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ABSTRACT

Musdalipa 2021, The Students Perception in Using Jumbles Letter Games in
Learning English Vocabulary. ( Descriptive Quantitative Research at SMPN 2
ALLA ). Under the thesis of English Education Department, the Faculty of
Teacher Traimng and Education, Muhammadivah University of Makassar,
supervised by Radiah Hamid and Andi Asri Jumiaty. -

This research was conducted to know students' perception in learning
English vocabulary by using Jumbles Letter Games at the Eight Grade of SMPN 2
ALLA. In this research, the researchef focuses on students’ perception in using

garch was Descriptive Quantitative
students of the Eight Grade of
rom 20 students of Eight
0 students, selected by

]

wes, Stid F

&\\\“"'!// 4

N AN
——

viii




ABSTRAK
Musdalipa 2021. Persepsi Siswa dalam menggunakan Permainan Jumbles Letter
dalam Pembelajaran Kosakata Bahasa Inggris. (Penelitian Deskriptif Kuantitatif di
SMPN 2 ALLA), Di bawah tesis Jurusan Pendidikan Bahasa Inggris, Fakultas
Keguruan dan Ilmu Pendidikan Universitas Muhammadivah Makassar di bawah
bimbingan Radiah Hamid dan Andi Asri Jumiaty.

Penelitian ini dilakukan untuk mengetahui persepsi siswa dalam belajar
kosakata bahasa Inggris dengan menggunakan Permaman Huruf Campur Aduk di
Kelas 11 SMPN 2 ALLA, Dalam penlitian ini. peneliti fokus terhadap persepsi
siswa pada penggunaan  Stratég gainan  huruf campur aduk  dalam
pembclajaran kosakata Bahag -
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CHAPTER1
INTRODUCTION

A. Background

Listening, speaking, reading, and writing are the four main language skills

that are often discussed in anguage Learning (ELL), These four

abilities are all r'a]u dare.equally essential. According to

pKA
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abulary, English
teachers have used a variety of strategies. Since vocabulary mastery is onc of
the most important factors in language learming, the use of different
techniques aims to help leamers learn and improve their vocabulary. When it
comes to language learning, vocabulary tends to be one of the most pressing
issucs, since language learming is a basic necessity for communicating our

1




thoughts, feehings. and desires. We'll need words or vocabulary in this
situation. One of the language components that can influence macro skills is
vocabulary,

That vocabulary, according 10 Richards and Willy (2002), offers a lot of

fundamentals for someone learning to speak, listen, read. and write. Learners

te listen 1o them,

according to the teacher. During class, the students also chat a lot with their
peers. They normally discuss something unrelated to the lesson when the
teachers ask the students to clarify what the teachers have said and they are.

unable to do so. Students who find their classes boring did not leamn properly,



even though they had an ipherent ability to leam a language. In reality,
children learn best when they are involved in stimulating activities, and
games are an excellent tool for teaching them a foreign language. As a result,
Jumbles Letter Games 15 an excellent way for students to expand their

vocabulary, And my opinion, Jumbles Letter Games are a form of language

game that can be used to b ]ea;rn new words. It emphasizes

voeabulary learningd ay for students.
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wdents' Perception in

Using Jumbles Letter Games in Learning English Vocabulary" with ihis goal

in mind.




B. Problem Statement
Based on the background above, the researcher formulates a research
question as follow: How is students” perception in learning Enghsh
Vocabulary of using Jumbles Letter Games at the Eight Grade of SMPN 2

ALLA?

help the students

to improve the student’s vocabulary.




E. Scope of the Research
In collecting the data for this research. the researcher would limited this

study focusing on students” percéption in learning English vocabulary (noun)

using Jumbles Letter Games at SMPN 2 Alla.
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C. Concept of Jumbles Letter Games
1. Definition of Game
Several linguists have identified the word "game.” In a nutshell, according

o Dobson in Gruss (2016), a game 1s an activity with rules, goals, and a

collection of fun. According to Carrier in Tanggak (1991), there are many

minimizing teacher-
f A game may serve as a testing tool, revealing flaws and the need

for corrective action.

Simply put, games aren't just a distraction or a break from routine in the

language classroom. They must also contribute to language proficiency in
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certain respects. such as encouraging learners 10 use language during the
pgames.
2. Benefit of Using Game in Teaching Vocabulary

According to Wallace in Munawir (2010), vocabulary games have been

more commonly used recently for two key reasons: first, vocabulary games

will encourage student motiva AR, create appropriate kinds of positive

i

effective atmosphercd en in the artificial confines

AS
i waKASS

.q . ame 1s a
v i oo
\\\&“\“" ""”/ |

? ~

c:-:}ncapts learned
can Improve stud < use games to enhance
ability in small and large groups, as well as to measurc mastery of skill or

material, Games are also useful for teaching and reinforeing social skills. as

well as for deepening subject discussion.
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3. The Importance of Games in Learning Vocabulary

Learning vocabulary through games is important because it motivates
students to leam and prevents them from being bored. There are several

benefits of using games in the classroom, according to Su (1995):

a. Games provide a weléome break from the language class's dmly

routine.

Games can accomplish this in two ways, according to Byrne (1986):

a. They may be used to enhance a leamer's command of a specific item
or set of things in the language, such as sounds, vocabulary, spelling,

grammatical structures. or functions, This type of game is all about




precision, and its aim is to reinforce and probably expand what has
already been taught.

b. Thev may be used to give learners chances 10 use language rather
than only practice it; in other words, they are more concerned with

fluency than accuracy.

have the ability to shifl students'

writing game and a vocabulary-teaching tool that encourages students to leamn

and memorize their vocabulary.

Jumbles Letter is a technique used to unlock the difficulty of the lesson,

according to Basbas in Iamza (2019), The instructor will prepare pieces of
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paper with one letter of the term o be specified on each piece. The class will
be split inta two classes, with one representative for each word to be identified
in cach group. The letters will be placed in a jumbled order on the board. The
quiz master will read the meaning, and the delegate will jumble the letters to

deseribe the term's meaning, One point will be awarded to the party whose

leader fimishes organizing .
points will be declaredie w

etters first. The party with the most
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2) Add

It To make a new term, you must add tiles 1w a line. A maximum of two
tiles can be added by the students. The students must draw one or two new
tiles from the tile bag at the end of their turn so that they have a total of five

tiles on the tray, For example :

A L o T : A C T s
3) Shuffle and
) {
T ¢ tiles on the
@ A A v
P 3 s
| s from
he
v
\J 4
U
b.
0
A things that a
. . 4 N\ Ve ;
teacher € es in teaching
vocabul Relp gn-and to use the

language game smoothly in the classroom. They are:
1) The teacher should think about how and when to use the language
game that was mentioned carlier.

2} The instructor should choose or pick the vocabulary material to be

taught to the students, as well as the amount of new vocabulary that




will be offered to them. A instructor, for example, would nstruct the
first grade in senior high school, One of the vocabulary-related
materials is about "Animal". The instructor then chooses the names of

the animals to be taught later. The teacher can determine that only ten

animal names, such as snake, duck, crocodile, rabbit, turtle, buffalo,

horse, roaster, butte / }’ will be given.

707 | sares O

r

/TR
I

determines if the game should be played individually. in pairs, or in
groups. 1 there are 20 students in a classroom, cach of whom
operates independently, the teacher can prepare 20 sets of alphabet
letter articles ( step 4 ). If a teacher and a student work in pairs, the

teacher would need 1o prepare ten sets of alphabet letter articles. If




the instructor requires the students o work m groups of four, she
should plan five sets of alphabet letters, for example. (If time and
preparation are restricted, the teacher can instruct students 1o prepare

their own alphabet letter papers after demonstrating how to do so or

showing an example of the alphabet letter papers set,)

then colleet an

envelope from the box individually.
5) Steps 3 and 4 repeated about four times. But in sicp 3. The teacher
avoids the students in taking the same envelope with watching the

withdrawal,
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fi) The students” collect their answers paper to the teacher.
7} Teacher discusses the 60 jumble letter; he writes the correct forms at
the foolscap paper and asks the students to answer it one by one or

together.

For example:

Arrange the word 1nto

NN
'900‘ N\

s

and reduce anxiety associated with language acquisition,
¢. The Jumbles Letter Games for Teaching Vocabulary
According to Khan (1992), the teacher will present letiers of a word in a

jumbled form (letter jumbles), and the students will be asked to select an

alternative that can form a word. The letters in the word's spelling are
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numbered, and different combinations of the numbers are given as
alternatives. Using Jumbles Letter Game, there are several steps to teaching
vacabulary, The first is that each student is given a set of letter cards, each of
which contains one letter from the target words. The second is that students

are given letter cards 1n a random order and mus! organize them in the correct

term.

D. Concept of Perception

bed as a person's
attitude toward or perception of a specific object.
On the other side, according o Oxford Dictionary (2007). perception is

defined as the way you notice things, especially with the sense. Perception is

concerned with the human senses of sight (eyes), hearing (ears), touch (other
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parts of the body). smell (nose), and taste, which produce signals from the
environment (tongue). Perception and human sense are also concerned with the
organization of acquired data or knowledge. To put it another way, human

senses and responses are instinctive. Instinctive responses based on processed

knowledge include the intensity at which a person bats his or her eye hids when

seemng an object moving quicktiun of the eyes, as well as people's

surroundings and use it to communicate with them.
Robbins, on the other hand, not only defines perception but also describes

certain metrics of perception in order to understand how the process of
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collecting knowledge through human  perception works. Those indicators
divided into two indicators as follows:
|. Acceptance

Acceptance or reabsorption 1s a phystology stage measure of perception: it

refers to the role of the five senses in grasping external stimuli. This means that

Z

!,(, G, -

DS DA AR

V 2 I/J‘«U )
4

/'/’//l”'“b“\ \
\

A

"y

4

Neutral 20-60

Negative 0-20

(Sugiyono, 2017)
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E. Conceptual Framework
In this conceptual framework below, the researcher take a study about
“The Students” Perception in Using Jumbles Letter Games in Learning

English Vocabulary.

Learning Vocabulary A Jumbles Letters
Games




CHAPTER 111

RESEARCH METHODOLOGY

A. Research Design

In this rescarch, the researcher used Descriptive Quantiative

......

------- ass VI B consist of
20 students of SMPN 2 ALLA. To determine the subject in this rescarch, the
rescarcher applied Purposive Sampling because in the Eight Grade consist of 5
classes that VIIIa, VIII b, VIII ¢, VIITd and VIII ¢ but only 3 classes that they

have leamed Jumbles Letter Games and the rescarcher choose class VIII B

8




because the students in the class VIl B more excellent and understand about
Jumbles Letter Games and easier to get data.

(. Research Instruments

Instrument was defined as a tool that used to obtain the research

data. In this study to collect data the researcher used closc-ended

base explanation for the numbers, that were:




Tuble 3.1: Scale Likert

NO | Scale Score

1| Strongly Agree 5

2 Agree 4

3 Undeeided 3
Di 2

\Q/Q‘ \N\KAS*SA

A W x\'h,,g/

./ \\\\ Al\y / ,// ~ $
h/ :o" =

b) The rescarcher collect the questionnaires.
¢) The rescarcher analyze the data.

d) The researcher classify the answers based on the questions.
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E. Data Analysis
Likert as cited in Gay (1981:126) states that every response is associated
with a point value and an individual that has score 15 determimed by summing
the pomt value for cach statement. The following pomnts valuc might be

asstgned to response to positive statement S strongly agree, 4 agree, 3 for

] ’ 'l’.[,// =
-~ \;1 il |.|II:.&'//‘-A 1 447/
-’"," 2 “ :

N = Number of Sample

100% = Constant Value




32

b . Category Table of Perception
Score of level perception students classify in 3 levels, Firstly, if the
students el score 60-100 it is categorize in positive level. Secondly, if the

students get score 20-60 1t is categorize neutral level. Thirdly. 1f the

students get score (1-20 11 1s categonize in negative level,




Table 3.3. Level of Perception

Level of Perception Score

Positive B0-100)

C Newal 20-60
Negative 0-20

33




CHAPTER IV
FINDINGS AND DISSCUSSION
A. Findings
There were a total of 20 questions on the questionnaire. The students

were given a questionnaire to fill put. The researcher analyzed the data to

obtain a percentage and oR rmannn in the form of a table.

L item 15 the starting point for

p«S MUH4,,
ANKASg
by
\\\\\‘ "r///

i. \/‘\\y ”l" 4v’l

e\
\’3’ \&

// /’llll\‘\\\\ N
) H

The table above shows that, 8 (40%) of students chose strongly
agree (SA), |1 (35%) chose agree (A), none chose undecided (L), 1 (5%)

chose disagree (D), and none chose severely disagree (SD) (SD). It

34
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signifies that the majority of students say that they were pleased when they

were taught animal names using playing cards.

Table 4.2

Statement 2

I love when the cards were scrambled and we should find out the letter.

Total iﬂ 100
The table above shows that 10 (50%) out of student choose

strongly agree (SA), 9 (45%) choose agree (A), none choose undecided




(U}, 1 (5%) choose disagree (D) and none choose strongly disagree (SD).
It means that some student strongly agree that they easier to remember the
name of animals with card games,
Table 4.4
Statement 4

\\\\\“

\:\\\ »l\ y i

1. Strongly Agree 7 35
2 Agree 10 50
3.  Undecided 15
4. Disagree < -
5. Strongly Disagree = £
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The table above shows that 7 (35%) out of student choose strongly
agree (SA), 10 (50%) choose agree (A), 3 (15%) choose undecided (U),
none choose disagree (D) and none choose strongly disagree (SD). It
means that most of the students agree that they love when they can arrange

animals” name quickly in a card games.

" GRKAS

D

S4
N \‘Jl.I 7 ?
Q\Y'/w

M\ T
-»\”/ N
- : Y : -~ .

I am not sleepy when I arrange cards by animals’ name.

No, Opinion Frequency Percentage
(%a)

1. Swongly Agree =7 35

2. Agree 11 55

3.  Undecided 1 5

4. Disagree 1 5

5. Stongly Disagree 5 :

Total 20 100
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The table above shows that 7 (35%) out of student choose strongly
agree (SA), 11 (55%) choose agree (A), | (5%) choose undecided (L), |
(5%) choose disagree (D) and none choose strongly disagree (SD) It
means that most of the students agree that they not sleepy when they

arrange cards by animals” name.

‘%\\ \.:\b}\‘\“““
::‘o .

Statement 9

I am not bored of learning animals’ name with shuffled cards.

No, Opinion Frequency  Percentage (o)
1. Strongly Agree 10 50
2. ﬁg_m_e 9 45

3. Undecided = 2




39

4.  Disagree I 5
5, Stron EIY [h‘m ; ¥ = =
Total 20 100

The table shows that 10 (50%) out of student choose strongly agree

(SA), 9 (45%) choose agree (A). none choose undecided (U), 1 (5%)

choose disagree (D) and none strongly disagree (SD). Some students

Table 4.11
Statement 11

I was not interested when learning animals’ name with card games.

Na, ﬂpin_lnil Frequency  Percentage (%)
1. Strongly Agree = =
L. Agree 1 5
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3. Undecided f ok 5
4. Disagree 12 60
Total 20 100

The table above shows that none student choose strongly agree (SA), 1
(5%) choose agree (A), 1 (5%) choose undecided (U). 12 (60%) choose
disagree (D) and 6 (30%) choose strongly disagree (SD). It means that

most of the students disagregiythat they not interested when learning

animals™ name with cak

PRARL SN @"70

\\m\'hﬂ/

Table 4.13

Statement 13
Card games makes it difficult for me to remember the animals’ name.

No.  Opmon Frequency Percentage (%)
1. Stongly Agree -
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2. 1 5
3 2 10
4. 10 50
S. 35
20 100

The table above shows that none student choose strongly agree

(SA), 1 (5%) choose agree (A), 2 (10%) choose undecided (U}, 10 (50%)

4,
\\\\\\‘lih//// Y -y

S T T e
’; = & %
} IR 8=
STt
|
:

2t &)
& /

Table 4.15
Statement 15

Arranging animals' name on a card games quickly make me feel normal.

No. Opinion _____ Frequency  Percentage (%)
1. Swongly Agree = =
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15
15
33

R

B G gww
b

100

Total |

The table above show that none of student choose strongly agree
(SA), 3 (15%) choose agfee (A), 3 (15%) choose undecided (U), 7 (35%)

N
&\l

A
e

A
':////;4

disagree (SD). It means

that some students disagree that card games make their discouraged in

learming,
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Table 4.17
Statement 17

Composing animals’ name with card games me sleepy.

2. Agree 2 10
3.  Undecided 4 20
4. [ : 4 20
5, ropgh 10 50

100

RO N
\\

he table above

(5%) choose agree (A), 4 (20%) choose undecided (U), 11 (55%) choose
disagree (D) and 4 (20%) choose strongly disagree (SD). It means that
almost the students disagree that they not interesting when their found

animals’ name in card games.




Table 4.19

Statement 19
Learning animals’ name with card games make me bored.

No. Opinion Frequency Percentage (%)
L. Strongly Agree =
2.  Agree 5
3.  Undecided 15
40
s 40

20 100
ent choose strongly agree (SA), 1

s
o 00 W — 4

- — 7 ~

(SA). 1 (5%) choose agree (A), 3 (15%) choose undecided (U), 8 (40%)
choose disagree (D) and & (40%) choose strongly disagree (SD). It means
that some students disagree that learning animals’ name with card games

make their bored.
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Mean Score

W Series 1

20 x 3 = 60 neutral

20 undecided score/ low score

20x1




Table 4. 21

Category of the Students’ perception in Using Jumbles Letter Games

Sco .
Classi ﬁ:: s Percentage  Frequency Category
60-100 61.4 20 Positive
20 Positive Perception

S N ‘\ir. ,/,

e ption in using Jumbles
Letter Games in Learning English Vocabulary. The research reveals that
nouns help students learn vocabulary, as seen by the fact that 70% of students
chose Strongly Agree and 25% chose Agree. The data from the questionnaire

item 2 : 1 love when the cards were scrambled and we should find out the

letter, and item 3 : | was easier to remember the names of animals in card
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games” shows that 10 (50%) students chose strongly agree and 9 (45%)
students chose agree. According to Dorry in Hamzah (2019), practicing the
Jumbles Letter Game in the classroom can help students improve their
vocabulary, writing, and spelling. Based on this information, it can be stated
that Jumbles Letter Games are extremely beneficial to students vocabulary

development. Students repfember new words easily because the learning

process is interesiifig i bored, and at “item 6 : I very

-

i p e Sl
@‘PKA 'S.S v aarning  English
R

f-Seore < bles Letter
ngl * a analysis of
9,;;_ Y/ e Z .
///4/*wa )\\ ; percepuons in
/o,'//'.u. AN . -
G 'ilf eac v. The majority

gave a positive
e findings, because
Strategy implemented
- well received by the
students, because it can assist students in the process of learning vocabulary.
Fudhla (2013). the benefit of playing jumbles letter games in teaching and

learning is that it allows students to memorize new vocabulary and correct

spelling in a pleasant and interesting method. Learning vocabulary through




games is a fun and productive method that may be used in the classroom.
According to Agoestyowaty in Sihombing, (2019), employing games in the
classroom not only changes the dynamic of the classroom, but it also
rejuvenates kids and helps the brain learn more effectively.

This research is backed up by Sihombing, (2019) who stated in the

research results that studefis are more effective when they use the

am, (2011) who stated in his research

mes Strategy has a significant
impact on students' learning of English Vocabulary. According to the results

of a poll, the majority of students favored the Jumbles Letter Games Strategy.

As a result, the researcher can conclude that second-graders at SMP Negen 2




a9

Alla had a positive perception toward using Jumbles Letter Games in leam
English vocabulary.




CHAPTER YV

CONCLUSION AND SUGGESTION

A. Conelusion

The researcher concluded that the Eight Grade Students of SMPN 2

Alla had a positive perception of the English teacher's Jumbles Letter Games

Strategy based on the data@ud discussion in the previous chapter Students

1

:1 1 ﬂ'.IE}F should find out the letter,

‘\\\\\\l’ihf///

\ ALY

For English teachers at SMPN 2 Alla Eight Grade Class VIII B,
recommends using this technique to teach students about vocabulary

because students enjoy and are enthusiastic in studying English

vocabulary,
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2. Use this research as an additional reference in the same field for future
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Appendices 1 : Questionnaire

Name :
NIS ¢
Class:

Silahkan beri tanda (V) pada pernyataan-pernyataan yang sesuai dengan kondisi
anda,

Keterangan:
SA = Strongly Apree

3, | 1 was easier to remember the name of animals
with card games.

(Sava mudah mengingat nama-nama binalang
dengan permainan kartu).
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4. | 1 was easier 1o guess the name of animals in the
card games.

(Saya mudah menebak nama-nama binatang
pada permainan kartu).

5. 1 love when | can arrange animals” name
yuickly in a card games.

= {Saya senang ketika saya bisa menyusun nama-
y nama binatang dengan cepat pada permainan
kartu).

_/. _AS MUHA
cepy fing

WPAKAS 34,;

T\

e
it

1111111
"
o

e »"j‘ 1 - )
77 QAN

'

(Kosakata saya bertambah setelah belajar
dengan cara menyusun  kartu-kartu  yang
diacak).

11,1 was not interested when learning animals’
name with card games.
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{Sava tidak tertarik ketika belajar nama-nama
hinatang dengan permainan kartu).

12. | lam lazy to learn the card is scrambled and we
are asked to find the letter.
(Saya malas belajar ketika kartu-kartu tersebut
diacak dan kita diminta untuk menemukan
hurufnya),
13, Card games makes b difficult for me 1o
remember the ani
(Permai ; : a  sulit
mengif
14
@ A A v
0
i
0
()
A DF
permainan ke mbual sngantuk),
18. | | was not interesting when | found animals®

name in card games.

' (Saya merasa tidak tertarik ketika menemukan




nama-nama binatang pada permaina kartu),

19, ' Learning animals’ name with card games make
me hored.
(Belajar  nama-nama  binatang  dengan
permainan kartu membuat saya bosan).

20, | My vocabulary was not increased after learning

by arranging shuffled cards.




Appendices 2 : Students Answer
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i

{Savw serang ketrka doapar tehting fama-nani

o
imatang demasn permanan karu) I

|
11 Kve when the catds were sctunibled and we |
should find out the letet ‘ /

| Raw sk sekall hetke karma-kamu jeriebio
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(10 My iscabulary mcreased after leaming by 1 II
| arvarging s iTed cards
(hemikaty wyxa henambaly serelsh  belujar
dengancara memyusin  kartaokanty, vang
ilidcak | o |
was noglerevied when learning anintls | T T
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Appendices 3 : The Formula of Analyzing the Data
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Appendices 6 : Documentation

Research.s Location

The Student Working the Questionnair
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