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ABSTRACT
Vocabulary is a collection of word that English learner still difficult to understanding
and remembering the word. Besides, the teacher also used conventional method that made
learners passive and only focus to the teacher. In learning foreign language should have some
interesting activity to make them active in the class, therefore the researcher aims to explore
the effect of using feely game on students’ vocabulary mastery.
In this research, the problem is “Is there any significant effect to the students’
achievement in learning vocabulary by using feely games? “ and the objective of the reserach
to find out whether or not the using of feely game has significance effect in understanding
vocabulary. Based on the theoretical explanation and previous research about teaching
vocabulary using game, the researcher assume that there is significant effect on students on
using feely game to improve their vocabulary mastery on eight grade at SMP
Muhammadiyah 1 Jember 2019/2020 academic year.
The design of this reserach is experimental research, the design of this research was
quasi experimental with the pretest and posttest design. The subject is the eight class consist
50 students, the data collecting by using written test and consist of 20 question by multiple
choice form.It was used two classes is experiment and control which consisted of two
meetings. The result of Independent T-test is higher (0.516) on significance level 0.05 with
n=25 stduents.
In concluded that using feely game make enhancing students achievement and
understanding vocabulary at SMP Muhammadiyah 1 Jember in the 2019/2020 Academic
Year. Using feely game is more affectives than the application of conventional teaching on
students’ vocabulary and can enhancing achievement students’ vocabulary at SMP
Muhammadiyah 1 Jember.
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brain to think something. The Feely bag
game was brought in relaxation and fun for
students, thus help them learn and retain
new word easily.
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Result and Discussion
Pre-test is used to know earlier

game.
Method
The kind of this research is an
experimental research. Arikunto (2010,
p.9) Experimental research is the way to
find the cause and effect relation between
two variables. Research experiments are
studies that help to learn the presence or
absence of something improsed on the

knowledge of the students’ reading
comprehension before the researcher gave
the treatment. The result of pre-test is
follows :
Table 4.2 The result of pre-test score in
experimental and control group
Statistic

Experimental

Control

Mean

52.60

50.00

in this research was a quasi experimental

Variance

71.083

97.917

research design. A quasi experimental

Minimum

35

30

subject inquired. The research design used

research was used in this research because

Maximum

65

65

Range

30

30

alternative hypothesis (Ha) is rejected.
Meanwhile, if the significance value in the
(sig 2-tailed) is< 0,05 level significance,

Table 4.2 shows the mean score of

the null hypothesis (H0) is rejected and the

experimental group’s pre-test is 52.60.The

alternative hypothesis (Ha) is accepted.

mean score of control group’s pre-test is

And the test criterion is if the significant

50.00.

(sig 2-tailed) < α (0,05),it means there is
The result of pre-test score in

experimental and control group have the
same score of the test.Post-test is used to

effect. The result of t-test posttest as
follows:
The Independent Sample T-test, the
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reseacher gave the treatment. The result of

hypothesis(H0) is rejected and the

post-test is follows :
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Table 4.4 The result of post-test score in

which mean there is significant difference

experimental and control group

on reading comprehension who are taught
by using feely game and those who are not

Statistic

Experiment

Control

using feely game.

Mean

78.60

71.00

Variance

61.500

91.667

Minimum

60

55

significance different between

Maximum

90

90

experimental and control group based on

Range

30

35

Conclusion
This research found there is

the result on post-test. The result of this
research, the post-test in experimental and

Therefore of the table above,

control group is less than (<) 0.05. The

shows that the mean score of post test in

score of post-test from experimental group

experimental group is 78.60 and for the

is 78.60, while the control group is 71.00.

mean score of post test in control group is

It can be concluded that experimental

71.00.

group had better achievement by using
If significance value in the (sig 2-

tailed) > 0,05 level significance, the null
hypothesis (H0) is accepted and

feely game than control group on the
eighth grade students vocabulary mastery.
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