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INTISARI 

Penelitian ini bertujuan untuk mencari tahu keefektifan permainan „Beat the Keeper‟ 

dalam menguatkan kosa kata bahasa inggris. SMPN 13 Mataram merupakan tempat 

pelaksanaan penelitian. Peneliti kemudian menggunakan metode eksperimen dengan dua 

kelompok: kelompok kontrol dan kelompok eksperimen. Dalam memilih sampel peneliti 

menggunakan tehnik cluster random sampling. Sampelnya adalah kelas VIIF (kelompok 

eksperimen) dan kelas VIIG (kelompok kontrol). Populasi dalam penelitian ini adalah 

342 siswa. Setelah itu data dikumpulkan dengan menggunakan prosedur eksperimental 

yakni pre-test, perlakuan dan post-test. Siswa dari kelompok kontrol dan eksperimen 

diajarkan berdasarkan Rencana Pelaksanaan Pembelajaran Kurikulum 2013 pada 

pertemuan kedua, ketiga, dan keempat. Hanya siswa dari kelompok eksperimen yang 

diperlakukan dengan permainan „Beat the Keeper‟ pada pertemuan kelima. Kemudian 

post test diberikan kepada siswa kelompok eksperimen pada pertemuan keenam, 

sedangkan siswa kelompok kontrol diberikan pada pertemuan kelima. Akhirnya t-test 

diterapkan untuk menganalisis data dari pre test dan post test. Hasilnya menunjukkan 

bahwa t-test (nilai) 3.94 lebih tinggi daripada t-table (nilai) baik pada confidence level .05 

(1.990) dan .01 (2.639) pada degree of freedom (df) 83. Data ini mendukung pernyataan 

bahwa permainan „Beat the Keeper‟ memiliki efek signifikan dalam menguatkan 

kosakata siswa kelas VII of SMPN 13 Mataram tahun ajaran 2014/2015. Kesimpulannya 

adalah permainan „Beat the Keeper‟ dianjurkan dalam menguatkan kosa kata bahasa 

inggris siswa. 

 

Kata kunci: permainan „Beat the Keeper‟, penguatan, kosa kata 
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ABSTRACT 

This study aimed to discover the effectiveness of „Beat the Keeper‟ game in reinforcing 

English vocabulary. SMPN 13 Mataram was taken as a place to conduct the study. The 

researcher then used experimental research as the method. Specifically two-group design: 

control group and experimental group were applied. In order to choose samples the 

cluster random sampling technique was used. The samples were class VIIF (experimental 

group) and VIIG (control group). The population in this research was 342 students. After 

that the data were collected by using experimental procedure, i.e., pre-test, treatment and 

post-test. Both the control and experimental group students were taught based on 2013 

curriculum lesson plan in the second, third, and fourth meeting. Only the experimental 

group students were treated by using „Beat the Keeper‟ game the fifth meeting. Thus the 

post test was given to experimental group students in the sixth meeting, whereas it was 

given to control group students in the fifth meeting. Finally t-test was applied to analyze 

the data from the pre test and the post test. The result shows that t-test (value) 3.94 is 

higher than t-table (value) both at confidence level .05 (1.990) and .01 (2.639) in degree 

of freedom (df) 83. This data supports the view that „Beat the Keeper‟ game has 

significant effect in reinforcing students‟ vocabulary at grade VII of SMPN 13 Mataram 

in academic year 2014/2015. In conclusion, „Beat the Keeper‟ game is suggested in 

reinforcing students‟ English vocabulary. 
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Background of Study 

 

No one can deny the importance of 

mastering English. It is a scientific 

language needed to get much 

information from most literature. 

English has four skills that have to be 

mastered. They are listening, reading, 

speaking, and writing. English also 

has language systems such as 

grammar and vocabulary.  

Above all, vocabulary is the first 

thing that learners should have to 

master a language. “Language 

emerges first as words, both 

historically, and in terms of the way 

each of us learned our first and any 

subsequent language” (Thornbury 

2002:1). However it doesn‟t have 

intensive time allocation in English 

teaching and learning process at 

school. Also, English teacher tends to 

teach vocabulary only by telling the 

meaning of the word. McCarthy and 

O‟Dell (1994:2) state that: 

“It is not enough just to know 

the meaning of a word. How 

to use the word in sentence, 

how to pronounce the word, 

what words it is usually 

associated with, its 

grammatical characteristics, 

and the word context are also 

important. Also, it should be 

followed by repetition and 

vocabulary tasks.”   

SMPN 13 Mataram is one school 

that faces such condition. Based on 

the interview with the English teacher 

of 7
th

 grade students of SMPN 13 

Mataram, the researcher found that 

students lack English vocabulary to 

improve their English ability. Most of 

them do not have interest in learning 

English. They do not have motivation 

in learning English. They don‟t have 

desire to read any English literature. 

Studying is not important for the 

students. There are only one or two 

clever students in the class, but the 

majority seems difficult to master the 

materials which have been taught by 

the teacher. They also have little 

knowledge of Basic English. Some of 

them do not bring English textbook at 

English class. Based on above 

considerations, SMPN 13 Mataram 

was taken as the place to conduct the 

research. 

In this research teaching 

vocabulary strategy will be based on 

the lesson plan of 2013 curriculum. 

Although it does not cover 

specifically vocabulary section, the 

activities in students‟ English 

textbook cover some parts of the 

sequence in teaching vocabulary 

based on McCarthy and O‟Dell 

(1994). In the activities students are 

told the meaning of the word, how to 

use the words in sentences, how to 

pronounce the words, what words 

they are usually associated with, their 

grammatical characteristics, and 

contexts.  

At the end of this research, the 

writer chooses “Beat the Keeper” 

game to reinforce students‟ 

vocabulary. It takes part as repetition 

and vocabulary task which are the two 

last parts of the sequence in teaching 

vocabulary based on McCarthy and 

O‟Dell (1994). Game is the best way 

to solve students‟ problem in 

motivation. It will be fun and can 

lower students‟ anxiety. Wright et al., 

(2006:1) define game as an activity 

which is entertaining and engaging, 

often challenging, and an activity in 

which the learners play and usually 

interact with other. “Beat the Keeper” 

game is one of online games provided 

by BBC Learning English which help 

learners reinforce their English 

vocabulary. Since it is believed by 

BBC Learning English that “Beat the 

Keeper” game is able to reinforce 

learners‟ English vocabulary and it is 

difficult to find researcher who has 

taken it as an independent variable 



 
 

 
 

based on the researcher‟s library 

research, then the researcher of this 

study uses those reasons for choosing 

“Beat the Keeper” game as the 

variable in this research.  

“Beat the Keeper” Game is one of 

the online games that BBC Learning 

English use to reinforce learners‟ 

English vocabulary. However, in this 

research the game that is used is 

adapted “Beat the Keeper” game. It 

means that it is not as original as BBC 

Learning English has provided from 

year to year. In this case, the learners 

take the role as the subject (kicker and 

keeper) in the game. They play the 

game directly with their physical 

movement. A student kicks the ball to 

the correct answer that s/he thinks 

right and the keeper tries to catch the 

ball. It is no longer an online game.  

This study aims to discover 

whether “Beat the Keeper” game is 

effective in reinforcing English 

vocabulary of seventh grade students 

of SMPN 13 Mataram. 

 

1. Review of Related Literature 

 

 1.1 Vocabulary 

Vocabulary is the words that 

people know in certain language. 

However, it is often obscure what 

actually the meaning of knowing a 

word is. In order to answer the 

question “What does knowing a 

new word mean?” McCarthy & 

O‟Dell (1994:2) give the 

explanation as follows: 

1. It is not enough just to know 

the meaning of a word. 

Learners also need to know: 

a. What words it is usually 

associated with, 

b. Whether it has any 

particular grammatical 

characteristics, 

c. How it pronounced. 

2. Try to learn new words not in 

isolation but in phrase. 

3. Write down adjectives together 

with nouns they are often 

associated with and vice versa, 

e.g. royal family; rich 

vocabulary. 

4. Write down verbs with the 

structure and nouns associated 

with them, e.g. to add to our 

knowledge of the subject; to 

express an opinion. 

5. Write down nouns in phrase, 

e.g. in contact with; a train set; 

shades of opinion. 

6. Write down words with their 

prepositions, e.g. at a high 

level; thanks to your help. 

7. Note any grammatical 

characteristics of the words you 

are studying. For example, note 

when a verb is irregular and 

when a noun is uncountable or 

is only used in plural. 

8. Make a note of any special 

pronunciation problems with 

the words you are learning. 

Thornbury (2002) suggests 

game as a good way to put words 

to work. Useful game are those that 

encourage learners to recall words 

and, preferable, at speed. Based on 

previous explanation teaching 

vocabulary by using text; doing 

repetition and multiple exposures, 

learning vocabulary in context; 

giving vocabulary task; using 

computer technology; and applying 

various vocabulary instruction 

method are the effective ways 

assumed to improve students‟ 

English vocabulary achievement. 

Fortunately, these instructions can 

be applied in adapted “Beat the 

Keeper” game, except use 

computer technology.  

The activities above which are 

assumed as the best way to teach 

vocabulary are one bound 

sequence. “Beat the Keeper” game 



 
 

 
 

takes role most in doing repetition, 

multiple exposures, and vocabulary 

task.  It will reinforce students‟ 

vocabulary. Further, Hornby 

(1995:984) defines reinforce as 

follows: 

1)  to strengthen or emphasize 

a feeling, an idea, a habit, 

etcetera, 

2) to cause a process to 

continue or increase in 
intensity. 

The vocabulary that has been 

taught based on the lesson plan of 

2013 curriculum will be reinforced 

by using “Beat the Keeper: game. 

The questions given in the game 

will review the vocabulary material 

that had been taught by the teacher 

in the previous meeting.   

 

 

 1.2 “Beat the Keeper” Game 

Again, in this research the 

game that is applied is the adapted 

“Beat the Keeper” game. It is not 

an online game. The game is 

played in groups. Every group is 

against each other. Here are the 

procedures of applying the adapted 

“Beat the Keeper” game:  

1. The students are divided 

into four groups (for 

example group A, B, C, 

and D) 

2. Group A is against 

group B first 

3. The member of group 

A, one by one takes role 

as the football player or 

kicker. 

4.  First s/he reads the 

questions that have been 

provided by the teacher 

on the slide. 

5. The member of group 

B, one by one takes role 

as the keeper. 

6. Behind the keeper there 

is a whiteboard written 

two answer options 

provided by the teacher. 

One is in the keeper‟s 

left (option B) and one 

is in keeper‟s right 

(option A). 

7. The football 

player/kicker kicks the 

ball to the correct 

answer. One point for 

the correct answer and 

one point if the keeper 

can not catch the ball. 

So, if the ball is kicked 

to the right option but 

the keeper can catch the 

ball, the kickers group 

gets one point. If the 

ball is kicked to the 

wrong option but the 

keeper can not catch the 

ball, the kickers group 

gets one point. If the 

ball is kicked to the 

right option and the 

keeper can not catch the 

ball, the kickers group 

gets two points. If the 

ball is kicked to the 

wrong option and the 

keeper can catch the 

ball, there is no point 

for the kickers group. 

8. If the members of group 

A have already kicked 

the ball then it is turn 

for group B take role as 

football player/kicker. 

9. These procedures are 

done until they get the 

winner. 

 

2. Research Method 

 

In conducting the research, the 

researcher used experimental research 

design. According to Cohen et al., 



 
 

 
 

(2007:272), “an experiment involves 

making a change in the value of one 

variable - called the independent 

variable – and observing the effect of 

that change on another variable – 

called the dependent variable”. In this 

study, students‟ performance in the 

experimental group is the dependent 

variable and “Beat the Keeper” game 

is the independent variable. 

The population in this research 

is all of seven grade students of 

SMPN 13 Mataram with the total 

number of students are 342 which are 

divided into eight classes. Class VII F 

and VII G are taken as the samples. 

Class VII G as the control group and 

VII F as the experimental group. Class 

VII G consists of 42 students. Class 

VII F consists of 43 students. 

Pre-test and post-test are used 

to collect the data. In the first meeting, 

both experimental and control group 

were given pre-test to measures their 

understanding of materials which 

would be explained. They were taught 

based on the lesson plan of 2013 

curriculum in the second, third, and 

fourth meeting. In the fifth meeting, 

the control group was given post-test 

but the experimental group was given 

“Beat the Keeper” game. Then in the 

sixth meeting the experimental group 

was given post-test. The study was 

conducted in three weeks. 

 

3. Data Analysis 

 

In analyzing the data from pre-

test and post-test, the researcher used 

statistical calculation of t-test. It is 

used in order to find out the 

differences of the result/score of 

students achievement in reinforcing 

vocabulary by using “Beat the 

Keeper” game and without using 

“Beat the Keeper” game. It is applied 

by comparing the Mean score of both 

the experimental and control group 

(Arikunto, 2006:131). Here are the 

steps in the data analysis: 

 

a. Creating computation table of 

deviation score (x) and square 

deviation score (x²) of control 

and experimental group. It is 

shown in table 1 and table 2. 

                  
                     Where: 

x = deviation score 

X2 = Post-test score of a 

student 

X1 = Pre-test score of a 

student 

                     Note:              

In this research the deviation 

score is symbolized as x 

(lower case) whereas X   

(upper case) is a symbol of 

students‟ test score. X2 is for 

post-test score of a student 

and X1 is for pre-test score of 

a student. 

 

b. Finding out the main score of 

deviation both experimental 

and control group 

 The main deviation score of 

experimental group: 
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d. Consulting t score to t 

table 

The next step is 

interpreting t-test value by 

consulting t-table at the 

confidence level .05 (95%). If 

the t-value is higher than the t-

table, “Beat the Keeper” game 

is proven to have significant 

effect on reinforcing students‟ 

vocabulary. However, if t-value 

is lower than the t-table, so 

“Beat the Keeper” game is 

proven to have no significant 

effect on reinforcing students‟ 

vocabulary.  

 

Table 3 Comparison between t 

value and t table 

t-test t-table 

Df .05 .01 

3.94 83 1.990 2.639 

 

        It shows that t value is 

higher than t table not only in 

confidence level .05 (95%) but 



 
 

 
 

also .01 (99%). Based on this 

comparison, „Beat the Keeper‟ 

is proven to have a significant 

effect on reinforcing students‟ 

vocabulary. The null 

hypothesis “There is no 

significant effect in reinforcing 

students‟ English vocabulary 

when „Beat the Keeper‟ game 

is applied” is rejected.  

4. Discussion 

 

Applying „Beat the Keeper‟ 

game at the end of the lesson takes 

role as review, repetition, and also 

vocabulary tasks. McCarthy and 

O‟Dell (1994:2) state that: 

“It is not enough just to 

know the meaning of a 

word. How to use the 

word in sentence, how 

to pronounce the word, 

what words it is usually 

associated with, its 

grammatical 

characteristics, and the 

word context are also 

important. Also, it 

should be followed by 

repetition and 

vocabulary tasks.”   

In this research learning 

how to use the word in sentence, 

how to pronounce the word, what 

words it is usually associated with, 

grammatical characteristics, and 

the word context has been done 

based on the lesson plan of  2013 

curriculum. Then „Beat the Keeper‟ 

game completes the steps by 

repetition and vocabulary tasks. It 

contains rich contexts because the 

questions can be provided in 

pictures. 

Since it is a game, it can 

lower students‟ anxiety. The 

students are not afraid to speak 

English, to ask question, and to 

play the game because they are 

happy and enthusiastic in 

participating in the game. The 

students are highly motivated. It 

offers entertaining. It can give shy 

students more opportunity to 

express their opinions and feelings 

(Wright et al., 2006:1). Every 

student wanted to try to answer 

the question by kicking the ball to 

the right option. Some of them 

were interested in being a keeper. 

They discussed strategic to get the 

highest score. The students were 

very enthusiastic about kicking the 

ball to the right answer and getting 

score. They tried to remain the 

material they had learned so they 

could answer the question on the 

slide correctly. It strengthened 

their memory of vocabulary. 

 Krashen (2009: 31) in 

affective filter hypothesis explains 

that there are three affective 

variables relate to success in 

second language acquisition. They 

are motivation, attitude, and 

anxiety. Highly motivated 

students generally do better in 

second language acquisition. 

Learners with self-confidence and 

a good self-image tend to do better 

in second language acquisition. 

Further he explains that low 

anxiety appears to be conducive to 

second language acquisition, 

whether measured as personal or 

classroom anxiety. „Beat the 

Keeper‟ game helps students to 

reinforce their English vocabulary. 

„Beat the Keeper‟ game is a fun 

game so that they can learn while 

playing. 

„Beat the Keeper‟ game is 

an online game which is used to 

improve English vocabulary. It is 

provided not only by BBC 

Learning English, but also British 

Council, ESL Galaxy, etc. 

However, in this research the 

game that was used was the 



 
 

 
 

adapted „Beat the Keeper‟ game. 

It was no longer an online game. 

Students played game directly 

with their physical movement. 

They took role as a keeper and 

kicker. Based on the researchers‟ 

library research, it is difficult to 

find an experimental research on 

„Beat the Keeper‟ game, yet there 

are a lot researches on game. 

Luu Trong Tuan (2012) 

conducted research entitled 

„Vocabulary Recollecting through 

Games‟ at Ngoi Nha Thong Thai 

Elementary School and found that 

it is more effective if teachers add 

more games in class to motivate 

young learners in learning 

vocabulary. Both Luu Trong 

Tuans‟ research and the writers‟ 

research agree that it is better to 

add games to learn vocabulary for 

young learners. Both researchers 

used experimental research but the 

writer used adapted „Beat the 

Keeper‟ game and Luu Trong 

Tuan used other games. Similar 

research was done by Marzieh 

Taheri (2014). The research 

entitled „The Effect of Using 

Language Games on Vocabulary 

Retention of Iranian Elementary 

EFL Learners‟. She concluded 

that using language games has 

very significant effect in 

vocabulary retention and recall of 

the participants.  

 

5. Conclusion 

In conclusion, „Beat the 

Keeper‟ game has significant 

effect on reinforcing students‟ 

vocabulary. It is proven by the 

comparison between t score and t 

table at df 83 which shows that t 

score is higher that the t table both 

at confidence level .05 and .01. It 

is also supported by experts‟ 

theories and the similar researches 

that had been done by other 

researcher. 
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Appendices 

Table 1 Computation of deviation and square deviation score of experimental group 

sNO NAME 
Pre Test 

(X1) 
Post Test 

(X2) 
x 

(X2-X1) (x)² 

1 AM 55 73.75 18.75 351.5625 

2 ABH 50 90 40 1600 

3 AB 21.25 51.25 30 900 

4 AMA 62.5 75 12.5 156.25 

5 BFDPF 11.25 77.5 66.25 4389.063 

6 CDA 49 75 26 676 

7 DPW 52.5 66.25 13.75 189.0625 

8 DAS 49 76.25 27.25 742.5625 

9 DAA 59 81.25 22.25 495.0625 

10 FS 19 72.5 53.5 2862.25 

11 GF 16.25 73.75 57.5 3306.25 

12 HA 55 71.25 16.25 264.0625 

13 IM 45 81.25 36.25 1314.063 

14 JPR 16.25 75 58.75 3451.563 

15 LAAP 41.25 83.75 42.5 1806.25 

16 LMDA 55 81.25 26.25 689.0625 

17 MN 60 81.25 21.25 451.5625 

18 MS 54 87.5 33.5 1122.25 

19 MRZ 41.25 72.5 31.25 976.5625 

20 MB 55 71.25 16.25 264.0625 

21 MRF 55 76.25 21.25 451.5625 

22 MYH 39 72.5 33.5 1122.25 

23 NKDNA 50 78.75 28.75 826.5625 

24 NFU 45 78.75 33.75 1139.063 

24 NB 50 73.75 23.75 564.0625 

26 NS 40 78.75 38.75 1501.563 

27 PF 65 92.5 27.5 756.25 

28 PAS 60 76.25 16.25 264.0625 

29 PR 37.5 80 42.5 1806.25 

30 RN 61.25 78.75 17.5 306.25 

31 RA 55 78.75 23.75 564.0625 

32 RLS 72.5 93.75 21.25 451.5625 

33 RA 59 71.25 12.25 150.0625 

34 RB 37.5 80 42.5 1806.25 

35 SH 34 55 21 441 

36 SHPS 62.5 77.5 15 225 

37 SFSAY 34 70 36 1296 

38 SG 59 77.5 18.5 342.25 

39 UH 42.5 72.5 30 900 

40 WH 5 50 45 2025 

41 YR 51.25 70 18.75 351.5625 

42 YTYGM 44 71.25 27.25 742.5625 

43 Y 30 73.75 43.75 1914.063 

    1956.5 3245 1288.5 45954.75 

 



 
 

 
 

 

 

Table 2 Computation of deviation and square deviation score of control group 

NO. NAME 
Pre Test 

(Y1) 
Post Test 

(Y2) 
y 

(Y2-Y1) (y)² 

1 AG 57.5 81.25 23.75 564.0625 

2 BMOH 66.25 78.25 12 144 

3 BNA 36.25 70 33.75 1139.063 

4 CCA 56.25 68.75 12.5 156.25 

5 CML 7.5 52.5 45 2025 

6 DJ 66.25 77.5 11.25 126.5625 

7 EVR 61.25 90 28.75 826.5625 

8 FYP 57.5 83.75 26.25 689.0625 

9 FA 41.25 71.25 30 900 

10 FW 55 68.75 13.75 189.0625 

11 HDM 62.5 82.5 20 400 

12 HA 51.25 72.5 21.25 451.5625 

13 HH 46.25 70 23.75 564.0625 

14 IKWS 52.5 80 27.5 756.25 

15 IPAIA 37.5 67.5 30 900 

16 IPDS 40 68.5 28.5 812.25 

17 K 50 75 25 625 

18 KAAT 60 73.75 13.75 189.0625 

19 LNAN 47.5 82.5 35 1225 

20 LSA 47.5 50 2.5 6.25 

21 LA 60 76.25 16.25 264.0625 

22 MFDF 55 83.75 28.75 826.5625 

23 MA 49 71.25 22.25 495.0625 

24 MMI 46.25 70 23.75 564.0625 

24 MRA 57.5 76.25 18.75 351.5625 

26 MHES 62.5 76.25 13.75 189.0625 

27 NKS 56.25 77.5 21.25 451.5625 

28 NNQ 57.5 68.75 11.25 126.5625 

29 NW 61.25 73.75 12.5 156.25 

30 RTH 44 76.25 32.25 1040.063 

31 RH 65 80 15 225 

32 SP 65 75 10 100 

33 SC 52.5 72.5 20 400 

34 TG 57.5 68.75 11.25 126.5625 

35 VRR 51.25 72.5 21.25 451.5625 

36 VSP 50 75 25 625 

37 WM 60 83.75 23.75 564.0625 

38 YAM 59 82.5 23.5 552.25 

39 YA 65 78.75 13.75 189.0625 

40 Y 60 77.5 17.5 306.25 

41 ZI 69 75 6 36 

42 IGYW 44 68.75 24.75 612.5625 

    2247.5 3124.25 876.75 21342.19 

 


