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ABSTRACT 
 
 

Harahap, Fachri Husaini. 1502050139. “The Effect of Applying Boggle Games on 
The Students’ Vocabulary Mastery” Skripsi: English Education Program. Faculty of 
Teacher Training and Education, University of Muhammadiyah Sumatera Utara. 
Medan. 2019. 
 
This research was purposed to investigated The Effect of Applying Boggle Games on 
The Students’ Vocabulary Mastery. The Effect means of the learning process should 
be viewed from certain teacher relationships that teach certain groups of students. 
And boggle games are simplest to teaching vocabulary for some students by using 
games as a media instead just use ordinary way itself. the objective in this research to 
figure out the significant effect of using boggle games on students to improve their 
vocabulary mastery. The population of this study was the eleventh-grade students of 
MA Muhammadiyah 01 Medan at academic year 2019/2020. The populations were 
62 students which separated into both XI IPA and XI IPS. The population divided 
into 2 group: XI IPA as experimental class taught by using Boggle games and 
grammar translation method and XI IPS as control class taught by using lecture 
method. The type of this research was experimental research design. Both of group 
was given pre-test, treatment, post-test. The data was calculated and analyzed by 
using t-test formula. The result of the analysis appeared that t-test was higher than t-
table (2.94 >1.20) with the level significant of 0.05% and degree of freedom (df) = 
60. The result showed that the students’ vocabulary mastery was improved by using 
boggle games. Otherwise, hypothesis of this study is accepted and means that Boggle 
games brought significant effect on student’s vocabulary. 
 
Keywords: Boggle games, Vocabulary mastery. 
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CHAPTER I 

INTRODUCTION 

 

1.1 The Background of the study 

Vocabulary is one of the most important things of language in case to 

studying English. Among the main four skills of English, vocabulary become 

important because without of it the student will have lack of words source and 

causes misunderstanding. In the other meaning, base of every language is 

vocabulary. For senior high school students, vocabulary is significant and should 

be mastered as well as grammatical rule to build better communication 

according to their level of education. 

Without vocabulary, the four skills of English (Speaking, Writing, Reading 

and Listening) becomes hard to learn because the student cannot understand 

anything. According to Richards (2002:55) Vocabulary is the core component of 

language proficiency and provides much of the basis for how well learners 

speak, listen, read and write. It is indicated that vocabulary is the core of 

Language, not only in English but in every single language that ever exist. In 

English as second language (ESL) and English as a foreign language (EFL) 

learning vocabulary is a vital role in language skills (i.e. listening, speaking, 

reading and writing (Nation,2011). Furthermore, the acquisition of an adequate 

vocabulary is essential factor for successful of second language. We may have 

learned grammatical rules but without the presence of vocabulary, we will be 

unable use the structures, functions and to communication. 
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Nevertheless, the main problem in teaching English language skills such as 

vocabulary still appear in the school. the problem is because English completely 

different from the language that they are usually use to communicated every day. 

student has lack of knowledge in English language because at previous level, 

they not following the latest teaching learning process cause of the teaching 

technique that teacher using is not appropriate. According to Nation (2011) 

Knowledge is constructed by humans. Knowledge is not set by facts, concepts, 

or laws waiting to be discovered. Afterwards, the structure and pronunciation 

remain made the differences distinct between English and Bahasa Indonesia or 

cultural language. According to Oktay (2015) Teaching English is always a 

challenging task and that task requires nationwide efforts. Thus, it is vital to 

have a national system of foreign language teaching. And according to 

Thornbury (2002) Teaching words is crucial aspect in learning a language as 

languages are based on words. Based on explanation above, teaching language 

such as English is not quite simple, challenging and crucial especially in 

Indonesia that is not set English as second language (ESL). However, teacher 

has to discover the effective technique in teaching to ensure every single 

knowledge can be conveyed well by teacher and absorbed by the student. An 

excellent teaching technique will bring the easiest way for student to learn 

anything, make student understand and also build confident.  

According to researcher’s observation in XI grade of MA Muhammadiyah 01 

Medan, the case of the effective technique for teaching English remains not 

discover. And the student also had difficulty in distinguish the form of words 
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grammatically. Furthermore, learning English vocabulary is tedious. Because, 

teachers used the reminds method to force the student to remember every word 

without getting excited. According to Arsyad (2011:162) “That well-designed 

game program can motivate students and improve their knowledge and ability”.  

It is indicated that some technique like playing games in teaching vocabulary 

such as role play, card board game, puzzle, and wall card will grow the student 

excitement about learning English itself. Otherwise, if the problem to finding the 

proper method is not solved, student interest to learning English might decrease 

significantly.  

This process is influenced by the number of times learners are exposed to a 

word and to its different definitions. If words are not exercised, they do not end 

up in long-term memory and are easily forgotten. One of vocabulary games that 

can improve student vocabulary mastery is Boggle Game. Boggle is a word 

game in which player connect neighboring letters in a 4x4 grid. The game is won 

by the player who finds the longest word. This is a board game, played for fun, 

but it can be educational value by looking for specific words or relation between 

words. The letter arrangement in the 4x4 grid must be predefined and, at the 

same time, various version of grid must be generated. This is a difficult task to 

be done manually and semantic boggle, our serious game is created for that 

purpose. The main idea of this game is that the grid is populated with 

semantically-related words. Learning English and being master of vocabulary 

turns into the simplest way, that more interactive, fun and serious. That is why I 
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want to propose a research with the title “THE EFFECT OF APPLYING 

BOGGLE GAME ON THE STUDENTS’ VOCABULARY MASTERY” 

1.2 The Identification of problem: 

The problems in this research are: 

1. The low level of students’ understanding and result of English language, 

especially vocabulary. 

2. Less precise of technique for teaching good and correct vocabulary. 

1.3 The Scope and limitation of the study 

To make the research more effective, efficient, and guided. The researcher 

would like to build the scope of limitation as follows: 

1. The teaching technique is using Boggle game and grammar translation 

method in teaching learning process during research. 

2. The result in this research is posttest after using Boggle games in teaching 

English vocabulary. 

1.4 The Formulation of the Study 

Based on background of the study above, the following formulation of study 

is how effective boggle game on students’ vocabulary mastery. 

1.5 The Objective of the Study 

The objective of the study is to find out how effective boggle game on 

students’ vocabulary mastery. 

1.6 The Significance of the Study 

The findings of this study are supposed to be useful: 
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1. For the students, the effect of game will bring an excellent experience in 

studying vocabulary and it will raise their knowledge in studying vocabulary 

through serious, creative and fun. 

2. For English teacher, this game will also give an alternative option, if 

teacher want to use this game as one of the innovative strategies and also new 

experience for teacher to teach using game. 

3. For the researchers, who attract in this study to get information about 

teaching vocabulary and boggle game. 

4. For the readers who learn English, boggle game is one of the games to 

improve English vocabulary and it can be used as an alternative material of 

ordinary exercise, such as speaking, reading and writing. 
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CHAPTER II 

REVIEW OF LITERATURE 

A. Theoretical Framework 

1. Definition of Vocabulary 

Vocabulary is an essence of language that build sentence, forming the 

paragraph, creating a chapter that will transform into book, journal, article or 

thesis following with grammatical rules. According Usman, Soedjito, and 

Notosudirjo (in Abdul Chaer 2007:6) said that (1) Vocabulary is all words 

contained in a language, (2) words that are mastered by a person or group of 

people from the same environment, (3) A number of words from a language that 

are arranged alphabetically along with a number of explanations of their 

meaning, like a dictionary. Then Linse (2005:121) stated that vocabulary is the 

collection of words that an individual knows. Afterwards according to Richards 

(2002) vocabulary as a set of lexemes, including single words, compound words, 

and idiom lexeme is the smallest unit in the meaning system of the language that 

can be distinguished from other similar units. Wilkins (in Thornbury 2002:13) 

summed up that without vocabulary nothing can be conveyed. Vocabulary refers 

to all words in the whole language used in a particular variety, Neuman & 

Dwyer (2009, p. 385) Vocabulary can be defined as “words we must know to 

communicated effectively; words in speaking (expressive vocabulary) and words 

in listening (receptive vocabulary)”. Based on expert definition above, it is 

indicated that vocabulary is the main factor in the development of sentence 

building, and the core of every languages.  
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1.2 Kind of Vocabulary 

A person’s knowledge of words is divided into two board kinds of 

vocabulary. According to Nation (2001), there are two kinds of vocabulary. 

They are receptive and productive vocabulary, Harmer (1991) distinguishes 

between these two types of vocabulary. The first type of vocabulary refers to one 

that the students have been taught and that they are expected to be able to use. 

Then Hatch and Brown (1995), indicate two kinds of vocabulary, namely 

receptive and productive vocabulary. Two types of vocabulary as follows: (1) 

Receptive vocabulary is the words that learners recognize and understand when 

they are used in context, but they cannot produce. It is vocabulary that learners 

recognize when they see or meet in reading text but do not use it in speaking and 

writing (Stuart Webb,2008). Receptive vocabulary refers to all words that can be 

understood by a person, including listen, written, or manually signed words. In 

contrast, expressive vocabulary refers to words that a person can express or 

produce, for example, by speaking or writing. 

 (2) productive vocabulary is the words that the learners understand and can 

pronounce correctly and use constructively in speaking and writing. It involves 

what is required for receptive vocabulary plus ability to speak or write at the 

appropriate time. Therefore, productive vocabulary can be addressed as an active 

process, because the learners can produce the words to express their thoughts to 

others (Stuart Webb, 2005). 
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1.3 Mastery in Vocabulary 

Vocabulary is crucial to be mastered by the students. In the purpose to 

understand the language, vocabulary mastery is required to express students’ 

ideas and perception to be able to understand other people’s saying. According 

to Webster (1992) Mastery refers to (1) a.  the authority of a master; dominion, 

b. the upper hand in a contest or competition; superiority, ascendancy and (2) a. 

possession or display or great skill or technique, b. skill or knowledge that 

makes one master of a subject comment. The technique remains one of the most 

important keys of success for student vocabulary mastery. It is also a problem 

for a teacher to solve, because without the proper technique in teaching 

vocabulary the word of mastery the student will never reach mastery level and 

remains stuck in competence level. 

1.4 The Techniques in Teaching Vocabulary 

Afterwards, the best technique that teacher will give, the best result for 

student will get. Technical vocabulary is words or phrases that are primarily 

used in a specific line of work or profession. Academic vocabulary on other 

hand is the vocabulary critical to understanding the concepts of the content 

taught in schools (Stahl and Fairbanks, 1986 as cited in Zwiers, 2008). 

According to Takac (2008) techniques employed by teachers depend on some 

factors, such as the content, time availability, and it is value for learners. This 

indicated that teacher need to employed the best new proper technique for 

teaching not only vocabulary but all English skills aspect to improve student 

individual English skills in using English words for communication. Then, 
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Pinter (2006) summed up Teachers are suggested to employed planned 

vocabulary presentation as various as possible. Some techniques of teaching 

vocabulary as follows: 

a. Using Objects 

Using object as technique for teaching vocabulary such an amazing way. 

Either student or teacher will really enjoy because further explanation about the 

topic is no longer require. Using this technique includes of realia, visual aids, 

and demonstration. It also helps student remember much vocabulary by sees 

what kind of thing that words said in real visualization. Takac (2008) state that 

They can function to help learners in remembering vocabulary better, because 

our memory for objects and pictures is very reliable and visual techniques can 

act as cues for remembering words. 

b. Drawing  

To make more interesting, drawing the object on black/white board or flash 

cards will help young learners easily understand and realize the main points that 

they have learned in the classroom. 

c. Using Pictures 

Vocabulary is similar like things, and stuffs that student usually meet in 

their daily life every day. pictures connect students’ prior knowledge to a new 

story of visualization. 

a. Guessing from context 

There are many clues learners can use to establish meanings for 

themselves, such as illustrations, similarity of spelling or sound in the mother 
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tongue, and general knowledge (Walters, 2004). The first type is the context 

within the text, which includes morphological, semantic, and syntactic 

information in a specific text, while the second one is the general context, or 

non-textual context, which is the background knowledge the reader has about the 

subjects being read. Learning from context not only includes learning from 

extensive reading, but also learning from taking part in a conversation, and 

learning from listening to stories, films, television or the radio (Nation, 2001). 

Furthermore, this technique encourages learners to take risk and guess the 

meanings of words they do not know as much as possible. This will help them 

build up their self-confidence so that they can work out the meanings of words 

when they are on their own. 

b. Translation 

Checking students’ comprehension, and pointing out similarities or 

differences between first and second language, when these are likely to cause 

errors (Takac, 2008). Even though translation does not create motivation but 

through translation student can learn a lot of vocabulary that they do not know 

before.  

c. Mime, Expression and Gestures 

Several studies have emphasized the role of gesture in second language 

(L2) acquisition (Gullberg, 2008). It is commonly acknowledged that “teaching 

gestures” capture attention and make the lesson more dynamic. Using the 

analyses of video recordings of English lesson to French students, (Tellier, 

2007). Compared three main roles of teaching gestures: management of class (to 
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start/end an activity, to question students, request silence, etc.) evaluation (to 

show a mistake, to correct, to congratulate, etc.) teaching gestures appear in 

various shapes: hand gestures, facial expression, pantomime, body movements 

and etc. They can either mime or symbolize something and they help learners to 

infer the meaning of a spoken words of expression, providing that they are 

unambiguous and easy to understand. This teaching strategy is thus relevant 

comprehension (Tellier, 2007). In addition to supporting comprehension, 

teaching gestures may also be relevant for learner’s memorization process. 

Indeed, many second language teachers who use gestures as teaching strategy 

declare that they help learners in the process of memorizing the second language 

lexicon. Gesture associated with the lexical item during the lesson. Others have 

seen learners (especially young students) spontaneously reproducing the gesture 

when saying the word. The effect of gestures on memorization is thus something 

witnessed by many but hardly explored on a systematic and empirical basis 

(Teller, 2008). 

d. Using Games 

Teaching vocabulary in all level of education in Indonesia require some 

serious technique. From all techniques, using games in teaching learning process 

is one of the best ways to teach language such as English. It is also having 

several advantages while using it in the classroom. According to Huyen (2003) 

there are some advantages of games especially in teaching vocabulary: “first, 

games bring in relaxation and fun for students, thus help them learn and retain 

new words more easily. Second, games usually involve friendly competition and 
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they keep learners interested. These create the motivation for learners of English 

to get involved and participate actively in the learning activities. Third, 

vocabulary games bring real world context into the classroom, and enhance 

students’ use of English in a flexible, communicative way”. 

2. Games 

2.1 Definition of Games 

Wright et.al (2006:1) state that game is an activity which entertaining and 

engaging, often challenging, and an activity in which learners play and usually 

interact with others. In order to ensure the students are not feeling boring and 

lazy when they are learning English.  

2.2 Types of Games 

They are some types of games for the language learners from Wright et.al 

(2006), as follows: 

2.2.1 Care and share 

‘caring and sharing’ games include all those games in which the learners feel 

comfortable while sharing personal information with other learners. These 

games relate more to invitation than a challenge. 

2.2.2 Do: move, mime, draw, obey 

The learners are expected to do something non-verbally in response to read a 

or a hear text. 

2.2.3 Identify: discriminate, guess, speculate 

The learners are challenged to identify something which is difficult to identify 

or to hypothesize about something which is then compared with the fact. 
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2.2.4 Describe 

The learner is challenged to describe something to another learner, by 

speaking or writing, so well that the order learner can do something, for 

example, draw a picture. 

2.2.5 Connect: compare, match, group 

The learner is challenged to connect, compare, match or group various items 

of information, perhaps picture or text, also subjectively or objectively. 

2.2.6 Order 

The learner is challenged to put various bits of information into an order of 

quality and importance, subjectively or objectively, or put text, pictures, objects 

into a developmental sequence, also subjectively, or objectively. 

2.2.7. Create 

The learners are challenged or invited to make a story, write a poem or 

produce some other kind of text material using their imagination based on 

context 

2.3 Kind of Games 

Classifying games into categories can be difficult, because categories often 

overlap. Hadfield (1999:102) explains to ways of classifying language games. 

First, she divides language games into two types: linguistic games and 

communicative games. Linguistic games focus on accuracy, such as supplying 

the correct antonym. Correct, language usage, though still important, is 
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secondary to achieve the communicative goal. As with the classification of 

games as linguistic games or communicative games, some games will contain 

elements of more than one type. 

2.3.1 Sorting, ordering or arranging games 

For example, students have a set of cards with different products on them, and 

they sort of the cards into products found at a grocery store and products found 

at a department store. 

2.3.2 Information gap games 

People need to complete a task. For instance, one person might have a 

drawing and their partner needs to create a similar drawing by listening to the 

information given by the person with drawing. 

2.3.3 Guessing games 

These are a variation on information gap games. One of the best-known 

examples of a guessing game is 20 questions, in which one person thinks of a 

famous person, place, or thing. 

2.3.4 Search games 

These games yet another variant on two-way information gap games, with 

everyone giving and seeking information. Find someone who is a well-known 

example. 

2.3.5 Matching games 

According to the name, participants need to find a match for a word, picture 

or card. For example, students place 30 words card, composed of 15 pairs, face 

down in random order. Each person turns over two cards at the same time, with 
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the goal of turning over a matching pair, by using their memory. This is also 

known as the Pelmanism principle, after Christopher Louis Pelman, a British 

psychologist of the first of the 20th century. 

2.3.6 Board games 

Scrabble and boggle are one of the most famous board games that specifically 

highlight language. 

2.4 Games Material for Learning Vocabulary 

Games are fun Activities that promote interaction, thinking, learning and 

problem-solving strategies either a game is a system which players engage in an 

artificial conflict, defined by rules, that result in a quantify able outcome.  

“Games are effective tools for learning because they offer students a 

hypothetical environment in which they can explore alternative decisions 

without the risk of failure. Thought and actions are combined into purposeful 

and behavior to accomplish a goal. Playing games teaches us how to strategies, 

to consider alternatives, and to think flexibly.” (Martinson and Chu 2008: 478) 

Games have a long and rich history. In concisely, I would like to explain 

about the history of games. They divided into two main periods: before and after 

the 19th century. According to El Shamy (2001), in the beginning, games are 

mainly based on physical activities. They are related to special occasions such as 

religious rituals, celebrations, and festivals. Base on statement above, when 

teacher teaching vocabulary using Remembering method and force student to 

remember the word one by one it makes the student feels in under pressure 

because they are a lot of the study that they have to remember, they have to learn 
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and they have to face. Therefore, teaching vocabulary with Remembering 

method is not suitable especially in Indonesia that not put English as second 

language (ESL) but as foreign language (EFL). In fact, teaching vocabulary 

using game may give great impact. Because they student not being force to 

remember the word but rather to discover it through active, creative and 

interactive game that they can do in both of personal or group games. The 

material of games that teacher can use such as: using, picture, role playing, 

board & card games and etc. 

2.5 Boggle Game in Vocabulary Teaching 

In vocabulary learning, one of the games which can be applied by teacher is 

Boggle game. Boggle game is a game which includes into sorting, ordering or 

arranging games. Boggle game is commonly known as word search game. 

According to Lamford (1999) word search game was introduced by Norman E. 

Gibat on 1968, and remade by Allan Turrofin on 1972 with additional rules. This 

game consists of the letters of words placed in a grid, which usually has a 

rectangular or square shape. The objective of this puzzle is to find and mark all 

the words hidden inside the box, the letters could be marked in any directions. 

Boggle game or word search game is a game where the players link at least 3 

letters with line to make a word.  

B. Previous Study 

The previous study of this research was found and using same game means it 

is using Boggle games, and the previous study described as follows: 
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First, Amanda Fauziah’s research has title “The use of Boggle Game to 

Improve Students Vocabulary in Writing Descriptive Text”. She was discovered 

that using Boggle games in teaching vocabulary has such significant effect for 

students. The result of this study gained in Cycle 1: 32,2% of students who reach 

KKM, Cycle 2: 67% and Cycle 3: 92,9%. It showed that using Boggle game in 

teaching vocabulary give huge impact on students 

C. Conceptual Framework 

Learning using common method that teacher usually use in teaching activity 

in the classroom must be so boring. For some obvious reason, Teaching using 

common method or conventional like lecture never bring such an exciting vibe 

inside the classroom itself. But the story will be different if we use method like 

game such as Boggle games to push out the new atmosphere in the classroom 

while teaching learning process just running, especially when we teach something 

like Vocabulary that usually out of excite word itself.  

Boggle games is individual and group games. When they practicing and 

learning new vocabularies, this way perhaps one of the most fun way to do instead 

of using common teaching method. It is also improved student’s teamwork ability, 

critical thinking and decision making because the students will compete against 

the other students in the same class. 

D. Hypothesis 

Hypothesis is a temporary answer against the formulation of problem, which is 

mean the formulation of problem has been expressed into the form of statement 

sentence (Sugiyono 2017:96). Therefore, hypothesis in this research as follows: 
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1. The effect of boggle game can improve student’s vocabulary learning result
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CHAPTER III 

METHOD OF RESEARCH 

A. Location and Time 

This research location was implemented in MA Muhammadiyah 01 Medan 

that located in Jalan Mandala By Pass No.140, Kelurahan Bantan, Kecamatan 

Medan Tembung Kode Pos 20226.   

B. Population and Sample 

1. Population 

In this population, all the XI Grade of MA Muhammadiyah 01 Medan 

2019/2020 academic year and contain of 2 Classes (IPA and IPS). 

TABLE 3.1 

 

 

 

 

2. Sample 

Sample in this research decided with Total Sampling Technique and from that 

technique acquired two classes of 62 Students, that each class was separated into 

Experimental Class (Teaching Vocabulary using Boggle Games & Grammar 

No Classes Population 

1 XI IPA 33 

2 XI IPS 29 
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Translation Method) and Control Class (Teaching Vocabulary using Lecture 

Method). 

 

 

C. Research Design 

 This type of research was Experimental Research, experimental research 

method can be defined as a research method that has been used to discover the 

effect of certain treatment against the others in controlled condition (Sugiyono 

2017:107). Experimental Qualitative Design was using as the research design, this 

design has control group but not thoroughly work to control outside variables that 

affected experiment implementation (Sugiyono 2017:114). This research involved 

two classes (XI IPA and XI IPS) that was separated into several groups that 

contained up to 6 – 8 students each group (4 Group in total). The research design 

described as follows: 

TABLE 3.2 

RESEARCH DESIGN 

Class Pretest Treatment Posttest 

Experiment T1 X1 T2 

Control T1 X2 T2 

Notes: 

X1: The treatment was given by using Boggle game and Grammar translation 

method in teaching vocabulary. 
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X2: The treatment was given by using Lecture method in teaching 

vocabulary. 

T1: Pre-test was given at the first of meeting before treatment during research 

progress. 

T2: Post-test that was given at the end of meeting after treatment during 

research progress. 

D. Instrument of Research  

 To obtained the data in this research, the researcher was used multiple choice 

test with total of 15 items. 

E. Technique of Collecting Data 

 The technique that the researcher was used in collecting data were pre-test, 

treatment and post-test. Described as follows: 

 1. Pre-test 

 Both Experimental and Control classes are given the Pre-Test to calculate their 

scores before giving the treatment. 

 2. Treatment 

 The treatment that given for both classes (IPA and IPS) are same material of 

teaching vocabulary. The experimental was using Boggle games and Grammar 

translation method and Control group using was Lecture method. 

 3. Post-test 

 After being given treatment, the final phase to calculate how far the effect of 

this method in the way to increase student’s vocabulary, then post-test was given 

to both Experimental and Control classes. 
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F. Technique for Analyzing Data 

 In this research, quantitative was used to measure the score of the students. The 

data that was collected from Pre-test, Post-test will be calculated to measure their 

ability before and after the treatment has been given. And the procedures as 

follows: 

 1. Collecting students’ answer 

 2. Reading & Identifying students’ answer 

 3. Scoring students’ answer for correct and wrong answer 

 4. Comparing and measuring the scores between before Pretest and Posttest. 

 5. Counting both of Pre-test and Post-test of the students’ Total scores. 

 6. Arranging the scores and put them into listing tables for both classes. 

 And the formulas during counting students’ scores are: 

a. Standard deviation of sample 1 (experimental group)  

 

(Sugiyono, 2016)  

b. Correlation of product moment between  and    

(Sugiyono, 2016) 

 

c. Hypothesis test (t- test)  

  

 

(Sugiyono, 2016)  

Notes:  
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T = t-test  

= Mean of variable 1 (experimental group)  

 = Mean of variable 2 (control group)  

  = Standard deviation of sample 1 (experimental group)  

 = Standard deviation of sample 2 (control group)  

 = standard deviation squared (variants) of sample 1 (experimental 

group)  

 = standard deviation squared (variants) of sample 2 (control 

group) 

 n = total of sample  

 = number of cases for variable 1 (experimental group)  

 = number of cases for variable 2 (control group)  

R = correlation of product moment between X and Y
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CHAPTER IV 

DATA AND DATA ANALYSIS 

A. Data Collection 

 The current data of the study were collected from vocabulary multiple test. The 

test has been separated into two types and those are Pre-test and Post-test. The 

scores were obtained and counted based on how many words they can find in each 

test.  

 The data of students were coming from both Pre-test and Post-test of 

Experimental and Control group. And scoring mechanism described as follows: 

T(True) F(False) E(Empty) 

Multiple by 6,6 Multiple by 0 Not count 

 

TABLE 4.1 

Pre-test Score of Experimental Group 

 

NO 

STUDENTS’S 

INITIAL 

INDICATORS 

T F E SCORE 

1 AH 7 3 5 52 

2 AJ 7 5 3 50 

3 AM 8 6 1 54 

4 ARS 7 4 4 50 

5 AP 5 5 5 38 

6 AF 9 1 5 63 

7 AAP 10 3 2 69 
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8 AR 6 6 3 47 

9 ASMN 10 3 2 70 

10 DA 8 7 0 54 

11 DN 6 1 8 40 

12 DRM 8 3 4 56 

13 DS 7 5 4 46 

14 ERF 10 5 0 72 

15 ES 10 0 5 68 

16 FS 11 0 5 72 

17 MMP 10 1 4 69 

18 MQ 9 3 3 65 

19 MAD 8 7 0 54 

20 MA 10 3 2 68 

21 MHAH 9 6 1 59 

22 MR 6 0 9 39 

23 MSL 9 4 1 65 

24 MT 9 4 2 63 

25 NNI 7 5 3 46 

26 NWM 10 1 4 69 

27 RDY 7 1 7 50 

28 RWAJ 8 3 4 54 

29 RWAJ 6 7 3 47 
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30 SNJ 9 4 1 61 

31 TM 8 3 4 59 

32 WA 10 3 2 69 

33 ZD 5 0 10 35 

SUM 1900 

MEAN 57,57 

 

 From the table 4.1 above it shown the data of Experimental group that contain 

students’ initial and students’ pre-test scores. From Table 4.1, the highest pre-test 

score was 72 and lowest was 35. After calculating, the total score of experimental 

class was 1900 and the mean of experimental class was 57,57. 

 

TABLE 4.2 

Post-test Score of Experimental Group 

 

NO 

STUDENTS’S 

INITIAL 

INDICATORS 

T F E SCORE 

1 AH 7 3 5 72 

2 AJ 7 5 3 66 

3 AM 8 6 1 72 

4 ARS 7 4 4 72 

5 AP 5 5 5 75 

6 AF 9 1 5 77 

7 AAP 10 3 2 78 
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8 AR 6 6 3 77 

9 ASMN 10 3 2 77 

10 DA 8 7 0 75 

11 DN 6 1 8 82 

12 DRM 8 3 4 78 

13 DS 7 5 4 66 

14 ERF 10 5 0 74 

15 ES 10 0 5 79 

16 FS 11 0 5 78 

17 MMP 10 1 4 80 

18 MQ 9 3 3 76 

19 MAD 8 7 0 83 

20 MA 10 3 2 78 

21 MHAH 13 2 0 87 

22 MR 6 0 9 74 

23 MSL 9 4 1 80 

24 MT 9 4 2 61 

25 NNI 7 5 3 78 

26 NWM 10 1 4 71 

27 RDY 7 1 7 78 

28 RWAJ 8 3 4 73 

29 RWAJ 6 7 3 71 
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30 SNJ 9 4 1 70 

31 TM 8 3 4 68 

32 WA 10 3 2 73 

33 ZD 5 0 10 65 

SUM 2464 

MEAN 74,66 

 

 The data of post-test experimental class can be seen in the table 4.2. The data 

from table 4.2 showed the score of Post-test that contain highest score was 87 and 

lowest score was 63. The total score of Post-test experimental class was 2464 and 

the mean was 74,66. 

TABLE 4.3 

Pre-test score of Control Group 

 

NO 

STUDENTS’S 

INITIAL 

INDICATORS 

T F E SCORE 

1 AF 10 0 5 66 

2 AMS 8 5 2 55 

3 AN 8 6 1 54 

4 BA 7 8 0 47 

5 CAP 7 2 6 50 

6 DWS 7 8 0 48 

7 FMA 8 5 2 58 

8 FM 7 7 1 47 
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9 FL 9 3 3 61 

10 FF 8 5 2 54 

11 FFR 6 6 3 42 

12 FF 6 6 3 42 

13 JAL 5 5 5 36 

14 MR 8 5 2 53 

15 MAM 8 2 5 58 

16 MIL 10 1 4 72 

17 MIA 10 4 1 68 

18 MFR 10 3 2 68 

19 MRA 10 4 1 68 

20 MSL 8 5 2 54 

21 NB 8 6 1 54 

22 NH 9 0 6 61 

23 NS 6 6 3 40 

24 RAR 6 7 2 41 

25 RA 9 4 2 65 

26 RP 7 7 1 48 

27 SA 9 3 3 64 

28 SF 8 8 1 58 

29 SIH 8 4 3 55 

SUM 1587 
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MEAN 54,72 

 

 Table 4.3 shown the data that has been obtained from Pre-test control classes 

and showed the highest score was 72 and the lowest was 36 with the total score of 

1537 and mean of 54,72. 

TABLE 4.4 

Post-test score of Control Group 

 

NO 

STUDENTS’S 

INITIAL 

INDICATORS 

T F E SCORE 

1 AF 10 0 5 71 

2 AMS 11 0 4 78 

3 AN 11 4 0 73 

4 BA 12 3 00 80 

5 CAP 11 4 0 78 

6 DWS 7 8 0 51 

7 FMA 8 3 4 58 

8 FM 8 5 2 54 

9 FL 9 1 5 61 

10 FF 8 2 5 54 

11 FFR 9 3 3 60 

12 FF 6 6 3 44 

13 JAL 11 3 1 73 

14 MR 11 1 3 76 
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15 MAM 10 3 2 68 

16 MIL 11 1 3 73 

17 MIA 11 2 2 75 

18 MFR 11 0 4 76 

19 MRA 11 2 2 75 

20 MSL 9 5 1 65 

21 NB 9 5 1 65 

22 NH 8 5 2 56 

23 NS 9 4 2 66 

24 RAR 10 3 2 72 

25 RA 8 5 2 53 

26 RP 11 3 1 74 

27 SA 10 3 2 67 

28 SF 10 2 3 67 

29 SIH 9 5 1 65 

SUM 1928 

MEAN 66,48 

 

 The table 4.4 above showed the research data that came from Post-test of 

Control class. The highest score of Table 4.4 was 80 and the lowest score was 44 

with the total score of 1928 and the mean of 66,48.  

 After collecting and calculating the data, from the table 4.2 and 4.4 showed that 

the mean from both experimental and control classes from Post-test were 73,90 
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(experimental class) and 66,48 (control class). From the fact above, it was showed 

that experimental class that were taught using Boggle games and Grammar 

translation method was better then control class that were using Lecture method. 

B. Data Analysis 

 After gaining the data, the data were analyzed in purpose to discover the 

further differences between experimental and control group in pre-test and post-

test.  

TABLE 4.5 

The Pre-test and Post-test in Experimental Class 

No Student’s initial Pre-test 

 

Post-test X12 X22 

1 AH 52 72 2704 5184 

2 AJ 50 66 2500 4356 

3 AM 54 72 2916 5184 

4 ARS 38 72 1444 5184 

5 AP 63 77 3969 5929 

6 AF 69 78 4761 6084 

7 AAP 47 77 2209 5929 

8 AR 70 75 4900 6375 

9 ASMN 54 82 2916 6724 

10 DA 40 78 1600 6084 

11 DN 56 66 3136 4356 

12 DRM 46 74 2116 5476 

13 DS 73 79 5329 6241 
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14 ERF 68 78 4624 6084 

15 ES 72 80 5184 6400 

16 FS 69 76 4761 5776 

17 MMP 65 83 4225 6889 

18 MQ 54 78 2916 6084 

19 MAD 68 62 4624 3844 

20 MA 59 74 3481 5476 

21 MHAH 39 87 1521 7569 

22 MR 65 61 4225 3721 

23 MSL 63 78 3969 6084 

24 MT 46 71 2116 5041 

25 NNI 69 78 4761 6084 

26 NWM 50 73 2500 5329 

27 RDY 54 71 2916 5041 

28 RWAJ 47 71 2209 5041 

29 RWAJ 61 70 3721 4900 

30 SNJ 47 71 2209 5041 

31 TM 59 68 3481 4624 

32 WA 69 73 4761 5329 

33 ZD 35 65 1225 4225 

TOTAL 1900 2365 109929 181688 

 

 From Table 4.5, there was differences between pre-test and post-test result 

in experimental class. The lowest score of experimental class was 40 and the 

highest was 87.  
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TABLE 4.6 

The Pre-test and Post-test in Control Class 

No Student’s initial Pre-test 

 

Post-test X12 X22 

1 AF 66 71 4356 5041 

2 AMS 55 78 3025 6084 

3 AN 54 73 2916 5329 

4 BA 47 80 2209 6400 

5 CAP 50 78 2500 6084 

6 DWS 48 51 2304 2601 

7 FMA 58 58 3364 3364 

8 FM 47 54 2209 2916 

9 FL 61 61 3721 3721 

10 FF 54 54 2916 2916 

11 FFR 42 60 1764 3600 

12 FF 42 44 1764 1936 

13 JAL 36 73 1296 5329 

14 MR 53 76 2809 5776 

15 MAM 58 68 3364 4624 

16 MIL 72 73 5184 5329 

17 MIA 68 75 4420 5625 

18 MFR 68 76 4420 5776 

19 MRA 68 75 4420 5625 

20 MSL 54 65 2916 4225 
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21 NB 54 65 2916 4225 

22 NH 61 56 3721 3136 

23 NS 40 66 1600 4356 

24 RAR 41 72 1681 5184 

25 RA 65 53 2916 2809 

26 RP 48 74 2304 5476 

27 SA 64 67 4096 4489 

28 SF 58 67 3190 4489 

29 SIH 55 65 3025 4225 

TOTAL 1587 1928 87326 130690 

From table 4.6 above, the data has been collected from pre-test and post-

test of control class. From the data the highest score was 80 and 36 was the 

lowest. And from table 4.5 and 4.6 showed the differences between both 

experimental and control group. 

To accumulate the Standard deviation, the table of score described as follows: 

 

 

 

TABLE 4.7 

Standard Deviation of X Post Test Experimental Group 

NO X X2 

1 72 5184 

2 66 4356 

3 72 5184 
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4 72 5184 

5 75 5625 

6 78 6084 

7 77 5929 

8 77 5929 

9 75 5625 

10 82 6724 

11 78 6084 

12 66 4356 

13 74 5476 

14 79 6241 

15 78 6084 

16 80 6400 

17 76 5776 

18 83 6889 

19 78 6084 

20 62 3844 

21 74 5476 

22 87 7569 

23 61 3721 

24 78 6084 

25 71 5041 

26 78 6084 

27 73 5329 



37 

 

 

 

28 71 5041 

29 71 5041 

30 70 4900 

31 68 4420 

32 68 4624 

33 73 5329 

Total 2439 181688 

 

 

SD = 
                  (    )  

SD = 
          

SD = √44,49 

SD = 6,67 

 

 

TABLE 4.8 

Standard Deviation of X Pretest Experimental Group 

NO X1 X12 

1 52 2704 

2 50 2500 

3 54 2916 
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4 50 1444 

5 38 3969 

6 63 4761 

7 69 2209 

8 47 4900 

9 70 2916 

10 54 1600 

11 40 3136 

12 56 2116 

13 46 5329 

14 72 4624 

15 68 5184 

16 72 4761 

17 69 4225 

18 65 2916 

19 54 4624 

20 68 3481 

21 59 1521 

22 39 4225 

23 65 3969 

24 63 2116 

25 46 4761 

26 69 2500 

27 50 2916 
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28 54 2209 

29 47 3721 

30 61 2209 

31 59 3481 

32 69 4761 

33 35 1225 

Total 1900 109929 

 

   

SD =  
                  (    )  

SD = 
           

SD = √9,29 SD = 3,04 

TABLE 4.9 

Standard Deviation of X Pretest Control Group 

NO X1 X12 

1 66 4356 

2 55 3025 

3 54 2916 

4 47 2209 

5 50 2500 

6 48 2304 

7 58 3364 
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8 47 2209 

9 61 3721 

10 54 2916 

11 42 1764 

12 42 1764 

13 36 1296 

14 53 2809 

15 58 3364 

16 72 5184 

17 68 4420 

18 68 4420 

19 68 4420 

20 54 2916 

21 54 2916 

22 61 3721 

23 40 1600 

24 41 1681 

25 65 2916 

26 48 2304 

27 64 4096 

28 58 3190 

29 55 3025 

Total 1587 87326 
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 SD =  
                 (    )  

SD = 
         

SD = √17,09 

SD = 4.13 

 

 

 

 

TABLE 5.0 

Standard Deviation of X Post-test Control Group 

NO X1 X12 

1 71 5041 

2 78 6084 

3 73 5329 

4 80 6400 

5 78 6084 

6 51 2601 

7 58 3364 

8 54 2916 

9 61 3721 

10 54 2916 

11 60 3600 
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12 44 1936 

13 73 5329 

14 76 5776 

15 68 4624 

16 73 5329 

17 75 5625 

18 76 5776 

19 75 5625 

20 65 4225 

21 65 4225 

22 56 3136 

23 66 4356 

24 72 5184 

25 53 2809 

26 74 5476 

27 67 4489 

28 67 4489 

29 65 4225 

Total 1928 130690 

   

 

 SD =  
                   (    )  

SD = 
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SD = √89.68 

SD = 9.46 

 

 

 

 

 

TABLE 5.1 

Calculating Correlation Product Moment between X and Y 

NO X Y X2 Y2 XY 

1 52 72 2704 5184 3744 

2 50 66 2500 4356 3300 

3 54 72 2916 5184 3888 

4 38 72 1444 5184 2736 

5 63 77 3969 5929 4851 

6 69 78 4761 6084 5382 

7 47 77 2209 5929 3619 

8 70 75 4900 6375 5250 

9 54 82 2916 6724 4428 

10 40 78 1600 6084 3120 

11 56 66 3136 4356 3696 

12 46 74 2116 5476 3404 

13 73 79 5329 6241 5767 

14 68 78 4624 6084 5304 
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15 72 80 5184 6400 5760 

16 69 76 4761 5776 5244 

17 65 83 4225 6889 5395 

18 54 78 2916 6084 4212 

19 68 62 4624 3844 4216 

20 59 74 3481 5476 4366 

21 39 87 1521 7569 3393 

22 65 61 4225 3721 3965 

23 63 78 3969 6084 4914 

24 46 71 2116 5041 3266 

25 69 78 4761 6084 5382 

26 50 73 2500 5329 3650 

27 54 71 2916 5041 3834 

28 47 71 2209 5041 3337 

29 61 70 3721 4900 4270 

30 47 71 2209 5041 3337 

31 59 68 3481 4624 4012 

32 69 73 4761 5329 3577 

33 35 65 1225 4225 2275 

Total 1900 2364 109929 181688 136894 

 

Counting the correlation product moment described as follows: 
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rxy = 
  (      ) (    )(    ) {  (      ) (    ) }{  (      ) (    ) } 

rxy =  
                {               }{               } 

rxy = 
      {     }{      } 

rxy = 
     √           

rxy = 
          ,     

rxy = 0.24 

C. Testing Hypothesis  

 Ha: p ≠ 0, there is a significant effect of using Boggle games on the students’ 

vocabulary mastery. 

 H0:  p = 0, there is no significant effect of using Boggle on the students’ 

vocabulary mastery. 

Determining the value of t-test with formula:  

 

t = 
  ,     ,     .       .      ( .  )( .  √  )( .  √  ) 

t = 
 .     .       .      ( .  )( .   .  )( .   .  ) 
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t = 
 .  √ .    .    .  ( .  )( .  ) 

t = 
 .  √ .    .  ( .  )( .  ) 

t = 
 .  √ .    .   

t = 2.94 

 The testing hypothesis was aimed to know whether the hypothesis was 

accepted or rejected. The hypothesis was tested as follows:  

Ha: the value of the  was higher than the value of the   

. Where  value for the degree of freedom, the calculation showed as 

follows:  

df = (n1+n2-2)  

= (33+29-2)  

= 33+ 27  

= 60 

Based on the table of distribution, the pride of ttable with the degree of freedom (df) 

60 at the level of significant 0.05% was at 1.20, while the critical value ttest was 

2.94. The result of computing indicated that the ttest was higher than ttable (2.94 > 

1.20). So, Ho is rejected and Ha is accepted or “there was the effect of applying 

boggle games on the student’s vocabulary mastery”. 

D. The Significant Effect of Boggle Games on the Student’s Vocabulary Mastery 

The percentage of applying this model was:   

D =  2 x 100%   
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= 0.242 x 100%   

= 0.0576 x 100%   

= 5.76%   

It meant the effect of X variable toward Y variable or there was the effect of 

applying boggle games on the students’ vocabulary mastery was 5.76% and 

94.24% was influenced by other factors. 

E. Research Findings  

Based on the data analysis above, the findings of this research were described 

that the students who were taught by using peer reviewing technique got higher 

score than those who were taught without technique. From the result of 

calculation, it is obtained the value of the ttest was 2.94 with the degree of freedom 

(df) 60 at the level of significant 0.05% was at 1.20. If compared with each value 

of the degree of significant, the result of t-test which was 2.94 and t-table which 

was 1.20 (ttest > ttable, 2.94 >1.20). According to Sugiyono, if the result of 

calculation ttest is higher than ttable, the null hypothesis (Ho) is rejected. If the result 

of calculation ttest is lower than ttable , the null hypothesis is accepted.  

Since the scores obtained from the result of calculating, the alternative hypothesis 

(Ha) is accepted and the null hypothesis (Ho) is rejected. In other word, the 

research hypothesis is accepted. So, the fact showed that the using of boggle 

games was more significant than those were not by using any games.  

F. Discussion 

 In this research, the boggle games were applied on the student’s vocabulary 

mastery in XI Grade of MA Muhammadiyah 01 Medan. Both of students were 
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given the same test in each class. The treatment that experimental receive using 

boggle games and grammar translation method instead the control class just 

receive Lecture method. Based on data, using Boggle games while teaching 

vocabulary has better impact than any method. 
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CHAPTER V 

CONCLUSION AND SUGGESTION 

This chapter, the researcher mainly presents conclusions and suggestion based on 

the research findings presented in previous chapter.  

A. Conclusions 

Based on the data analysis, conclusions can be drawn as follows: 

1. From the cumulation of data, it is gained the value of the test in this research 

was 2.94 with degree freedom (df) of 60 at the level of significant 0.05% was at 

1.20 Then if compared with certain value of significant, the result of t-test higher 

t-table which was 2.94  and t-table was 1.20 (t-test > t-table, 2.94 >1.20). (Ha) is 

accepted and the null hypothesis (Ho) is rejected.  

2. The student’s vocabulary mastery was taught by using Boggle games and 

Grammar translation method in purpose to get better vocabulary instead for those 

who did not using boggle games. 

B. Suggestions 

Based on conclusions above, the suggestions are given in purpose as additions 

and advices for improving students’ vocabulary mastery. And the suggestions as 

follows: 

1. For English teacher and enthusiast, especially for English teacher of MA 

Muhammadiyah 01 Medan. They can improve students’ vocabulary using this 

method. 
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2.  For the students, the students should be active in the classroom because in 

the peer reviewing the students are supported to be active in learning process, its 

hope that the students can be increase their knowledge.   

3. For the reader, it is suggested to use an effective technique in teaching 

vocabulary, to make the students easiest in studying English.   

4. Other researcher, it is suggested to study this research in order to get 

information which still has relationship to their study.   
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