitive games. Yet, while games are used for 
teaching/learning complicated concepts and have somehow proven to be 
successful, we do not have many options for teaching/learning simulation use 
and creation. System Dynamics has what is perhaps one of the best-known 
games to learn the concept of delay and feedback: the beer distribution game 
(Sterman, 1989). However, this game is oriented to what could be considered 
motivated students, of appropriate age, who can grasp the positive implications 
of understanding the concepts of delay and feedback. Agent-based models have 
also been used under a game perspective with a similar goal of training older 
participants (Akhbari and Grigg 2013). In discrete-event simulations we can 
also consider the use of games for teaching/learning like logistics and supply 
chain. However, these topics are of less interest as the student/trainee gets 
younger. 

Simulation games are games that tell or give an explanation about a flow 
of activities. They are widely enjoyed by all walks of life, because most of these 
games have no user age restrictions. Simulation games are included in the 
category of educational games that can provide a lesson or knowledge for its 
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users. Some examples of Android simulation games include Bus Simulator, 
Truck Simulator, Flight Pilot Simulator (Nugraha, 2018). 

In addition, there are simulation educational games that combine 
simulation games and knowledge. They are dynamic technological tools created 
through delivery platforms to provide a scenario-based environment. Students 
work collaboratively to solve real-world situations and problems, thus 
ameliorating authentic and collaborative learning. Simulation game is a game 
genre that attempts to represent systems, machines, and experiences by using 
real world rules (Novak,2012:76). 
 
METHODS 

The subjects of this research was the students of UPT SMP Negeri 5 
Maritengngae in 2022/2023 academic year. This research took one class as a 
subject to be investigated.Sample of the research were Class 8 A students 
ofsemester 1 in 2023/2024 academic year. The total students were 24  with the 
details. 

Research is an important step to get new facts or additional information.  
In this research, there were some activities that had been executed. In this case, 
methodology was necessarily needed to make the research easy to conduct or to 
be effective. In this study, the researcher used mixed methods because besides 
this research requiring calculations using numbers to show whether there was 
an increase or not, it also required a detailed explanation of this research.In 
other words, the result of calculating the numbers (after applying tests and 
distributing questionnaire to the students) using quantitative method, then 
explained detail using qualitative method to make clear the result of the 
research. 

 
RESULTS AND DISCUSSION 

After checking the students’ work, then the researcher put them in a 
table. The result were: 

Table 1. The Students’ Pretest Scores 
Scores Frequency Percentage (%) Classification 

92 – 100  3 12 Excellent 

82 – 91  5 21 Very Good 

72 – 81 2 8 Good 

62 – 71 7 29 Fairly Good 

52 – 61 4 17 Poor 

<  51 3 13 Very Poor 

Total 24 100  
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Figure 1. The Students’ Pretest Scores 

From the table above, we can see that there are 10 or 41 % students 
achieved the Minimum Achievement Criterion of 73 or more than that, and 14 
or 59 % did not achieve the target. The students’ scores are varied. All students’ 
scores occupied all level. The highest percentage is on the Fairly Good level. It 
is 29 % students in that position. Then successively followed by Very Good, 
Poor, Excellent and Very Poor. 

After giving Pretest and a series of teaching and learning activities, then 
the researcher applied the posttest on September 5th, 2023 to see the 
improvement of the students’ knowledge after the use of Simulation Games in 
teaching and learning English vocabulary. The students’ scores in the posttest 
stated below: 

Table 2. The Students’ Posttest Scores 
Scores Frequency Percentage (%) Classification 

92 – 100  4 17 Excellent 

82 – 91  6 25 Very Good 

72 – 81 8 33 Good 

62 – 71 5 21 Fairly Good 

52 – 61 1 4 Poor 

<  51   Very Poor 

Total 24 100  
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Figure 2. The Students’ Posttest Scores 

By looking at the table, we can changes of the students’ scores. Firstly, no 
more students in Very Pool level. Secondly, Only 6 or 25 % students are under 
the minimum target. Next, there are 18 or 75 % students are above the 
minimum target. In detail, there are 4 or 17 % students in Excellent level, and 
then followed by 6 or 25 % students in Very Good level, 8 or 33 % studets in 
Good level, 5 or 21 % students in Fairly Good, and 1 or 4 % students in Poor 
level. 

  
CONCLUSIONS 

According to research findings, the researcher concludes that using 
Simulation Games in teaching English vocabulary to the Class 8 A students of 
UPT SMP Negeri 5 Maritengngae is more effective than without using 
Simulation Games. It can be seen from the results of the Pretest and the Posttest 
and the Questionnaire. This means that using Simulation Games in teaching 
vocabulary is effective in improving teaching and learning English process. 
  
FURTHER STUDY 
 This research still has limitations so further research needs to be done on 
the topic “Teaching English Vocabulary in Junior High School Students by 
Using Simulation Games.” 
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