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CHAFTER |

INTHRODUCTIOM

This chapior provides the introducteon of the seacarch thal covers
bockground of the problem, identifscation of the problem, limitstion of the
probbem, problem foemskatan, eeearch objectives and agnificace of the

rescarch.

A BACKGROUND OF THE FROBLEM

Yocabulary §s scon s laving & cenwal role o e purpose of langeage
leoming. Leaming vocabulary is o very impartant part of leamimg a langunge,
m:-.:hulnn.' b= wery imporiam becase leaming vocabulary is the main capital
for learming sentence building and ather skills in language . Mastering & ke of
visshu lary II nake i gasier for o person oopend, wrike, hear and spek
Enghsh, Leaming vocobulbnry is not only in terme of prorenciation te make
sumecne proficient in Englih, but also requires o i of vocabulary that i
remermberec and isde rseoed the meaning,

This rescarch is motivated based on the reality encountered on the ground
shows that students’ vocabulary mastery, especially in grade fooar & SDN
Kalipanz |, Is sill lacking. B is mevealed through pre-resesrch through
nbservation to teachers and students of grade four SO Kalipang 1, Groood,
Fronn (e reslis of these observalions, infommation Can e abTained that fhe

catiise 0f the Juw O vocabulary mastery due 1w somne ewor. sowasy them are

eacher facnors, such a3 C0y The focus of keaming thar e sill weacher-




centered, (2) Less traming of students, (33 Teachers do not choose the ngie
chovce models 1o the leamms vocabulary that faclitate students to kearning by
duing, i (4) Tesho usad o give diecct wanslaion of Eaglish vovabulay.
Whilke the swdent facoors ares (1 Sooe studints  got difficulies
urderstonding the meaning of vocobulary, {1 Student got boring ond did not
pay attentian when the teacher was explaning the lescon, (3) Students less
enthusiastic in learming, (4) Stsdents prefer to play. How o deliver English
lesson by weachers are one of the contributing factors, teachers tend o use
lecture methods amd in e stedents are dred of the way the eacher s
defiverad. In dddition fo feeling bored, studensts abuae do nis show activeness
when learming setivities ioke ploce

There are many ways that cam be demse o create o learming atmos phere
which is comducive, effective and fum. Ome of them is by using Toyfisl
Leaming srategies in the leaming process, Jovful Leaming tiggers students'
imterest in leornine. $eyful Learnimg sirategy is o fun leaming strjegy to
inerense gudenis’ interesl ia & subvpeel (Salirvwali, 2005, The RTETR ol
Toyful Learning is steden-centensd karming, iscreasimng motivation, cieaging
students, meaningful learning, ond suonomows (CBSE, 20204, It con be suid
that joyiul learname s stratesy o facilnute studsmts in mvobang themselves in
learming, engaging the mferest throogh interaction in & peer grosp and
rmzaningiul content,

The stages of Joviul Learming in the [@arming process include prepasiory
activitles. comperency preparatory sctivickes, amd procice scivites (CBSE,

20200, Preporatory aclivines o setivites where tenchers desmen learning




Competency preparatory activilies e the stages ot which feachers carry ol
learmng. Practice activities are the applicaiion of knowledoe mia the form of
prictice. Fusthoroeme, leaoing English wids Juyful Loasleg stacygles can be
inplemented i classroom pefivities theough storics, role plova, pozeles,
huonds on netivities, sopes and dence . olsa e

Cine of clasmoom sctivines with joyful leaming iz through pmme, The
pame will epcourags siudenis to be more involved in their leameng sctivities
tRusrint, 20120, The instroctor will take on the mle of facilitater in the
Clissroom, with the studems ot fhe center of the IlE'-iIl:h|I'Ig anid ferning
process, Cames have some benefits such as breaking fioin poutine, motvating
and challemging, encouraging commenicaten, crenting meoninghsl context,
practicing in all mguape skills and becmning appeepriate way foe language
prckice,

Cine of pames is Snake and Ladder, This snake and ladder game s Tamous
all over the wnrl:l.a.ﬂ. ladder offers & quick shorteut to msquare that is eloser to
the fmish. A sonke [rces o player o go bk | a sguane closer G he
hegimting. Snake and Ladder is simple board with conmters and dice makes
up @ E::lrd gime, There ore mumbered [odders connecting two squires 1o 6
square with a hagh sumder on o few of the board's squares, Additionally,
features snakes descending from g square with a high pumber o one with 5
lower number, The following steps are tuken in order to implement this game,
Firs1, the teacher sa0s upahe game's supplies. For example, a dice counier and

g Tmard Fow eschy group. Second, the wsecher eaplabms e ganes rules. Thind.

if meceasnry, the teacher con ploy a gome with @ few swdents in Feonn of the




class, Fousth, the teacher asks the students 10 work in goups of four o five,
Fifth, =ach studend takes & tem melling the dice. and whoever gels the lowest
puilier gocs (st The s player deows the dice ol couns e Lo
ageordanee with thear numbers, The player follows the matructicoss in e bos
mo mutter whers he momns.

The previous reseanh showed the advantages of wsing snake and ladder a2
n media. For instance: the research used review method conducted by
Andavani (2019} showed that teaching vocabulary o vouang leamers using
pdified and snake ladder in formal learning could increase self-confidence
wid responsibility for young kaners. Yemdma, o1, al. (200% dad classnooan
action research that proved sooke amd ladder coukd increns: kimdergarien
giudents” vocabulary. Savirs et al. (3020p through ther  develaprien
research proved thae mng smake and ladder game could incresse children
vissbulary, Haryisdi (2008 through his dlassroom astion research proved thist
enike lndder could improve tencher mctivity, student
etivity, amd knming outcomes of grade dree. Other quantitaiive researches
e |hn[|g; amake and Eadder media could minpaoyve vocabubary of scnio
high school stsdents (Firmna ot ol 2008) and could increase the results of
physics leaming (Krisdayvaeti et. al., X200, Futhesmore, Powasia (2007)
throwgh her developenent reszarch stated that snake lsdder was approprote For
wiiting simple sentence of grade two. Setiawan et. al. {2008) conducied

qualiative  resesoch and  described  thial elecironic  snake  Iadder  was

ilHﬂlH.l':I'li:lLl'.‘ mella e karn vocabulary for grade 1w, Foan ihose |I.I'i|.l]




researchies, it can be said that svake and ladder game becomes approprale

resdia ta increase vocabulary in many cdacaticaal levels.

Fivan Usse |n.i|.!.| tescurehics, o cail D oscon Bl oy e escarchecs
duscuss abrout the use of snoke wnd ladder game to brgrove vocabulary, Those
pror recearches wsed  clascrocam actiom research, review. development
researeh, and qualitative seseach, Farthermose, the use of snake ladder ta
improve vacabulary in the pnor reseanch is focused on kindergarien, children,
voung keamers, grade two and senior high school smdents. The quantitative
research discussed the wse of smoke and Gabder s Pocused on senicr high
sclacol students ds the sabject. The research this discisses e se of siske
and Indder pmd foceses o grade four wse guantitative methods is still mre,
Dhze ter fhat, this currenl ressarch focuses on mvestigaimg grade foar as the
suhjact and pees gquantitative methods.

Im scomnestion with . the researcher @5 motivated in conducting
quuntitafive research o find oot the significant effect of using snke ond
ladder garme on vocabulary mastery off grade Cour s SDN Kalipang 1. This
research is conducted usang guastitative approach with quasi expeiment.
Several aims to find out the voesbalory score before and after getting
treatment, and the significant effect wanng snake and Eadder tewands
wocahalary

This research provides contribation for leaming language especially
English thiough mones, [T can be the model of eaching and beaming

VoSl lary ising pame o o media,




B ADENTIFICATHN OF THE PROBLEM

From some of the descnptions presenied in the backeround, the folkbwimg

Pralteiin van be It

1,

Tl

Teachers tend 10 vae lecture methods and in fact stsdents we bored of tha
o thinedls .

It ae smapornnd G0 Dmplemet the newse woave ar methods in eaching ahich
can make students enthusmstic in joining the learmng process.

It 15 needed 1o choose the approprise kearing media that can belp stdents
[0 imgreve vocabu liry

English vouibulary muastery of grode foun is seill bow,

LIMITATION OF THE PROBLEM

Fromm the proflem identifications: ahowe, the researcher s interested 1o

deternmine the limitation of the problems gs follows

-

1.

Snake gnd [ndder pome

English viscabulary meisiery

PROBLEM FORMULATION

Bused o the lhmitation of the peoblem that bas been descrabed above. the

researcher formulates the problem as follow:

1.

Fd

Haow i5 vocabulary mdain:r'_uf of grade foar st 50N Kaipang | belore
2
getting treatment with snoke & ladder game?
How is vosabslary mastery of grade four o1 SDMN Kalipang | afer geting

trestment with sninke and bdder game®




3. 1s there any sigmfican effect of using snake and [sdder game on

v atrulary mastery of grade four an 50N Kalipang 17

E. REEEARCH ORTECTIVES

This regearch aiems 1o fimd our

I. Vecabulary mastery of prade four at SDN Kalipang | before getting
Lredtment wuhakr, il Didider pame

1. Nocabulary mastery of grade four st SDN Kalipang 1 after getting
Lresstmment with smake wmd Ladder game:

1. The significant cffect on vecsbalary masiery of geede fowr ar SDN

Balmang |

F. SIGNIFICANCE F THE RESEARCH
The benefis of this study e ad fol lows:
I. Theoretically
The resuls of thas sudy may support oy ful leaming with and ladder
gome or leoming theory and kearming strotegics on incresmg vocobulary

rasiery.
2. Pmactically

The resuls of this smdy are expectad 10 be osetul for teachers and
students as prospective teachers. namely jovful leaming with and

Ladder gimme s [sanimg media Ol Gen increase e vocabulary nustery,




CHAFTER 11

HEVIEW OF RELATED LITERATURE AND HY POTHESIN

This chapter covers lifcrubere review, revicw of previoes rescarcles,

theoretical framewaork ond h!-Puﬂ'l::i:.

A

LITERATURE REVIEW

This part describes about the Bterure resiew of vocabulasy, joyil

learming, game dso snake and Lrlder game,

Vicalmikiry
a. Definition

A ovocabulary s a Ut of woeds hat cambine specific alphabets with
their meanings (Alizadeth in Setivwan, 2040, In oddition, vacsholary
consists of many words thit are vsed o communicae with other people
(Setimwnn & Wiedarti, 20200, From those definitions, it can be conclude
Chial vowbuliany i osel ol Gamaliar words inoa person’s Leguan: that cin be
s Do copmrmnEeae .
b. Kinds of Yocabulnry

There are many kKinds of vocabulary that can be taught 10 the stadents.
According to Sefiawan (MR, the kinds of vocabulary are voenhulary in
field of nowns, adjectives, adverbs and verbs. Ie addition, Zaro & Phatudi
(20200 staped thie vocsbulay inclodes Enowkedge relaied o & ncul#ton,
spciling., meaning . amonym. symoanym amd sword  lormesdion. Anicalation

deal with the way of sovieg words clearly and corectly, Spelling relones w




the depiction of limguape soands m waling {leters) & well as the wse of
punciuation. Meanng relates with the inended meant of 8 word. An
AiluRy Ol i5 pRasile e ing betvwocn vae waord aod aincher. A ayoooyin
ix o aomilaraty in o mconing between one woed and another, Then, word
farmation relstes to process of Fru'minE_ new words from s noot word. In
gddation, there are spoken sl wiinen vocabuloses. Spoken vacsbulary i
vocahulury stated orally by buman speech. While wnittien vocsbalary is a
set of Timiliar woeds in one’s lainguage presented in the form of lasgwige
of Writlen symbeds, Thus, this ressarch B condusted o focus on spelling
and mewning of writen vocabulsres dhowl verbs,
¢ Vicabulary Learning

Vocabalary  leaming  bas  several reles (Selmwan, 2018} Mew
vocahulary shoold ke intrexluced into familiar somactores. Yocabalary
should always be copsidered in normad conversaton and whenever a
kewwen word appeard ina new contexl. Also, vocabulary should be leaned
ety anl Eaughl vwver amd over in the same way other things are
tainght. Besides, leaming vocabulany consists of leaming about meaning,
spoken or written forms, word ports, grammatical paiterns, collocetion,
regisber, association [sindar and oppesite), frequency aed cornstation.
Dhse b dhat, teachers are required fooimtrodoce vocabulary o leamers from
the most common, wsetul, and leamable o harder yvocabulary and less
Trequent applications, Also, Eachers 19081 repeal vocabulary frequently Tor

leurners havve 1 Bearm with o word or please many imes Dedore acyguisiikm




occurs, Furthermore, eachers e frequired o provide diversity © creale
wmteresting exercises and o accommosdate varied learning styles.
d. Yoscabuliory Stmdand

According 10 Kaeikpdin Mesdebo (30201, vocabulory stondord of
elementary school divided into phose A, B oand f_'.i_- A s focused on
the introdiction of Englich and the abality to speak English. Phase B i
focused on spoken English skills. but written lamguage was introdoced. In
this phase ., teachers need 10 help students uaderstand that the winy Enalish
pronounces amd wrlting 8 different, In phase C, ot the Fisal level
(SDMUProgram Package A, leaming i focused oa speken snd writien
English skills,

Learners of phase B i< mught about daily vocabulay with supports
with b:nncﬁn'illmtiun. They read snd respond 0 & mmge of shor,
simplet, Gamilinr wxts, 0 the fomm of print or digitd e, imsbsding viseal,
mudimodal  or  nbersctive texid.  Alsa, the leames ae ouzhe to
mmuniu:te their ideas mwl experience trough drasings and copied
wiitkng, With achers” suppoit, ey peoduce sinple  desciaptions and
procedures. using simple words/phrases and pictores, They wse invenbed
spelling in writing simple vocabulary related o ther class and home
Envimnmenis
e. Yocabulary Assessment

VOCHPHIBINY a53essmenl is extremely importan i find s the soome of

studems vecabulary Decause e soors ol s assessment boormes ihe

congrgte datn thar mamifests studenia’ voeobulary mestcry, Formative
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EEsessmenl 15 assessment thal aims (o provide infornmion or feedback for
educators and students toamprove the leaming process. Also, the standard
el inimwn cilieria ol de scolssal beconss e lowedatien ol dads
vocabulary assezament. The stondard of minimem scee of ckementary
school . especinlly grode four i 75,
Josful Learning
o, Thefndtion

Jowful Lexrming comes from the word “Joyviul® which means fus while
“Lenming™ s the activiey of ehiaining the knowledge, Joviul Leaming §s a
leurning provess of leaming eaperience thu mekes studenis feel eojoy men
in learmng scenorios or leaming processes, Medliomen (2007:35), stobed
that Rowful Leamiag i85 a leaming peocess tha can develogs the full
potential of the leamers, whese all thal podential i= only possible to develop
when they are free from feor amd stress, Based on those descriptions, it cin
be concloded that Jovful Lesrming is o leaming process that mukes
students Tuppy n e learming proscess, s bosring amd muskes learming
mwe e eaningful.
b. Principle of Joyful Learning

The princple of joyful kaming = when the students are hoppy and
learn 0 know what they ane leaming for (Molyvass, 2006202}, Joviul
Leaming is not menely a subject that requires children to kugh out lomd,
badl rathet o bamiing in wlsbch chere 15 a sieong colesion betwesn the
reucher amd e sudeie Inoan sinsephere of sheoluely oo pressore, all

there i3 muanenlly suppenive comimunication, Fun leaming will ke




charactenzed by the amount of sention studens pay amenon 10 1 sk,
50 that lcamimg oulcOmes Can improve.
¢, Slarges ol Jaylful Lesirobog

Four stges of poyful leorang are preparation stepe, deivery stope,
trnining stoge. and closing stags (CBSE, 20300, The four doges of joviul
fenrming oo be desershed balow,

Preparst ion stage concems prepanng stodents for the course, Withoas
these. students leam slowly and may even just stop. The purpose of the
prETsIEEON Courss 15 Weencourage stdents 1 break oul OF passive mental
sbabes, reipve Darriers (o leaming, siouse studenis” intevest snd curiesity,
provide students with positive emotioas and meamngful ¢onnections to the
[Ope enconrage simdents o think. leam, create add geoss, and ansale
stdents o your learming community. 4 & resuk, it has a psychologics!
effect on our confidence that we can achieve our desired goals, At this
Ht-ilgt. tencher provides maetivoton in the form of words and chants thit
help the swidens w break o of their depressaon and stimulate i
iberest i learming.

Delivery stage is the sccond stage whose nim 15 to combine feorning
with learning matenals that initiate the leaming process in a positive and
engaxing way At this dape, teachers provide leaming materials that relate
to real-life matters that students may encounter in their dagky lives and that
e tied t0 thelr prior knowledge,

Training stige is e thifd stage whens acvial leaming wkes place

during the wraining sege. I is the smadent's thoughts, words ol sctbooms
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thiat constmice the Eariing process, nod B echers thoughts, waorls and
actinas. At this stage, teachers can accomplish thes by having the studens
praciive the skill epratedly, got bumedive feedluck, snd put e skill
back inpo proctice. Swdents are asked o el what they experience, whist
I:he:.- feel ., ond whot they nasd 1o increase their nchszvements. In thiz cose,
fearming takes place as if snadents weere playisg, using strategses such @
shesting amd homeor. and providing sudents with pctures and animations
to stimudate their interest and joy in learming, Active learning students are
rewarded o make karming oo imeresting and Aimelang stdent acivity,
It alss allows yous 0 sprinkle e seaie humig while leaming . so thal your
students will enjoy comtineing learming even more,

Closing stage = the fourth stage coacemns making conclusion of
fenmming obtained, Endimg the lesson with ooword or song that studerts will
enjoy, Spece amd time permitting, teichers moy play a seng or movie at the
end of & kesson to provide o refresher for students,

d. Classroom Activities with Joyful Lesrning

There are many kinds of activities can b implemented i the
clissromm by the teecher o create Joy in leaming, According 1o CBSE
(20200, the classsomm activites with Joyful Learning can be condected
through seiivities of stories, role plays, puszles, songs, dances, hands on

activities, and comes, Une of the inter=sting activities is games,
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3. Game

#. [efimitinn

Thoe wie soveral definicons of game, Acosding e Butler in Aoy
CA, e i3 8 set of play with rules and poal. Gamee 5 alsoe defumed as
structuml sctivities contnin rules. ool and fun elemest (Hadfield in
Andayani 20005, In shoet, game 32 3 set of fon setivities shich has rubes ta
schieve a goal.
b. Advantages of Game in Learning

The zame has seyveral advantages in langumge leaming (Wrichi. et al..
2000y, Gammes are o weloome change foom e pommal outine of lugeage
tenchimg, Games are maivating and challenging. Gomes stimuslate student
developeneal and comirnmication. Games can be wsed & media 0 pracios
a vanely of skills_ [t a good way o practice speaking, lisening. mading
and writing, Adso, game cm provide o more meaningful context for
lamgeape lewming. In addition. Chen in Andovani (200190 stoted that games
vy ik studeni-centersl-leaming, pronmate comumuniciive abality, ereate
msaningful  comear, wsereise  students”  owivation. educe  studerts’
snxicty, Irigger creativity ond Imogasge use spontaneously, eneouroge
stodents o participate in learning and integeate linguistic skills. From
thse explanafions, it can be seen that games provide many advantages in
leamning process.,
¢. [hsadvantages of Game in Lesrning

According Wy Wemor in Amdayand (2009, gancs e e ftler™

becouse leaning with gome docsn't imvolve specific skills or gramman
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poinis, Furthermore, Andayani {2019 also stared thar zachers need more
time 1o desson amd peepare sbow the game. Due to that, cechers should
cotinhier amd chvese e appopriae gane W be Buplemened o waching
the ynterials,
d, Kinids of Langunge Goamoes

Several games that car be vied to teach language ane presing games,
matching games, imformation gap. ssarching games sequencing sames and
board game, Oneof the examples of board game i Il'.E and ladder game
Snake and Ladder
i Definition

Smake and ladder game s o traditional game which is known by mony
peopde including children. Zikeivat and Svafei in Andsyant (2019) gianed
Elu[ snake and laddsr game mwvolve comprehension, students' conperative
skills andd sctivities, It b ployed by two o more players using dice and pots
on the pome bosrd, The game board i5 divided into numbered squames,
il a1 series ol snakes and belders connecting ong sa|uape dbwrve amd bz lewn
anather, Tn addition, Yemima. etal (2009 stated ot the seake and laddes
is ot only gome bat olse medio that hos comrelation with the pictures on
board such as snake, staircase and other images relsed o wopic.
h. Implwmenlmhnﬁuuh- and Ladder i Learning

The steps of mmplementing snake and Bdder in leaming are that the
redchars |:I|'l:"|!l-3.]'l3! sisake and fdder with the ks, Smdenrs ane asked 10
o winiveties based on e rules. Accsding w Andayam (20149, the rdes

of snoke and ladder pame e 1) this pome can be played v pais so




by

la

stidents should tind the partner. 21 The first player rolls the dice and sees

the mamber. ‘Then, pat the counter based on the number obtmned. 3) The
atudents shouid folluw de instruction tha eabst o dic bos ol e siske
and ledder bowrd, The player can take tum end ol the doe if the answer is
correct. but the ployer will move cee step buck if the answer is incorect.
In additon, accarding o Jikrpati and Syafel in Andayani {II!‘II'!:I]EH rubag
of snoke amd lndder game in language keaming are: 1) the students are
divided into several groaps, 2) The plaver takes tm o roll the die and
get the mumber, 3) The plaver count the oumber obained from the dice
and put the couneer on thie snake and ladder boand based o the number. 4)
The ployer tokes picture card then foflows the mstruction of it 5% If the
angwer is correch, e countar keepd sy ing on whene il s, Howaver, if the

answer s incormect, the connier moves backwand mwice.

Heview of Previcus Researches
Thie Flrilrr resedrches relaiad o des cumrenl resesch e research corgdocied

Sewitei et al. (20200, Andoyvani (20019, Yanima e, al, (20019, Zikiivat

(18, Haryadi {2018, Finyans & Mare (2018), Potranti (20175, Sctinwan

& Fuana (200 8). also Nabarsddan & Megawats (20080,

The research conducted by Sovitn e, al, (2020) discessed  ahow

develepinz o snzke ladder omme b increase wochbolaoy, The scope of

(6 ]
vocabulary is relaed 10 nouns and verbs, The result was that the snake lxdder

Sanc Can |I1||IH'|-1: the stugdenis” yocabidary with several aldicional varsationms.
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Andavan (20F9) explained ?J:u:lu[ the approprate snake and ladder pame
tin Ea:hﬁnguag: skills 1pcluding lstening, speaking . reading and wniting. She
dlao stated that this goe cocourage e got awtdvation o leanlag aed
reduce the boredom r: result of this rescarch was that smbe and lodder
game was uppropriste to tench Four langusge skills. Also. teacher has
importare mle to be a facilitstor and oo consider e appeoprime saake and
ladder game teowards thee materials:

Yemima o, al. (X049 conducted @ research about embancing English
vocabulary throngh the vse of snake and lodder medin. The theery of this

study b5 thar garly childood tesching und lesming methods inchide louming

while pluving. The result u:-l'ls reseurch was snake nnd ladder mediao is ohle
£o incresse English vocsbulary mastery of Kindergarien siudaents.

Jikriyati (21018 did a rescarch thit proved spake Indder game conbd be
implemented as the media to teach vocabulary o Young Learners, This game
succeeded (o encowage students fo expecicnce anjoyable vocobulary learmang.

Hariyvadi (1A discussed alout activities ol wescher and stedenss through
siike ladder game could improve the students kearming outeomes, Tlas was
Classroom action research whose subjects are the students of grade three,

Fitnvana & Maro {2008} through their nesearch proved L teaching
vocabulary using snake and badder can improve students’ vocabulary mastery.
This siedy was conducted iming guantitative expenmental research thae
invalivid p.‘.'!".il'l'rETI.[i]l class amd contmal chiss, The subjects were the snidents

ul izmh grade a1 A Mulammediyal 1.
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Setiawan & Fuany (2008 proved that the implementatson of oectrone

snake and ladder same was approprute with charactersstics and leamming
ubrpniives ol grade twa, They wonduciend giralimye testarcl wine sabijocis
ore secord prade studeas,

Mohamddin & Megomwnts {200 throagh their guohitstive research proved
gm: the wee of emake and lsdder median §2 able o eschance stadenie’

vocabulary mastery. The subjects of this resesrch were the studenits of grade

five.

C. Theoretical Fromework

Wocabulary is o setof wonds wsed by human to communicate (Sctiswan &
Weelorty, 202001, There mne 1p-||k|.-.n anid  writlen  socahulanes, Hrlﬂu,-.n
vocabulary = vocabulory expressed orally. Then, weitten vocabulary s
vocabulary expressed in ke wrines form, Leaming vocabulary nvolve
lesirming in enms of meaning and spken of writen fomn This is suppored
by the statemest of Michoel (20UT). He ststed thot lewming vocsbalory
conasts of learning abow meaniag, spoken or wrilten fonms, word parts,
grammatical pottems, collocation, register, sssociation (similar and opposiie ),
(reguency and conmtation, Learmng vocabulary involve repetition over and
ower i rhe same way, Doe to that, @acher shoeld cneate the  jostul
amosphere in leaming in order 1o avold te boredam.

Leaming strwegy cam be implemental fo create joyviul is through joyul
lcarming. Foyful keorning is & lcarning process that con develop the full

potential of the loarmers becasue the learnere fewl free from foar amd stresy




]

i Mgalimmn, 20070, Joviul leaming can be conducted i many ways such as

stnrees, mde plays, puzeles, sengs, dance, hands on activies, and games.
Chute Is a0 sel of play with pales amd goal (Aadayani, 2009, Gagie i

proclesce more mesmngful contest for language keaming, Qe of the games

can be weed in languoge leaming is throwgh board gome thot &= enake ond

ladder panse,

Bnake and ladder pame 15 the most well-known berd game. Smake and
ladder game is appeoprige media in lasgoage teaching o teach vocabalary
promeded by Hadfiel (Andayani, 2019). Snake and ladder game is not only
gurnie but lso peedis that b correlaion with the piciures on board sich as
snake . sinitense and cdher immges related to topic OY emima, etal,, 2009 The
rules of spake and ladder gaese xre! playing im pars, rolling te dice and
seeing the momher. poting the cowmer based on the momber obtaimed,
following the instruction that exist on the box that placed by the counier,
tnkimg turn for esch plover o rell the dice, doing the consequences thal
determine by the eschers. Thioogh this activitses | the sodents AN pRriEnCe
leaming vocahulary repeatedly over amd over. [t belps them fo asderstand the

menming wnd spelling of the vocabulary.




Based on the descrpivon tn the prior pamgraphs, here s the sehemahe of

this research Trame work,
_"r'I.T:-ﬂ]:IIJ“Jr}' |
[ Spokea | /\  Wiitien

‘

lenydul Learning

V

fanmes

v

Snake and Ladder

v, Hypaorhesis

Thies rescarcly s & guantivive rcscarch, Quaitiiative lyprehcsis ae thic
rescurcher’s prodictions ohout the expectod ouscomes of relotionships among
watiahles (Cresswell, D00H), Ta thic resesach, thene are taw by potheses. Null
Hypaihesis {HY is the statement that there §5 mn oormelation or an notahle
distinetion between groups epading o cerfaa variabie, Winle, Allemative
Hypothesis {HI ) is research result based on the messarcher™s insention. Mull
Hypothesis (HOE It is not effective in using rujhc and Ludder gane 1o
increase vocdbulory mastery. Altremative Hypothesis (H1: It is effective in

using Snake and Ladder gome o incrense vocabuliry mastery.




CHAFTER 1N

EESEARCH METHUMMILOGY

This chapter presents about the vescarch methododogy cleady. It covers
vurishbles of the research. technique and approach of the reseurch, Plu.:'r: and
time of the research, population amd smipde, resarch imtroment and data

cellecting fechnigoe, also techmique of data analyss.

A VARIABLES OF THE RESEARCH

Rewearch variables are everyliiag b sy form set by a researcher with die
wim of being studied on order to okMain information and draw the conclesion
[ Masution, 200200, Acoeding o0 Hach and Farbody in Nasohon (H130).
variahles are defined w5 sttmboies or objects that hove vanstions between
objests and other ohjects, The variables of this sudy are largely determned by
the theorstical foundation and ¢lanty sffirmed by the research hypothesis, In
whorl, reneurch vanables are uhlj:'L'Is-: al research thatl can change, hove value
aml iflience in determining vescach realis. This research has two Kinds of
variihles namicly dependent varishle and independent varinble,

Independent variable, also well-known as X vanable, is o varinble tha
explains or influences another variakle. This indeperdent variahle mfliences
the results of experimental studies (Cresswel, 2018). Dependent variabbe, also
well=known a5 wariable. is variatde affected by an independent variabde. The

depemdent virables ang e resuits thae come Inoim e infueno: of he

independen variobde (Creaswel, J01E)
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The independent variable of this research w snake and ladder same. 1113

vocabulay learnmg media that comsists of pctures on boand ke dece, snake,
Basduler, annnbes asd ot piciures aslaed wole waching mscrdals OCcmboe,
ei.al., 20009, and hos vules for the player such o playmg in groop, olling dice,
moving counter, ond doing the motrucien thet exist on the box of the snoke
amd ladder board (Andayani, 30195 In this research, the pictures disploged on
the bourd consist of verbs of children®s dasly activity such as “picre of
eating. plaving reading. sleeping etc”™, The instructions on the box consist of
“find the corragt words™ and “write the oorrect spelling”, For the firs
Enstrsctio. the pesearcber provides muny wiettan vocabulanies on sl papers
such ns Yenting”. “sleeping™, oo, Furthermore, the reseorcher provides pen and
paper Far each Sroup o arie e answer sboul the seannd instroctson.

The dependent varinble of this reseamch s vocabalory . Acconding to Pano
& Phavadi (2030, vocsbulary relates to amiculaton, spelling. mesning.
anioay'm, synenym wed word formation. In additsan, Setiwwan {NF1H) staned
Chat thi ki ol vocsbulary are nouns, sdpectives, sdverbs amd verbs. This
rescaich focuses on the aspects of spelling and memmg of the varbs, Spelling
relates to the depiction of langunge seunds in wrrting {letters) ns well ns the

use of punctuation. Vess are the words that describe acton. The verbs taogh

are nhoust daily verbs of children s sctivity




B. APFROACH AND TECHMOUE OF THE RESEARUH
1. Approsch of the Kesearch

This rescuich usch yuantivaive sppeach. Accordiog 1w Cresswel (2018).
guantitmive mesearch approach ia that o theery 5 desied by specifying
hypotheszs misde by the researcher and supposted by the dato in the form of
autwhers melated to the hypotheses, Forlemmons, quantitative sesearch iz &
rescarch approsch that primanly based an philosophy Positivism and imvobves
thinking aboat cause and effect, reduction 1o viriahles. hypotheses and
specific guesnons, measurerment, observation and theery 1esing, wsing
research sirategies such as eapesimients amd surveys thal ragquine statistica
dotn (Masuiion, XM, In short, gquontsutive is research method which is usesd
o enaming  apecifee populamon o sample by dRing random sampliog
technigues, dasta collectson vsing research instruments, dats ohtmined in the
form of numbers, rescarch strategics weng experiment or survey, and data
nnul ysis using statisbics to test estuhlished hypotheses,

Bused o tbe ewplamtion abowe. this resedrnch wses guanioibive spposach
hecause it Hwedves experiment and discusses dmurgudmu’ soone of pre-ics
nnd posi-test of vocabalary mastery ot grode four SDN Kolipong 1. The dots
codlection is carried out using both pee-test and post-lest o obtain the score of
students’ vocaholory mastery. Furthermore, this research oses software,
namely 1BM SP%5 Statistes Yersion 25 to andlyze the data,

2. Tethnigueof the Kesearch

The mctined ol this rescatch is experiment. Accrling w Cresswel 12018).

an cuperimemtal method involves sysremotically comwelling o or mon




viriables o determme ther ifluence o milended outcomes, Additionally. a
study concentrates the effects of this change whibe keeping all pther factors
camiLind. Iocan e coees ludod dei cthe |:.l|.|.-:|.iurtll.u] Eictupds ac the sescaich
etheds wsed to determine the effect of the independent varisble (teatiment)
on  the d.epr.-udenl vorioble {outcom=) under controlled conditzom.  This
researeh uses expenmental methods for it aime o find out the sgnifican
effect of snake and lsdder game on students” vocabualary masiery & SDN
Kalipng 1.

This research wses pre-expenmental designs, in the form of one-group
pretesi-posiiest desigis. Accondieg o Cresswel (2018}, pre-cxaperimental
designs nol only bocus on the shedy of single growp bat also implement the
imervenion in giving e tréatmest. The control group is ool involved o be
the comparison wmwands experimental group. Furthermore, he explains tha
ope-group pracst-pestiest desgns invodve the measure of pre-test followed
by o treatment and post-test for a eingle group. The llustration is as folkows
Cireoup A O _ X 02, Enother words, this i the reseanch desgn in which
il antitude before and after petting an eapeninsntal treatmend are asssssed o
n single graup, Thereborz, this expenmental rescimch wses one-group predest
pestiedt desagn becawse o involves only one geouap comsis of all swdents of
grade Foor st 510N Kalipang 1, and this zroop are gil.q.'n pre-test to sssses the
student=" vooabulary mastery betore gething freatment, eatmend by teaching
wocba iy u:smgmi-:e and ladder game, and posi-Tes] W 25a0ss the sdants

WOClH ATy maEstery dller getling Ereilme.




C. PLACE AND TIMVE OF THE RESEARCH
1. PFlace of the Kescarch
This secach bes place s 500N Kaligang L, Ciosgol, I s comlucied (o
Franrhy grade, [nis one off the indigenoes schools bocated a0 hills meo of Grogol
disirict. Mot of the stwdemt= lnek of English becouse English i seldom tiughe
ith the scheol esing joyful eaming actvity. It iz the conssdesation o do the
::m:h by implementmg snake ond fadder game
2, Time of the Research
This research is conducted during joining one of Merdeka Selajor Kamyns
Merdeke (MBKM| progroms namely Bampis Mengajor Anghoran 5, This
resenrch spends four months starts from Febroary to June 225, The
researcher meeds o arrange the propossd. make the research ostniment.
collect and analywe the dam.

Here is the table of the inse of the research.

Mo | Activifies Month | Month 2 | Month 2 | Month
1 |4
1 Arramge the proposal | J | |
2 Muoke the research Y
instmen|
3 | Collect the data | | | f | W
4 | Analyze the dita |

3
Tanle 3,1, T of Restarch




I POPLULATION AND SAMPLE
1. Population

Bctliinger b Masutbon (20200 states dist populativas ommstiuee all sebers
of peeple group, eveals or objects tha have been dearly formulaed. In
addition, population iz defined s o generlized ores thot consists of chjects or
cubjecte that have certain goalites ad  characieristics  delermined by
rescarchers to be sudied and them dreem conclusions (Masetion, 2030
Briefly, populamon 1= defined as the penerdized area of the research
decermingsd by the researcher, The research data is taken from Foonh grade o
SDN Kalipang | so e population of this reseaich is all saudeats of fournh
grndde at S0 Kolipmmg 1, Grogol, Tedal of the students sre soventeen,
2. Samply

The sampls 5 pan of the mmber snd characteristics possessed by the

-

popalation (Mesution, 20200, In oher words, sample s fuken from the

population amd if = sorrower than population. The dample of thes resssrch s

wll population beciuse te il of the population i only sevenleen sudents.

E. RESEARCH INSTRUMENT AND DATA COLLECTING

TECHNIGUE
1. Research Instrument

Besearch instrunments wsed in this research are tests, namely pre-test and
post-lest, These fes1s aim oebrain the rescarch dam. hat i e sudenis” soere
ol vocabulary nustery. The wopie of the e s sEallar. Each use has 15

questions, Studems ane given pre-est o measwe the vecabulory masiery




F 1)

before petting tredtment using snake and ladder games. After doimg the pre-

test, shsdents are l.l:n treatment by wsing snake and ladder same to fesch

vocdlulary. Swdents wre gl abwut dhe spelliog and orcaniag ol weibs,

Then, smdents wre given post-iest o mepsure the vocabulary mostery afier
1

getting reatment with snoke snd lodder game .

Here 5g the table abour instrsment developrrsent.

Indiciinr Suly Indicater ree=clion Form
imberida cuim mmibaraies i s g F Shlerils ces dhoone e mgll sl Kbl ple cbice

a5 Hew piciury,

= Soudonn von choose mue poten
dewnilil by sideme

Ersdenis cam know comea spodling (e Srudenivcon chosss gomean spelling Mk plo chaico

Tahle 3.2 Iestrams ml Develepment of Pre-tes asd Post-test

2. Data Collecting Technipee
Thes cxpennents] research bas procedures for collecting the data. The
procedures consst of conducting pre-test for students, tenching vocubalory
i snoke and ladder games . and pivieg pestaed o the dudents. Those
coflecting data procedunes are explained cleardy as follows.
o, Pre-test
Pre-test aimes to measure stadents” vosbulory mastery about meming
and spelling of the daily verbs. This res is conductal hefore the snidents
g tmnght by using snake and ladder game, The paricipants of this test
Cotisial oof sevente snienls of grmc: four af SDN Kalipang 1. The wopic

al this test bs aboar chilidren’s &Gily scion vels such as “running,

watohi e, cie.” Tho totnls -:rfquc.-:timu. wre fiftcen quenbons in the Form of




muEiple chedces, Aner that, the mesearcher collects studers™ amswer
shieet and does scoring (o ped the scoce of pre-test,
B, Tewching Vecabulinry l!a-hlgliﬂ:l.nl Ladder G
Teaching vovabulary ssing ssoke and lodder pame s done o the
trestment provided by the recenrcher. This treatment is conducted for bao
meetings . The duraton of esch meeting i3 2« 35 minutes, he firz
meeting is conducted the following week alter pre-test. The iopec iz abou
vocabu lary of daily activity, The researcher teaches the verbs in terms of
meaming s'm_g snake and Badder game as the medin, Then, the second
ineeting is held in the fellowing week, The wpse is about vocabulary of
daily setivity. The rescascher whilizes hn snke ond lndder game 1o
Facilitste the sudents mastenng the vocabulary spellog.
c. Post-test
Powst-test has purpose b sssess students” vocabulary masiery abow
meaning and spelling of the daily verbs. Thas test is caried oud siter the
stsdenis being taught by -.i:.; sruake el Lakler game. The topic of this
ieat is the vocabulary sbout the verbs of childeen's daly acrien Lke
"sleoping, ploving, ote” In sddition. the tomds of porticiponts - end
questions of this post-test are some as thase of pre-test. Than, 1o obiain
the seore of post-tesr, the researcher does scorng From student’s s wer
L aﬂﬂqmnl Drata Analysis
. Type of Analysis
Type of unalysis of ihis gueanuiuve experimestal fescarch dses

statistical annlysis, The dow obained in the fom of aumbers, stedems’




F-.

soone of Doth pre-test and post:tes1, is processad wsing stansical sofiwane
namely EHA S5P55 Statistics Yersson 25,

Funbicimmae, e dat salysis s desceiptive stathstboal asalysis.
Drescriprive statiztieal asalyais is vsod o analy 2z the dota by descrbing
the collected dotn. Deccnptive statisticol onalvsis is intended to describe
regulis of students’ vocabulary msestery at DN Kalipang 1, befon
test) and sfter {post-test) getting trearment wsing snake and lodder game.

In additson. the bypethess @sting of this research uses T-est, T-es
intenided 1o test ressarch hypoiheses regarding existing whether or not
there is o difference in students™ vocabulary before snd after being
implemented joviul lenming wsing spake amd Indder game,

d. Morm af Decisinn

The norm of decision of this currest research s obiained from the
score of both pre-test and post-test that amalyeed wsing Telest, The
sngailvcance valse from the T-oest results determines de decisica af s

analysis. The hypothesis can be ihe resull. When the signilicance value

shosws less than (005, i means that there s oo offect uf?sing s and
Indder game towards vocobulory, When the significonce vidse shows
(K03 or more, I; mgans that theee & siemficance effect of wsing wake and
lacdder game tooxands wocabelary
Besides that, there are fwo hypothesis of this msearch, namely
Hypothesis Mull '.:U.I and Hypothesis Alternative (HI) HOD B is o
1

cliecuve In using Snake apd Ladder odme o incTooes vocabalary




mastery, H1: I is effective in using Snake and Ladder pame 10 monzase

yocabilary niastery.

Based on U caplauiition alwve, lere i g whic of escaclh

prrocsdures,

[mitiad vooskalery masicny

Predest

Dot i hon ol ke nd ledbes gane

Fuoss-tesr

3
i

HResules

a |

The== 15 ﬁi‘li[ﬂrlt'ﬂl:‘ﬂlﬁ.l.-t-ii:lu smadee amil Tackbes rdﬁmuifl shndenis vt lary .

Tahie 5.3, Frocedure of the Risearch
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CHAPFTER 1Y
RESULTS AND DISCTISSINN
Thes chapter presests ghowt resulis and discusaions of the researdh. The
researcher explains in detail about the findings of the recearch and discusses
ahout the effect of wing sneke ladder game on the students” vocshulary

mastary of grade four i SDN Kabpang 1. The explanabon consisis of

variahle dara I:h‘.!-iEElPIEﬂ. dan amalysis, ]!}'FH'J'.I'I.‘:HI.‘. lesiing and discussiomns.

A. VARIABLE DATA DESCRIFTION

This sub-duipeer desoribes aboul variable dag of i reseach both
treatment ir:g snnke and laddar game ns the independant vamable, pnd soore
of wecabulary mastery 3 the dependent wvamable. The descriplion of the
variahle data s bepun from data descripsion of sndents” woeabulary mastery
before getting trestment ua-ingm!-u: and ladder game, giving ireatmen: using
snake and ladder pame, datn description of students” wognbalary mpstery after
peiling tresirment using siake and Bulder game, and soore dilferences ol pre-
pear anad post-test. The further discusseon s cxplained as follows,
1. Data Deseription of Students” Vocobulary Mustery before Getting

Treatment Using the Snoke and Ladder Game

The reality on the groond was that vocsholary leoming in grade foor o
SDN Kalipang | sill wsed lecturing methods, For example the reacher
ciplaimed the meanmg of vocsbulasy from the handbook then asked the

studeml W do e writien eascreise of 1L Thas, ihe siwdents i oody el ti

Femming vocobulary wos very diffscul and borimz, buralse did mop leam

M




Al

vocabulary repeatedly over and over, Dwe to the boredom and the ok of
repetiion i leaming, the studznts not oaly pot deifficultes i understamding the
praning of vocabulary, Dot alse often foggal e spelliog of vocabulay.
Theredore, the snudents’ vocabalory mamery wies poer,

Before the students got trtu.imenlnirlg the snake ond lndder gome, they
were given pradest. Thie test condusted on Saturday . 22% of Apal 2023, This
test aims to find out the vocabulary score of grade foor at 508 Kaolipang |
befire gerting treatment with snake and ladder game, The participints of this
es were seventeen students of grade four ot SDN Kalipang 1. There were
fificen questions in the o of ouliple choices, The mesewcher guve
vocabulisry test that focused on meaning and spelling abowt the verbs **'What
ape wour - dolng?” materials. Thas 1=t s conducted o durstion 2 x 35 aninutas
Then. the researcher did scoring to the students” apswer sheet and colowaed
the score, From the test results, the nesearcher obtained the vocabulary score of
grsde four of SN Ealipang | before getting the tremtment. The thcﬁt

of pre-est s 67, While the lowest soore of pre-est is 2.

The sceee of pre-test is presented D the table below .

Froguomey Dhagrany of Pre-test

— & Frespuency tHagram of
| 1 Pre-cest

4044 45- 49 50 - 54 56 59 60 -84 6569

Tubde d_1. Frpisncy Diagram of Predusd

O = k2 W = U0
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2. Giving Irmlmenthla Snake and Ladder Game

LCuving treatment wsimg snake amd ladder game = conducted inonder to
wadn the studeirs we master e vocalulany . Tlis Ueanent i conducied T
tan mectings. The dursiaon of emh mosting 15 2 35 minutes, The topic
tnught i the vocobulory aboul doily sctivity in the form of verbs =uch os
“ginpmg, playing, swimming, etc”. The researcher bas 2 snake and ladder
pames. First. o 1= designed b trois the meaning mastery. It displays several
speres comsist of numbers also dailly verb mctures, and it board has
instrection “Fimd  the  ocorrect word!™  The  nesearcher provades  daily
vincdbulaies in e small papers for cach growp. Second, it & designed w0 train
spelling mastery, It ks ditferent imtoction that = “Wnie the comed
gpedlmp’™ The researcher poovides a prece of paper for each group. As the
preliminery sctivity im learning, the resesrcher shimes 20 woeabolaries in the
form of pictures with the English spelling on a prece of paper for cach sudent,
omd folleaved by explaining the mzaning,

Adier the enprlimidiog, thes shmlents are divided i 2 props consis ol §oo
9 students. Afer they make in line with their own group. the rescanch
ciplums the rubes and demosstrotes how to play the snoke ond Iedder game,
Then. a student of group A takes wm wo roll the dice, moves the couner and
does the instructions on the hoard, The instmctions of the 17 and 2™ meeting
are different. 1) For the 1™ meetfing, the imstmoction is “Find the comsa
wordl”, The student syould Jook &0 Be picture appears whene e coumer
exist. Then, invie ihe tsam wosearch the correct waord inothe furm of smal

pies of poper provided by the reacarcher, 21 For dwe 2™ mocting, the




instraction 18 “Wnte the correct spelling™, The sudent should look &t the
pecture appears and invite the team to wnie the comect spelling in & paper
rltl.l'.'ll.ll:'i.l by the reacacher. Wien sudecnl dues e pswucion, the wescudc
pays ottenticm o the stedents answer, I the answer s meomect, e student
mizst maove the counler baice bockword. Then, @ student of the BPpOsINg group
takes turm o podl the dice and doos the camie deps & the previoos group,. Bath
of the two groups play this game aliernately

Throwgh that game. swidents keamn the vocabulary abow mezning and
spelling repeatedly in povful atmasphere. Thus, it facilitates them e master the
vindbulay in the sspect of meaning ad spelling.
d. Data Description of Students® Vocabulary Mastery after Getting

2

Treatment li.',sin;!hn Snake nnd Ladder Came

After the sodens ot tresement wsing the snnke and ladder game. they
were given post=test, The post-test comducies) on Soturday, 13% of May 2023,
Fles test aums oo fand out the vocobulary seore of prade four st SDN Kalipang
I ofter petting treatment with !.n:nah: sadl |adder game. The 1ot of stadents,
guesteun and duratom was siill same as the pre<est. The researcher pave
vocabulmy test thet focused on menning md spelling about the verbs “W he
are you deding®™ matesals, From the post-iesr, tbe reseascher obtained the
vocabulary score of grade four at SN Kalipang | after getting the treatmen
using snake and ladder game, The highest n:n'e of post-lest is 86, While, the

lnwest soome of post-lest 15 50,




The score of post-test 15 presented m the able below,

Fregguency Diagram of Poast-dest

[=

-a m

Tl

® Froguency Dhagiom ol
Post-ed

: I I
1 T
: . il

5056 3763 &4 -70 T1- 77 T8~ 84 B5-491

9]
Tahle 4.2, Froquency Dingram of Fost-test
1
d. Seore Differences of Pre-test and Posi-test

In thix frart, the seore differences Belwern prestist andd Pusl-lEs wers

displaed. It aims 0 fusd out whether the stwdents” vocabulary  mastery

increased ofter getting treotment wsing soake and ladder zame or not, The

seare of both pre-best and posi-test can be scen below,

o
a0
80+
70
B0+
al T
A0+
40 ¢
40
10 -+
0

B ['pp-Lost
B Post-test

AR EEBEBRERER A

Talde 42, Score DETerences of Pre-gest and Posi-lest




Based on the results above, 11 Can be seen that the students” soomes of post:
test increased. Thersfore, it can be concluded that the students’ wocsbulary
iastery of grade fow o 50N Kaligang | jocrcasod aller getting ucatimenm
waing siexke and ldder gnme
E. DATA AMALYSIS

Dt amalysiz is done after getting the soore of bath pre-tes asd post-test,
This amalysis aims b find owf the ansaer of research guestion showt the
student vocabulary mastery befose and afler geting trestment wsing snake and
Gdder pamse. Due 1o Oean, the doa amalyss harl consists of dam anidysis
proceduie, data analysis results and inerpretason of dals analy-ds resalls, is
explained cleady below,

1. Data Analyses Pricedure

Im this port, the data anmalysis procedore is presened, Dhata analysis
procedure contains the steps (o analyee the data, The ressarcher did scoring of
butly pre-test and post-test o obtoon the score. Then, the seores of both pre-
lest ned prst-lest were calvulated and processad wing soflware “IBM SPFE5
Statistics YWersion 25" The reails were presented in the form of pained
smiple statistics, poired somple comelotion sad pained sumple test,

Pasred sample stanstacs show the mean of both r&-tut anel post-test. This
aims £o find oot whether the score of post-test 15 higher than the score of pre-
lest, and vice verss, Fumhermore, paited sample correlation aims o display
M correlaion berween he score of pre=lest amd post-iest belfore amd afte
peLLing lt'l.‘.l.ut'u:llll.ng siakoe il ladder game, In adliion, pairced sample w8

preseins the T-rest wesults which are used 1w the hy pothesis, Tewest




L h)

analysis 15 @ tes1 w find oot the significant effect on vocabalary masiery of
orade Four at 51N Kalipang | atter gettmg trestment ssing snake and |ladder
JBic,
2. Data Analysis Resulis

I this port. the dato analysis recults of the students” pre-test and post-tes
genep are pregented, The maulis ane procoessed by using software [BA SPSS
Statistics Version 25, The owtput of calculatson using the seftware can be soen
i the form of paired sample statistics, paired sample correlations and pained
sample ke,

. Paired Sample Stalistics

The eaalts of pumed semples statistics are presented on the tables below,

Paired Samples Statistics
| SubEmor
Mean M Sl Devahon | Polsn
Pair | | Pre-Tesr Wiseaba iy W59 17 :I-G_l|_1. A
L% ETRTEN
Parit-Test ¥ocabulary fiv.Th 7 ||,'I_H:j: 1036
AL L

Taible 44, Pabred Sample Staiitic

[he table of pured sample sianshcs contams descrptive statishcs
from the data of pre-test and post-test. The mble displays the mean of both
paz=test amml posteiest, The tlkle shows thig O e of predest scoe s
S0.59 wath sondoed desiotion 3412 and followed by 17  panicipents,
Whals the mean -z-l';pq'm:-tenl eeore 15 67,75 with stondord deviniion 10525
andl frdlonead by 17 participants, It means the mean of prefdest soore 5@

higher than the mean of pre-est sooee,




b, Palred Sample Correlations
Ihe reswdis of the pured somple corelaboas ore prescnted on the

tubiben below,

Faired Samples Correlations
H | Correlatiom Jip

Pair | | Pre-Tes Vocabslary Maitery & 7 REZ 00
| Posa-Test Vocabulary Massery

* Table 45, Padred Semple Correlation

Patred sample correlation table shows i theee 5 correlotion on the
score of pre-test and post-test bedore sed after petting trestment Ejn;
stk el ladder pamie. If the sig. value i5 less than 005 i means there is
any correlation, While the sig, vabe s more than 003, & means there isno
corre| .

Frinn il talbide, the sig, & 0000, the oormelation is EET and the sl
o participants 85 117, I micans that the sig. leas than 005, So. it cen b

capzluded that there is impoct betwoedn the seore of pre-test and past-fes

befire and after pering treatiment wsing siake aad badder game




¢ T-Test

I'he results of the T- lests ane presented on the tables below

_Tured Gumpiey Tt

Pl Differens
O5% Confideme
Sl [raesval of the
Qi Erfca DifTeEce B ig-{2-
Meen | Deviaiion | Mean | Lowes | Upper i dF (i e §
Frue-Tess L r I 3 12| -19E66 ] 14465 -1V32E| 16 L H
Yowabubry
Minsicry -
Prrs1-Tied
Yowabohiry
Mlnsiory

Tahle 4.6, T-Test

Pamred samphes test presents the T-1est cesults. Morm of decasion m T-
test feswliy are: 1] HO: 00 o aot effective 1o dsing anabe asd ladder saems o

imcrease wocubalory masiery. 2) HL Lt is offecive in usine lul:-md
Iadder pame o increase vocabulary mastery. In addition, Mo testmg
criteria: HO i3 repsceed amd HI s accepred of the sag. (2-tailed) 19 less than
{15,

Fronn the rabde of pained sample test, it s knows that the sig, {2-tailed)
is ALIHKY, the depree of freedom s Fo, and standard devianon i 3235 I
can be kmown that the sig. (2-talled) 15 less tham O0%. Thes, H1 @8
isepied, lmoother words, 80§ ellesctive in mim:_m:l-:c arl Ladder game (0

imcrcasc vooubulary mastery .




3, Interpretation of Data Analysis Resulls

This par discusses gwoui the nberpretation of dodn analysis  resolts
conneing e studenns’  vocabulony  odestory Deloe aod  alier  geuiog
treatment uaing smake ond ladder pame,

From the results of paired somple stotistics, both the pre-test and post-tes
gcope are compared. The average scorve of post-test shows 501350 whale the

average score of post-iest that shows 6776, The compimson resulis of hath

test shows that the posi-test scome s 17,17 hagher, It means that the: students’
vocabnlary mastery before gening ireaiment gsing spake and Bdder game

was low, Then, the we of spake and ladder game in teaching vocabulary

Facilitotes the students io increase their vecnbulany mastery

Furthermore, Trom the results of T-est on paired sampde 251, i is Known
that ihe sig. {2-tailed) is (0000, which means bess than 005 ¢ 5% It can be
saied thant it s effective in wsing snoke and Budder game o incresss vocabulary
mashary.

Frun  the explanstion above, it ocon b eoncleded thar the  soocdesis”
vocabalary mastery incresses after gerting reatasn si.ng sanke @id laddes
gume. Adso, e vse of soke and lodder gome to teach vocobulory gives

e
significant effect on studenis” vocabulary mostery of grade four ar SDN

Kalipanz |
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C. HYPOTHESES TESTING

Iheory of hypothesis 1n this rescarch is that there 15 any significant effect
uf using spabe amd ladler gawe oo vocabulary aoastery of grade fow @ 50N
Kalipang 1,

Hypothesis testing of this reseurch uses T-test. Null Hypothesis (H09: It i
nod effiactive in I.lsil'uj_ and Ladder game o increase vocabuliy mastery.
Altemative Hypothess (H Dz 1 is effective in usinzn.ﬂh‘ and Ladider game to
increase vocabuliry mastery. Ho testing criteria: Hu rejected and HI is

accepied if the significance (slg. ) values equals or kss than 1035,
Bazed on the resuliz of the T-Test, the sig, vilue obaised is 0000 whick
mens less than 0.5, Due to thot, HO that stades “It 15 not effeetive in wsing

Smake and Ladder game o increase vocabulary mastery™ 18 mojected aod H
that stades 1t is offective in using Snooke and Ladder game o increase
vicabulary mastery™ 15 accepied, In other words, this research proved this

there s any sigmibcant effect of wang snake and ladder gome on vocobulary

miastery of grade four @l S Kadijang 1.

I, DISCUSSIONS

The findings of this research is that glﬂ.e and ladder pamse used 1o
increase students” vorahulary mastery af grade foor at SD Kalipang 1. Based
on the results of data analysis and hypohesis testing, thers 15 the signiticant
effect on vocabulary nzstery of prade four at SO Kadipang | after petting

Lreabmenl g smake and lsdder manme.




4l

The findings are m line with several pror stedes conduchad by Savitn et
al. {MH0), Yemma ef. al. (2009). fknyati & svates {200&), and Fifnvana &
Bellawns (2018,

Fiest, ilse sescarch conducted by Seviees et al, {2020) proved i
developing 0 snake lodder game con imcresse wocobubsry. Through her
reseaich, i1 provied that studentz” could develop their vocabulary mastery
especially shout verbs. The result was that the snake lndder game can improve
the students” vocabubaey with several additional vanations,

Secoad, Yemima et al. (2019} through their rescarch m‘mtdgmt the use
of smabke pod ledder medis & able W ciludiee Emplish vocubalary. This is

bosed on the theory that endy chikihood teoching wnd keaming methods are

learnime while playisg. Theoagh lt grake and ladder pame, stsdents’ can
bowh increpse their knowledoe and experience jovful kzaming becaose they can
participate. and mferact adtively in leaming, '['h-.:l:'.'urt'.i,ﬁn: snatke aned
lndder game is appropriate leaming sSrolegy o sitrect stodemts so they cun
increase Uit vocabudary misiery.

Third, wecording to a rescarch conducted by Zikriyatn & Syafe (2018),
mk-:: nnd [ncder gomie 15 nppropriste media o teach vocabulany o Y oung
Learners. This game cooald asitrsct the studenis o be anvolved actively in
leamimg vocabolary throogh its several activities: mlling the dice o get the
number, mawving the counter based on the number they oot, picking up the

picture Cand vl following the instruction Tros thal card, [0 can be sail Ear e

activitics ol snake ladder g Lacilitaees e siudents™ o Fl.'uL'[lli.'l: vansihskary
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repaaiedly, Though thess activines, studanis felt happy in eamng and ensier
to master the vocobulary .

Fumlicroeme, Flolyang & Maw (3008)  duewgh gl guiaiinative
caperimental research showed that improving studenis” voeabulary mnsiery of
tenth grude ab 5MMA Mubammuodiyoh 1 con be dome by using snoke and ludder
game, [t can be seen from the postdest soom of experimenial group, i whick
ul H-nhcr tham that of comtral graup. in which 815, 1 other words. the use
ufnte i ladder pame was successful b0 increase students’ wocabalary
MSIery

This reseanch supports tese prior fescarches thae e gal.r andl ladder
game could become the medin to teach vocabulary with the aim b give
expenence of joyiul learning and o inccease stadents” vocabulary mastery. &
micans  that snake and ladder pame has significantly positive efiect on
students' vocabulary mastery, Also, it 15 appropmate 1o be media m teaching
voeabuliry in elementary level,

Limicatiom of this resesrch is that this is an experimental research which
neads kg tine o do e research, Giving treatment 5'mg, snnke wid laddes
game spends much tme in preparmg the geme and demonstrating the pame.
The studems must pay attention and concentrate 10 andersand ahout how 1o
play this game properly. Forthermore . becawse this game is guist mberesting, #
encouriges the students 1o be active oreven crowded in learning . In addidion,
the sample of this ressanch s ke, only @vembeen samphkes, Thus, the next

rescarchers can conduct similar rescarch using more samles of odher modesls

o oboan the mors comprchensive resalis,




Furthermore, implications of this research are that 1) the researcher can
1]
obtain kneowledpe the use of the snake and ladder game 2= media foo
vocabuliey loaming, Iy e swdemts wia eol koewledge abour leambng
vocabuliey uging the ssake and bdder game, and 3) the teachers can use the
snake ond lsdder game os ;uinble media 1o teach vooobulary.
In sddinioas, thas research contmabutes wowards longuape leasing especially

English through games. It s able to be the model of feaching and lesming

vocabulay msmg game as a mede,




CHAFTER ¥

CONCLUSION, IMPLICATION AND S UGGESTION

Al CONCLUSION

The weak of students™ vocabulary mastery, sspecially in elementary
Bevel, i caused by the tescher-centered-leaming, insppeopnate leaming
sirategy, stadents’ difficuitics in understanding both meaning and spelling
of vocabulary, stdents’ boredom and Back of studens” mnvolvement in
fearning activivies, This research dims o find our vogabalary mastery of
grade lour al SDN Kalipang | belore and after getting weanmest with
wnd Eedler gome. and the signiticant eftect on vocabulany mastery of

grade four at 510 Balipang [,

Hised an the theory. leaming strategy which enables 10 create joviul
wmasphere in learming is joyful learning through games. Gases not only
provide studentcentered-legming, incresse sodenis” motiveion, more
resairng il context o language leaming from e sets of s oles disd
poals. big alee can be learniog media dessgned accordimg w the reachung
nmmterials. Based on Hadfiekl theory in vecabulary learming, l: and
lndder game s appropriste media o increase  students’. vocabalary
rastiry. The steps of thas game are playing i paics, rolleg the dice and
seeing the number, putting the counter based on the number obewined,
TedBoawing the insruciaon el ecist o the box that placed by the comier.

toking wrm for coch ployer to mll the dice, then doing the consoquences

thar determing by the weachers, Thowsh hese activities, the studenis can
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fearn vocabulary repeated]y o understand the meamng and spelling of the
vocahulary, Therfore, the researcher wasts (0 conduct the expeniment oa
e ol sibe and Dsdder pasie W Gl our the effecr on studenis’
v alalary mastery

The experiment usss quantiisbve spproach with ane-group pretest
posttesd design. Reliabilioy ig tested by using software of [BM SPSE
Btatistics Yerdon 25, [ata obtained is from the score of pre-test and post-
test, Based on the results of data analvsis and by pothesis esting, the mean
of pre-test s M5 while poat-les ﬁ'-'.'-’fr.m be said hae the average
iof the post-test score s 17,17 higher. Furihenmnore, the sig. vdue obtined
from the T-Test s 00K which mears less than (B3, Thus, HO “It g5 not
affectve in u-alﬂgna]{e and Ladder game To sinerease vocabuliey masbery”
is mejected. It can be said thad there §s the significant effect on vocabalary
nmstery of grade four at SDN Kalipang 1 afier geting treatment rﬂinr,
snke and ladder pame, From the cxplunul:inn. can be concluded that
smitke and ladder has posstive effeel w studens” vocabulary nislery dnd

the thexwry of Hadfeld is correctly proven.

IMPLICATION

The implications hased on the resubis of fhis reseaech con he classified mfo

theowesical implications and practical implications.

1. Theoretical Implicatinns

The rescarch conducied prsses dlial e swhges of simike and lacklen

g ors appecpmels oo be pdopred in vocabuley leaming activities,
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Yocabulary mastery can be enlanced by wsing the appropnate heafiing
strategy. Joyiul kearning strmegy usmg l'u: snake mnd ladder pame hos
sigiificant effect oo ncicasing studenss” vocabulary sy, copocilly o
Euglish subject. In addition, there iz difference on students’ vocebulary
mostery bafore and r being taught by invelving the snake and ladder
garme, It means that the use of the E& and ladder game facilitae:
students to increase vocabulary mastery  throogh enjoyable learnmg
sctivities, and becomws appoprate media o tesch vocsbalary in the
elementary level,
2. Practical Implicationss

The mesults of this research beceme m=ight for teachers e
prospeciive teachers. The teachers and prospective eachers can consider
choosing the appmpriate leaming smiegy 0 be implemented in the
learming astivities,  Joyful leaming with ahl: and ladder game can be

used a4 leaming medw o facilitate stodents on mereasing the vacabulary

rrras Lery

1

(1]
C. SUGGESTION
Based va the pesulis of this reseanch. there are several sugoestions for

the teachers. students and the fisune researchers

1. For the Teachers

The teacher should consider joyfal leaming siraegy using snake and

lgder game @ become insight In clessing e approprine lcarning
Arategy o wach vecabulary, The use of thiz snoke and ladder gome can




be the model of reachme amd Earning vocabalary sing game & a media

o increase yocabulary masery.
2. For the Stobenty

The studenis con decrease their boredom by involving actively in
leorning oetivities through plaving the snoke and ladder game. Through
this game, the srdents will experience in Raraing vocabulary ropeated |y
owver and over so it ean help them o increase their vocabalany mastery,
3. For the Future Researchers

The fumre researchers can conduct and develop the simalar research
ghodl the wse of spake aind lodder Lo Dk vl 1-|.|l..,|l:|.h.||m:.'. Alsay. e
future rescarchers shooukd doo the research about more mdicotors  of
vocabulary, mol only shoul meaging and  spelling of e werbs.
Furthermone, this mesearch can be wsed as the insight of the fomre
researchers so they can wse it as the reference of prior sy of their fature

reseprch,
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