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                                                                                                Abstrak
Tujuan dari penelitian ini adalah untuk mengetahui pengunaan odd one out game dalam meningkatkan kemampuan mendengarkan siswa. Odd one out game adalah permainan yang memungkinkan siswa untuk mengeksplorasi dan terbiasa dengan kata dan frasa. Penelitan ini dilakukan di kelas tiga MTSN 2 Makassar yang terdiri dari 34 siswa. Penelitian ini menggunakan metode kuantitatif dengan pendekatan classroom action research (CAR). Dalam hasil penelitian ini ditemukan bahwa skor mean siswa dalam pre-test yaitu 39.55 dan tidak ada siswa yang mencapai nilai standar, pada sesi pertama skor mean siswa yaitu 69.82  dan setidaknya ada 44% siswa yang mencapai nilai standar, dan pada sesi kedua skor mean siswa yaitu 85 dan setidaknya ada 88% siswa yang mencapai nilai standar. Berdasarkan data di atas responden menggangap bahwa odd one out game dapat meningkatkan kemampuan mendengarkan.
Kata kunci : meningkatkan kemempuan, mendengarkan, odd one out game.

                                                                                                  Abstract
The purpose of this study is to find out the use of odd one out game in improving students’ listening skills. Odd one out game is a game that allows students to explore and become familiar with words and phrases. This research was conducted in third grade of MTSN 2 Makassar which consisted of 34 students. This research used  quantitative method with classroom action research (CAR) approach. In this research, it was found that the mean score in the pre-test was 39.33 and no students reached the standard score, in the first cycles the mean score of students was 69.82 and at least 44% of students reached the standard score, and in the second cycles the mean score of students was 85 and at least 88% of students reached the standard score. Based on the data above , respondents believe that odd one out game can improve students listening skills.
Keywords : improving ability, listening, odd one out game. 


INTRODUCTION
Listening is receiving language through ears. Listening involves identifying the sounds of speech and processing them into words and sentences. We use ours ears to receive individual sounds (letters, stress, rhythm and pauses) and we use our brain to convert these into message that mean something to us. Listening means taking a vigorous, human interest in what being told to us, you can listen like a blank wall or like a splendid auditorium where sound back fuller and richer. (Richard Nordquist, 2019). Meanwhile according to (Kapanadze, 2019), listening is a skill that encompasses comprehension and thinking skills. Without learning listening first, other language skill and development might not able to work well (Suri, Zulkarnain, and Rahmawati, 2022). While according to Lakmali (2022), listening is more a mental process in which goal is to make the other person feel comfortable rather than judged or criticized. Therefore, it can be understood that listening skill is important to master first in order to master other language skills and it shall need the use of all five sense in order to comprehend what the speaker is attempting to convey.   
The common problem that happened in English teaching at school in our country is that students rarely taught the listening skill properly. They do not even get sufficient material in learning about listening in the classroom. The teacher in Indonesia would prefer to teach reading, speaking, or grammar rather than to teach listening as unity of language aspect that must be mastered. 
In teaching listening, there are several techniques to increase the students motivation, to pay attention, to improve students listening comprehension, one of them is to improve students listening by using odd one out game in English class. Odd one out game is a method that students given some word or phrases if a person pronounced it exactly sounds the same but have different meaning. In four main pillar of English language listening consider difficult to understand to the students. One of the main reason is that the students having difficulty on listening because they can’t identified the sound of words so they find it difficult to identify the word they hear, which leads to difficulty in grasping the meaning and text as a whole.

METHOD
The research used classroom action research (CAR), one the important feature of action research, it is a reflective process which help teacher to explore and examine aspect of teaching and learning and to take action to change that will be improve. There are two cycle applied in this research. There are four component in one cycle for doing classroom action research. They constrict of planning, acting, observing, and reflecting. The research subject of this research is the third year students of MTSN 2 Makassar on academic 2023/2024, specifically the 9th grade students’. There are more 20 or more students’ at the 9th grade in MTSN 2 Makassar from whom data can be collected for research purposes.
The research take the average students listening score to analyze the quantitative data in one cycle. It will be used to measure how student ability on listening. The researcher will use the formula of follows : 



X : Mean
x : Individual score
n : Number of students
Mastery level criterion (KKM) considering English subject gains score 78 (seventy eight). The formula is:

P : The percentage of students who got (≥78)
R : Percentage of students correctly answer the question
T : Number of students who took the test

According to Sujdono (2008), the result of questionnaire analyzed using the following formula: 

P : Percentage
F : Number of students’ who choose every choice of answer for each statement
N : Total number of students
100% : Constant value 

FINDINGS
Table. 1 The students listening score in Cycle 1
	Students’ Code
	Score
	Qualification

	N-1
	87
	Good

	N-2
	93
	Excellent

	N-3
	80
	Good

	N-4
	55
	Low

	N-5
	78
	Moderate

	N-6
	90
	Excellent

	N-7
	40
	Fail

	N-8
	70
	Moderate

	N-9
	50
	Low

	N-10
	65
	Moderate

	N-11
	70
	Moderate

	N-12
	45
	Fail

	N-13
	80
	Good

	N-14
	90
	Excellent

	N-15
	80
	Good

	N-16
	68
	Moderate

	N-17
	65
	Moderate

	N-18
	80
	Good

	N-19
	79
	Moderate

	N-20
	80
	Good

	N-21
	97
	Excellent

	N-22
	48
	Low

	N-23
	85
	Good

	N-24
	75
	Moderate

	N-25
	40
	Fail

	N-26
	75
	Moderate

	N-27
	70
	Moderate

	N-28
	80
	Good

	N-29
	55
	Low

	N-30
	67
	Moderate

	N-31
	68
	Moderate

	N-32
	75
	Moderate

	N-33
	80
	Good

	N-34
	50
	Low

	Total
	2374

	Mean Score
	69.82

	Students test score percentage that has reached or above KKM
	
44,11%





















































It is evident from the above table that using the odd one out game had some positive effect on students’ listening skill comparing with the result of students’ pre-test. In the first cycle showed that four students received scores of 90, nine students received scores of 80, two student received standard KKM scores of  78 and 79. And five students received three students received scores of 72, three students received scores of 70, four students received scores of 60, three students received scores of 50, four of  students received scores of 40. It means fifteen students were able to meet the criteria for minimal success (KKM), and nineteen students are still below the criteria for minimal success (KKM).
Table. 2 The Students listening score in Cycle 2
	Students’ Code
	Score
	Qualification

	N-1
	100
	Excellent

	N-2
	95
	Excellent

	N-3
	85
	Good

	N-4
	80
	Good

	N-5
	89
	Good

	N-6
	90
	Excellent

	N-7
	80
	Good

	N-8
	95
	Excellent

	N-9
	60
	Moderate

	N-10
	90
	Excellent

	N-11
	100
	Excellent

	N-12
	65
	Moderate

	N-13
	85
	Good

	N-14
	85
	Good

	N-15
	90
	Excellent

	N-16
	70
	Moderate

	N-17
	85
	Good

	N-18
	88
	Good

	N-19
	90
	Excellent

	N-20
	100
	Excellent

	N-21
	100
	Excellent

	N-22
	60
	Moderate

	N-23
	80
	Good

	N-24
	78
	Moderate

	N-25
	50
	Low

	N-26
	85
	Good

	N-27
	100
	Excellent

	N-28
	95
	Excellent

	N-29
	97
	Excellent

	N-30
	70
	Moderate

	N-31
	86
	Good

	N-32
	78
	Moderate

	N-33
	100
	Excellent

	N-34
	90
	Excellent

	Total
	2891

	Mean Score
	85

	Students test score percentage that has reached or above KKM
	82%



















































Based on the table above it can be said that there is an improvement in the second cycle. In the second cycle, six students received perfect scores of 100, nine students received scores of 90, eleven students received scores of 80, two students received scores standard KKM scores of 78, two students received scores of 70, three students received scores of 60, and one person received scores of 50. Those result indicate that twenty-six students were able to achieved the criteria for minimal success (KKM), and six students still below the criteria for minimal success (KKM). 
Based on the table above, the percentage of students who improved their vocabulary  is shown in more detail as follows: 

                          Figure 1. The percentage of students’ listening skill improvement
According to the above figure, where the percentage of pre-test was 0.00% and the first cycle had 44%, this cycle had improved but had not yet meet the research objective. And since the second cycle’s percentage was 82%, the research goal was achieved during this cycle. The odd one out game seemed can improve students  listening abilities. This method makes it easier for students to learn more about listening. As a result, this kind of technique can inspire students to meet their class learning objective. 

Table.3 Result Percentage of Questionnaire
	No.
	Statements
	SA
(%)
	A
(%)
	D
(%)
	SD
(%0

	1.
	Odd one out game help me improve my listening skills
	20
	79
	0
	0

	2.
	I prefer learning about listening using odd one out game compare to have use audio
	 14                           
	 76
	8
	0

	3.
	I am always active during the learning process using odd one out game 
	26
	73
	0
	0

	4.
	Studying using odd one out game is very boring
	0
	11
	73
	14

	5.
	The use of odd one out game when learning about listening is very interesting 
	32
	64
	2
	0

	6.
	When using odd one out game I found myself difficult to learn about English listening 
	0
	41
	50
	8

	7.
	I find myself feeling motivated to learn about English when the teacher use odd one out game 
	11
	67
	20
	0

	8.
	I cannot focus on the teacher explanation during learning process of listening by using odd one out game
	0
	20
	61
	17

	9.
	Studying using odd one out game make listening more easier
	20
	58
	14
	5

	10.
	I am forced to study English listening through the use of odd one out game
	0
	23
	55
	20



Table 3, shows students  responses to the use of the odd one out game to improve their listening skills. all students agree that using odd one out game has improve their listening ability. As can be seen from question 1 “The odd one out game help me improve my listening skills”, there are 79% of students who agree, and 20% students who strongly agree. And according to question 2 there are 76% students who agree, 14% students who strongly agree who prefer learn about listening using odd one out game than have to use audio, and only 8% who disagree. Also study about listening become more easier according to question 9 there are 58% of students who agree and 20% students who strongly agree about this but there are 14% of students who disagree and 5% of students who strongly disagree about this. Based on question 3,5 and 7 students more active, interested and motivated to study when using odd one out game. But there still some students who having difficulty when the researcher use this method according to question 6 there 41% of the students who agree having difficulty when using odd one out game. Based on the questions referring to the impact of using odd one out game to improve students listening skill, as the researcher has explained above, it shows that using the odd one out game can improved students’ listening skill at MTSN 2 Makassar.  
CONCLUSION
After using the odd one out game, there is noticeable improvement in the students  listening skills. It was demonstrated by the result of the students score test from the first and second cycles, which were 44% in the first cycle, and 82% in the second cycle. It indicates the students  listening skills have improved as the result of using the odd one out game. The students  perceptions about the use of the odd one out game in improving students listening skills at MTSN 2 Makassar. The result of the questionnaire showed that most of the students find the odd one out game really helpful for them to improve their listening skills, and by using the odd one out game the students can easily understand the words that they heard. 
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