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ABSTRACT 

 

Muhammad Ilham. 2002050063 "The Effectivenes of Knoword Game to The 

Students’ Mastery in Vocabulary". Skripsi. English Education Department, 

Faculty of Teacher Training and Education. Universitas Muhammadiyah 

Sumatra Utara. Medan. 2024. 

 

A common problem in vocabulary learning is the decline in student enthusiasm due 

to teaching methods that are less interactive and not engaging enough, which often 

leads to suboptimal learning outcomes. This research aims to address this issue by 

exploring the effectiveness of the Knoword game as an innovative game-based 

learning platform that elevate vocabulary mastery. The study was conducted at 

SMA Swasta Al Maksum, focusing on elevating students' vocabulary mastery in 

English subjects. The quantitative design with pre-test, treatment, and post-test was 

employed, involving an experimental class and a control class. The results showed 

that the Knoword Game significantly elevate students' vocabulary learning 

outcomes. In the experimental class, the average pre-test score of 56 increased to 

80.75 after the treatment. Meanwhile, in the control class, which used traditional 

methods, the average score increased only from 49.25 to 57.00. The t-test analysis 

revealed a t-count of 10.528 and a t-table value of 1.729, indicating that the 

Knoword Game method was more effectiveness than traditional teaching methods, 

as Ha was accepted and Ho was rejected. The findings highlight the potential of 

game to enhance student engagement and improve learning outcomes in vocabulary 

mastery. 
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CHAPTER I  

INTRODUCTION 

 

1.1 Background of The Study 

 Vocabulary was considered a pivotal element in language acquisition, as it 

enabled learners to elevate their proficiency across all four language skills. Mastery 

of vocabulary facilitated the effectiveness expression of ideas, thoughts, and 

emotions, and also aided in comprehending both written and spoken 

communication. As it is stated by Tran (2020) it cannot be denied that if learners 

have no vocabulary, they cannot express their ideas, thoughts, or feelings as well as 

are unable to understand the meaning of written and spoken texts. Therefore, 

acquiring and mastering vocabulary was crucial for developing linguistic 

competence across various language domains.  

 According to Susanto (2021) the additional people master the vocabulary 

more they will speak, write, read and listen as they want. Mastery of vocabulary not 

only broadens an individual's communicative abilities but also boosts confidence in 

language interactions. Individuals with a rich vocabulary tend to be more confident 

in speaking, more fluent in writing, better at understanding complex texts, and more 

active in listening.    

 In the context of education in Indonesia, English has been established as a 

mandatory subject at the senior high school level. At this level, students usually 

have a good capacity to grasp new vocabulary, yet they tend to forget it easily. This 

situation presents a challenge for teachers in teaching vocabulary, as it states by 
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Cirocki et al. (2019) many of the teenagers do not feel motivated to learn English 

despite its global reach. A common problem in vocabulary learning was that 

students often became bored when teachers used outdated and monotonous teaching 

methods. As a result, efforts to elevate vocabulary mastery may have been 

ineffective, requiring more innovative and engaging approaches in the learning 

process. 

 According to Nordlund & Norberg (2020) in order to develop the 

vocabulary needed for successful language acquisition, learners need to meet new 

words frequently. This emphasizes that successful language acquisition requires 

frequent exposure to new words. Students at the school rarely read books, which 

limits their encounters with new words and thus restricts their vocabulary growth. 

The implementation of the Knoword game was expected to expand the frequency 

with which students encounter new words, thereby aiding in vocabulary 

development and making the learning process more engaging and effectiveness. 

 Knoword Game was a game-based learning platform that facilitated 

teaching. As it is stated by Dahalan et al. (2024) game technologies are related to 

the way digital games can be used to facilitate learning, namely game-based 

learning and gamification. Teaching often presents challenges, and designing lesson 

plans that maintain student engagement is not always easy. This is where Knoword 

comes into play. Knoword transforms the learning of words, terms, and definitions 

into an enjoyable and intuitive game that is also fully customizable by teachers. 

Users can select from thousands of ready-to-use word packs or create their own. 
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With Knoword, educators have a powerful tool to assist students in broadening their 

vocabulary while enjoying the learning experience. 

 The significance of vocabulary learning requires teachers to transition 

students from passive to active participants, which presents a challenge for 

educators. To achieve desired learning outcomes, students need engaging and 

stress-free activities. Integrating games into the teaching process was crucial for 

actively involving students. While some might have perceived games as 

unproductive, when combined with appropriate methods and materials, they could 

be highly beneficial for students. As it is stated by Azizan et al. (2021) through play, 

students can elevate their self-potential, creativity, and critical thinking skills.  

 Based on the explanation above regarding the importance of vocabulary 

mastery in language learning, this research seeks to examine the effectiveness of 

games as a learning tool in the classroom. By incorporating games, it was expected 

that the learning process would become more engaging and effectiveness, thus 

elevating students' vocabulary mastery. Consequently, the title of this study is “The 

Effectivenes of Knoword Game to The Students’ Mastery in Vocabulary,” 

reflecting the focus on using the Knoword Game to elevate vocabulary mastery 

among high school students. This research is anticipated to make a positive 

contribution to vocabulary teaching methods in educational settings. 

1.2 Identification of The Problem 

 Considering the issues outlined in the study's background, the researcher 

aims to formulate the problems as follows : 
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1. The students feel bored with the use of traditional learning methods.  

2. Vocabulary mastery is essential for students during the teaching and learning 

process. 

3. Students' vocabulary mastery is still lacking. 

1.3 Scope and Limitation of The Study 

 The scope of the study was to examine students' achievement in vocabulary 

mastery through the utilization of the Knoword game. This research was conducted 

at the SMA Swasta Al Maksum, located at Jl. Satria Gg. Al Maksum Dusun XI, 

Cinta Rakyat, District of Percut Sei Tuan, Deli Serdang Regency, Province of North 

Sumatra. The focus of this research included analyzing the effectiveness of the 

Knoword game as a game-based learning method and evaluating the increase in 

students' vocabulary proficiency. 

1.4 The Formulation of The Problem 

 Based on the issues identified in the study's background, the research 

problems have been formulated as follows : 

1. Is there any significance effectiveness of using knoword game in student 

vocabulary? 

2. Does the Knoword game learning model have a significance effectiveness on 

students' vocabulary mastery? 
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1.5 The Objectives of The Study   

 Considering the issues outlined in the study's background, the objectives of 

this research are as follows :  

1. To describe how knoword game elevate students' vocabulary mastery. 

2. To determine whether there was a significance effectiveness of using the 

Knoword game on students' vocabulary mastery. 

1.6 The Significance of The Study 

 The research findings are expected to have both theoretically and practically 

significance for students, educators, and fellow researchers, as follows : 

1. Theoretically Benefits :  

 This study aims to contribute to the advancement of knowledge and 

understanding regarding the use of the Knoword game to elevate English 

vocabulary proficiency among high school students. The findings were expected to 

offer valuable insights and serve as a reference for future researchers interested in 

investigating similar topics. 

2. Practically Benefits :  

a. For Researchers :  

 It was anticipated that the insights and understanding of the researchers 

would be broadened regarding the effectiveness of using the Knoword game in 

elevated English vocabulary proficiency among high school students.  
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b. For Schools :  

 It was anticipated that the findings of this study would provide valuable 

insights for schools, guiding them in developing more innovative teaching methods. 

Specifically, the study aimed to offer recommendations for integrating the Knoword 

game into the English language learning process in high schools. 

c. For Society :  

 This research aims to raise awareness among society regarding the 

importance of technology integration in education and to elevate understanding of 

the benefits that could be gained through elevated English vocabulary proficiency 

among high school students. 
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CHAPTER II  

LITERATURE REVIEW 

 

2.1 Theoretical Framework 

 The theoretical framework was provided to offer a clearer understanding of 

the concepts applied in this research, which focused on using the Knoword game to 

elevate students' vocabulary learning abilities. To support the research, various 

theories and relevant information were included to guide the researcher in designing 

the study. 

2.1.1 Vocabulary 

 Vocabulary referred to the set of words and terms that an individual or group 

knew and used within a language. Vocabulary became a central element in 

language, forming the foundation that facilitated effectiveness and expressive 

communication among individuals. Undeniably, the role played by vocabulary in 

shaping the understanding and expression of ideas, feelings, and concepts was 

highly significant. As it is stated by Schmitt (2010 : 5) one thing that all of the 

partners involved in the learning process (students, teachers, materials writers, and 

researchers) can agree upon is that learning vocabulary is an essential part of 

mastering a second language. 

 Increasing one's vocabulary not only helps in communicating more 

effectively but also enriches understanding and appreciation of various texts, from 

books and articles to everyday conversations. The process of learning vocabulary 
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can be carried out through various methods, such as reading books, listening to 

podcasts, watching movies, playing games, and practicing writing and speaking. As 

Vadasy & Nelson (2012 : 166) reveals that English learners must expand their 

vocabulary while they are developing their English language proficiency and while 

they are learning academic content. This statement is in accordance with what was 

expressed by Masita (2020) by learning vocabulary, the students will be able 

to know the meaning and the form of the word.  

2.1.2 Game-based Learning 

 Game-based learning was an educational method that integrated game 

elements and mechanics to elevate learners' engagement and motivation during the 

learning process. This method uses interactive games to teach specific concepts and 

skills, making learning more enjoyable and effective. 

 In recent years, game-based learning has gained growing attention as a 

promising educational method that harnesses the potential of games to elevate 

learning experiences. With the advancement of digital technologies and the 

widespread gaming culture among today's youth, educators are seeking innovative 

method to engage students and elevate learning outcomes. Game-based learning 

provides a dynamic and immersive environment where students can actively 

participate, problem-solve, and collaborate while mastering academic content. As 

stated by Sirait & Kharisma (2024) If students perceive the application as enjoyable, 

beneficial, and effectiveness in elevate their vocabulary, they will be more receptive 

to using it. 
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 Furthermore, Chen et al. (2018) state that GBL allows learners to participate 

in authentic learning environments, providing a fun, interactive, and challenging 

learning environment while enabling learners to experience and apply knowledge. 

Moreover, in addition to learning media and teaching methods, student motivation 

is another crucial factor that affects the success of vocabulary acquisition. Learning 

motivation and learning method have a positive correlation with grades Zhang 

(2018). It can be concluded that as learning media become more engaging and 

innovative, students find it easier to learn vocabulary. Furthermore, the more 

appealing the media, the greater the motivation students have to learn. 

2.1.3 Knoword Game 

 The incorporation of game elements into English language learning has 

transformed the way vocabulary is acquired. An intriguing example of game-based 

learning in language acquisition is Knoword, an online game created to assess and 

elevate students' vocabulary. By providing a definition and the first letter of a word, 

Knoword challenges players to guess the correct word within a set time limit. 

Traditional methods often make learning English vocabulary dull due to the 

necessity for rote memorization and repetition, essential for incorporating these 

words into productive skills like writing and speaking. To counter this monotony, 

educators have turned to game-based learning, infusing vocabulary teaching with 

interactive and enjoyable elements. It can encourage students to participate in a 

specific activity and critically reflect on both their method and results, and then 

apply important insights gained from them analyzes to improve and learn Szeto et 

al., (2021). 
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 According to Wibawa et al. (2020) game has great potential in building 

motivation in the learning process. This reflects the fact that games for learning 

have emerged as innovative educational tools, offering engaging and interactive 

experiences that cater to various learning styles and objectives. Integrating game 

elements into educational contexts has transformed traditional teaching methods, 

providing learners with immersive environments where they can acquire knowledge 

and skills while having fun. Previous research suggests that this approach 

significantly boosts student motivation and engagement, thereby potentially 

improving learning outcomes (Medina & Hurtado, 2017; Waluyo, 2020; 

Weissheimer et al., 2019). The following are the advantages and disadvantages of 

the Knoword game : 

2.1.4 Advantages  

 Involving learners in the captivating world of Knowledge, education 

surpassed traditional boundaries as the game integrated learning materials into real-

life scenarios and everyday contexts. This dynamic approach provided players with 

a deeper understanding of word meanings in practical settings, thus reinforcing their 

mastery of English vocabulary. Furthermore, through instantaneous feedback 

mechanisms, Knoword empowered players with immediate insights into their 

responses, fostering swift learning and comprehensive understanding of the English 

lexicon. 
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2.1.5 Disadvantages 

 Knoword may not be suitable for all students due to its gaming-based 

approach, which may not align with the learning styles or preferences of some 

individuals. Some learners may find more success with traditional or text-oriented 

learning approaches, which give them greater control over their learning pace and 

allow them to focus on details and deep understanding. Additionally, some students 

may feel more comfortable with linear and structured learning methods rather than 

games that require speed and instant responses. Therefore, Knoword may be less 

suitable for those who require a more structured and methodical learning 

environment. 

 The Following are the Steps for Implementing Knoword Game in the 

Classroom: 

1. Opening the Browser and Accessing the Knoword.com Platform : 

a. Open the browser on your device (such as Google Chrome, Mozilla 

Firefox, or others). 

b. Type the URL of the Knoword.com website 

(https://www.knoword.com) in the browser's address bar and press 

Enter. 

2. Creating an Account on the Knoword.com Platform : 

a. Click the “Sign Up” or “Register” button located at the top right 

corner of the main page. 
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b. Complete the registration form by providing the necessary 

information, including your name, email address, and password. 

c. Verify the account via the link sent to the registered email. 

d. After verification, log into the account using the email and password 

that were created. 

3. Creating a Word List : 

a. Browse and select word packs on the Knoword game that match the 

lesson topic being discussed. 

b. Create a word list from the selected packs. 

c. Ensure the word list includes words that are relevant and appropriate 

for the students' comprehension level. 

4. Introducing the Knoword Game to Students : 

a. Introduce the Knoword game platform to students as a fun game for 

learning vocabulary. 

b. Explain the rules and how to play the Knoword game simply and 

clearly. For example, how to choose words, answer prompts, and 

collect points. 

c. Provide a brief demonstration of how to play to ensure all students 

understand. 

5. Monitoring Students' Progress : 

a. Monitored students' progress through the reports provided by the 

Knoword game. These reports showed which words students had 

mastered and which words needed further practice.. 
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b. Use the information from these reports to give feedback to students 

and plan additional learning activities as needed. 

6. Conducting Periodic Evaluations : 

a. Conduct periodic evaluations through quizzes or small tests to 

measure the effectiveness of using the Knoword game in elevating 

students' vocabulary. 

b. Compare evaluation results with progress reports from the Knoword 

game to identify areas that need elevation. 

7. Providing Feedback and Support : 

a. Provide constructive feedback to students based on evaluation 

results and progress reports. 

b. Offer additional support to students who need further help in 

understanding certain vocabulary. 

8. Using Evaluation Results for elevation : 

a. Use evaluation results and feedback to elevate teaching methods and 

the use of the Knoword game in future learning sessions. 

b. Adjust word packs and difficulty levels according to students' 

progress to keep learning challenging and engaging. 

 Here are some games, aside from Knoword, that can elevate students' 

English vocabulary skills : 
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1. Scrabble Game 

 Scrabble is a word board game for 2-4 players that aims to create words 

using letter tiles on a 15x15 grid. Players take turns forming words, scoring points 

based on letter values, and using premium squares to double or triple their points. 

The game ends when all tiles are used or no more words can be formed, and the 

winner is the player with the highest score. 

 According to Mahendra et al. (2024) through the interactive and competitive 

nature of the game, students are provided with a dynamic and engaging platform to 

expand their vocabulary repertoire. This is because Scrabble requires players to 

continuously think creatively and strategically to form new words, thereby naturally 

learning and retaining new vocabulary during gameplay. Additionally, the 

competitive element motivates players to seek out more complex and high-scoring 

words.  

2.  Hidden Object Game 

 Hidden object games consist of multiple scenes or missions, where each 

scene displays various hidden visual objects. Players must find all hidden objects 

by clicking on them according to the names listed in a word list. For example, if 

'butterfly' is in the word list, the player must find and click on the corresponding 

visual object within the scene to score points. Players need to quickly identify 

hidden words and images to complete missions and achieve higher scores. 

 According to Hong et al. (2022) their learning performances could be 

increased because they wanted to get rapid familiarity with the vocabulary so that 
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they could click the corresponding objects as quickly as they can compete with 

others. Playing hidden object games for students or players is similar to the process 

of learning and remembering new English vocabulary with the help of relevant 

images. 

2.1.6 High School Learners 

 High school learners who are learning English vocabulary often engage in 

various activities to elevate their language skills. These activities include interactive 

games, reading comprehension exercises, and vocabulary quizzes, all designed to 

strengthen their understanding of new words and phrases. As Andini & Kurniasari 

(2021) states, Adolescents span a population aged 10-18 years. This underlines the 

developmental stage of secondary school students. Utilizing tools like the Knoword 

game can effectively elevate their vocabulary acquisition process, aiding their 

linguistic development and readiness to face academic and real-world 

communication challenges. 

 In addition to structured classroom activities, high school learners also 

benefit from exposure to authentic materials such as movies, songs, and literature, 

which help contextualize language use and enrich their vocabulary. Teachers play 

a crucial role in guiding students through these learning experiences, providing 

support and encouragement as they navigate the complexities of language 

acquisition. By integrating varied learning methods and promoting active 

engagement with English vocabulary, high school learners not only expand their 
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linguistic capabilities but also develop a deeper appreciation for language diversity 

and communication skills essential for their future success. 

2.2 Previous Relevant Study 

In this research, the researcher found the other related study from journal, as follow: 

1. “The Analysis of Game Usage for Senior High School Students to Improve 

Their Vocabulary Mastery” by Yudha & Mandasari (2021) delves into the 

intriguing realm of utilizing games to bolster vocabulary acquisition among 

senior high school students. Published in 2021, this research sheds light on the 

pivotal role of vocabulary in English learning, particularly underscoring the 

unique challenges encountered by students in vocational high schools. It 

advocates for the adoption of innovative method by teachers to inspire and 

captivate vocational learners during vocabulary acquisition sessions. By 

emphasizing the importance of employing engaging techniques, such as 

incorporating games, this study underscores the vital essence of fostering an 

enjoyable and stimulating learning environment for students. 

2. Rizky Setiawan & Wiedarti (2020) conducted a study on “The Effectiveness 

of the Quizlet Application towards Students' Motivation in Learning 

Vocabulary,” highlighting the importance of increasing motivation among 

senior high school students in memorizing English vocabulary. This research 

aimed to examine the effectiveness of utilizing the Quizlet Application to 

elevate student motivation, involving 65 participants with a non-equivalent 

control group design. The findings indicate that the use of the application 

successfully increased student motivation, evidenced by heightened 
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enthusiasm, reduced boredom, and students' independent engagement in 

learning tasks provided within the application. 

2.3 Conceptual Framework 

 This research aimed to investigate the use of the game, specifically the 

Knoword game to elevate students' vocabulary mastery. The Knoword game was 

chosen for its unique ability to stimulate quick thinking and elevate language skills 

in an engaging and interactive manner. The following diagram illustrates the 

conceptual framework used in this research, including the variables that were 

analyzed and the relationships between them. 

 

 

 

 

 

 

 

 

 

 

Figure 2.1 Diagram of Conceptual Framework 

The Effectiveness of Knoword 

Game to the Students’ 

Mastery In Vocabulary 

Lacking of Vocabulary 

Knoword Game as game-

based learning Wibawa et 

al. (2020) 

Pre-test 

Post-test 

Reseult 
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2.4 Hypothesis 

 A hypothesis is a temporary assumption of the relationship between two or 

more variables. Based on the background of the problem, the theoretical basis and 

the framework of thinking above, the research hypotheses proposed in this study 

are : 

1. Ho : There was no significant difference in vocabulary mastery between the 

group of students who used Knoword game in learning and the control 

group who did not use Knoword. 

2. Ha : There is a significant difference in vocabulary mastery between the 

group of students who use the Knoword game in learning and the control 

group who do not use the knoword game. 
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CHAPTER III  

METHOD OF RESEARCH 

 

3.1 Location and Time of Research 

 This research was conducted at the SMA Swasta Al Maksum, located at Jl. 

Satria Gg. Al Maksum Dusun XI, Cinta Rakyat, District of Percut Sei Tuan, Deli 

Serdang Regency, Province of North Sumatra. The research activities were carried 

out during the first semester of the 2024-2025 academic year. The research schedule 

was arranged in accordance with the timetable provided by the principal of SMA 

Swasta Al Maksum and also aligned with the English lesson hours for the 11th-

grade.  

Table 3.1 The Research Plan and Implementation 

 

Activities 

Month/Year 2024  

Description 
June July August September October 

Initial 

Observation 

     To observe the 

research site 

Planning      Reseach 

planning 

Data 

collection 

     Research data 

collection 

Research 

supervision   

     Mentorship in 

research 
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 The table outlines the timeline for research activities from June to October 

2024, including initial observation, planning, data collection, and research 

supervision. 

3.2 Research Design 

 This research utilized a quantitative approach with an experimental design. 

Sugiyono (2018) stated that experimental research is a research method that 

investigates the effectiveness of a specific treatment under controlled conditions. 

The reasons for choosing this design were :  

1. To prove the hypothesis in one experiment. 

2. To understand the interaction between the dependent and independent 

variables. 

 The researcher chose the experimental design to determine whether 

students' vocabulary would be elevated by using a Knoword game. The research 

involved three steps: 

3.2.1 Pre-Test 

 The pre-test was conducted before the treatment. Both the experimental and 

control groups were given the same pre-test to assess their vocabulary achievement. 

Each group answered 20 multiple-choice questions related to vocabulary, with each 

item worth 5 score. 
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3.2.2 Treatment 

 Treatment in the experimental group involved framing students' vocabulary 

using the Knoword game. Both the experimental and control groups were taught 

using the same topics but received different treatments. Here, 'treatment' referred to 

the researcher using the Knoword game to elevate students' vocabulary mastery. 

The research followed a safe procedure, and the researcher required approximately 

1 month to conduct the study. 

3.2.3 Post-Test 

 The post-test was given after the treatment phase was completed. It aimed 

to compare the average scores of the experimental and control groups to determine 

the effectiveness of the teaching methods. Both groups answered 20 multiple-

choice questions related to vocabulary, with each item worth 5 score. The following 

were the learning activities during the treatment phase for both groups. 

Table 3.2 The Procedure of the Research Design 

 

NO 

EXPERIMENTAL GROUP CONTROL GROUP 

Teacher Student Teacher Student 

 

1 

Dividing the 

students into 

two groups by 

using lottery 

Taking the 

lottery and 

sitting with their 

groups 

Dividing the 

students into 

two groups by 

using lottery 

Taking the 

lottery and 

sitting with their 

groups 

2 Providing the 

pre-test sheets 

Taking the pre-

test sheets 

Providing the 

pre-test sheets 

Taking the pre-

test sheets 

3 Explaining the 

direction of the 

test 

Listen to the 

direction of the 

test 

Explaining the 

direction of the  

test 

Listen to the 

direction of the 

test 
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4 Explaining the 

Knoword 

Game 

Listening to the 

Planning 

Giving 

instruction the 

students to 

analyze the 

difficult words 

in the textbook 

Analyzing the 

difficult words 

in the textbook 

5 Giving 

instructions to 

observe 

carefully the 

word guess 

given  

Observe 

carefully the 

word guess 

given 

Asking the 

students to find 

out the 

meaning of the 

difficult words 

Finding out the 

meaning of the 

difficult words 

6 Asking the 

students to 

answer the 

questions 

Answering the 

questions 

Asking the 

students to 

answer the 

questions 

Answering the 

questions 

7 Provides clues 

to find the 

word in the 

question 

Finding out the 

word in 

the question 

Provides clues 

to find the 

correct answer 

Finding out the 

correct answer 

8 Providing the 

post-test sheets 

Taking the post-

test sheets 

Providing the 

post-test sheets 

Taking the post-

test sheets 

 

 The table shows that both the experimental and control groups followed 

similar steps in terms of organization and testing, but the key difference lay in the 

instructional method. The experimental group used the Knoword game, while the 

control group focused on analyzing difficult words from a textbook. 
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3.3 Population and Sample 

3.3.1 Population 

 The population was the total number of objects studied, specifically objects 

that could be directly observed by measuring the research objects that provided 

information related to the subject being investigated. In this research, the population 

has been determined as all 11th-grade students at Al Maksum Private High School 

for the 2024-2025 academic year, totaling 60 students. 

Table 3.3 The Population of Research 

No Class Population 

1 XI 1 33 

2 XI 2 27 

Total 60 

 

 The table shows that Class XI 1 has 33 students, Class XI 2 has 27 students, 

with a total population of 60 students. 

3.3.2 Sample 

 A sample was a portion of the population that served as the subject of 

research (a sample literally means an example or representative of the group being 

studied). In this study, the researcher used simple random sampling through the 

lottery method to ensure that each individual in the population had an equal chance 

of being selected. This method guaranteed that the sample was representative of the 

population, maintaining the accuracy and reliability of the data. The sample 

selection criteria included students from classes XI 1 and XI 2, with 20 students 
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selected from each class, making a total sample of 40 students from a population of 

60. The selection process was carried out randomly, ensuring fairness and 

representativeness in the chosen samples. 

3.4 Variables and Operational Definitions 

3.4.1 Variable 

 A variable was the subject of focus in a study. This research involved two 

variables: the independent variable and the dependent variable. The independent 

variable was the one that influenced or caused changes in the dependent variable, 

while the dependent variable was the one that was affected or influenced by the 

independent variable. 

The variables in this research were : 

1. Independent Variable : The use of the Knoword game method 

2. Dependent Variable : The english learning outcomes of the 11th-grade 

students at SMA Swasta Al Maksum. 

3.4.2 Operational Definitions 

 The following were the operational definitions of the variables that were 

studied by the researcher, namely : 

1. Knoword Game Method 

 The Knoword game method was a learning method that aimed to build 

students' activeness and learning skills. It also provided students with the 

opportunity to actively communicate and develop a good sense of responsibility. 
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2. Learning Outcomes 

 The success of students in this learning process, especially in learning 

English, was assessed based on their ability to master and understand the material 

that had been presented. The measurement of English learning outcomes was 

carried out using cognitive learning outcome tests, which consisted of a pre-test and 

a post-test. 

3.5 Instrument of Collecting Data 

 The instrument that was used in this study to measure the level of students' 

English learning ability was a test. A test consisted of a series of exercises or 

questions that were used to measure skills, knowledge, intelligence, ability, or 

talents possessed by an individual or a group. 

 The measuring tool in this research was in the form of a test or questions 

posed to each subject, demanding the discovery of cognitive tasks in the form of 

multiple-choice questions. Multiple-choice questions were those with answers that 

had to be selected from several possible answers provided as a result of learning 

outcomes. Before creating the instrument, a question grid was first made to 

determine the scope and emphasis of the test accuracy so that it could serve as a 

guide in writing the questions. 
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Table 3.4 The English Learning Instrument for Love Your Environment 

 

No 

 

Indicator 

 

Cognitive Domain 

 

 

Number 

of 

Questions 

C1 C2 C3 

1 Students can state 

meaning Love Your 

Environment 

1,2,3   3 

2 Students can name and 

explain forms of Love 

Your Environment 

 4,6,7,13,14 5 6 

3 Students can explain the 

encouraging and inhibiting 

factors of Love Your 

Environment 

8 11,17,20 16 5 

4 Students can name 

channels of Love Your 

Environment that exist in 

society 

9 15,19 18 4 

5 Students can explain the 

impact of Love Your 

Environment in everyday 

life 

 10,12  2 

 

 The table summarizes the cognitive domains (C1, C2, C3) and the number 

of questions related to each indicator of understanding 'Love Your Environment.' A 

total of 20 questions assessed students' ability to state meanings, name and explain 

forms, identify factors, recognize channels, and explain impacts, with varying 

emphasis across cognitive levels. To find the criteria of a good evaluation tool, it 

has to fulfill the following criteria : 
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1. Validity 

 Validity in the context of research and measurement refers to the extent to 

which an instrument or tool measures what it was supposed to measure. 

Furthermore Cohen et al. (2018 : 245) state that a piece of research is considered 

valid if the reasons underlying it are defensible and, consequently, if the 

conclusions drawn and the explanations given can stand their ground in the face of 

rival conclusions and explanations; validity and reasons are closely linked. Neliwati 

(2018:197) suggests the following formula : 

𝑟𝑥𝑦 =
𝑛 ∑ 𝑥𝑦 −  (∑ 𝑥)(∑ 𝑦)

√[𝑁 ∑ 𝑥2  −  (∑ 𝑥)2][𝑁 ∑ 𝑦2  −  (∑ 𝑦)2]
 

Information : 

𝑟𝑥𝑦 = validity coefficient of the test 

𝑛 = number of the students 

∑ 𝑥 = sum of the students that answer correctly of each test 

∑ 𝑦 = sum of scores that answered correctly of total scores 

∑ 𝑥2 = sum square of the students that answered correctly of each test number 

∑ 𝑦2 = sum square score that answer correctly of total score 

2. Reliability 

 According to Sinambela (2021) Reliability is the degree of precision, 

accuracy, or consistency demonstrated by a measurement instrument. Ensuring the 
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reliability of an insvetrument was crucial for obtaining dependable and repeatable 

results in research. Meanwhile to find out the reliability of the test Rangkuti 

(2016:61) suggests in the following formula : 

𝑟11 = (
𝑛

𝑛 − 1
) =  (1 −

𝑆𝑡
2 − ∑ 𝑝𝑞

𝑆𝑡
2 )  

Information : 

𝑟11 = Coefficient reliability of test items 

𝑛 = Sum of test 

∑ = mean/average score 

𝑠𝑡2
 = total variance 

Table 3.5 The Level of Test Reliability 

No Reliability Index Level Reliable 

1 0.0 ≤ r11 ˂ 0.20 Less Reliable 

2 0.20 ≤ r11 ˂ 0.40 Rather Reliable 

3 0.40 ≤ r11 ˂ 0.60 Pretty Reliable 

4 0.60 ≤ r11 ˂ 0.80 Reliable 

5 0.80 ≤ r11 ˂ 1.00 Very Reliable 

 

 The table above shows the reliability index and its reliability level. The 

reliability index ranges from 0.0 to 1.0, with the following categories: values 

between 0.0 and less than 0.20 were considered less reliable, while 0.20 to less than 

0.40 were categorized as somewhat reliable. Values between 0.40 and less than 0.60 
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indicated sufficient reliability, 0.60 to less than 0.80 were considered reliable, and 

values between 0.80 and 1.00 indicated a very high level of reliability. 

3.6 Technique of Data Analysis 

 Data analysis was the process of examining raw data to transform it into 

new information that was easier to understand. The analysis technique used was 

descriptive analysis, which involved summarizing data to make it more 

understandable, focusing on data variation and standard deviation. Furthermore, 

inferential analysis involves presenting data in the form of tables as representations 

that symbolize the results obtained by the researcher. The inferential statistical 

analysis used in this research included assumption tests and hypothesis testing. 

Assumption tests consist of tests for normality. 

The sequence of data analysis techniques, as follows : 

1. Calculating the Mean 

 The average score can be calculated using the formula : 

𝑚𝑒 =  
∑ 𝑋

𝑁
 

Information : 

𝑚𝑒 = mean or average value 

𝑋 = number of values 

𝑁 = number of test participants 
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2. Calculating Variance 

 Formula for finding variance : 

𝑆2 =  
∑ 𝑓 (𝑋𝑖 − �̅�)2

𝑛 − 1
 

Information : 

𝑆2  = variance  

∑ 𝑓 = sum of the total frequencies 

𝑋𝑖 = each value in the sample 

�̅� = the average of the sample 

𝑛 = number of participants 

3. Standard Deviation 

 Standard deviation can be calculated using the formula : 

𝑆𝐷 =  √𝑆2 

𝑆𝐷 = standard deviation 

𝑆2 = variance  

4. Normality Test 

 A normality test was a statistical method used to determine whether a 

sample of data followed a normal distribution. The results of this test helped 

researchers choose appropriate statistical analyzes based on the data distribution. 
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According to Rangkuti (2016:71) Data distribution normality is an assumption that 

serves as a requirement to determine the type of statistics used in further analysis. 

Cahyono (2015:23) suggests the following formula : 

𝑇3 =
1

𝐷
[∑ 𝑎𝑖(𝑋𝑛−𝑖+1−𝑋𝑖)

𝑘

𝑖=1

] 

Information : 

𝑎𝑖 = Shapiro Wilk coefficient test 

𝑋𝑛−𝑖+1 = The n –i + 1 digit in the data 

𝑋𝑖 = The i-th digit in the data 

5. Homogeneity Test 

 The homogeneity test was conducted on the research sample. The purpose 

of the homogeneity test was to determine whether each sample group had 

homogeneous variances or not. The homogeneity test in this research is carried out 

by comparing the largest variance Usmadi (2020) Suggest using the following 

formula : 

𝑊 =  
(𝑛 − 𝑘)

(𝑘 − 1)
 
∑ 𝑛𝑖(𝑍�̅� −  �̅�)2𝑘

𝑖=1

(𝑍𝑖 − 𝑍�̅�)
2

 

𝑊 = The test statistic for Levene's test. 

𝑛 = Total number of observations across all groups. 

𝑘 = Number of groups being compared. 

𝑛𝑖 = Number of observations in group 𝑖. 
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𝑍�̅�   = Average absolute deviation for group 𝑖. 

�̅� = Average of 𝑍�̅� for all groups. 

𝑍𝑖   = Individual observation value from group 𝑖. 

(𝑍𝑖 − 𝑍�̅�) = Variance of the absolute deviation for group 𝑖. 

The decision-making process for Levene's test involves examining the p-value : 

1) If 𝑝 ≤ 𝛼 p≤α (e.g., 0.05) : Reject the null hypothesis; variances are 

significantly different. 

2) If 𝑝 > 𝛼 p>α : Fail to reject the null hypothesis; variances are homogeneous. 

6. Hypothesis Testing 

 To determine the effectiveness of the Knoword Game method on students' 

vocabulary learning outcomes in the material Love Your Environment, a t-test was 

conducted at a significant level. The steps are as follows : 

a) The hypothesis to be tested 

1) Ho : There was no significant difference in vocabulary mastery between the 

group of students who used Knoword games in learning and the control 

group who did not use Knoword. 

2) Ha : There is a significant difference in vocabulary mastery between the 

group of students who used Knoword game in learning and the control 

group who do not used knoword game. 

The criteria for hypothesis testing are as follows : 

1) If 𝑡𝑐𝑜𝑢𝑛𝑡 > 𝑡𝑡𝑎𝑏𝑙𝑒, then Ha is accepted and Ho is rejected. 
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2) If 𝑡𝑐𝑜𝑢𝑛𝑡 < 𝑡𝑡𝑎𝑏𝑙𝑒, then Ho is accepted and Ha is rejected.  

b) Calculate the research hypothesis using the t-test formula. Rangkuti (2016:73) 

suggests the following formula : 

𝑡𝑐𝑜𝑢𝑛𝑡 =  
�̅�1 −  �̅�2

√
1

𝑛1
+ 

1
𝑛2

𝑆
 

Where :  𝑆2 =  
(𝑛1−1)𝑆1 

2 +(𝑛2−1)𝑆2
2

𝑛1+ 𝑛2 − 2
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CHAPTER IV 

RESULT AND DISCUSSION 

 

4.1 Description of Research Findings 

4.1.1 Identification 

1) School Overview 

School Name   : SMA Swasta Al Maksum 

Address   : Jl. Satria Dusun XI Desa Cinta Rakyat 

Subdistrict   : Percut Sei Tuan 

Regency/City   : Deli Serdang 

Province  : Sumatra Utara  

Tahun Berdiri   : 1987 

Postal Code  : 20371 

Accreditation Level : A 

Name of the Principal : Tya Wahmayani S,S.pd 

Vision and Mission of SMA Swasta Al Maksum : 

➢ Vision  

To create students who are accomplished and possess noble character based on faith 

and piety. 
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➢ Mission  

1. To implement teaching and guidance to the fullest extent. 

2. To carry out religious and social activities. 

3. To conduct sports and arts activities. 

4. To enhance students' skills in science and technology. 

2) Overview of the research 

 The research was conducted at SMA Swasta Al Maksum from August 19 to 

September 19, 2024. This research was carried out without disrupting the students' 

learning activities, as the research schedule was determined by the school principal. 

Specifically, on August 16, 2024, a permission letter was submitted to the school 

as a request to conduct research at SMA Swasta Al Maksum in Percut Sei Tuan 

District. On August 19, the application of learning in class XI began, with lessons 

conducted 3 times for both the control and experimental classes. Each meeting was 

allocated a time of 2 x 45 minutes with the subject matter Love Your Environment. 

3) Implementation of research 

 The findings focused on analyzing the effectiveness of the Knoword game 

as a game-based learning method and evaluating the elevation in students' 

vocabulary proficiency. Data were collected through pre-test and post-test 

assessments, which measure the vocabulary proficiency of the students before and 

after the treatment. The learning outcomes test instrument used as a measuring tool 

in this research was first tested on students outside the sample to determine its 
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validity and reliability. In this research, the pre-test and post-test were validated by 

class XI students of SMA Swasta Al Maksum. 

4.1.2 Validity Test 

 Based on the research conducted using the Knoword game, a validity test 

was performed to assess the effectiveness of the measuring instrument used in this 

study. With a sample size of 20 respondents, in accordance with Notoatmodjo 

(2018) statement that a minimum of 20 respondents is required for the validity test 

of a questionnaire, this study aims to evaluate the vocabulary mastery of high school 

students. In this analysis, there are 20 items tested for validity. The results of the 

validity testing are presented in the table below : 

Table 4.1 The Interpretation of The Validity Test

 

Source : analysis results from spss 26.0 

Requirement t-count r-table p(sig.) Description

X1 0.512 0.444 0.021 Valid

X2 0.669 0.444 0.001 Valid

X3 0.557 0.444 0.011 Valid

X4 0.535 0.444 0.015 Valid

X5 0.562 0.444 0.010 Valid

X6 0.606 0.444 0.005 Valid

X7 0.465 0.444 0.039 Valid

X8 0.805 0.444 0.000 Valid

X9 0.546 0.444 0.013 Valid

X10 0.569 0.444 0.009 Valid

X11 0.624 0.444 0.003 Valid

X12 0.493 0.444 0.027 Valid

X13 0.573 0.444 0.008 Valid

X14 0.545 0.444 0.013 Valid

X15 0.623 0.444 0.003 Valid

X16 0.659 0.444 0.002 Valid

X17 0.479 0.444 0.033 Valid

X18 0.644 0.444 0.002 Valid

X19 0.767 0.444 0.000 Valid

X20 0.47 0.444 0.036 Valid
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 Based on the table above, it could be observed that the majority of all items 

exhibited r-count values that exceeded the critical r-table value of 0.444. This 

indicated a strong correlation and suggested that these items were significantly 

related to the construct being measured. Additionally, the p (sig.) values for these 

items were less than the threshold of 0.05, further supporting their validity. 

 In statistical analysis, an r-count value greater than the r-table signified that 

the items were statistically significant, which meant they reliably measured what 

they were intended to measure. When the p-values were below 0.05, it indicated 

that there was less than a 5% probability that the observed results were due to 

chance. This combination of findings categorized these items as valid, ensuring that 

they could be confidently utilized in further research or practical applications. The 

data were shown in Appendix 6. 

4.1.3 Reability Test 

 Based on the reliability statistics obtained, the Cronbach's Alpha value was 

recorded at 0.896 for the 20 items tested. This value indicates that the test prepared 

by the teacher for the Knoword Game is in the very reliable category.  

Tabel 4.2 The Reabilty Testing Result 

Reliability 

Statistics 

Cronbach's 

Alpha 

N of 

Items 

0.896 20 

 

Source : analysis results from spss 26.0 
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4.1.4 Data 

 This research used an experimental design with two groups: an experimental 

group and a control group. The experimental group first took a pre-test to assess 

their vocabulary skills, followed by treatment using the Knoword game method. 

After the treatment, they completed a post-test to evaluate their vocabulary 

enhancement. The control group underwent the same process but received 

traditional teaching methods instead. The scores for the experimental group were 

presented in the table below : 

1) Score of Pre-Test Experimental Group and Control Group 

Table 4.3 The Results of Pre-test Experiment 

Experimental Group 

No. Score Frequence Mean 

1 40 2  

 

 

56.00 

2 45 3 

3 50 1 

4 55 5 

5 60 4 

6 65 3 

7 70 1 

8 75 1 

∑ 20 

 

 Based on the data presented for the experimental class, there were 20 

students with scores ranging from 40 to 75. The average score (mean) for this class 
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was 56.00. The frequency distribution showed that the highest frequency score was 

55, with 5 students, while the lowest and highest scores were 40 and 75, 

respectively. This indicated that most students fell within the mid-range of scores, 

with some students achieving higher and lower scores than the average. 

Table 4.4 The Results of Pre-test Control 

Experimental Group 

No. Score Frequence Mean 

1 35 1  

 

 

49.25 

2 40 3 

3 45 6 

4 50 3 

5 55 4 

6 60 2 

7 70 1 

∑ 20 

 

 Based on the data presented for the experimental group, there were 20 

students with scores ranging from 35 to 70. The average score (mean) for this group 

was 49.25. The frequency distribution showed that the most common score was 45, 

with 6 students achieving this score. The lowest score was 35, with 1 student, and 

the highest score was 70, also with 1 student. This indicated that most students 

scored around the average, with a few students achieving either higher or lower 

scores. 
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2) Score of Post-Test Experimental Group and Control Group 

Table 4.5 The Results of Post-test Experiment 

Experimental Group 

No. Score Frequence Mean 

1 70 1  

 

 

80.75 

2 75 5 

3 80 7 

4 85 4 

5 90 3 

Total 20 

 

 Based on the table for the experimental group, 20 students participated with 

scores ranging from 70 to 90. The average score (mean) was 80.75. The most 

frequent score was 80, achieved by 7 students, followed by 75, achieved by 5 

students. Scores of 85 and 90 were obtained by 4 and 3 students, respectively, while 

only 1 student scored 70. This data indicated that the majority of students scored 

above 75, with a concentration around 8. 

Table 4.6 The Results of Post-test Control 

Experimental Group 

No. Score Frequence Mean 

1 45 2  

 

 

57.00 

2 50 5 

3 55 5 

4 60 2 

5 65 4 
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6 70 1 

7 75 1 

Total 20 

 

 The table for the experimental group shows that 20 students participated, 

with scores ranging from 45 to 75. The average score (mean) was 57.00. The most 

frequent scores were 50 and 55, each achieved by 5 students. Scores of 65 were 

achieved by 4 students, while lower frequencies were observed for scores of 45, 60, 

70, and 75, with only 1 or 2 students achieving these scores. Overall, the majority 

of students scored around the middle range, between 50 and 65. 

4.1.5 Descriptive Statistics 

 Descriptive statistics summarize and explain the data collected in this study. 

SPSS was used to analyze the pretest and posttest results, showing values like 

maximum, minimum, mean, and standard deviation, as presented in Table 4.3 : 

Table 4.7 The Results of Descriptive Statistics 

 

Source : analysis results from spss 26.0 

N Minimum Maximum Mean

Std. 

Deviation Variance

Pre-Test 

Experimental Group

20 40 75 56.00 9.679 93.684

Post-Test 

Experimental Group

20 70 90 80.75 5.684 32.303

Pre-Test Control 

Group

20 35 70 49.25 8.472 71.776

Post-Test Control 

Group

20 45 75 57.00 8.335 69.474

Valid N (listwise) 20

Descriptive Statistics
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 The descriptive statistics revealed that both groups elevated after the tests. 

The experimental group saw a significant increase in the mean score from 56.00 to 

80.75, with reduced variation. The control group experienced a smaller elevation, 

with the mean rising from 49.25 to 57.00, but the variation remained largely 

unchanged.  

4.1.6 Normality Test 

 A normality test determines if the data followed a normal distribution, 

helping to select the appropriate statistical analysis. Before performing an 

independent t-test, normality needs to be tested, as many parametric tests assume 

normal distribution. This Research used the Shapiro-Wilk formula in this study. 

Tabel 4.8 Normality Testing Results 

 

Source : analysis results from spss 26.0 

Class Statistic df Sig. Statistic df Sig.

Learning_

Outcomes

Pre Test 

experiment

0.159 20 .200
* 0.957 20 0.495

Post Test 

experiment

0.202 20 0.031 0.918 20 0.092

Pre Test 

Control

0.192 20 0.052 0.946 20 0.309

Post Test 

Control

0.195 20 0.045 0.934 20 0.183

Tests of Normality

*. This is a lower bound of the true significance.

a. Lilliefors Significance Correction

Kolmogorov-Smirnov
a

Shapiro-Wilk
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 The Shapiro-Wilk test results indicated that the data for both the 

experimental and control classes were normally distributed. For the Pre-Test in the 

experimental class, the significance value was 0.495, and for the Post-Test, it was 

0.092, both above the threshold of 0.05, suggesting normal distribution. Similarly, 

in the control class, the Pre-Test had a significant value of 0.309, and the Post-Test 

showed 0.183, also indicating normality. Thus, all data sets were considered 

normally distributed based on the Shapiro-Wilk test.  

4.1.7 Homogeneity Test 

 Homogeneity referred to the assumption that the groups or samples being 

compared had equal variances. In statistical tests such as the independent t-test, the 

assumption of homogeneity of variances is important to ensure valid and reliable 

results. Homogeneity was tested using Levene's test before conducting hypothesis 

testing. If the variances were homogeneous, it indicated that the data from different 

groups had a similar spread. 

Table 4.9 The Data of Homogeneity 

 

Source : analysis results from spss 26.0 

Levene 

Statistic df1 df2 Sig.

Based on Mean 3.846 1 38 0.057

Based on Median 2.350 1 38 0.134

Based on Median and 

with adjusted df

2.350 1 33.732 0.135

Based on trimmed 

mean

3.464 1 38 0.070

Test of Homogeneity of Variance

Learning 

Outcomes
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 The table presented the results of Levene's Test for Homogeneity of 

Variances. The significance values based on the mean (0.057), median (0.134), 

median with adjusted degrees of freedom (0.135), and trimmed mean (0.070) were 

all above the 0.05 threshold. This indicated that the variances between the groups 

were homogeneous, as none of the tests showed a significant difference in variance. 

Therefore, the assumption of homogeneity of variance was met for the learning 

outcomes.  

4.1.8 Hypothesis Test 

 The hypothesis testing was conducted on the post-test data using the t-test. 

If  𝑡𝑐𝑜𝑢𝑛𝑡 > 𝑡𝑡𝑎𝑏𝑙𝑒, then Ha is accepted and Ho is rejected.  If  𝑡𝑐𝑜𝑢𝑛𝑡 <  𝑡𝑡𝑎𝑏𝑙𝑒, then 

Ho is accepted and Ha is rejected. The t-test employed in this research was an 

Independent Sample t-test, conducted with the assistance of SPSS 26.0 for 

Windows. The post-test data analysis results for both classes are displayed in the 

table below : 

Tabel 4.10 Hypothesis Testing Results 

 

Class N Mean

Std. 

Deviation

Std. Error 

Mean

1 20 80.75 5.684 1.271

2 20 57.00 8.335 1.864

Group Statistics

Learning 

Outcomes
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Source : analysis results from spss 26.0 

 Data analysis showed significant differences in learning outcomes between 

the two classes studied. In Table 1, it could be seen that the experimental class (1) 

(N=20) had an average value (Mean) of 80.75 with a standard deviation (Std. 

Deviation) of 5.684, while the control class (2) (N =20) has an average value of 

57.00 with a standard deviation of 8.335. This difference in average values 

indicated that students in class 1 had better learning outcomes compared to students 

in class 2. 

 The results of Table 2 show the results of the independent t-test, with a t-

count of 10.528 and degrees of freedom (df) of 38, and a significance value (Sig. 

(2-tailed)) of 0.000. This value was far below the significance limit of 0.05, 

indicating that the difference between the two classes was significant. The Mean 

Difference of 23.750, with a 95% confidence interval, indicated that the difference 

in average scores between class 1 and class 2 ranged from 19.183 to 28.317. 

 Based on these findings, it could be concluded that the teaching methods 

applied in class 1 were more effectiveness in elevating student learning outcomes 

Lower Upper

Learning_

Outcomes

Equal 

variances 

assumed

3.846 0.057 10.528 38 0.000 23.750 2.256 19.183 28.317

Equal 

variances 

not 

assumed

10.528 33.528 0.000 23.750 2.256 19.163 28.337

Std. Error 

Differenc

e

Independent Samples Test

Levene's Test for 

Equality of 

Variances t-test for Equality of Means

95% Confidence 

Interval of the 

Difference

F Sig. t df

Sig. (2-

tailed)

Mean 

Differenc

e
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compared to class 2. Therefore, it was important to consider more innovative 

teaching methods to elevate learning outcomes in classes that showed lower 

performance. 

4.2 Discussion of Research Findings 

 The success of a learning process was evaluated through students' 

achievements using different models or methods that significantly affected their 

learning outcomes. In this study, the researcher utilized the Knoword game in the 

experimental class (XI 1), which included 20 students, to examine its effectiveness 

after application. On the other hand, the control class (XI 2), also consisting of 20 

students, did not receive the same treatment. 

 To evaluate students' abilities, several tests were conducted as benchmarks 

for both groups. A pre-test was given first to assess their initial skills before any 

treatment was applied. Then, different teaching methods were used: the 

experimental class (XI 1) was taught using the Knoword Game, while the control 

class (XI 2) followed traditional teaching methods. After completing the treatments, 

both groups took a post-test to measure how well they had absorbed the material. 

The post-test results showed that the experimental class (XI 1) achieved an average 

score of 80.75, while the control class (XI 2) had an average score of 57.00. 

 These outcomes indicated that the use of the Knoword Game significantly 

elevated students' vocabulary mastery compared to traditional methods. Based on 

the t-test statistics for the post-test results, the calculated t-count exceeded the 

critical value (t-count = 10.528, t-table = 1.729), meaning that Ha was accepted, 
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and Ho was rejected. Therefore, the Knoword Game had a significant effectiveness 

in elevating vocabulary mastery for grade XI students at SMA Swasta Al Maksum. 
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BAB V 

CONCLUSIONS AND SUGGESTIONS 

 

5.1 Conclusions 

 Based on the data analysis from hypothesis testing and the research 

problems and objectives, the findings of this study were as follows: 

1. The Knoword Game method was capable of elevating the learning outcomes 

of students at SMA Swasta Al Maksum in English subjects. The average pre-

test score of students in the experimental class (XI 1) was 56, while after being 

taught using the Knoword game model, the average post-test score increased 

to 80.75. 

2. In the control class (XI 2), which used the traditional method, the average pre-

test score of students was 49.25, and after the learning process, the post-test 

score reached only 57.00. This indicated that the used of the Knoword game 

method was far more effectiveness in enhancing learning outcomes compared 

to the traditional method. 

3. After the application of the Knoword game method, a significant effectiveness 

on students' learning outcomes was observed, measured by the average score. 

The data analysis results using the t-test show that the t-count is 10.528 and the 

t-table is 1.729, meaning that Ha is accepted and Ho is rejected. 
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5.2 Suggestions 

 Based on the results of research that has been carried out in utilized the 

Knoword Game to elevate students' vocabulary, there are several suggestions that 

can be put forward by researchers, including : 

1. For Students 

 Stuldents alre encoulra lged to talke a l mlore a lctive role in developing 

comlmlu lnica ltion skills alnd sociallizing with one a lnother, als well als sulpporting ea lch 

other to a lchieve grea lter sulccess. In the cla lssrooml, crea lting al colla lboraltive 

environmlent is vita ll for both persona ll alnd a lca ldemlic developmlent. When stuldents 

enga lge in effectiveness comlmlu lnica ltion, they sha lre different ideals a lnd viewpoints 

while allso enha lncing their sociall skills, which will be va llula lble in their fultulre 

ca lreers. 

2. For Teachers 

 Tea lchers shoulld be a lble to crea lte va lried lealrning innova ltions in order to 

elevalte the qula llity of stu ldent lealrning. In todaly's ra lpidly evolving edulca ltionall 

la lndscalpe, tra lditionall tea lching mlethods mla ly not a llwa lys enga lge stuldents or mleet 

their diverse lealrning needs. ALs sulch, edulca ltors alre encoulra lged to explore crea ltive 

a lnd intera lctive a lpproalches thalt foster stuldent palrticipaltion alnd mlotiva ltion. 
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3. School 

 Schools, especially SMA Swasta Al Maksum, need to pay more attention to 

the quality of education by implementing various innovative method to support 

elevating the quality of education. 

4. Researcher 

 Researchers are expected to be able to develop knowledge for prospective 

teachers, so that they are able to create learning innovations aimed at the quality of 

education elevation. 
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APPENDIX 1 : Pre-test & Post-test Question  

Instructions: Answer the following multiple-choice questions by selecting the 

correct! 

1. We will _______ if the government supports fossil fuel companies instead of 

tackling global warming.  

a. prevent    c. protect 

b. protest    d. permit 

2. Instead of throwing away old clothes, _______ them to organizations that 

help poor people.  

a. consume   c. emit 

b. donate    d. recycle 

3. Americans _______ many products that are sold with excess packaging.  

a. consume   c. pollute 

b. protect    d. recycle 

4. You can _______ organic household waste by having a compost bin in the 

garden.  

a. protect    c. fertilize 

b. recycle    d. reuse 

5. Many factories _______ harmful pollutants into the atmosphere.  

a. minimize   c. emit 

b. donate    d. protect 

6. The company is _______ an ancient forest in order to sell the wood.  

a. clear-cutting   c. recycling 

b. reducing   d. preserving 

7. Environmentalists understand the importance of _______ forests and 

wetlands.  

a. minimizing   c. preserving 

b. banning    d. polluting 

8. You can _______ plastic bags again and again until they get holes in them.  



 

 

 

 

a. reuse     c. reduce 

b. resume     d. recycle 

9. Which is an example of climate change? 

a. reforestation    c. air pollution 

b. global warming   d. deforestation 

10. Burning fossil fuels can cause _______ to fall from the clouds.  

a. smog     c. acid rain 

b. carbon footprints   d. ozone depletion 

11. To reduce air pollution, many cities are encouraging people to _______ 

instead of driving. 

a. recycle     c. emit 

b. walk     d. consume 

12. One of the best ways to reduce waste is to _______ items before deciding to 

throw them away. 

a. recycle     c. reuse 

b. discard     d. burn 

13. Factories that produce less waste and pollution are working towards 

becoming more _______.  

a. polluted     c. harmful 

b. sustainable    d. non-renewable 

14. You should always _______ trash in the designated bins to avoid littering 

public spaces.  

a. dump     c. dispose 

b. throw     d. sort 

15. The cutting down of trees at an alarming rate leads to _______.  

a. global warming   c. air pollution 

b. deforestation    d. recycling 

16. Using energy-efficient light bulbs can help _______ energy and reduce 

carbon emissions.  



 

 

 

 

a. save     c. emit 

b. waste     d. increase 

17. One of the best ways to protect the environment is to _______ water while 

brushing your teeth. 

a. pollute     c. conserve 

b. waste     d. consume 

18. _______ energy sources like solar and wind power help reduce reliance on 

fossil fuels.  

a. Renewable    c. Polluted 

b. Exhaustible    d. Limited 

19. It's important to _______ trees as they provide oxygen and help absorb 

carbon dioxide.  

a. plant     c. burn 

b. cut down    d. recycle 

20. Marine life is endangered by _______ plastic waste in the oceans.  

a. emitting    c. reusing 

b. dumping    d. minimizing 

 

The answer key 

1. b  11. b  

2. b  12. c  

3. a   13. b  

4. b   14. c  

5. c   15. b  

6. a   16. a  

7. c   17. c  

8. a   18. a  

9. b   19. a  

10. c   20. b 



 

 

 

 

APPENDIX 2 : The Answer Sheet of Student  

Pre-Test Answer Sheet for Experimental Group

 



 

 

 

 



 

 

 

 

 

  



 

 

 

 

Post-Test Answer Sheet for Experimental Group

 



 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

Pre-Test Answer Sheet for Control Group 

 



 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

Post-Test Answer Sheet for Control Group

 



 

 

 

 

 

 



 

 

 

 

 

  



 

 

 

 

APPENDIX 3 : Lesson Plan 

Lesson Plan 

(Rencana Pelaksanaan Pembelajaran) 

 

Satuan Pendidikan : SMA Swasta Al Maksum 

Mata Pelajaran : Bahasa Inggris 

Kelas/Semester : XI/Genap 

Materi Pokok              : Menggunakan permainan Knoword untuk meningkatkan 

 penguasaan kosakata siswa sekolah menengah.  

Alokasi Waktu : 3 Pertemuan (2 x 45 menit) 

I. Standar Kompetensi 

1. Memahami dan menggunakan bahasa Inggris secara lisan dan tulisan dalam 

konteks sehari-hari. 

2. Meningkatkan keterampilan pemahaman bahasa Inggris dengan bantuan 

permainan. 

II. Kompetensi Dasar 

1. Memahami dan menanggapi kosakata dalam konteks pembelajaran. 

2. Menggunakan permainan untuk meningkatkan keterampilan kosakata. 

III. Indikator Pencapaian 

No. Indikator 

1 Siswa dapat mendemonstrasikan penguasaan pengetahuan baru yang 

diperoleh dari permainan Knoword. 

2 Siswa dapat menganalisis kemajuan pemahaman kosakata mereka 

sebelum dan setelah menggunakan permainan Knoword. 

3 Siswa dapat menjawab soal pilihan ganda tentang materi “Love Your 

Invironment” dengan benar. 

4 Siswa dapat memberikan umpan balik terhadap penggunaan 

permainan Knoword dalam pembelajaran bahasa inggris. 

 

IV. Tujuan Pembelajaran 

1. Siswa dapat mengenali dan memperluas wawasan bahasa Inggris mereka. 

2. Siswa dapat menggunakan permainan Knoword untuk berlatih kosakata 

secara mandiri. 



 

 

 

 

3. Siswa dapat mencapai efektivitas penggunaan permainan Knoword dalam 

meningkatkan pemahaman mereka. 

4. Siswa dapat menjawab soal pilihan ganda tentang materi “Love Your 

Environment” dengan baik. 

V. Materi Pembelajaran 

1. Teori Kosakata : Konsep dasar kosakata dalam bahasa Inggris. 

2. Permainan Knoword : Cara penggunaan, fitur, dan manfaat permainan. 

3. Latihan pembahasan : Kegiatan praktik menggunakan Knoword Game. 

VI. Langkah-Langkah Kegiatan Pembelajaran 

Kegiatan Deskripsi Waktu 

1. Pendahuluan - Menyapa siswa dan 

menjelaskan tujuan 

pembelajaran. 

- Diskusi singkat tentang 

pentingnya kosakata dalam 

bahasa Inggris. 

15 menit 

Kegiatan Inti 

2. Pre-Test Melaksanakan pre-test untuk 

mengevaluasi kosakata siswa 

sebelum menggunakan 

permainan Knoword. 

30 menit 

3. Teori Memperkenalkan konsep 

kosakata yang benar 

15 menit 

4. Demonstrasi Menunjukkan cara 

menggunakan permainan 

Knoword. 

15 menit 

5. Praktik Siswa berlatih kosakata 

menggunakan permainan 

Knoword, baik secara individu 

maupun kelompok. 

30 menit 

6. Umpan Balik Siswa saling memberikan 

umpan balik terhadap 

pengucapan satu sama lain. 

20 menit 

Pertemuan 2 

7. Latihan Mandiri Siswa berlatih kosakata secara 

mandiri menggunakan 

permainan Knoword. 

30 menit 

8. Evaluasi 

keterampilan 

Siswa menggunakan permainan 

Knoword untuk menilai 

kemajuan kosakata mereka. 

30 menit 

9. Refleksi dan 

umpan balik 

Siswa mendiskusikan hasil 

evaluasi dan memberikan 

20 menit 



 

 

 

 

umpan balik mengenai 

pengalaman belajar 

Pertemuan 3 

10. Post-Test Melaksanakan post-test untuk 

mengevaluasi pengucapan 

siswa setelah menggunakan 

permainan Knoword 

30 menit 

11. Penutup Menyimpulkan pembelajaran, 

memberikan motivasi untuk 

terus berlatih dan memperbaiki 

keterampilan kosakata 

10 menit 

 Diskusi reflektif tentang 

keseluruhan pengalaman 

pembelajaran 

20 Menit 

 

VII. Media dan Sumber Belajar 

1. Permainan Knoword (https://Knoword.com) 

2. Buku teks Bahasa Inggris English for Change 

3. Proyektor dan laptop untuk demonstrasi 

VIII. Penilaian 

Jenis Penilaian Deskripsi  

1. Pre-Test Evaluasi awal kosakata siswa sebelum 

menggunakan Knoword 

2. Post-Test Evaluasi akhir kosakata siswa setelah 

menggunakan Permainan Knoword 

 

Mengetahui,  

Kepala Sekolah SMA Swasta Al Maksum   Peneliti 

 

 

Tya Wahmayani S,S.d          Muhammad Ilham 

               2002050063 

  



 

 

 

 

APPENDIX 4 : Research permit letter 

 



 

 

 

 

APPENDIX 5 : Documentation 

1. Documentation of Pre-test 

(Experimental Group) 

 

2. Documentation of Treatment  

 (Experimental Group) 

 

  

 

 

 

 

3. Documentation of Post-test 

(Experimental Group) 

 



 

 

 

 

4. Documentation of Pre-test  

(Control Group) 

     

  

     

      

 

5. Documentation of Traditional 

(Control Group) 

 

 

     

  

6. Documentation of Post-test 

(Control Group) 

 

 

 

 

 

 



 

 

 

 

  

  



 

 

 

 

 

 



 

 

 

 

APPENDIX 6 : The table data of Validity test  

X01 X02 X03 X04 X05 X06 X07 X08 X09 X10 X11 X12 X13 X14 X15 X16 X17 X18 X19 X20 TOTAL

X01 Pearson 

Correlation

1 .577
**

.688
**

.454
* 0,034 0,408 0,333 .454

* 0,068 0,250 0,000 .454
* 0,145 0,250 0,192 0,145 -0,111 .667

** 0,145 0,250 .512
*

Sig. (2-

tailed)

0,008 0,001 0,044 0,888 0,074 0,151 0,044 0,776 0,288 1,000 0,044 0,541 0,288 0,416 0,541 0,641 0,001 0,541 0,288 0,021

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X02 Pearson 

Correlation
.577

** 1 0,397 0,303 0,406 0,236 .577
**

.545
* 0,236 0,289 0,115 .545

* 0,378 .577
** 0,200 0,126 0,192 0,289 0,378 .577

**
.669

**

Sig. (2-

tailed)

0,008 0,083 0,195 0,076 0,317 0,008 0,013 0,317 0,217 0,628 0,013 0,100 0,008 0,398 0,597 0,416 0,217 0,100 0,008 0,001

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X03 Pearson 

Correlation
.688

** 0,397 1 0,313 0,254 0,281 0,229 0,313 0,281 .459
* 0,229 0,313 0,350 .459

* 0,397 0,350 -0,076 .459
* 0,350 -0,115 .557

*

Sig. (2-

tailed)

0,001 0,083 0,180 0,281 0,230 0,331 0,180 0,230 0,042 0,331 0,180 0,130 0,042 0,083 0,130 0,749 0,042 0,130 0,630 0,011

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X04 Pearson 

Correlation
.454

* 0,303 0,313 1 0,179 0,257 -0,105 0,341 .471
* 0,419 0,105 0,121 0,435 0,157 0,061 0,206 .454

*
.681

** 0,435 0,157 .535
*

Sig. (2-

tailed)

0,044 0,195 0,180 0,450 0,274 0,660 0,142 0,036 0,066 0,660 0,612 0,055 0,508 0,800 0,384 0,044 0,001 0,055 0,508 0,015

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X05 Pearson 

Correlation

0,034 0,406 0,254 0,179 1 0,287 0,101 0,179 0,287 0,302 .503
* 0,390 0,285 0,302 0,174 0,285 0,369 0,302 .724

** 0,050 .562
**

Sig. (2-

tailed)

0,888 0,076 0,281 0,450 0,220 0,673 0,450 0,220 0,196 0,024 0,089 0,223 0,196 0,463 0,223 0,110 0,196 0,000 0,833 0,010

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X06 Pearson 

Correlation

0,408 0,236 0,281 0,257 0,287 1 0,204 .471
* 0,167 0,102 .612

**
.471

* 0,134 0,102 .471
*

.579
** 0,068 .612

** 0,356 0,102 .606
**

Sig. (2-

tailed)

0,074 0,317 0,230 0,274 0,220 0,388 0,036 0,482 0,669 0,004 0,036 0,574 0,669 0,036 0,007 0,776 0,004 0,123 0,669 0,005

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X07 Pearson 

Correlation

0,333 .577
** 0,229 -0,105 0,101 0,204 1 .524

* 0,204 0,000 0,200 .524
* 0,000 0,250 0,346 0,218 0,000 0,000 0,218 .500

*
.465

*

Sig. (2-

tailed)

0,151 0,008 0,331 0,660 0,673 0,388 0,018 0,388 1,000 0,398 0,018 1,000 0,288 0,135 0,355 1,000 1,000 0,355 0,025 0,039

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X08 Pearson 

Correlation
.454

*
.545

* 0,313 0,341 0,179 .471
*

.524
* 1 .471

* 0,419 .524
* 0,341 0,435 0,419 .545

* 0,435 .454
* 0,419 0,435 .681

**
.805

**

Sig. (2-

tailed)

0,044 0,013 0,180 0,142 0,450 0,036 0,018 0,036 0,066 0,018 0,142 0,055 0,066 0,013 0,055 0,044 0,066 0,055 0,001 0,000

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X09 Pearson 

Correlation

0,068 0,236 0,281 .471
* 0,287 0,167 0,204 .471

* 1 0,357 0,408 0,257 0,134 0,102 0,236 0,356 0,408 0,357 0,356 0,102 .546
*

Sig. (2-

tailed)

0,776 0,317 0,230 0,036 0,220 0,482 0,388 0,036 0,122 0,074 0,274 0,574 0,669 0,317 0,123 0,074 0,122 0,123 0,669 0,013

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X10 Pearson 

Correlation

0,250 0,289 .459
* 0,419 0,302 0,102 0,000 0,419 0,357 1 0,250 -0,105 .764

** 0,375 0,289 0,218 .667
** 0,375 .491

* 0,063 .569
**

Sig. (2-

tailed)

0,288 0,217 0,042 0,066 0,196 0,669 1,000 0,066 0,122 0,288 0,660 0,000 0,103 0,217 0,355 0,001 0,103 0,028 0,794 0,009

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X11 Pearson 

Correlation

0,000 0,115 0,229 0,105 .503
*

.612
** 0,200 .524

* 0,408 0,250 1 0,105 0,218 0,250 .577
**

.655
** 0,333 0,250 0,436 0,250 .624

**

Sig. (2-

tailed)

1,000 0,628 0,331 0,660 0,024 0,004 0,398 0,018 0,074 0,288 0,660 0,355 0,288 0,008 0,002 0,151 0,288 0,054 0,288 0,003

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X12 Pearson 

Correlation
.454

*
.545

* 0,313 0,121 0,390 .471
*

.524
* 0,341 0,257 -0,105 0,105 1 -0,023 0,157 0,061 0,206 -0,245 0,419 0,435 0,157 .493

*

Sig. (2-

tailed)

0,044 0,013 0,180 0,612 0,089 0,036 0,018 0,142 0,274 0,660 0,660 0,924 0,508 0,800 0,384 0,299 0,066 0,055 0,508 0,027

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X13 Pearson 

Correlation

0,145 0,378 0,350 0,435 0,285 0,134 0,000 0,435 0,134 .764
** 0,218 -0,023 1 .491

* 0,378 0,286 .509
* 0,218 .524

* 0,218 .573
**

Sig. (2-

tailed)

0,541 0,100 0,130 0,055 0,223 0,574 1,000 0,055 0,574 0,000 0,355 0,924 0,028 0,100 0,222 0,022 0,355 0,018 0,355 0,008

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X14 Pearson 

Correlation

0,250 .577
**

.459
* 0,157 0,302 0,102 0,250 0,419 0,102 0,375 0,250 0,157 .491

* 1 0,289 0,218 0,250 0,063 .491
* 0,375 .545

*

Sig. (2-

tailed)

0,288 0,008 0,042 0,508 0,196 0,669 0,288 0,066 0,669 0,103 0,288 0,508 0,028 0,217 0,355 0,288 0,794 0,028 0,103 0,013

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X15 Pearson 

Correlation

0,192 0,200 0,397 0,061 0,174 .471
* 0,346 .545

* 0,236 0,289 .577
** 0,061 0,378 0,289 1 .882

** 0,192 0,289 0,378 0,289 .623
**

Sig. (2-

tailed)

0,416 0,398 0,083 0,800 0,463 0,036 0,135 0,013 0,317 0,217 0,008 0,800 0,100 0,217 0,000 0,416 0,217 0,100 0,217 0,003

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X16 Pearson 

Correlation

0,145 0,126 0,350 0,206 0,285 .579
** 0,218 0,435 0,356 0,218 .655

** 0,206 0,286 0,218 .882
** 1 0,145 .491

*
.524

* 0,218 .659
**

Sig. (2-

tailed)

0,541 0,597 0,130 0,384 0,223 0,007 0,355 0,055 0,123 0,355 0,002 0,384 0,222 0,355 0,000 0,541 0,028 0,018 0,355 0,002

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X17 Pearson 

Correlation

-0,111 0,192 -0,076 .454
* 0,369 0,068 0,000 .454

* 0,408 .667
** 0,333 -0,245 .509

* 0,250 0,192 0,145 1 0,250 .509
* 0,250 .479

*

Sig. (2-

tailed)

0,641 0,416 0,749 0,044 0,110 0,776 1,000 0,044 0,074 0,001 0,151 0,299 0,022 0,288 0,416 0,541 0,288 0,022 0,288 0,033

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X18 Pearson 

Correlation
.667

** 0,289 .459
*

.681
** 0,302 .612

** 0,000 0,419 0,357 0,375 0,250 0,419 0,218 0,063 0,289 .491
* 0,250 1 .491

* 0,063 .644
**

Sig. (2-

tailed)

0,001 0,217 0,042 0,001 0,196 0,004 1,000 0,066 0,122 0,103 0,288 0,066 0,355 0,794 0,217 0,028 0,288 0,028 0,794 0,002

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X19 Pearson 

Correlation

0,145 0,378 0,350 0,435 .724
** 0,356 0,218 0,435 0,356 .491

* 0,436 0,435 .524
*

.491
* 0,378 .524

*
.509

*
.491

* 1 0,218 .767
**

Sig. (2-

tailed)

0,541 0,100 0,130 0,055 0,000 0,123 0,355 0,055 0,123 0,028 0,054 0,055 0,018 0,028 0,100 0,018 0,022 0,028 0,355 0,000

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

X20 Pearson 

Correlation

0,250 .577
** -0,115 0,157 0,050 0,102 .500

*
.681

** 0,102 0,063 0,250 0,157 0,218 0,375 0,289 0,218 0,250 0,063 0,218 1 .470
*

Sig. (2-

tailed)

0,288 0,008 0,630 0,508 0,833 0,669 0,025 0,001 0,669 0,794 0,288 0,508 0,355 0,103 0,217 0,355 0,288 0,794 0,355 0,036

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

TOTAL Pearson 

Correlation
.512

*
.669

**
.557

*
.535

*
.562

**
.606

**
.465

*
.805

**
.546

*
.569

**
.624

**
.493

*
.573

**
.545

*
.623

**
.659

**
.479

*
.644

**
.767

**
.470

* 1

Sig. (2-

tailed)

0,021 0,001 0,011 0,015 0,010 0,005 0,039 0,000 0,013 0,009 0,003 0,027 0,008 0,013 0,003 0,002 0,033 0,002 0,000 0,036

N 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20 20

Correlations

**. Correlation is significant at the 0.01 level (2-tailed).

*. Correlation is significant at the 0.05 level (2-tailed).



 

 

 

 

APPENDIX 7 : The Score of Both Class   

1. The Table of Scores for the Experimental Group 

No Name Pre-test Post-test 

1 Auliya Sintya 40 70 

2 Bayu Nurdiansyah 55 85 

3 Candy Bening 75 90 

4 Fahrel Agustina 55 80 

5 Fadilah 50 85 

6 Hasyifa Dhama 65 90 

7 Hadil Syamsiyar 60 80 

8 Juwita 55 75 

9 Kesya Claudia 40 75 

10 Kaila Zahra 65 75 

11 Luq Luq Qurfatun Ain 70 85 

12 M. Alyansa 45 75 

13 M. Ans Prasetya 60 85 

14 M. Fahri Mukti 55 80 

15 M. Rafi Akbar 65 80 

16 M. Rafi Zaki 45 75 

17 Nailah Firza 60 80 

18 Perdi Saputra 60 80 

19 Rayhan Saputra 45 80 

20 Satria Reynaldinur 60 90 

 

  



 

 

 

 

2. The Table of Scores for the Control Group 

No Name Pre-test Post-test 

1 Agus Herdianto 40 55 

2 Bagus Trionda 40 45 

3 Dimas Prayoga 50 55 

4 Fahri Agustin 45 50 

5 Firman 50 55 

6 Gunawan Raditya 55 60 

7 Kesya Listiani 45 55 

8 Manda Lustiawan 40 50 

9 Mhd Randy Handika 45 50 

10 Mhd Setiawan Nst 55 65 

11 Nur Aini 50 65 

12 Nabila Deva Yani 35 45 

13 Radit Kurniawan 45 50 

14 Ridho Hartawan 55 65 

15 Syafira Dwi Andini 60 65 

16 Saskia Julia Putri 60 70 

17 Suhendra Saputra 70 75 

18 Tegar Febriansyah 55 60 

19 Tegar Ramadana 45 50 

20 Yuli Mutia Sari 45 55 

 

  



 

 

 

 

APPENDIX 8 : The Proposed Skripsi Titile 

  



 

 

 

 

APPENDIX 9 : K1 

  



 

 

 

 

APPENDIX 10 : K2 

  



 

 

 

 

 

APPENDIX 11 : K3 

  



 

 

 

 

APPENDIX 12 : The Proposal Approval 

  



 

 

 

 

APPENDIX 13 : The Supervision Report of Skripsi 

 

  



 

 

 

 

APPENDIX 14 : The Record of Skripsi Defence 

 



 

 

 

 

APPENDIX 15 : The Research Permission Reply letter 

  



 

 

 

 

APPENDIX 16 : The Authenticity of Skripsi 
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