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ABSTRAK 

Tujuan dari penelitian ini adalah untuk mengetahui pengaruh penggunaan guessing 

game dalam pengajaran vocabulary. Penelitian ini dilakukan di SMPN 7 Mataram 

berlokasi di Jl. Bungkarno, Pagutan, Mataram. Studi ini menggunakan purposive 

sampling untuk memilih sampel penelitian. Terdapat dua kelas yang dipilih sebagai 

kelas kontrol dan eksperimen. Kelas 8
3
 dipilih sebagai kelas kontrol, sedangkan kelas 

8
2
 sebagai kelas eksperimen. Kelas 8

3 
terdiri dari 45 siswa, sedangkan kelas 8

2 
terdiri 

dari 46 siswa. Terdapat tiga prosedur dalam pengambilan data, yaitu: pre-test, 

perlakuan (treatment), dan post-test. Pre-test diadakan di kedua kelas, eksperimen dan 

kontrol kelas. Tujuan dari diberikannya pre-test adalah untuk menetahui pengetahuan 

dasar vocabulary siswa. Nilai rata-rata pre-test pada eksperimen grup adalah 49.61, 

sedangkan nilai rata-rata control group adalah 49.07. Tahap selanjutnya adalah 

perlakuan, dimana kelompok eksperimen diajarkan menggunakan guessing game, 

sedangkan kelompok kontrol tidak diajarkan menggunakan guessing game, melainkan 

menggunakan crossword puzzel. Tahap terakhir adalah post-test yang diadakan 

dikedua kelas untuk mengidentifikasi apakah guessing game efektif digunakan dalam 

pengajaran vocabulary. Skor rata-rata post-test pada eksperimen grup adalah 76.02, 

sedangkan skor rata-rata control grup adalah 65.78. Selain itu, data yang didapat 

dianalisa menggunakan formula t-test. Hasil penelitian menunjukan bahwa nilai t-test 

lebih tinggi dibandingkan dengan nilai t-table pada degree of freedom 75. Dimana 

nilai t-test adalah 2.76, sedangkan nilai t-table pada confidence level 0.05 adalah 

1.992 dan pada confidence level 0.1 adalah 2.642. Sehingga, dapat disimpulkan bahwa 

Alternative Hypotheses (Ha): “Guessing Game efektif digunakan dalam pengajaran 

vocabulary pada siswa kelas 8 di SMPN 7 Mataram.” dapat diterima. Sedangkan, Null 

Hypotheses (H0): “Guessing Game tidak efektif digunakan dalam pengajaran 

vocabulary pada siswa kelas 8 di SMPN 7 Mataram.” Tidak dapat diterima.  

 

Keywords: vocabulary, permainan, menebak, guessing game.  
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ABSTRACT 

The aim of this study was to find out the effect of using guessing game in teaching 

vocabulary. This research was conducted at SMPN 7 Mataram located on Jl. 

Bungkarno, Pagutan, Mataram. This study used a purposive sampling to choose the 

sample of the study. There were two classes taken as control and treatment class. The 

8
3
 class was taken as the control group, while the 8

2
 class as the experimental class. 8

3
 

class consists of 45 students while the 8
2
 class consists of 46 students. There were 

three procedures of data collection; pre-test, treatment, and post-test. Pre-test was 

given in both experimental and control groups to know students’ current knowledge 

of vocabulary mastery. The average scores of pre-test were 49.61 for experimental 

group and 49.07 for the control group. The next section was treatment, in which the 

experimental group was treated by using guessing game technique while the control 

group was taught by using crossword puzzle. The last step was post-test conducted in 

both groups to identify is guessing game effective to be used in teaching vocabulary 

with the result of average scores of post-test 76.02 for experimental group and 65.78 

for control group. Futhermore, the data were analyzed by using t-test formulation for 

the numerical data and identification. Research result showed that the t-test score is 

2.76 which is higher than the value of t-table in the degree of freedom 75 and at the 

confidence level 0.05 is 1.992, moreover at the confidence level 0.1 is 2.642. It also 

indicates that the Alternative Hypotheses (Ha): “Guessing Game is effective in 

teaching vocabulary at the 8th grade students of SMPN 7 Mataram.” is accepted. 

While, the Null Hypotheses (H0): “Guessing Game is not effective in teaching 

vocabulary at the 8th grade students of SMPN 7 Mataram.” is rejected.  
 

Keywords: vocabulary, game, guess, guessing game.  
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A. INTRODUCTION 

There are four kinds of skill which is usually taught in teaching English. These 

skills are categorized into two type, they are receptive and productive skill. 

Receptive skills are reading and listening, while productive skills are speaking and 

writing. Besides these four skills, there are also some language components which 

commonly taught in language class, such as grammar and vocabulary. These 

language components and skills are concerned each other. Alqahtani (2015: 22) 

proposed that vocabulary is an important tool for second language learners 

because a limited vocabulary in a second language hampers the success of 

communication.  

Jackson and Amvela (2000:11) state that the terms of vocabulary, lexis, and 

lexicon are synonymous. Vocabulary as one of language components can 

influence students’ communicate competence. Teaching vocabulary is importance 

to allow the students communicate in the target language. Without knowing the 

vocabulary, the students will find it is hard whether to understand or produce the 

language.        

In teaching and learning the language there are some problems which is usually 

found by the teachers in the classroom, one of them is the low motivation of 

students in learning English. Commonly, this problem occurs because of the low 

of students’ vocabulary mastery. Sometimes, most of the students find that it is 

difficult to understand a text which contains of some difficult words which hard to 

be understood by them. It makes the students demotivated in teaching and 

learning process.  
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The teaching and learning process is not merely the process of transferring the 

knowledge by using the traditional ways, such as the teacher stands in front of the 

class and explains the materials or writes down a list of vocabulary and ask the 

students to memories it. However, the teacher is demanded to be more active and 

creative to create the fun or attractive environment in teaching and learning 

activity. So, one of the appropriate technique which can be used to solve this 

problem is by using games.  

Game is one of the best ways to teach language especially in teaching vocabulary. 

The process of applying game in classroom gives many advantages to the 

students.  This technique not only helps the students to obtain the material easier, 

but it also creates the enjoyable situation in the classroom that makes the students 

more enjoyable the learning process. 

Games are supposed to be the effective ways to teach vocabulary. There are many 

kinds of game which can be used to teach vocabulary, and guessing game is one 

of the suitable techniques to teach vocabulary in classroom.  Thus, this research 

focuses on the use of guessing game in teaching vocabulary. Wright, Bettendge & 

Buckby (2006: 2) argued that the games can help the teacher to create the useful 

and meaningful language. Thus, the use of guessing game is supposed to be the 

effective way to teach vocabulary. 

There are some advantages of using guessing game technique compared by the 

other techniques. I-Jung (2005) stated that the use of game in the classroom is 

beneficial because the game uses learner-centre. In other words, guessing game as 

one of the teaching techniques more emphasizes on students-centre. It can be seen 
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from the activities in the classroom which involve all of students and it also 

emphasizes on students’ activeness in the learning process. Moreover, guessing 

game also creates the enjoyable environment in the classroom. In addition, 

through the game the students can practice to improve their skills, such as 

speaking and listening.   

Based on the problem mentions above, this research conducts an experimental 

research about the effect of using guessing game in teaching vocabulary. In order 

to find out whether guessing game effective or not to be used in teaching 

vocabulary. 

 

B. METHODOLOGY 

Research Design 

The design of this study was categorized as an experimental research about the 

effect of using guessing game in teaching vocabulary at the 8th grade students of 

SMPN 7 Mataram. The focus of this experimental study was on a treatment and 

outcome. This research involved two classes which divided into control group and 

experimental group. The students of the experimental group were taught by using 

guessing game, while the students of the control group were taught by using 

traditional technique. Before the treatment students of experimental and control 

group have given pre-test, and after that, both groups: experiment and control 

group were given a post-test to measure the improvement of the students’ 

vocabulary mastery. 
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Population 

The population of this research was taken from the 8
th

 grade students of SMPN 7 

Mataram in the academic year 2016/2017. The 8
3
 grade students wrere chosen as a 

control group and 8
2
 grade students as an experimental group. 

Sample 

This study used a purposive sampling to choose the sample of the research. According 

to Arikunto (2010), purposive sampling is one of the techniques which used to choose 

the samples based on some considerations which focus on a particular aim. 

The reasons of using this purposive sampling technique, as follow: 

a) Because not all the 8
th

 grade students have the same level, the use of purposive 

sampling helps the researcher to choose the samples that have the same level.  

b) There are two excellent classes, they are VIII 1 and VIII 12 class which become 

the consideration why this research use purposive sampling. 

Thus, from the total 13 classes of the eighth grade students, this research took 2 

classes purposively. One of them was an experimental class and the other one was a 

control class. The sample of this research was the students of VIII 2 and VIII 3 class. 

They were classified into two classes. The first one was an experimental class and the 

other one was the control class. The experimental group was VIII 2 class which 

consists of 46 students, while the control group was VIII 3 class which consists of 45 

students. The total number of the sample is 91 students. 
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Technique of Data Collection 

This quantitative research used vocabulary test in form of multiple choices to know 

the effect of using guessing game in teaching vocabulary. The data was taken from 

the score of students’ test. There were two kinds of test which used as instrument in 

this study, as follow: 

1) Pre-test 

Pre-test was conducted at the first meeting before the treatment applied in both 

experimental and control group.  

2) Treatment 

After giving pre-test, the next step was treatment. The treatment was applied in 

both experimental and control group, but in different way. Experimental group is 

taught by using guessing game technique, while control group is not treated by 

using guessing game. However, control group was taught by crossword puzzel. 

Both experimental and control were taugh by the same materials. The topics of the 

material were about fruits, animals, and occupations.  

3) Post-test  

Post-test was delivered after the treatment has been applied in experimental group 

and control group. The purpose of giving post-test was in order to know to what 

extent guessing game can be used to improve students’ vocabulary mastery. 

Technique of Data Analysis 

The purpose of gained the data is in order to know the result score of students’ test of 

both experimental and control group. Moreover, getting the data from both 

experimental and control group enable the researcher to analyses how well the 
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research and to know the differences of students’ vocabulary mastery between 

experimental and control group after giving the treatment.  

 The mean deviation score of experimental group is found by the 

formulation, as follow: 

MDx= 
∑ 𝐷𝑥

𝑁
  

Note:  

MD: Mean deviation score of pre- test and post- test of experimental 

group. 

N : the number of sample 

Σ : sum of sigma 

(Arikunto, 2010) 

 The formulation which used to find out the main deviation score of control 

group, as follow: 

MDy= 
∑ 𝐷𝑦

𝑁
  

Note:  

MD: Mean deviation score of pre- test and post- test of control group. 

N: the number of sample 

Σ : sum of sigma 

(Arikunto, 2010) 

 The formulation of sum of square deviation of experimental group, as 

follow: 
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  ∑ 𝑥2= ∑ 𝐷𝑥2 – 
(𝐷𝑥)2

𝑁𝑥
 

 The formulation of sum of square deviation of control group, as follow: 

  ∑ 𝑦2= ∑ 𝐷𝑦2 – 
(𝐷𝑦)2

𝑁𝑥
 

(Arikunto, 2010) 

 

 The formulation to find the degree of freedom (df), as follow: 

df = (N1-N2) – 2 

 The formulation which can be used to calculate t-test score, as follow: 

t-test = 
𝑀𝑥−𝑀𝑦

√(
∑ 𝑥2+∑ 𝑦2

𝑁𝑥+𝑁𝑦−2
)(

1

𝑁𝑥
+

1

𝑁𝑦
)

 

notes: 

t-test: the degree of differences 

Dx: the mean deviation score of experimental group 

My: the mean deviation score of control group 

Nx: the number of sample (experimental group) 

Ny: the number of sample (control group) 

(Arikunto, 2010) 
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Testing Hypothesis 

The formulations of the testing hypotheses, as follow: 

1. If t-test ≤ t-table at the confidence level of .05 (95%) or .01 (99%) then the 

null hypothesis (Ho): “There is no significant improvement of using 

guessing game on the students’ vocabulary mastery.” is accepted. 

2. If t-test ≥ t-table at the confidence level of .05 (95%) or .01 (99%) then the 

alternate hypothesis (Ha): “There is a significant improvement of using 

guessing game on the students’ vocabulary mastery.” is accepted. 

 

 
 

C. FINDING AND DISCUSSION  

This study was conducted to find out the effect of using guessing game in teaching 

vocabulary at the 8th grade students of SMPN 7 Mataram in academic year 

2016/2017. There were two classes which choosen as experiment and control group. 

8
2
 was taken as an experimental group, while 8

3
 was chosen as a control group. 

The data were collected from pre-test and post-test scores of experimental and control 

group. Both tests were taken in three weeks started from August 1
st
 to August 16

th
.  

One meeting for pre-test was given in the first meeting on August 1
st
, while one 

meeting for post-test was given in the last meeting on August 16
th

. This post-test was 

conducted in order to know the improvement of students’ vocabulary mastery after 

giving the treatment in both experiment and control group.  

In the process of treatment, the students from both groups, experimental and control 

group were given the same materials. The topics of the material were about fruits, 

animals, and occupations. However, the students from both experimental and control 



12 
 

group were taught by the different techniques. The experimental group was treated by 

using guessing game technique, while control group was taught by using crossword 

puzzle. The treatment was conducted in four meetings started from August 2
nd

 until 

August 15
th. 

  

From total 46 students of experimental and 45 students of control group, there were 

only 39 students from experimental and 38 students from control group which taken 

as the sample of the reseach. It was because of several students from both groups were 

absent whether in pre-test or post-test. Thus, the students who were not attending the 

whole of reseach procedures could not taken as the sampel of data.    

Table: The pre-test and post-test scores of Experimental Group. 

No Sample Pre-Test Post-Test 

1 ARA 45 90 

2 ASW 55 95 

3 AR 45 85 

4 BMAKH 55 50 

5 DS 55 95 

6 HR 55 55 

7 HS 50 65 

8 HA 25 75 

9 IGASK 55 80 

10 IMYP 35 75 

11 IPSP 35 80 

12 IASDA 70 85 

13 LQR 45 95 

14 MHF 55 75 

15 MDS 35 90 

16 MHAA 40 35 

17 MI 40 80 

18 MIR 40 70 

19 MRJ 45 55 

20 MI 35 80 

21 MN 55 70 

22 MAS 55 55 

23 NKDP  50 65 

24 NKSPS 45 85 

25 NPARD 70 95 

26 NWA 65 80 
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27 NRY 60 90 

28 ONW 35 95 

29 RA 70 70 

30 RG 40 85 

31 RR 45 95 

32 RDA 45 85 

33 RP 70 85 

34 RA 40 50 

35 SW 50 50 

36 SAS 55 65 

37 WF 60 85 

38 WN 65 95 

39 ZO 45 55 

TOTAL 1935 2965 

MEAN 49.61 76.02 

Based on the finding analysis of students’ pre-test and post-test score, it shows that 

pre-test score of experimental and control group is almost same. The scores show that 

the current of students’ vocabulary knowledge was still low. It can be seen from the 

pre-test mean score of the two groups which the score are 49.61 for the experimental 

and 49.07 for the control group. The highest score of the pre-test is 70, while the 

lowest score is 25 for experimental group. The highest score of pre-test in control 

group is 75, while the lowest score is 25. 

Table: The pre-test and post-test scores of Control Group. 

No Sample Pre-Test Post-Test 

1 AS 45 55 

2 AY 50 45 

3 AAU 55 75 

4 APW 70 75 

5 ARL 55 65 

6 AR 50 60 

7 ABSBP 75 85 

8 ASNS 65 80 

9 DGYP 75 85 

10 DSO 30 70 

11 DAA 50 80 

12 ES 30 60 

13 EPA 30 55 

14 IGRF 45 70 

15 IGAR 40 35 
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16 IGLGK  70 80 

17 IPODG 55 70 

18 IBAK 65 85 

19 IHR 50 60 

20 KJ 45 55 

21 KN 35 25 

22 LN 55 55 

23 LRF 50 75 

24 LS 60 75 

25 NKJ 25 50 

26 NKW 70 80 

27 NKGDJ 60 80 

28 NNTW 40 75 

29 NPAS 35 65 

30 NPARP  40 65 

31 NWDL 50 75 

32 NLD 45 75 

33 RPN 40 55 

34 RA 40 60 

35 SM 40 50 

36 SA 30 55 

37 UJ 30 65 

38 ZA 60 75 

TOTAL 1865 2500 

MEAN 49.07 65.78 

 

However, there was improvement of students mean score in post-test compared by the 

pre-test mean score in both experimental and control group. The highest score is 95 

which is achieved by several students from experimental group, while the highest 

score that is obtained by several students from control group is 85. 

For more detail, in order to find out how effective the guessing game technique in 

teaching vocabulary, it is necessary to compare the t-test value and the degree of 

freedom (df). Here are the table comparison of t-test and t-table:       

 

 



15 
 

Table: The comparison between t-test and t-table  

Value of t-test 

Value of t-table 

Degree of 

Freedom (df) 

.05 

(Confidence level 

of 95%) 

.01 

(Confidence level 

of 99%) 

2.76 75 1.992 2.642 

The table of comparison above shows that the value of t-test is higher than t-table in 

the degree of freedom 75 and at the confidence level 0.05 (95%) is 1.992, moreover at 

confidence level 0.1 (99%) is 2.642. It indicates that the Null Null hypothesis (H0): 

“Guessing Game is not effective in teaching vocabulary at the 8th grade students of 

SMPN 7 Mataram.”is fail to be accepted. However, the Alternative hypothesis (Ha): 

“Guessing Game is effective in teaching vocabulary at the 8th grade students of 

SMPN 7 Mataram.” 

Therefore, it indicates that guessing game is effective to be used in teaching 

vocabulary at the 8th grade students of SMPN 7 Mataram. It can be seen from 

students’ improvement score in post-test. The average score of pre-test in 

experimental group is 49.61. The highest score of the pre-test is 70, while the lowest 

score is 25. However, the post-test score shows the improvement of students’ score, 

where the average score of post-test is 76.02. The highest score of post-test is 95, 

while the lowest score is 35. Therefore, throught the guessing game the students are 

supposed to be more active and creative in learning English, especially in learning 

vocabulary. 
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D. CONCLUSION AND SUGGESTION  

Conclusion 

Based on the data analysis, The the effectiveness of using guessing game in teaching 

English, especially in teaching vocabulary can be seen from the finding of t-test value. 

The result of t-test is 2.76, so it means that t-test value is higher than t-table in the 

degree of freedom 75 and at the confidence level 0.05 (95%) is 1.992, moreover at the 

confidence level 0.1 (99%) is 2.642. Therefore, it also indicates that the Alternative 

hypothesis (Ha): “Guessing Game is effective in teaching vocabulary at the 8th grade 

students of SMPN 7 Mataram.” is accepted. While, Null hypothesis (H0): “Guessing 

Game is not effective in teaching vocabulary at the 8th grade students of SMPN 7 

Mataram.” is rejected. 

Suggestion 

1. For English Teacher 

For English teacher, using Guessing Game technique is very suggested. It is 

because this technique is one of suitable techniques which can be use to improve 

students vocabulary mastery. As we know that every method or technique has 

advantages and disadvantages, so the teacher is demanded to be more creative and 

wise in using this technique. In applying this technique, the teacher is 

recommended to use some media, such as colorful picture in order to make the 

students more motivated in teaching and learning process.    

2. For Students 

Most of students find it is difficult to learn English, especially to learn vocabulary. 

Using guessing game technique can solve this problem because this game is one 

of appropriate technique which can be used to learn vocabulary. Applying game 
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has many advantages, so the students will enjoy the learning process without feel 

bored or frighten.  

3. For Next Researcher  

This research can be used as a reference for the next researcher who has same 

interest to conduct a research in different setting and sample of study. For the next 

researcher, it is recommended to develop this research. Guessing game as a 

teaching technique not only can be used to teach vocabulary, but also to teach 

other language component and language skill. For the next researcher, analyzing 

the effect of using guessing game to teach other language component, such as 

pronoun, or language skill: reading, speaking, listening, and writing is needed. 
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