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ABSTRAK
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CHAPTER 1
INTRODUCTION

A. Background of the research

mastery is clearly shown by learners ability in expressing vocabulary that

known with understanding. It is also shown bytheir ability of making

sentence using vocabulary. Matondang et al., (2018)stated that vocabulary




mastery can be defined as someone’s proficiency in using words and their
meaning approprately in language.

Based on the pre-observabion that has been connected by the

\n proven by the
”’ L* s in
Y, "\

///f’ ;::

during learning process. Games also can help create contexts in which the
language 15 useful and meaningful.

In this situation the researcher attempls (o use a game fo teach

English vocabulary in a different approach. One of the teaching ways that




The researcherwants to help the students to find out the treatment

to improve students’ vocabulary mastery.

E. Scope of the Research




CHAPTER 11

REVIEW OF LITERATURE
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this rescarch aims finding out whether or not using antonym card game is
effective increasing students’ vocabulary mastery at SMP Negeri | Palasa
Pang: Mountong. The writer applied a quasi-experimental research design

were involving expenimental group and control grou. 42 students chosen




a second language, as vocabulary is one of the four language skills 1o
acquire. Students will struggle to learn English if they do not understand

the new words.

h. Kinds of Vocabulary A

o 517 ations that kinds of

of the introducethe condition or status of someone or something in the
pharse.” Marcella in Hasanah (2021) stated that a verb is a word that is

employed to express something else.
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4)  Adverb
There is an adverb in vocabulary that is used to provide more

nformation about a verb. “Advegbs are those prodoced from adjective

by adding-ly,” Marcella i PAM ) st that adverb is meaning

/ \t-. hat describe the action

iF

Further, she explains that vocabulary is closely related to grammar, and
the vocabulary system of most languages can be divided into

grammatical words.
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In relation to the significance of vocabulary for someone’s
competencies in speaking language Hidayat & Syahnzal (2020) stated

thatvocabulary 15 one of the elements of language tht should be leamed

and taught. It cannot be g -fA-: be hard to master language

\ of vocabularies.
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bty

soctal imteraction. To achieve high vocabulary mastery, one must follow

the steps below. It can be charactenzed as having a working knowledge
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of a language's words. The ability of kids to produce and understand
words in their daily lives indicates their vocabulary mastery.

According to Ermawatidet al, (2019)Vocabulary mastery 1s

material that is being leamned
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place, or a thing. By a thing here, il means that compnises something

which can be perceived by human senses, ot that which cannot be

perceived but can be thought of. Homby (in [ ele: 2020) states that a




noun is a word used to name identify any of a class of things,

people, or ideas.

Based on the explanation alfove, we can concluded that noun is all

general in nature and we often encounter in everyday

life. Example : book, teacher, river, table, and others.
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¢) Collective noun is a noun that indicates a group or group

of certain object that are one entity or have multiple

meanings, Colledive nouns can be humans, animal or

single and not more than one. Example : house, teacher, car,

chair.
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Herlina Syam et al., (2021)stated that games are identical with the

children, 1t 1s known that the children like playing game very much. In

language learning, games can e involved to motivate the students in

enhance students” use of English in a flexibel, communicative.
4) Games are motivating and they give students more opportunity to

express their opinions and feelings.
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5) Games are diversion to the regular classroom activities, break the
1ce, but they also need to introduce new 1deas.

c. Type of games

Frsoz in Warni (2018
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Dice game is incredibly versatile. The dices need not only
have numbers on the face. They can have colors, letters of the

alpahabet- virtually anything that can get children interest.

5. Drawing game
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which every object occurs with every other object) with only eight objects
on each card,
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Alesia (2017) stated that Spot it card is a game for two to eight
players, ages seven and above. The goal of the game is to locate a

matching symbol between two cards as quickly as possible. There are
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6. Tt can help avoid students being bored during the teaching-

learning process.
1. There 1s dynamic mutual help between the students.
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¢. The Disadvantages of Using spot it card game

1. Students will bet on themselves

2. Not every students feel e

3 anngthn
4 '.J/

icult for the teacher
M) 4 dtﬂ

improve students” vocabulary mastery in term of noun, Through this game,

it is expected to help students in mastery vocabulary. At this point, the

rescarcher draws the theorctical framework as follow:
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The conceptual framework of this research in show below.
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researcher try to use Spot It card game to improve students” vocabulary

mastery in term of noun.
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D. Hypothesis

A hypothesis is considered as an intelligent guess or prediction. that

gives directional to the research to ghswer the research question.




CHAPTER ITI

RESEARCH METODOLOGY

The researcher gave treatment to improve students’ vocabulary mastery by
using Spot It Card Game. The treatment of the research conducted in four

meetings. The procedure of Spot It Card Game were:




a. Before class began, the researcher divided students into several group,

b. The researcher explained the way of the treatment by using Spot It Card

Game.

MS0e

‘and dependent vanable
a. The Independent vanable (X) in this rescarch is the effectivencss

spol it card game,
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b. The dependent variable (Y) in this research is improving students’
vocabulary mastery.
2, Indicator
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their judgment to choose the appropriate simple for collecting the data
that needed and usually based on the prior information,

The researcher selected class VIII-B SMP Muhammadiyah 6
Makassar as a sample. The total of the sample was 25 students.

.
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D. Instruments of the research
In collecting the data, the researcher used instrument test. the test

instruments were the vocabulary test consist of 10 items of multiple
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form and rearranging test by spends 30 minutes which same with the
pre-test



F. Technigue of Data Analysis

In this research, the researcher analyzed the data have been collected

\

b
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3. To find out the sstudents’ improvement, the researcher use formula:

p:f".‘ﬂx 100
X,




Notion:
P the percentage of students” improvement

X :the mean score of the pre-test

Xz :the mean score of the post-tes

(Gay,2016)
4. To find ou

Table 3.2
Testing Null Hypothesis Alternative Hypothesis
T-test>T-table Rejected Accepted
T-table<T-test Accepted Rejected




After calculating the value of t-test, it was compared with the value
of t-table, it means that Null Hypothesis (Hg) was rejected and Alternative
Hypothesis (H;) was accepted because there was significant difference

in ./
\\\\dm':////
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CHAPTER IV

FINDING AND DISCUSSION

A. Findings

In this finding explain the rmmh such as students’ score
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4 Fairly Good 66-75 5 20 4 |
5 Fair 56-65 11 44
6 Poor 36-55 5 20
7 Very Poor 0-35 -
TOTAL 10 25 I
The percentage of
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Chart 4.1. The result of The Students’ Pre-test and Post-Test

TEEEEEED

[
[=]

d
|

A\ | | )
Ntz

§ > g l"}%‘»f‘i : J

SN ~
L RN 1
& ne, | ~

students vocabulary mastery of the post-test were better than the pre-test

because in percentage of the post-test was higher than percentage of the

pre-test.




The mean score students’ vocabulary mastery in term of noun

Chart 4.2 Mean score
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than t-table, the null hypothesis (Ho) is accepted and alternative hypothesis
(H1) is rejected. It means that there is no sigmficant different score of the
students’ vocabulary mastery before and after being taught by using Spot

It Card pame .
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To determine the level of significance between the two variabels
(pre-test and post-test), the researcher used t-test analysis at a significance

level (p) =0,05 with degrees of fregdom (df) = N-k, where N = number of

students (25 students) and k= er of vanable . The result of the t-

table value obtaine \-{.

the analysis for the

5 the result of the

-\ e
W o]

table and the t-test, so the researchers concluded that teaching vocabulary

with the Spot It Card game was effective in improving students’
vocabulary achievement.




B. Discussion
In this part, the result of the research on the use of Spot It Card

game in improving students” vocabulary mastery of VIII grade in SMP

Muhammadivah 6 Makassar

i

g 1o the research objective, are to

test. The output of paired sample statistic showed that the mean score of
pre-test was 62.4 and the mean score of post-test was 83.84. It can be
conclude that students’ vocabulary mastery had been increased after using

the treatment of Spot It Card game.

T
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This finding is also in line with what have been found by P &
Pratiwi (2020) stated that The results of them research by using Spot It

Card Game in English vocabula Imhing not only permits students to
understand the peripheral m

w\\\\\l‘nh ///

“\\ - ‘\\\ o ////

vocabulary in term of noun at eight grade of AMP Muhammadiyvah 6
Makassar in academic year 2020/2021 could improve and the students’
score after applying Spot It Card Game was better than before the

treatment was given 1o the students.




Moreover, another finding in this research was the mean score of students
in pre-test was 62,4 which were classified as fair classification and after post-

test was 83 84 which classified as good classification

B. Suggestion

Based on the conclusi

¢ The students should practice more n vocabulary in term of noun hy
using Spot It Card Game, so their ability in vocabulary improved well.
d. The students should be brave to express their idea and share about

their opinion.

R A
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RENCANA PELAKSANAAN PEMBELAJARAN (RPP)

Nama Sekolah - SMP MUHAMMADIYAH 6 MAKASSAR
Mata Pelajaran . Pendidikan Bahasa Inggris

Kelas Vil

Alokasi Waktu = 4 x 40 menit

ul[,/

//

@
i

mengurai, merangkai, memodifikasi, dan membuat) dan ranah abstrak ( menulis,
membaca, menghitung, menggambar, dan mengarang) sesum dengan apa yang
dipelajan di sekolah dan sumber lai yang sama dalam sudut pandang teori.



B. Komptensi Dasar dan Indikator

Kompetensi Dasar Indikator

31 memahami fungsi social, | 3.1.1 mengidentifikasi fungsi social,

struktur teks, dan unsure kebahsaan
ada teks untuk menyatakan dan

struktur teks dan unsur kebahasads
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Topik
Teks dan tulis untuk menyatakan dan menanyakan nama benda
vang dekat dengan kehidupan sehari-han

D. Media Pembelajaran

Pendekatan: Scientific
Model Pembelajaran - problem based learming. discovery leaming



Metode: Spot It Card game
E. Media Pembelajaran
1. Media ; whatsapp
2 Alatbahan spidol, kertas, papan tulis | internet
3, Sumber belajar - www easypeggelearning com

1 ,‘.!‘ Al
g - \\\x‘ﬂ”' 4/
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e Guru menyampaikan
bbatasan pembelajaran dan
mendeksknpsikan  kegiatan
menurut silabus.

Inti.
Pertemuan pertama.
e Secbelum memasuki  maten
dan menerapkan metode Spot




I

It card game, siswa diberikan
pre-test.

e Guru menjelaskan tentang
materi yang akan dipelajan.

e Guru menceritakan  kis

T huat
kalimat menggunakan Kkata
benda.

e Guru membernkan  tugas
epada siswa untuk dikerjakan
di rumah.

Pertemuan ketiga:
e Guru menjelaskan  kepada

60 menit




% Carmrot
d. Grass
5. Grandfather 15 cutting the mango in front of the house

a Tree

b. Grass




8 Whatisit?




Rearrange the following letters below to make words!







5. What is this 7




10. What is this ?




Appendix C Name of students SMP Muhammadiyah 6 Makassar

Code

Students




2. Post-test

Students Items Post-test

S-1 25 92 8464
S-2 /

S-3




APPENDIX E

Students’ score and table of achievement

Students
Pre | PostXa | D(X»-Xy) | Xi° Xy D’
Ny
S-1 60 92 2 3600 | 8464 | 1024
S-2 40 1600 | S184 | 1024
S-3 7 184 | 8464 | 400
S-4 7056 | 784
S-5 5184 -16
o4 256
. 1296
/) A A
\ ~
)
4
A
LY
4
.’
' L
4 D F w
13,360
| Mean score . y




APPENDIX F
The mean score of the students
The formula of mean:

I. Pre-test




APPENDIX G The significant Different
Finding out the difference between students’ in Pre-test and Post-test.




APPENDIX H
1. Classification of students’ vocabulary all scores.

Students Pre-test Classification | Post-test

Classification

S-1 92

Very Good |

Fair Good

31852
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T-table
For level of significance (D) = 0.05
Degree of freedom (df] = (N-2) = 25-2 =23

T-table=1.714

B
/}I.‘J dans \,;\\}: NN
%ﬂnl“ l‘“&\\

"y v

16 0 689 1337 1. 746 2:.120 2583 2921
17 0.688 1.333 1.740 2110 2587 2989
18 0688 1330 1734 2.101 2,552 2878

19 0.6870 1.328 1,729 2093 2.539 2.861
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