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Abstract. This research aims to describe the improvement of students’ vocabulary in using
Spelling Bee. Students of SMA Negeri 1 Merauke at the class of XB were the subject of this
research, which was consisted of 21 students. This research was conducted from August to
September 2023. This research used a quantitative research with a pre-experimental design
and pretest and post-test design of one group. Data analysis techniques used the scoring of
students’ tests, classification of the students’ scores, percentage, and mean score.

Based on the value of vocabulary tests on pretest and post-test, there was development on
each test. The percentage of students pretest was 52% who passed the KKM, and the rate
of students post-test developed to 81% who passed the KKM.The result showed that this
research use of the Spelling Bee Game could develop the students’ vocabulary mastery at
SMA Negeri 1 Merauke.
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INTRODUCTION

English is an important language to be learned moreover English is an
international language that can help us to communicate with other people from
various countries. Communication is the vital thing in education (Sutikno, 2009:115).
English become as the first foreign language which is teach in schools, starting from
primary schools until university level using English language. English is completely
different from Indonesian language, such as the structure, pronunciation, and
vocabulary.

It is difficult to master the other competences without mastering and
understanding the vocabulary. Without some knowledge of vocabulary, neither
language production nor language comprehension would be possible (Muttahidah,
2011: 2). Vocabulary is an important component in learning English, because by
mastering many vocabularies then we can easily communication with smoothly in
English. Richards and Renandya (2002, p. 255) suggest that “vocabulary is a core
component of language proficiency and provides much of the basis for how well
learners speak, listen, read and write”.

There are many methods that will help students in attract students’
interesting and develop their vocabulary in teaching English vocabulary. One of
them is by using teaching media such as puppets, cartoon films, tape recorder, color
passing, songs, games, and etc. The teachers have to choose an appropriate
method in teaching vocabulary, because it is not easy to teach English especially
vocabulary without using suitable method.

In this research, the researcher was choosing game as a teaching method.
The researcher used game as teaching method because this game is suitable and
easy to be applied to research site with existing problems, besides that game can
also attract students’ attention and make the learning atmosphere more enjoyable.
Brewster and Ellis (2002:172), games are not only motivating and fun but can also
provide excellent practice for developing pronunciation, vocabulary, grammar and
the four language skills. By using a game to teach vocabulary will engage the
students to be more active because the game makes students have the enthusiasm
to learn.

The reason researcher used Spelling Bee Game because Spelling Bee Game is
easy to be implemented in English classroom, there is no special preparation for
doing this game, the researcher just needs to prepare a list of words which will be
given to each student to be spelled, the other equipment for doing this game is
already available in the classroom such us papers and marker.

The place of research was conducted at SMA Negeri 1 Merauke, especially in
class XB. In this school the researcher’s observation found that there were still
many students who were lazy to memorize vocabulary, many of students cannot
memorize new words in English, many of students are still weak of vocabulary, and
students have difficulties in mentioning or pronounce words in English. This school
is one of favorite school in Merauke, and there is no the researcher before from
English Education Department’s students took the research here, therefore the
researcher interesting to took her research here. Then the objective of this research
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is to describe the development of the students’ Vocabulary after using Spelling Bee
Game.

RESEARCHMETHOD

This section should provide sufficient details of the experiment, simulation,
statistical test or analysis carried out to generate the results so that the method can
be repeated by another researcher. The design of this research used quantitative
research with pre-experimental methods that involving one class. Quantitative
research is research with data in the form of number and analysis using statistics. A
method for determining the effect of independent variables on the dependent
treatment controlled by researchers is quantitative research (Sugiyono, 2018: ).

According to Creswell (2012) experimental research is a certain treatment in
experimental research that can affect the result, researcher would apply Spelling
Bee Game in teaching vocabulary.

The researcher used pre-experimental design with one-group pretest – post-
test design. One-group pretest – post-test design is a technique to determine the
effect before and after the treatment (Sugiyono, 2018: 110).

Subject Pretest Treatment Post-
test

One
Group

O1 X O2

Table Design of the Research
Source: (Hasmi, 2013)

Notation:
O1 = Pretest
X = Treatment
O2 = Post-test

In this research, the researcher want to describe the development of the
students’ Vocabulary after using Spelling Bee Game in class XB of SMA Negeri 1
Merauke. The development of the students’ vocabulary mastery was found after
the students gets a score from the pretest conducted before treatment and the
post-test score conducted after treatment. If there is a development in the post-
test score then absolutely the developing students’ vocabulary mastery using
Spelling Bee Game was succeed.
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RESULT AND DISCUSSION

There are students at 10th grade in SMA Negeri 1 Merauke their vocabulary in
pretest is low. And the percentage to measure the development of students’ score
in pretest using the formula:

���������� = �������� �ℎ� ���� �ℎ� ����
�ℎ� ������ �� ��������

 100%

=
11
21

 100%
=52%

The students’ score of pretest and post-test can bee seen as follow:

Students Pretest Post-Test

Student 1 45 65
Student 2 55 60
Student 3 55 85
Student 4 60 60
Student 5 60 60
Student 6 65 85
Student 7 70 100
Student 8 70 75
Student 9 70 90
Student 10 70 85
Student 11 75 90
Student 12 90 100
Student 13 75 90
Student 14 75 95
Student 15 80 100
Student 16 80 85
Student 17 80 90
Student 18 80 95
Student 19 85 100
Student 20 85 95
Student 21 85 90
Total 1.510 1.795

The following table displays the proportion of students' vocabulary
according to Jacobs' (2002) criteria based on the score mentioned above:

Interval Classification Frequency Percentage

95-100 Excellent 0 0%
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85-90 Very Good 4 19%

75-80 Good 7 33%
65-70 Fairly Good 5 24%

55-60 Fair 4 19%
45-50 Poor 1 5%
0-40 Very Poor 0 0%

Total 21 100%

Based on the data above there 10 of the students’ got score below the
standard of KKM. The pretest results showed that students had relatively little
vocabulary. Because of this requirement, students must develop their vocabulary
mastery, which is mean the researcher might did using the strategy to solve this
problem. The researcher might use Spelling Bee Game in learning process to solve
the students’ problem in vocabulary mastery.

The percentage to measure of students’ achievement in post-test can be
seen using the formula:

���������� = �������� �ℎ� ���� �ℎ� ����
�ℎ� ������ �� ��������

 100%

=
17
21

× 100%

= 81%

Based on the result above, the table percentage of students’ criteria in
vocabulary by Jacobs (2002) can be seen in the following table:

Interval Classification Frequency Percentage

95-100 Excellent 7 33%

85-90 Very Good 9 43%

75-80 Good 1 5%
65-70 Fairly Good 1 5%

55-60 Fair 3 14
45-50 Poor 0 0%
0-40 Very Poor 0 0%

Total 21 100%
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Based on the percentage above, it showed that the progress of each student
was better, although there were 4 students who couldn’t passed the KKM. In post-
test, there were 17 students or 81% who could pass the test and 4 students or 19%
still got score below the KKM. Based on the data above, it can be explained that the
students got better progression and their vocabulary mastery was developed. At
the pretest, 11 students or 52% who passed the KKM. After pretest has done, the
researcher gave treatment that has four meetings. After treatment, the researcher
gave the post-test, the result was only 4 students or 19% who could not pass the
KKM.

The mean score of the average of students’ achievement in every test can be
seen by using the formula (Cresswell, 2003:176):

� =

�

The pretest mean score of the students was 72, and the post-test mean score
was 85. Consequently, the mean score obtained from the pres and post-tests was
tabulated as follows:

Mean Score
Pretest Post-Test

72 85

Based on table 4.5 above, it can be explained that students’ mean score
when pretest was low with score 72. It even has not reached the KKM. To solve the
students’ problem, the researcher did Spelling Bee Game as media in learning
process. Game as media in learning made students’ interest and more enjoy when
learning process. Game as media in learning made students’ interest and more
enjoy when learning process. The researcher has done six meetings that were
pretest, four treatment meetings and after that the researcher gave post-test in
order to see the measure of students’ achievement after gave treatment on the
learning using English Spelling Bee Game. The result before treatment was low and
not reached the KKM with 72. This condition made the researcher to help students
to develop and reached the KKM score. And the score after treatment or score of
the post-test was satisfied and showed that students’ mean score was develop with
score 85. Which means the mean score has passed the KKM (75 of mean score). It
also means this research has done because the researcher found out that using
Spelling Bee Game as media in learning process could develop students’ vocabulary
mastery and the result of post-test has passed the KKM.

The results section should detail the main findings and outcomes of your
study. You should use tables only to improve conciseness or where the information
cannot be given satisfactorily in other ways such as histograms or graphs. Tables
should be numbered serially and referred to in the text by number (table 1, etc.).
Each table should have an explanatory caption which should be as concise as
possible.
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CONCLUSION

After using the Spelling Bee Game as an instrument of instruction, students'
vocabulary developed from the pretest to the post-test, according to the data that
was examined and reported in the findings section. According to the results, the
majority of students had fair to low vocabulary in the pretest. There was a
development in the students' language skills as evidenced by the mean score of 85
on the post-test and 72 on the pretest.

It can be concluded from the students post-test results that their language
mastery was better. There is also professional support for this opinion. According to
Andrew Wright, David Betteridge, and Michael Buck, "games become entertaining
and interesting, often challenging, and activities where students play and usually
interact with others" (The Games for Language Learning Book, 2006: 1). It is clear
from the aforementioned expert opinions that the game is an enjoyable educational
tool that can support students' learning objectives and help them become more
proficient with words.
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