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Abstract
Facing students’ difficulties in grammar acquisition, different teaching technique is introduced. Classroom based online game is one of the technique that can be used to improve students’ grammar mastery issue. This techique is an instructional activity that uses online platform for learning games which can be utilized to introduce, test and revise variety of material including language lesson. The objective of this study was to find out whether the use of classroom based online game technique in teaching English could improve grammar mastery of the first semester students of English Department, University of Islam Malang. The research design of the study was classroom action research (CAR) which was conducted in one cycle consisting of four meetings. The subject of this study were 25 first semester students of English Department. In this study, the researcher used some instruments; those were: field note to take the information of the students’ activities in the classroom and grammar test to know the students’ achievement. The findings indicated that the application of this technique improved the students’ grammar mastery. It was proven that 76% of students got the score above the minimal mastery level criterion. It was higher than the preliminary study that only 24% of students achieved the minimal mastery level criterion.
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INTRODUCTION
	Teaching English as a Foreign Language (TEFL) involves teaching English in overseas to students whose first or main language is not English. It may also be called as TESOL (Teaching English to Speakers of Other Languages). In TEFL, there are several skills that have been taught including reading, listening, speaking, writing and grammar.  
	Regarding to the skills taught in TEFL, grammar instruction plays important role to help L2 learners achieving high level of accuracy as it is indicated by Nassaji, H., & Fotos, S. (2004) that grammatical instruction has a significant effect on the attainment of accuracy . The study of grammar is globally being taught and categorized as Academic English. Birch, M..B., (2014) explained in her book that Academic English (AE) is not the native language of anyone; its features are so specialized and conventionalized that it is a different variety of English. Grammatical obstacles like proper word choice, accurate grammatical forms, and complex sentence patterns form a barrier between AE and colloquial varities of English. 
	The role of Grammar in the acquisition technique of the English language has been a questionable issue for the classroom teachers, the researchers and even the linguists over a long period of time. For native English speakers, grammar may be difficult but not too much due to the language used in grammar is English. Then, when grammar is learnt by non-native English speakers, the difficulties are more because they have to memorize both English vocabularies and the grammatical rules in the sentence. In this case, grammar is taught and learnt as EFL (English as Foreign Language). Al-Mekhlafi and Nagaratnam (2011) stated that serious difficulties concerning with the instruction of EFL grammar were dealt with both teachers and students constantly, yet students facing them to a bigger matter than teachers did. However, it is undeniable that EFL teachers give a favor on these difficulties seriously that require certain attention to be focused on.
[bookmark: _GoBack]	Indonesian learners as non-native speakers of English have same difficulties in grammar aquisition although grammar had been introduced since secondary level. At university level especially for English department students, they still were not able to engage with grammar effectively. It was caused by internal and external factors. The internal factors included students’ motivation and interest while the external factors were teacher’s teaching technique and teaching media as well. Based on the researcher’s observation towards first semester of English Department students at University of Islam Malang, they assumed that grammar was the most difficult lesson to master. The first problem dealt with the students faced difficulty in differenciating sentence patterns and divergencing of tenses’ function. The second problem was it was hard for the students in memorizing grammatical forms in each tenses. Those have been reported by Al-Mekhlafi and Nagaratnam (2011) that internalising grammar rules was hard to get for many learners  Moreover, some students were passive. They did not involve well in their learning activities. According to the researcher, one factor that caused the condition was the use of media by the teacher. The researcher thought that the students needed a new and creative media to increase their mastery in grammar.
	Facing students’ difficulties in grammar acquisition, different teaching technique is introduced, as Al-Mekhlafi and Nagaratnam (2011) pointed out to teach grammar through various methodhologies and approaches that is, in this research, using online game in teaching grammar. This technique uses online game as a media to assess students’ grammar mastery in the classroom because game is very familiar and commonly preffered among people nowdays. Almost in every age, they like this kind of stuff because of lot of joy and excitement which is stated by Yolageldili, G. and Arika, A., (2011) that the game is significant for English language leraners.  Moreover, the existence of network can not be denied  in this era. Everything can be reached through network. Young people know well how to use it and operate it. This challenge urges teachers to try adjust their teaching method and technique and take an advantage of network existence to be applied in learning activities. Collaboration of network and games can produce a succesful and motivational learning circumtance for students. Grammar classroom may be boring because of the rules and formula that have to be memorized by students. Then, the researcher tries to design teaching technique that suits to the students’ behavior and preference using network and games in the classroom. 
	In education term, Louise, A. (2012) stated that learner can be encouraged by game to interact, cooporate, to be creative and spontaneous in using the language in a meaningful way. She added that games also encourage learners to keep interested in the work and a teacher can use them to create learning contexts in which the language is practical. Especially in foreign or secondary language teaching, game can help teachers to accomplish objectivity of learning language that is communicative purpose because learners cooperate and involve in the activities using target language. This is how game works benefitly in classroom based game while grammar is taught. Learners will engage the gammatical pattern in a fun way despite of boring. 
	Besides, through games, students are provided with an opportunity to practice grammar in talkative way and prepared to recognize some specific forms. When the students can be accustom with it, their basic knowledge about grammar can be enhanced with the help of games ( Yolageldili & Arikan, 2011). In sum, classroom based online game in teaching grammar provide students’ attraction toward the lesson, enhance their motivation regarding the learning process and then it can help students in improving their grammar mastery.
	Based on the explanation above, the researcher intends to conduct classroom action research focusing on “How can classroom based online game improve students’ grammar mastery at the first semester students of English Department, University of Islam Malang?”. The objective of this study is to improve grammar mastery of the first semester students of English Department, University of Islam Malang by using classroom based online game.

METHOD
The researcher used Classroom Action Research (CAR) design in conducting the study. This design was selected because the researcher wanted to improve learning issue happened in the practice of teaching grammar which was, in this study, students’ grammar mastery. The researcher adopted the design introduced by Kemmis & Mc. Taggart theory (1988) which stated that classroom action research was designed to solve practical problems in the process of teaching and learning. Furthermore, in implementing this research design, the researcher applied certain technique that was classroom based online game. Classroom based online game technique allowed the researcher to introduce, discuss and even review material in teaching and learning process through online game named Kahoot. 
The researcher conducted the study at University of Islam Malang. The subject of the study was the first semester students of English Department. The researcher selected the sample of the study by choosing one class of first semester students consisting of 25 students. This action research was conducted within four meetings. The data of this study were taken from students’ post result and field notes during the process of teaching and learning. Then, the data were analyzed by the researcher to decide whether they were qualified with the criteria of success or not. The criteria of success in this study was the students’ improvement in their grammar mastery showed by their scores. 
The researcher applied in cycles in this classroom action research. The cycle consisted of planning, implementation, observation, and reflection. Planning was made by considering the analysis and the finding from preliminary study. The next step was implementing what had been planned. The researcher also gathered the data in this step.  As the data were collected, the researcher analyzed and observed the data in the next step that was obeservation. In reflection, the researcher determined the result of data analysis whether it qualified the criteria of success or not. If the cycle did not give significant result, the researcher would countinue to the next cycle with revised plan. In addition, for preliminary study, The researcher conducted class observation to identify students’ circumstances in grammar class and preliminary test for passive voice lesson as a measurement of students’ current mastery. 
Before starting the action, the researcher arranged organized plannings focusing as follows: 1) design lesson plan, 2) prepare the instructional material, 3) prepare the instructional media, 4) prepare the instructional technique, and 5) determine criteria of success. The researcher designed a lesson plan in every meeting in order to make teaching activities well organized before the action was taken. The lesson plan was arranged based on specific topic of grammar material. The material was about passive voice. The action was emphasized on the pattern, the meaning and the usage of passive voice delivered in the form of brainstorming, classroom discussion, quizes, and excercises. The media used in this study were whiteboard, stable network connection, LCD screen, projector, and online game. Those media were considered significant to prompt the students to the topic discussed. 
The technique applied in this study was classroom based online game named Kahoot. This technique allowed the teacher to administer online discussion and quiz games in a real time that projected on the shared screen in the classroom. The students were equipped with smartphones to actively join the whole technique. After the online game was completely done, the score of each student was shown on the screen in the form of sequence from the highest to the lowest. The teachers could systematically revise and discuss every point in the game in order to emphasize students’ understanding towards the topic. After Kahoot had been played, the score sheet in Excel format could be downloaded to see the summary of the breakdown result for each participant’s performance. The criteria of success was determined to measure whether the implementation was successful or not. The study was categorized as successful when 70% of students could reach the target score of the minimal mastery level criterion that was 75 or above.
In the implementation, the researcher needed four meetings; three meetings were for research implementation in teaching and learning grammar through classroom based online game and another was for administering test.
In the observation stage, the researcher collected necessary data needed in this study. The researcher used the following instruments to collect the data that consisted of grammar test and field note. The test was adapted from grammar handbook Understanding and Using English Grammar Third Edition that consisted of 25 items divided into five directions. Each direction used to examine the instructional objectives of the topic previously discussed. A and B directions were aimed to use the rules of passive voice properly; C direction was aimed to construct correct English sentence used in passive voice; and D and E directions were aimed to apply the rules in variety of contexts.The test result was a basis measurement of students’ mastery after the action had been taken. Besides, The researcher prepared field note to note down any important information during teaching and learning process. It was used to record the strengths and weaknesses of teaching and learning process and suggestions covering classroom setting, classroom atmosphere, interaction between the teacher and the students and everything happened unintentionally.
In the reflection, the data were analyzed. First, the researcher tried to get the average of students’ scores. Second, the researcher accumulated the scores to get the class precentage which passed the minimal mastery level criterion. Then, it could be decided whether the data met the criteria of success or not.

FINDINGS AND DISCUSSIONS
The findings of this study are presented based on the data that were collected during the cycle. The data were gathered from the grammar test, observation sheet and field note. The researcher conducted the cycle from January 7th to January 14th, 2019. There were four meetings in the cycle. Three meetings were for implementing classroom based online game technique in teaching grammar and another meeting was for administering grammar test. The report of research implementation was presented below.
The first meeting was conducted on Monday, January 7th, 2019. The researcher taught this class for about 100 minutes. In this meeting, the researcher administered preliminary test about passive voice that the students already have learned and introduced classroom based online game to them. Before the activity was started, the researcher informed the students that the research would be conducted in their class and explained them what activities they were going to do in the class during the research period. Then, the researcher administered pre-test for about 30 minutes.After administering pre-test, the researcher explained the students about classroom based online game and its procedure when applied in teaching and learning process. Then, the researcher began applying online game used in this technique that is Kahoot to review students past material about passive voice in order to recall their understanding. At the end of the class, the researcher checked the students’ understanding after reviewing and asked their opinion about the technique. Based on the field note in this meeting, the researcher found that almost every student gave more attention to the technique due to its new atmosphere in their learning process, yet the students were still little bit confused when playing Kahoot. Besides, few students didn’t have internet connection to join the game.
The second meeting was held on Wednesday, January 9th, 2019. As the first meeting, the researcher greeted and checked students’ attendance list in the begining of the class. Then, the researcher asked them to form groups consisted of 3 – 4 people and to prepare one smartphone for each group used in participating the game. After all students were well prepared for joining the game, the researcher started applying Kahoot to teach new topic about passive voice. The researcher began giving blink question on the screen then each group had to guess the right answer. When the right answer was shown on the screen, almost each group didn’t give the right answer. Then, the researcher began to explain about the answer and related it to the new topic. Afterwards, the researcher gave each group little time for discussion about the new topic before the next question was started. The researcher did the same acitivity untill the question items were finished. At the end of the class, the researcher asked the students’ understanding towards the topic that they had learned and also their opinion about whole teaching and learning process that day. Based on the field note in the second meeting, the researcher found that there was an improvement from the first meeting. The students participated well in the group game and discussion, and paid attention when the researcher gave explanation. The class atmosphere also showed good attitude and interaction during the lesson.  
The third meeting was conducted on Thursday, January 10th, 2019. The resarcher did as the previous meeting by greeting the sudents and checking their attendance list in the opening. Then, as brainstorming activity, the researcher delivered some questions to the students related to the previous topic, so the students were given time to read the whole previous topics and ask the researcher what they had not understood about the material. After such activity, the researcher asked the students to get their smartphones ready for the game individually. Then, the researcher operated Kahoot in the form of quiz that included all topics about passive voice, in this case, the students had to answer all items of questions that had been prepared by the researcher. Each student competed each other to reach the highest place of total score. This gave the students opportunity to recall their understanding and also the researcher explained briefly after each item was finished. Before ending the class, the researcher gave opportunity for the students to ask whether they still had some questions related to the material and encouraged them that learning English is fun. According to the field notes, the class condition in the third meeting was better than the previous meeting. The students were more attractive and enthusiastic in joining game individually because they were in the competition atmosphere. 
The last meeting held on Monday, January 14th, 2019. In this meeting, the researcher administered grammar test to find out the students’ progress in mastering the topic after implementing classroom based online game technique. The test consisted of 25 items related to passive voice topics. The time allocation was 60 minutes. The minimal mastery level criterion in this test was 75.
As it was noticed on the research implementation, the researcher reflected the effects of teaching grammar using classroom based online game. The researcher found that the students participated enthusiastically in every meeting held during research period; it was proven from the field notes taken by the researcher. Also, teaching grammar through classroom based online game was motivating due to students’ enhancement in their involvement in the teaching and learning process. Furthermore, they were able to master the topic in joyful and attractive way of learning. It was proven by the result of students’ score of grammar test.
Based on the result of the preliminary test, the data showed that the mean score was 55.48. There were only six students or 24% of them got the score above the minimal mastery level criterion. Meanwhile, the other 19 students were below the criterion. It could be seen that their grammar mastery was still low. After the action was taken, the mean score of students’ post test improved to 75.6. There were nineteen of them or 76% students achieved the score above the minimal mastery level criterion. During the implementation, the students participated enthusiastically in every meeting held during research period; it was proven from the field notes taken by the researcher. Also, teaching grammar through classroom based online game was motivating due to students’ enhancement in their involvement in the teaching and learning process.
In this study, according to the preliminary study, the students’ grammar mastery at the first semester students of English Department at University of Islam Malang was not pretty good. Only 24% of students passed in the preliminary test with an average score of 55. the researcher found that the students faced difficulties in understanding the topic of passive voice. The factors came from students’ assumption that it was difficult to differenciate sentence patterns and tenses, and also students’ passiveness to involve well in their learning activities due to the media and technique used during teaching and learning process. It would affect in their scores and  their mastery in grammar subject. 
This study applied certain technique to solve the students’ problem faced in their learning grammar and improve their grammar mastery by using classroom based online game technique. This technique allowed the students to fully involve in teaching and learning process in creative and attractive way without missing the objectives of learning itself. According to Blake. R, (2011), the use of online language learning game was very helpful to mantain students’ interest in learning a language within a long period. Then, it was not quite impossible that language students felt really comfortable in learning which would enhance their competence. 
This classroom based online game technique was suitable to be applied in teaching grammar for the first semester students of English Department because the type of online game used was educational game as Roxana and Sorina (2012) stated that this kind of game focused on educational goals. An online game platform used is Kahoot. The game could be used individually or in group. Grouped game was used to deliver new topic and lead to group discussion. It was aimed to catch students’ attention towards the new topic and involve them in teaching and learning process. Individual game was used to revise their understanding about the previous topic. It was aimed to recall their memories but still in attractive and competitive way. This technique was designed to give the students opportunity to overcome the problems faced in learning grammar in order that they were motivated to learn. 
Based on the data collected during research period, it was found that using classroom based online game could stimulate the students’ interest in mastering grammar topic. This was as what Sevy, J. (2017) found about the use of language game in the classroom that students gained more intristic motivation in learning English when the game was applied and as the result, their abilities and knowledge were increased. Another finding introduced by Licorish, Sherlock & Li George, Jade & Owen, Helen & Daniel, Ben (2017), it was reported that Kahoot helped the students to remember information during and after class and supported them to re-grasp and retain key points from within the lecture. Furthermore, the result of the study was successful; proven from the progress on the students’ improvement in their grammar mastery. The result indicated that more than 70% of students had reached the target score.
Finally, using online game gave significant improvement in students’ grammar mastery as had been explained in the findings of this study. So, it could be stated that classroom based online game technique had successfully improved students’ grammar mastery.

CONCLUSIONS AND SUGGESTIONS
	Based on the result of data analysis in the reflection, it was concluded that the use of classroom based online game technique in teaching grammar had motivated students to fully involve in grammar classroom and helped them to master the grammar topic in joyful and attractive way of learning. Therefore, classroom based online game could be alternative technique in teaching grammar to improve students’ grammar mastery.
	In this study, the researcher used classroom based online game to improve the students’ grammar mastery. The steps of this technique were: 1) The teacher projected the game pin on the screen; 2) The students were required to log in using the game pin that have been projected; 3) The teacher started the quiz projected on the screen; 4) The students responded the answers of the quiz on their smartphones; 5) The teacher led the discussion with the students after each quiz item finished; and 6) The students summarized what they have learned in the end of the quiz.
	While the procedure of teaching and learning activities were explained below. First, in the pre teaching activity, the researcher made a lesson plan to control and manage the material which would be taught. Second, in the grammar class, the researcher explained about the technique used in the classroom that was online game in form of quiz through Kahoot platform. Third, in the quiz activities, the researcher arranged the quiz items into some kinds: Blind question (something that the students have not learned yet); Discussion question (something that prompt them to the new knowledge); Reinforcement question (something that they can apply the new knowledge); Compound reinforcement question (something that let them apply everything covered in the whole quiz). Fourth, in the last activity, the researcher asked the students to make summary about what they have learned. In conclusion, this study was successful due to the fact that the implementation of classroom based online game improved the grammar mastery of the first semester students at English Department, University of Islam Malang.
	Based on the findings and discussions of this study, the researcher wanted to deliver some suggestions concerning with classroom based online game technique as follows: The suggestion for English teachers, the researcher recommends English teachers to consider this technique as one of their teaching techniques to be applied in teaching grammar. For future researchers, it is suggested to conduct similar study to apply the technique on different grammatical topic and also to deliver questionnaire for students to know their opinions toward the technique. Moreover, the researcher hopes that the finding of this study can be used as valuable source to conduct further researches related to the use of online game to improve grammar mastery.
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