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Abstract 

This Classroom Action Research aims to improve the mastery of Simple Past 

Tense material for 9th-grade students through the application of the Word 

Arrangement game at MTs Jabal An-Nur Al Islami. This research involved 16 

students and was conducted in two cycles consisting of planning, action, 

observation, and reflection stages. Data was collected through pre-tests, post-tests, 

and observation. The research results show a significant improvement in students' 

grammar mastery. The average score increased from 38.13% on the pre-test to 

57.5% in the first cycle, and reached 86.25% in the second cycle. The Word 

Arrangement game creates an interactive and fun learning environment, increases 

student motivation, and strengthens their understanding of regular and irregular 

verb forms. This strategy also reflects the principles of constructivist theory, 

which encourages collaboration, active participation, and contextual learning 

without relying on digital tools. This finding indicates that simple game-based 

learning strategies are highly effective in teaching grammar, particularly in 

educational environments with limited facilities. 

Keywords: Classroom Action Research, Constructivism Theory, Grammar 

Mastery, Simple Past Tense, Word Arrangement Game  
 

 

I. INTRODUCTION 

       In the era of globalization, being proficient in English has become 

increasingly significant, especially in countries such as Indonesia. English is not 

only used as a tool for interpersonal communication but also as a bridge to access 

information, education, and better job opportunities. Although English is 

categorized as a foreign language in Indonesian context, the teaching of English in 

Indonesian schools has been carried out since 1967. According to Faridatunnisa 

(2020) in Indonesia, English as a foreign language has received  considerable 

attention, particularly in the field of primary education, since the early 1990s. This 

was motivated  by the realization that learning English from an early age is 

essential to compete in a more modern and globalized world.  

       In learning English, discussions about grammar are certainly frequent. 

According to Prihatini et al (2024) state that learning a foreign language is 

incomplete without good grammar, as grammar is the foundation that helps 
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someone understand, speak, write, and listen more effectively; without mastering 

it, it will be difficult to convey thoughts clearly and correctly. Learning grammar 

is very important for students in Indonesia, according to Duriyah (2023) Grammar 

is an aspect that students must master when learning English, one type of 

grammar that students need to master is the simple past tense. However, 

proficiency in English remains a crucial issue in language education in Indonesia. 

Among the various components of grammar, the simple past tense is one of the 

most fundamental elements but is often misunderstood by junior high school 

students. Many students have difficulty identifying the correct verb forms and 

constructing grammatically accurate sentences to describe past events. This 

challenge likewise occurs at MTS Jabal an-nur Al Islami as a result of less 

engaging instructional approaches and the lack of interactive learning.  

       As an attempt to tackle this issue, games have become one of the effective 

tools in the learning process. By using this method, students are encouraged to be 

more motivated and engaged in the classroom. Within the educational context, 

games not only serve as a means of entertainment but also as a medium that can 

reinforce the understanding of the concepts being taught. According to Suci 

Hanifah et al (2024) educational games provide an interactive and engaging 

learning atmosphere, making students more involved in the learning process. 

Syafii et al (2023) stated that learning activities that are presented in the form of 

games can foster a more enjoyable classroom atmosphere and create a warm 

learning atmosphere. 

       Based on research conducted at the Junior High School, the researchers 

identified several challenges in learning the simple past tense. The first challenge 

is the school environment where English is often spoken without paying attention 

to grammatical rules, causing students to get used to speaking freely without 

considering whether the action has already happened or is currently happening. 

The second challenge is that students feel embarrassed if they want to use proper 

and correct grammar due to the environmental factor where most of them do not 

pay attention to this. The final challenge is the lack of learning media provided by 

the school, which makes it difficult for teachers to apply media in their teaching, 

resulting in teachers only using the lecture method in their lessons. Therefore, the 

researcher chose a word arrangement games made from paper to improve the 

learning outcomes of the simple past tense. 

       Incorporating games into language learning has been extensively researched 

and proven effective. Sappile et al (2024) findings indicate that integrating game-

based learning has a beneficial effect on students’ motivation and academic 

outcomes. By incorporating game components into the learning activities 

, an engaging atmosphere is created, which can trigger intrinsic motivation and 

improve students' academic performance. Here, the researcher will use a game 

made of paper containing random words. This game is similar to the online 

scramble game, but the difference is that the scramble game uses modern 
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technology in its application, while this word arrangement game uses paper. 

Because this research is conducted in a pesantren where students are not allowed 

to use mobile phones, the researcher intends to implement a game-based learning 

medium that can be conducted without mobile phones, namely a word 

arrangement game using paper. According to Nurgiansah (2022) learning does not 

have to be supported by luxurious facilities, what is more important is the 

teacher's ability to improvise and understand the problems present in the 

classroom. So, even though there are technological limitations, teachers must find 

ways for their students to develop without relying on modern technology. 

       A number of previous studies have investigated the effectiveness of the word 

puzzle game strategy in enhacing students' English language proficiency. 

Although most of these studies focused on improving vocabulary or other aspects, 

not specifically on the Simple Past Tense, their findings remain relevant and serve 

as an important foundation for this research. According to Rosanti et al (2022) in 

their research found that students taught using the scramble game were more 

active, more interested, and found it easier to understand and remember 

vocabulary compared to traditional teaching methods. This method has further 

demonstrated its effectiveness in enhacing students’ motivation and active 

participation in the learning process. In addition Fahriani et al (2020) in their 

research showed that the application of the scramble word game contributed to 

development of students' skills in employing  pronoun. This method is suggested  

for teachers as it provides both an engaging and effective learning alternative. 

Then, according to Siregar et al (2024), the Scramble learning model has been 

shown to positively influence students' ability to understand narrative reading 

materials.  

      Drawing from the various studies, it can be concluded that the use of word 

arrangement games strategies has proven capable of creating active and 

meaningful learning. Although most previous research focused on improving 

vocabulary mastery, the thinking mechanisms involved in word arrangement 

games also indirectly train students in understanding grammatical structures, 

including tenses. However, until now, research specifically examining the use of 

word arrangement games in the context of learning the simple past tense, 

particularly in the MTs environment, is still very limited. Therefore, through word 

arrangement games this study emerges as an effort to explore their effectiveness 

in enhancing students' proficiency of the simple past tense and to examine how 

this game can be effectively applied in teaching grammar in a classroom setting. 

 

II. LITERATURE REVIEW 

Grammar plays a central role in English as a Foreign Language (EFL) 

learning because it provides the structural system that enables learners to 

communicate meaning accurately. For junior high school students, mastery of the 

simple past tense is particularly important as it is frequently used to describe 
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completed actions and past events in both spoken and written forms. According to 

Jeremy Harmer (2007), grammar instruction helps learners understand how 

language works and supports their communicative competence. Similarly, Rod 

Ellis (2006) emphasizes that grammar acquisition requires attention to both form 

and meaning in order to promote accuracy and fluency. However, many ninth 

graders struggle with forming correct simple past tense sentences, especially in 

distinguishing regular and irregular verbs and arranging sentence components 

appropriately. 

Effective grammar teaching requires instructional strategies that engage 

students actively in the learning process. Traditional teacher-centered approaches 

often limit student participation and reduce motivation. H. Douglas Brown (2014) 

argues that learners achieve better outcomes when they are meaningfully involved 

in interactive activities rather than passively receiving explanations. In line with 

communicative language teaching principles, Jack C. Richards and Theodore S. 

Rodgers (2014) state that classroom activities should encourage meaningful 

communication while maintaining focus on language form. Therefore, integrating 

interactive techniques into grammar instruction can enhance both students’ 

understanding and motivation. 

One engaging strategy in grammar instruction is the use of language 

games. Games create a relaxed atmosphere that lowers anxiety and increases 

learners’ willingness to participate. Andrew Wright, David Betteridge, and 

Michael Buckby (2006) explain that language games provide meaningful practice 

of specific linguistic items while maintaining student interest. Moreover, Scott 

Thornbury (1999) suggests that grammar learning becomes more effective when 

students manipulate and reconstruct language forms, as this process promotes 

noticing and internalization of grammatical patterns. Thus, grammar games can 

serve as a bridge between explicit instruction and communicative use. 

Word arrangement games, in particular, focus on sentence construction by 

asking students to rearrange scrambled words into correct grammatical order. This 

activity reinforces understanding of subject–verb agreement, verb forms, and 

sentence structure in the simple past tense. From a social constructivist 

perspective, collaborative activities such as word arrangement games encourage 

peer interaction and scaffolding. Lev Vygotsky (1978) highlights the importance 

of social interaction in cognitive development, suggesting that learners construct 

knowledge more effectively through cooperative tasks. By working in groups to 

arrange words into meaningful sentences, students actively engage in problem-

solving and reinforce their grammatical knowledge. 

In conclusion, improving ninth graders’ mastery of the simple past tense 

requires instructional strategies that combine explicit grammar explanation with 

interactive and meaningful practice. Theoretical perspectives from communicative 

language teaching and social constructivism support the integration of word 

arrangement games into grammar instruction. By providing structured yet 

enjoyable practice opportunities, word arrangement games can enhance students’ 

understanding of sentence structure and verb forms, ultimately improving their 
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grammatical accuracy. Therefore, implementing word arrangement games in EFL 

classrooms is pedagogically justified and aligned with contemporary approaches 

to grammar teaching. 

 

III. RESEARCH METHOD 

       This study utilized a Classroom Action Research design to strengthen 

students’ understanding of the Simple Past Tense through the use of Word 

Arrangement Games. According to Machali (2022) Classroom Action Research is 

a type of applied or action research that is practical and can be directly 

implemented. Because this research activity is conducted in the classroom, it is 

called Classroom Action Research (CAR).  According to Asrori and Rusman 

(2020) Kemmis and Taggart divide the research process into four stages of 

activities within one cycle, namely planning, implementation, observation, and 

reflection. These stages were repeated in two cycles to observe and enhance the 

impact of the intervention.  

       The research was conducted at MTs Jabal An Nur Al Islami, involving ninth-

grade students as participants. A total of 16 students were selected using the 

saturated sampling technique, which includes the entire population due to its small 

size. 

       Data collection methods included observation and testing. Meanwhile, the test 

consisted of pre-tests and post-tests given in each cycle to assess students’ 

understanding of the Simple Past Tense. The test instruments included multiple-

choice items designed to evaluate students' ability to apply past tense forms 

accurately. For data analysis, a quantitative approach was used. To measure the 

development of students’ outcomes the pre-test and post-test scores were 

compared using mean calculations. 

       This methodological approach aimed to both measure and enhance the 

effectiveness of word arrangement games in teaching grammar in a more 

engaging and interactive manner. 

 

IV. RESULT  

       This classroom action research was implemented in two cycles with the main 

objective of improving the mastery of simple past tense material among 9th-grade 

students at MTS Jabal an-nur al-islami through the application of word 

arrangement games as a learning medium. Additionally, this research aims to 

determine how this strategy can be effectively implemented in classrooms with 

limited access to digital technology. 

       Every cycle in this research includes the stages of planning, implementation, 

observation, and reflection todetermine students' skill development.To evaluate 

students’  progress, test instruments consisting of pre-tests and post-tests were 

applied at the end of each cycle. The outcomes of each test are displayed  in the 

table below: 
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Table 1: Students’ Pre-Test Scores. 

Test Types  Average Score Description 

Pre-Test 38,13% Before the treatment 

 

       Before the action was taken, the researcher administered a pre-test to all 

students to determine their initial ability to understand the simple past tense 

material. The results indicate that the class achieved an average score of only 

38.13%, which is far below the established minimum passing criteria (KKM) of 

75%. 

       Further analysis of the answer sheets shows that most students have not yet 

been able to distinguish between regular and irregular verb forms. Additionally, 

many students have not yet understood how to form simple past tense sentences. 

They often use the present tense and present continuous tense. This indicates that 

their basic understanding of the simple past tense is not yet strong. 

       The observation results during the pre-test also showed low student 

participation and learning motivation. Previous lessons were still teacher-centered 

with a monotonous lecture approach and minimal variation. This situation caused 

reduced  active engagement among students and a command of grammatical 

structures. 

 

Table 2: First Cycle Post-Test Scores. 

Test Types  Average Score Description 

Post-Test Cycle I 57,5% After the first cycle of 

action 

 

       After the intervention in Cycle 1, the researcher administered a post-test to 

measure the development of students' understanding after the implementation of 

word arrangement games. In this cycle, students are randomly grouped and given 

simple word fragments that they must arrange into correct simple past tense 

sentences. 

       From the post-test results of the first cycle, it was observed that the average 

score increased to 57.5%. This increase indicates that the game strategy positively 

influences on students' performance. Some students are starting to show the ability 

to construct sentences with correct structure. Student engagement in the learning 

process als improved. They seemed more interested and active when involved in 

the game. This indicates that the approach can foster a more engaging and 

enjoyable learning. 

       However, the post-test outcomes for cycle 1 also show that the improvement 

was not yet significant and did not meet the minimum passing score. Some 

obstacles were still found, such as: 

 Some students still did not memorize the irregular verb forms 
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 Difficulty in constructing negative and interrogative sentences 

 Some students were still passive and relied only on other more 

active group members. 

       The reflection from this first cycle encouraged the researcher to make 

improvements in the next stage, particularly in the strategy for delivering the 

material and forming more effective study groups. 

 

Table 3: Second Cycle Post-Test Scores. 

Test Types  Average Score Description 

Post-Test Cycle II 86,25% After the improved second 

cycle 

 

       In cycle 2, the researcher made several adjustments to address the issues that 

arose in the previous cycle. Some of the improvement steps taken include: 

 Forming heterogeneous groups so that high-achieving students can 

help their struggling peers. 

 Instructing students to memorize the irregular verb forms 

frequently used in daily conversations. 

 Providing additional explanations regarding the structure of 

negative and interrogative sentences in the simple past tense. 

       The post-test outcomes for cycle 2 indicate a marked enhancement in 

performance. The class average score reached 86.25% indicating that most 

students had mastered the material. Additionally, qualitative data from classroom 

observations indicates a positive change in the learning environment. Students 

become more enthusiastic, confident, and actively participate. This game is 

capable of promoting active learning, fostering meaningful discussions, and 

transforming what were once boring grammar lessons into something engaging 

and enjoyable.  

       The results of this study also support the implementing constructivist 

principles in educational practices, particularly in the teaching of English 

grammar. Constructivism is a learning theory that emphasizes that learners 

construct their own knowledge through active, meaningful, and social learning 

experiences. In this approach, students are not positioned as passive objects who 

simply receive information from the teacher, but rather as active subjects who 

construct knowledge based on experience and interaction. 

       The application of word arrangement games in this study serves as a concrete 

example of the implementation of constructivist theory. Instead of simply 

following the teacher's explanation about the information and usage of the simple 

past tense, students were directly involved in an activity of constructing sentences 

using random words. This activity not only encourages students to understand 

sentence structure in the simple past tense but also trains them to think critically, 

work together in groups, and be brave in expressing their opinions. 
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       This aligns with the core principle of constructivism, which is that knowledge 

is constructed through an active process involving exploration, manipulation, and 

reflection. By physically using word cards, students directly experience the 

process of constructing meaning from the available word fragments. They learn 

by experiencing, not just by hearing or reading. Activities like this make learning 

more contextual and memorable, as students experience the process of sentence 

formation firsthand. Additionally, this approach also strengthens the social 

interaction aspect of learning. Vygotsky, a key figure in social constructivist 

theory, pointed out the importance of teamwork and student engagement in 

learning activities. In this study, students worked in heterogeneous groups, 

leading to collaborative learning where more capable students helped others who 

were still struggling. This activity creates space for the exchange of ideas, 

discussion, and shared reflection, which enriches the thinking process and 

accelerates comprehension of the grammar concepts being instructed. 

       Furthermore, the observation outcomes show that students motivation 

increased, confident, and excited about participating in learning. The classroom 

atmosphere, which was initially passive, became more lively and intractive. This 

game successfully reduced students' fear of making grammatical errors because 

they felt comfortable learning with friends and saw mistakes as an element of the 

learning process. Thus, the affective aspects of learning—such as motivation, 

safety, and self-confidence—also develop, all of which are important parts of the 

constructivist approach. 

       The application of constructivist theory through simple media like word 

games also shows that effective learning doesn't have to rely on advanced 

technology. In the context of pesantren, which have limited access to digital 

devices, teachers can still create innovative and meaningful learning by utilizing 

simple tools and appropriate approaches. This indicates that teacher creativity in 

designing learning media and strategies is far more crucial to learning success 

than the technological facilities themselves. 

       In other words, word games are not only a fun learning tool, but also a means 

of deeply instilling grammar concepts through hands-on practice and 

collaboration. This supports the findings of several previous studies which stated 

that game-based learning can enhance participation and academic achievement, as 

well as create a positive and participatory learning environment. 

       As revealed by these outcomes, it can be inferred that the implementation of 

constructivist-based learning strategies, particularly through word arrangement 

games, has proven effective in improving students' grammar mastery, specifically 

the simple past tense. Additionally, this strategy can also address the challenges of 

learning in schools with limited facilities, and offer students the opportunity to 

learn actively, independently, and collaboratively. 
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V. DISCUSSION 

The findings of this classroom action research indicate that the 

implementation of word arrangement games significantly improved ninth graders’ 

mastery of the simple past tense at MTS Jabal An-Nur Al-Islami. The 

improvement can be clearly seen from the progression of students’ mean scores 

across the research cycles. The pre-test average score was 38.13%, which was far 

below the minimum passing criterion (KKM) of 75%. After the first cycle, the 

post-test average increased to 57.5%, and in the second cycle, it reached 86.25%. 

This steady improvement demonstrates that the intervention had a measurable 

positive impact on students’ grammatical competence, particularly in constructing 

simple past tense sentences. 

The low performance in the pre-test confirms that students initially had 

limited understanding of the simple past tense. Most students were unable to 

differentiate between regular and irregular verbs and frequently misused present 

tense forms when describing past events. This finding aligns with the view of Rod 

Ellis (2006), who argues that grammar acquisition requires structured input and 

meaningful practice for learners to internalize linguistic forms. The teacher-

centered and monotonous instructional approach observed before the intervention 

may have contributed to students’ low engagement and limited mastery. Without 

active involvement, students tend to memorize rules mechanically rather than 

construct understanding. 

The results from Cycle I demonstrate that word arrangement games began 

to foster improvement in both cognitive and affective domains. The increase from 

38.13% to 57.5% suggests that students started to grasp sentence structure and 

verb usage through hands-on activities. This supports the argument of Scott 

Thornbury (1999), who emphasizes that grammar learning becomes more 

effective when learners actively manipulate language forms. By arranging 

scrambled words into correct simple past tense sentences, students practiced 

identifying subjects, verbs, and complements while simultaneously reinforcing 

verb changes. However, the improvement in Cycle I had not yet reached the 

expected mastery level. Difficulties in memorizing irregular verbs and forming 

negative and interrogative sentences indicated that additional scaffolding was 

necessary. 

The substantial improvement in Cycle II, where the average score 

increased to 86.25%, indicates that the refinements made after reflection were 

effective. Forming heterogeneous groups allowed peer tutoring to occur naturally, 

while focused reinforcement on irregular verbs and sentence patterns addressed 

students’ specific weaknesses. This collaborative learning process reflects the 

principles of social constructivism proposed by Lev Vygotsky (1978), which 

highlight the importance of social interaction and scaffolding in cognitive 

development. Students were not merely receiving explanations but actively 

constructing grammatical knowledge through discussion, correction, and 
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negotiation of meaning within their groups. As a result, their understanding 

became deeper and more sustainable. 

Moreover, qualitative observations revealed increased motivation, 

confidence, and classroom participation. Students who were previously passive 

became more engaged and willing to express their ideas. The game-based activity 

reduced anxiety and transformed grammar learning into a more enjoyable 

experience. This finding is consistent with H. Douglas Brown (2014), who states 

that meaningful and interactive learning environments enhance both motivation 

and language acquisition. Importantly, this study also demonstrates that effective 

learning does not necessarily depend on advanced technology. In a pesantren 

context with limited digital access, simple media such as word cards proved to be 

powerful instructional tools when combined with appropriate pedagogical 

strategies. Therefore, the implementation of constructivist-based word 

arrangement games not only improved students’ mastery of the simple past tense 

but also created a more dynamic, collaborative, and meaningful learning 

environment. 

 

VI. CONCLUSION  

       From the outcomes of this Classroom Action Research, it can be inferred that 

the use of the Word Arrangement game significantly improves the mastery of 

Simple Past Tense among ninth-grade students at MTs Jabal An-Nur Al Islami. 

Throughout each cycle, the class’s average class score showed a consistent 

upward trend from pre-test to post-test, eventually exceeding the established 

minimum passing grade (KKM) standard. The game assists students in grasping 

grammatical structures while fostering a more engaging, enjoyable, and learner-

centered classroom atmosphere. Additionally, this method corresponds with 

contructivist  learning theory, highlighting students’ active involvement in 

developing knowledge through meaningful experiences. This strategy is also 

highly relevant for implementation in schools with limited technology, proving 

that innovative and effective learning does not have to rely on digital media. 

Therefore, the Word Arrangement game is highly recommended as an alternative 

medium for improving grammar instruction, especially in similar educational 

contexts. 
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