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This thesis entitled “The Effect of Spelling Bee Game on Students‟ Vocabulary 

Mastery at Second Year Junior Students of Darul „Ulum Islamic Boarding School 

Banda Aceh”. Vocabulary crucially becomes one of the important parts of English 

which has to be mastered. Without mastering much vocabulary, the students face 

various obstacles in learning English. The aims of this research are to investigate 

whether the use of Spelling Bee game can improve students‟ vocabulary mastery 

and to discover students‟ responses toward the use of this game in their class. The 

population of this research was all of the second year junior students of Darul 

„Ulum Islamic Boarding School Banda Aceh. While, the sample was 35 students 

of class VIII-C. The sample was selected by  using random sampling. The 

research implemented a pre-experimental design. Thus, the techniques of 

collecting data used in this research are experimental teaching, tests, and 

questionnaire. The experimental teaching was conducted in five meetings, two 

meetings for pre-test and post-test and three meetings for treatment of Spelling 

Bee game. Based on the result of the data analysis, the result of the test (see in 

chapter four, page 30-31) shows the mean score of pre-test is 45,34 meanwhile the 

post-test is 63,97. It means that the mean score of the post-test was higher than 

that of the pre-test. It can be concluded that implementing of Spelling Bee game 

can improve students‟ vocabulary mastery. The questionnaire result also shows 

some possitive responses from the students stating that Spelling Bee game helps 

them in remembering and memorizing the vocabulary easily and carefully; 

improves students‟ accuracy in pronouncing words; and increases their motivation 

in learning English.  
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CHAPTER I 

INTRODUCTION 

A. Background of The Study 

English is essential to be taught for the younger people, for this case, 

students from the begginer up to the senior high school. As the concept “teaching 

English to young learners” suggest, age plays a crucial role in what we teach and 

how we teach it, since a young learner is different from an adult or teenager class 

in terms of the learner‟ language learning needs, the language competences 

emphasized, and the cognitive skill addressed” (Harmer, 2007). Younger children 

are indeed more likely to develop like native English profiency than adult 

learners, as suggested by Lynne Cameron (cited by Harmer, 2007) that children 

“reproduce the accent of their teacher with deadly accuracy”. Teaching English 

for young learners, therefore, should be properly handled if it is to be successful. 

It needs skilled and dedicated teaching. Teachers of English for young learners 

need to have an understanding of how students  think and operate, that is how 

young learners learn a language. This will be a foundation for the implementation 

of teaching English to young learners. Children also learn about their world in 

different ways. Using their preferred learning styles, they may be characterized as 

visual, auditory or kinesthetic learners. A visual learner learns best if they see 

what is happening and links to their understanding. On the other hand, an auditory 

learner will need to hear the input,  while a kinesthetic learner will learn best if the 

learning involves physical movement. This is also supported by a research 

conducted by Rosemary Smeets in Switzerland in 2004, who looked at young 
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language learners and VAK lerning styles and she found that the students did 

seem to be able to learn more words when using their preferred learning style 

(visual, auditory or kinesthetic). 

In developing the students‟ ability in mastering English, it cannot be 

separated from vocabulary mastery. Because it can be a measurement of students 

in understanding English. Sometimes students do not know the meaning of 

vocabulary because they do not know the word itself. This circumstance happens 

in many occasions for instance, in reading or listening section. How can they 

catch the meaning if the word itself they do not know at all.  

Based on the children learning style, there are some methods to help 

students in mastering the vocabularies, one of them is by spelling. Teaching 

vocabulary accompanied by spelling helps the students to master the four 

language skills. Huyen and Nga (2003), state that in learning a foreign language, 

vocabulary plays an important role because it is one element that links the four 

skills. The target of teaching and learning English in the classroom is students‟ 

ability to produce spoken and written text. Therefore, the product of spoken and 

written texts is inseparable from the knowledge that has been gained through 

listening and reading comprehension that includes in them the process of 

mastering the vocabularies. 

Teaching vocabulary can be done through some ways or some techniques. 

One of the ways that is appropriate in teaching vocabulary is Spelling Bee game 

since the purpose of this game is in line with two of language components of 
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English, vocabulary and pronunciation. Spelling Bee is one of the interesting 

games to teach English vocabulary. According to Uranga (in Rahayu, 2009) 

Spelling Bee is a kind of competition where the competitors have to compete to 

spell the words given correctly. Spelling Bee is more than a memorizing activity, 

students are also introduced to a complicated thinking process, when they receive 

several clues to spell the word correctly. Such as, definition, alternative 

pronounciation, kinds of words (noun, adjective, verb), and the use of word in a 

sentence. Moreover, one of the ways to improve the students‟ ability on 

vocabulary mastery is through games. Kavaliauskiene (2000, cited in Rahayu, 

2009) states that using games gives a special chance to students to self-assess their 

progress in learning vocabulary and to a teacher to assess students‟ progress. 

There are some previous studies that have been conducted on 

implementing of Spelling Bee game in teaching English. The writer has examined 

some related researches that have similar topic, but different focus. First, Jeani 

Shinta Rahayu (2009) who conducted the research on Spelling Bee game found 

that the implementation of Spelling Bee game is able to help the students to 

improve their spelling ability. Besides, the game could be used as an alternative 

activity to strengthen the students‟ memory to remember the vocabulary items that 

they learned and the spelling of those vocabulary items. Second, the research 

which is conducted by Rahayu Sekarini (2012) showed that Spelling Bee could 

improve the seventh graders‟ spelling ability, to increase their motivation and 

awareness of the use of correct spelling in writing, and to learn new vocabulary 

items. Another researcher Ratna Juwita  Ningsih (2013) in her research “A Pre-
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Experimental Study of Vocabulary Mastery through Spelling Bee in Teaching 

Reading Recount Text”, found that almost all students (97,9 %) gave positive 

respons toward the implementation of the game and she recommended the game 

for teachers to build amusing atmospher for students in learning process because 

students will not achieve success unless they anjoy the process.  

To prove how far Spelling Bee game can improve students in mastering 

vocabulary, the writer is interested to conduct the research about “ The Effect of 

Spelling Bee Game on Students‟ Vocabulary Mastery at Second Grade 

Students of Darul Ulum Islamic Boarding School Banda Aceh”. 

B. Research Questions 

1. Can the use of Spelling Bee game improve students‟ vocabulary mastery? 

2. What are students‟ responses toward the use of Spelling Bee game in 

mastering vocabulary? 

 

C. The Aims of Study 

Based on the questions of the reasearch above, the writer has tried to 

arrange the aims of the research as follows: 

1. To investigate whether the use of Spelling Bee game can improve 

students‟ vocabulary mastery. 

2. To find out students‟ responses toward the use of Spelling Bee game 

for their vocabulary mastery. 
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D. The Significant of Study 

This study can be benefits in three sides, they are: English language 

researchers, students, and teachers or practitioners of English Language. 

1. This study is beneficial for the researchers to examine more detail 

about students‟ needs and improvement process in learning English by 

applied method. 

2. This study also assists students to improve their vocabulary mastery. 

3. This study surely helps teachers or practitioners of English language 

to know the effectiveness of Spelling Bee game to be applied in order 

to achieve the goals of teaching and learning process. 

 

 

E. Terminology 

1. Spelling Bee Game 

According to Rahayu (2009) in her thesis, Spelling Bee game is an 

activity in which participants compete with each other and they are asked to 

spell words or form words with the correct  letters in correct order in a round-

robin format, where each person gets a turn to spell a word that is suitable for 

his or her level which is the winner is the person or group who is able to form 

correctly the highest  number of the words  according to agreed rules. By 

using Spelling Bee, students are helped in building their vocabulary. They can 

remember the words that teacher used in that games. In addition, this game 

can help the students think actively and creatively. For example, the teacher 
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gives the students a collection of words, asks them to remember and tests their 

capability in mastering those words by using Spelling Bee. Furthermore, they 

can think creatively when the teacher provides some clues such as the use of 

the word in a sentence, etc. 

2. Vocabulary Mastery 

In order to understand the language, vocabulary is crucial to be 

mastered by the learner. Richard (2002) states that vocabulary is core 

component of language profiency and provides much of the basis for how well 

learner speak, listen, read and write. Moreover, Vocabulary mastery is needed 

to express our ideas and to be able to understand other people's sayings. 

According to Webster (1992) mastery refers to (1) a. the authority of a master: 

dominion, b. the upper hand in a contest or competition; superiority, 

ascendancy and (2) a. possession or display or great skill or technique, b. skill 

or knowledge that makes one master of a subject comment. While Hornby 

(2003) defines mastery as complete knowledge or complete skill. From that 

definition, mastery means complete knowledge or great skill that makes 

someone a master in a certain subject. Quoted from McCharty in vocabulary 

in use upper intermediate (2000), there are some indicators of vocabulary 

mastery; countable nouns, uncountable nouns, collective nouns, abstract 

nouns, suffixes, roots, synonyms, context clues, and punctuations. 

 

6 



 
 

 

CHAPTER II 

LITERATURE REVIEW 

A. Definition of Vocabulary 

Vocabulary is one of the important language components that needs to 

be learnt and mastered by the students in order to make their language skill 

improved. The vocabulary mastery will affect the students‟ language skills 

because without mastering the vocabulary, the students will be hard to process 

the sentence in written and spoken form. Because of this reason, it is 

important to define what absolutely the vocabulary mean is. 

According to Hackman (2008) vocabulary is more than a list of words 

and although the size of one‟s vocabulary matters, it knows how to use it 

which matters most. Then, vocabulary is generically defined as the knowledge 

of words and word meanings. More specifically, researcher use vocabulary to 

refer to the kind of words that student must know to read increasingly 

demanding text with comprehension (Kamil & Hiebert, 2005). 

Furthermore, Neuman and Dwyer in Bintz (2011) state that vocabulary 

can be defined as the words which have to know and to communicate 

effectively: word in speaking (expressive vocabulary) and words in listening 

(receptive vocabulary). It means that, the vocabulary is about the word have to 

know and master in order to make us can communicate with other people 

effectively. In addition, McCarten (2007, p. 3) states that the researcher can 

learn vocabulary from the corpus that essentially tells us about: 
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First is frequency: which words and expression are most frequent and 

which are rare. Second are differences in speaking and writing: which 

vocabulary is more often spoken and which is more often written. Third 

are contexts of use; the situations in which people use certain vocabulary. 

Fourth is collocation; which words are often used together. Fifth are 

grammatical patterns; how words and grammar combine to form patterns 

and the last is strategic use of vocabulary; which words and expressions 

are used to organize and manage discourse.  

 

Based on the experts‟ opinion above, the writer concludes that the 

vocabulary is amount of words which is used in a language by human being to 

communicate each other. Simply, the vocabulary is a component which 

contains the words, its form and its usage that can be applied to communicate 

in the daily life. 

 

B. The Aspects of Vocabulary 

According to Ur (1996: 60-62) there are some aspects of vocabulary 

that should be taught or mastered by students in learning a foreign language. 

1. Form: pronunciation and spelling 

The learner has to know what a word sound like (its 

pronunciation) and what it looks like (its spelling). These are fairly 

obvious characteristics, and one or the other will be preserved by the 

learner when encountering the item for the first time. In teaching, 

teachers need to make sure that other these aspects are accurately 

presented and learned. 

2. Grammar 

The grammar of new item will be necessary to be taught if this 

is not obviously covered by general grammatical rules. When teaching 
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new verb, for example, teacher must give also its past form, if this 

irregular (think, thought). Similarly, when teaching noun, teachers may 

wish to present its plural form, if it is irregular (eg: mouse, mice). 

3. Aspect of meaning; meaning relationship  

How the meaning of one item relates to the meaning of others 

can also be useful in teaching. There are various such relationships: 

here are some of the main ones. 

(a) Synonyms: item that mean the same, or nearly the same; for 

example, bright, clever, smart may serve as synonym of intelligent.  

(b) Antonym: items that mean the opposite; rich is an antonym of poor.  

(c) Hyponyms: items that serve as specific examples of general 

concept; dog, lion, mouse are hyponyms of animal.  

(d) Co-hyponym or co-ordinates: other items that are the „same kind of 

thing‟; red, blue, green and brown are co-ordinates.  

(e) Super ordinates: general concepts that „cover‟ specific items; 

animal is the super ordinates of dog, lion, mouse. 

(f) Translation: word or expression in the learners‟ mother tongue that 

is more or less equivalent meaning to the item being taught. 

4. Word formation 

Vocabulary items, whether one-word or multi-word, can often 

be broken down into their component „bits‟. Exactly how these bits are 

put together is another piece of useful information-perhaps mainly for 
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more advanced learners. The teacher may wish to teach the common 

prefixes and suffixes: for example, if learners know the meaning of 

sub-, un- and –able, this will help them guess the meaning of words 

like substandard, ungrateful and untranslatable. 

Another way vocabulary items are built is by combining two 

words (two nouns, or gerund and noun, or a noun and verb) to make 

one item. For example: bookcase, follow-up, swimming pool. 

From the explanation above it can be concluded that 

vocabulary is one of English learning aspects that very crucial and 

important to be mastered. In this research, the writer used the meaning 

of words and the spelling of words as the advance aspects that want to 

be improved from the students.  

 

C. Teaching Vocabulary 

Vocabulary is the most important thing that students must learn before 

they learn grammar and four basic language skills. Swan and Walter (in 

Thorbury 2000, p. 14) write that “vocabulary acquisition is the largest and 

most important task facing the language learner”. It is why before learn about 

grammar, the students must learn vocabulary first. 

The purpose on teaching vocabulary is to facilitate the student to 

improve and develop their own English skill. Therefore teachers must help 

students make clear what they must do or what they must learn on vocabulary 
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mastery. According to McCarten (2007, p. 20) this steps can help teachers to 

teach vocabulary: 

1. Providing clearly marked vocabulary lessons. 

2. Making the target vocabulary set stand out, including focused practice 

and regularly review. 

3. Giving list of vocabulary to be learned for the lesson. 

D. Vocabulary Mastery 

In order to understand the language, vocabulary is crucial to be 

mastered by the learner. Vocabulary mastery is needed to express our ideas 

and to be able to understand others people saying. According to Webster 

(1992, p. 732) mastery refers to: (1) a. the authority of a master: dominion, b. 

the upper hand in a contest or competition; superiority, ascendancy and (2) a. 

possession or display or great skill or technique, b. skill or knowledge that 

makes one master of a subject comment.  

While Hornby (2003) defines mastery as complete knowledge or 

complete skill. From that definition, mastery means complete knowledge or 

great skill that makes someone master in a certain subject. The specificity of 

any individual‟s vocabulary knowledge depends on the person and his 

motivation, desires, and need for the words (Hatch and Brown, 2001). 

Vocabulary mastery refers to the great skill in processing words of a 

language. It is an individual achievement and possession (Rivers, 1989). For 

that reason, the biggest responsibility in increasing the knowledge is in the 
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individual. The success in widening the vocabulary mastery requires their 

own motivation and interest on the words of a language.  

From the definition above, the writer concluded that vocabulary 

mastery is an individual‟s great skill in using words of a language which is 

acquired based on their own interest, need and motivation. Vocabulary 

mastery plays an important role in the four language skills and it has to be 

considered that vocabulary mastery is one of the needed components of 

language. 

 

 

E. The Use of Game in Teaching Vocabulary 

1. Definition of Game 

Games help the teacher to create contexts in which the language is useful 

and meaningful. Even though games are often associated with fun, we should not 

lose sight of their pedagogical value, particularly in foreign language teaching and 

learning. Games are effective as they create motivation, lower students‟ stress, 

and give language learners the opportunity for real communication. 

According to J. Haldfield (1996), “a game is an activity with rules, a goal and an 

element of fun.… Games should be regarded as an integral part of the language 

syllabus”. This definition highly evaluates the importance of games in teaching. It 

shows that games serve not only as an „amusing activity‟, but also as a technique 

to carry out many pedagogical tasks. 

Games can be the alternative activity for learning vocabulary. Based on 

Oxford Advanced Learner‟s Dictionary, a game is an activity which involves people 
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or teams compete against each other. Wright, Betteridge, and Buckby (2006) defined 

game as “an activity which is entertaining and engaging often challenging and an 

activity in which the learners play and usually interact with others.”  

Wright, Betteridge, and Buckby (2006) also stated some reason why games 

are used in teaching-learning process. First, language learning is a hard work. In 

language learning, learners have to understand the foreign language that is being 

learned and they have to do some efforts to use the language in conversation or in 

written composition, so they get new understandings about the language. In this case, 

games help and encourage many learners to sustain their interest and work. Second, 

games help teacher to create useful and meaningful contexts. Students want to give 

participation in class, students have to know what does the written text mean or what 

the others are saying. Students must speak or write to express their thought or give 

information. Games help student to experience language rather than study it merely.  

Third, repeated use of language items. Games that are repeated in a 

classroom, help students to have the opportunity to sense working the language as 

living communication. When playing games, usually it involves the emotions, and the 

meaning of the language, it is more obvious experience. For that reason, games can 

be consider as a better absorbed activity than learning based on mechanical drills. 

And the last, it is the central of learning. Games provide intense and meaningful 

practice of language, then they must be regarded as central to language teacher‟s 

repertoire and not merely a way of passing the time.  

Evans (cited in Aisyatin, 2013), proposed some characteristics of games that 

games are entertaining and exciting for learners by the competition and suspense of 

the outcome and the winner of the game. Games are challenging and helping in 
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improving students‟ motivation to involve in the learning process. While playing the 

games, indirectly, students are also learning the lesson that has already given by the 

teacher Through games, students can use the language communicatively in the 

context created by teacher, exchange information and express their own opinions 

(Wright, Betteridge, Buckby in Huyen and Nga, 2003).  

Huyen and Nga (2003) concluded their research that games really give a good 

contribution if students are given a chance to learn, practice, and review the English 

language in pleasant atmosphere. Students have a new way of learning by 

experiencing learning through games. Games give relaxation and fun for students and 

games help students to learn and retain new words easily. A competitive game like 

Spelling Bee gives some motivations for students. Students would try to compete 

friendly with another. It gives a chance to students to participate actively in the class. 

The definitions above are means that game is an activity with rules which 

people do it in a team or individually to reach a goal. And it is a fun activity.  

2. Kinds of Game 

There are two kinds of game (Jill, 1996):  

1) Competitive games, which player or team race to be the first to reach 

the goal.  

2) Co-operative games, which players or team work together towards a 

common goal.  

3. Game for Teaching Vocabulary 

Teaching vocabulary must have many attentions. To help them, 

vocabulary can be combined with games. According to Domnus (in Derakhshan 
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and Khatir, 2015, p. 39) “When games and education are combined, it can be 

educative and education environments can be entertaining. The learners who 

learned with the use of games, gain positive attitudes, and can be more motivated 

while learning”. 

4. Advantage and Disadvantage of Game 

In teaching learning process using game as a method has several advantage 

and disadvantage. Game facilitate language learning because they help language 

learning to be (Siti, 2012, p. 5):  

1) More meaningful, for example by showing how words relate to each other.  

2) More memorable, for example by involving as many approaches to how 

language is “stored” as possible, such as mime and movement, that use of 

color and patterns, personalization.  

3) More accessible, for example by getting students to make their own 

language records to suit their individual strategies for reference and access.  

Some other advantages of using games are: 

1) Games are welcome break from the usual routine of the language class.  

2) They are motivating and challenging 

3) Learning language requires a great deal of effort. Games help students to 

make and sustain the effort of learning.  

4) Games provide language practice in various skills speaking, writing, 

listening and reading.  

5) They encourage students to interact and communicate.  
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6) They create a meaningful context for language use.  

F. Definition of Spelling Bee Game 

Spelling Bee is a competition in which contestants are asked to spell a 

broad selection of words, usually with varying degree of difficulty (Floyd, 2014). 

The concept of Spelling Bee is thought to have originated in the United States, and 

Spelling Bee events, along with variants, are now also held in some other 

countries around the world. 

Rahayu (2009), as the previous researcher who conducted the research on 

Spelling Bee game, found that Spelling Bee game was a complete package that can 

train students‟ spelling and vocabulary. According to Merriam Webster (2011), 

the purpose of Spelling Bee game is to help the students improve their spelling, 

increase their vocabulary, learn concepts, and develop correct English usage. 

Spelling Bee game is one of alternative techniques that can be applied to the 

students. This is one of the cooperative learning techniques that can be applied in 

the classroom. In order to overcome the difficulties with the spelling of the 

students‟ written works, it is necessary to improve the students‟ spelling ability as 

well as their vocabulary mastery. Spelling Bee method for learning English is very 

good for our precision and accuracy in identifying word - a word of English. 

Which English language writing and pronunciation is very different. This is 

confusing not only for learners of English as a foreign language, but also the case 

for a native English speaker.  

Manager of Education First (EF) Indonesia, Arleta Darussalam, believes 

Spelling Bee can help optimize the English language skills of children from an 
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early age. Arleta states during a press conference in the building Smesco, Spelling 

Bee can practice pronunciation of the vocabulary of the English language quickly, 

precisely and accurately, children can also learn to increase self-confidence to 

speak English. From the definition above, in the teaching learning process, the use 

of game is not something strange anymore, because the educators often use game 

as the technique to teach the students in the classroom. Because the teachers 

believe that through game, the students can explore themselves to be more active 

in the classroom with a happiness situation of the learning process. 

 

G. The Use of Spelling Bee Game in The Classroom 

Uranga (2003) states that spelling is a very important part of education. It 

is often part of class work and homework as a subject. Organizing Spelling Bee in 

the classroom is a fun way to get the children to brush up on their spelling skills 

and get everyone involved in the fun learning. 

Based on Kichura (2008), Spelling Bee encourages students to study  their 

spelling words. As well as to learn how to compete with one another. If students 

are encouraged to study their spelling words, it means that they will increase their 

vocabulary which soon will be able to raise their certain skills, for example 

reading or writing. 

Before playing any game with students, especially in the classroom, it is 

important to practice so that students can understand the procedure clearly. The 

game can then be demonstrated in front of the class so that everyone understands 

how to play. Furthermore, establish rules for playing the game and let the students 
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relize the rules. Accordingly, to make Spelling Bee work fluently in the classroom 

we need to make the procedure clear by explain it to the students.  

According Herrera and Zanata (in Rahayu, 2000) there can be several 

ways to conduct Spelling Bee in the classroom, because Spelling Bee requires no 

preparation and is easy to set up. Before starting Spelling Bee game, teacher give 

the students some words in certain topic, let them read two or three times, asked 

the students understand and remember the words with the meaning, then Spelling 

Bee can be started. Every meeting has different topic and material, for example: 

transportation tools or professions or kinds of animal or kinds of plants, etc. 

H. Procedure of Spelling Bee Game 

The writer tried to provide a simple fun game to help students ready for a 

Spelling Bee. The only supplies we will need are the chalkboard and chalk (or 

whiteboard and marker) we can play this game anytime throughout the year, with 

any list of spelling words. There are some procedures of Spelling Bee game: 

1. Students are devided into two groups named group A and group B  

2. Next, give the students collection of words on paper by any themes, for 

example “Kinds of Animal”, distribute it for each students and gave 

them time to understand and remember the words. In order to make 

sure if the students will not do misspelling of the words, the teacher or 

instructor spell the words first and followed together by the students.  

3. After ensuring that students are ready to play the game, the students are 

asked to stand up and make a line like “queue”. The game is begun from 

group A to group B, one student who stand in front of the line will get first 
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turn to spell the word which is given by the tester, if she/he can spell the 

word correctly the group will get 100 scores and 0 for incorrect spelling. 

This way is followed by the next group and each students who had done 

the spelling turned to the back line.  

4.  At the end of playing game, the team with the most points is the winner. 

 

I. Advantages and Disadvantages of Spelling Bee Game 

These are some advantages and disadvantages of the game:  

1. The Advantages 

The first advantage of applying the Spelling Bee game in 

teaching vocabulary is the students could be more interested in 

learning the material. When the students are interested in learning the 

material, they would give more attention to the lesson given. That 

condition gave a good chance for both the teacher and the students. On 

the occasion the teacher could deliver the material very well and the 

students could understand what they had learned on that day. The 

second advantage of applying the game in teaching vocabulary was the 

teacher did not need to explain too many materials. The teacher just 

explained the materials needed by the students because they can 

understand the material on that day by doing the games. The games 

could give the students more chance to understand the materials given 

because through playing they can learned something without realized 

that. 
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2. The Disadvantages 

The first disadvantage of applying the game in teaching 

vocabulary is by attracting student‟s interest to game, all of them are 

active and made noisy. Sometimes they too much moved and spoke. 

That condition made the teacher difficult to control them. 

The second disadvantage of applying this game in teaching 

vocabulary is by doing it the teacher only had a little time to explain 

the material and give some new vocabulary. So there is no longer time 

for teacher to explain more and help them to memorize all the new 

vocabulary. 

From all the explanation above, it shows that the using of 

Spelling Bee game is good technique for teaching English vocabulary 

especially by applying the creative-activity one, but there are also 

some disadvantages in using this game in teaching English 

vocabulary.To overcome the disadvantages of this technique, the 

teacher can create a good vocabulary with the certain theme which is 

interesting for the students. In addition, the teacher can use a 

supporting sound such as music to make the learning process more 

exciting when the students playing the game. In the end of the learning 

process, the teacher can give the reward for the best team in order to 

motivate the students to be better in the next time. 
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CHAPTER III 

RESEARCH METHODOLOGY 

This chapter presents the methodology of the study to answer the two 

research questions previously stated in chapter one. It covers description of the 

school, reserch design, population and sample, technique of data collection and 

technique of data analysis. 

A. Brief Description of Research Location 

The writer conducted the research at junior high school of Darul „Ulum 

Banda Aceh for three weeks from 2nd  until 16th  of January, 2017. The research 

focused on the use of Spelling Bee Game to improve students vocabulary mastery 

at the second year students of junior high school. This school is one of the junior 

high schools under the Ministry of Religion Indonesian Republic. This school is 

one of some boarding schools in Banda Aceh, where the students stay in the 

boarding for 24 hours. It is located on Syiah Kuala Street number 5A, Kampong 

Keuramat Banda Aceh. In addition, the school was established in July, 1990. 

Darul „Ulum Boarding school has a number of rooms for administration, 

classroom, and teaching supporting facilities. It has one room for the head master 

office, one large room for the teachers. There are also seventeen classrooms used 

for teaching and learning process. The first year has five classrooms, the second 

year has six classrooms and the third year has six classrooms. To support the 

teaching and learning activities, the school has one multimedia room, and one 
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library where the students can read and borrow books during their free time. There 

are several English textbook for junior high school students available in the 

library. Other books from different subject such as natural science and social 

science are also available. In addition, the library also has encyclopedic books for 

children, which are very interesting for the students. 

The number of students in the academic year of 2016/2017 is 185 students 

for first year, 192 students for the second year and 181 students for the third year 

(Darul „Ulum administration 2016). For more detail of the distribution of the 

students, please look at the following table. 

Table 3.1 The distribution of Students at Junior High School Darul „Ulum 

Banda Aceh 

Classes Male Female Total 

I – A 34 - 34 

I – B - 43 43 

I – C 36 - 36 

I – D - 39 39 

I – E 33 - 33 

II – A - 37 37 

II – B 34 - 34 

II – C - 37 37 

II – D 23 - 23 

II – E - 33 33 

II – F 28 - 28 

III – A - 30 30 

III – B 27 - 27 
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III – C - 32 32 

III – D 28 - 28 

III – E - 34 34 

III – F - 30 30 

Source: Darul „Ulum Islamic Boarding School Administration 

Teacher is one of the important elements in the school. There are 75 

permanent teachers work in Junior High School of Darul „Ulum Banda Aceh. For 

English subject, this school has 6 teachers. Some of them are graduated from 

university (bachelor degree). 

The following table shows us details of English teacher who teach in 

Junior High School of Darul „Ulum. 

Table 3.2 Name of English Teachers  

Name of Teachers Graduated 

Yuppi Arrizki, S. Pd. I UIN Ar-Raniry 

Muhammad Ikhsan, S. Pd. I UIN Ar- Raniry 

Rusmiati, MA Syah Kuala University 

Dedek Sartika, S.Pd  Abulyatama 

Ulya Zuhairati, S. Pd. I UIN Ar-Raniry 

Syarful Anam UIN Ar-Raniry 

Source: Darul „Ulum Islamic Boarding School Administration 

Every subject taught at the school has its own curriculum. Curriculum 

plays an important role in formal or informal school. It will determine or instruct 
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the teacher on how and what to teach to the students. This curriculum also helps 

teachers in designing learning objective and selecting appropriate materials. 

English curriculum at senior high school Darul „Ulum Banda Aceh is 

based on the school own curriculum. The aim of this curriculum is to develop 

cognitive abilities, emotional and imaginative development through language. The 

specific focus of teaching and learning in this school is mostly on grammar, 

eventhough listening, reading, speaking and writing ability are also developed. 

The text book used by the teachers is “The First Student‟ Choice, Complete 

English Grammar” by Slamet Raharjo. 

B. Research Design 

Regarding the main aim of this study is to investigate the effectiveness of 

the use of Spelling Bee game to improve students‟ vocabulary mastery. The study 

used a quantitative method with one group pre-test and post-test of quasi 

experimental or pre-experimantal design. This kind of design compares the 

students‟ learning achievement before and after the treatments through the pre-test 

and post-test result.  

This study used one group pre-test and post-test of pre-experimental 

design for several reasons. First, it is the only type of research that directly 

attempts to influence a particular variable. Second, for limited time and cost, it 

was not feasible to use the true experimental design. The last, this method is not 

allowed to use control group. 
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Research method is also concerned with how the design is implemented 

and how the research is carry out. The method is often  used to determine the 

quality of one of the techniques used by the writer to get the data. It was held five 

meetings to teach the students how to promote their vocabulary mastery by 

Spelling Bee game. This technique was essential in this study to give a treatment 

as it was expected to improve their ability in mastering vocabulary. 

In the first meeting and the last meeting was used for conducting tests, 

while the third one the writer gave some treatments to the students.  

a. First meeting (Monday, 2nd  January 2017) 

The first meeting the students were given pre-test in order to 

measure their profeciency in mastering vocabulary. 

b. Second meeting (Tuesday, 5th  January 2017) 

The second meeting, the writer tested the students‟ background 

knowledge on spelling alphabet letters (A to Z) one by one, because this 

aspect is very essential in order to implement the Spelling Bee game. Then, 

the writer wrote all the letters on the whiteboard with the spelling in order 

to correct the students‟ misspelled, for example differences of  letters (A, 

E, I), or (J and G). The last, the writer made sure that all students could 

spell all the letters correctly. 

c. The third metting (Monday, 9th  January 2017) 

In the third meeting, the writer trained the students to spell the 

words that had been given in the pre-test correctly based on their 
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experience in the second meeting. They began to spell the words by 

theirselves, then the writer tried to asked the students to spell the words 

randomly one by one.  In the last minutes of the meeting, the writer 

introduced Spellling Bee game included the role of students and the 

judges, also the spesific rules of the game. 

d. The fourth meeting (Wednesday, 12nd  January 2017) 

This is the essential part of the meetings where the students had to 

practice and figure out what they had gained from the two last meetings. In 

this meeting the students had to play Spelling Bee based on the writer‟ 

instructions in the last meeting. First, the writer devided the students into 

two groups named group A and group B that consist of 18 students in A 

and 17 students in B. Next, the writer gave the students collection of 

words on the paper by the theme “personality”, distributed it for each 

students and gave them time to understand and remember the words. In 

order to make sure if the students did not do misspelling of words, the 

writer spelled the words first and followed together by the students. After 

ensuring that students were ready to play the game, the students were 

asked to stand up and make a line like “queue”. The game was begun from 

group A to group B, one student who stand in front of the line got first turn 

to spell the word which was given by the tester, if she can spell the word 

correctly the group would get 100 scores and 0 for incorrect spelling. This 

way is followed by the next group and each students who had done the 

spelling turned to the back line. The group who got the higher scores 
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became the winner. Because of the limited time the game was only played 

in one circle. 

e. The fifth meeting (Friday, 16th  January 2017) 

In the last meeting, the writer gave post-test to students and distributed 

questionnaire to be answered by the students. 

 

C. Population and Sample 

According to Sudjana (2002) Population is an entire group of people, 

objects or events which all have at least one characteristic in common and must be 

defined special an unambiguously. The population of this research is all of the 

second year students of Darul „Ulum Islamic Boarding School Banda Aceh that 

consists of 192 students insix classes.  

The sample of this study was selected randomly by doing lottery to all 

samples. First, the writer wrote all the names of the classes on a small piece of the 

paper and put them into a small box. Second, the writer shaked the box and took 

one piece of papers. The paper taken became the pre-experimental class. Thus, 

one class was selected  for the study. The classes was VIII-C that has 35 students. 

 

D. The Technique of Data Collection  

a. Test 

The method that the writer used to collect the data in this study is 

test. Arikunto (2010) defined test is a number of questions or exercises 
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which is used to measure a group of people‟s competence and intelligent. 

Therefore, the test used by the writer to measure the students achievement 

on vocabulay mastery. The test was given by organizing the instructions 

related to the rules of Spelling Bee Game. The test will devide into two 

kinds, they are pre-test and post-test. In this research, the test was given to 

the students, they were asked to form some words based on the random 

letters with appropriate meaning of the words. The words are a group of 

certain theme, „parts of body‟ in the pre-test and “personality” in post-

test. Furthermore, the pre-test result were used to be a guidance in 

comparing with the result of post-test. The writer gave twenty words for 

each students and the score for each correct answer is five. Thus, the 

highest score is 100 and the lowest is 0.  

b. Questionnaire 

The writer also gave the students a questionnaire. The 

questionnaire were given to the second year junior students of Darul 

Ulum Boarding School who were selected as the sample. In the 

questionnaire, the writer gave some questions related to students‟ respons 

toward the use of Spelling Bee game for their improvement on vocabulary 

mastery. 

 

E. The Technique of Data Analysis 

1. Test 

In analyzing the data of pre-test and post-test, the writer used the 

statistical formula by the steps below: 
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a. To find out the range of the data 

Sudjana (2002) stated that range is the difference between the 

highest and the lowest scores. The range of pre-test and post-test 

scores would be determined by using the formula below: 

 

R =H – L 

Where: 

 R : the range of the score 

 H : the highest score 

 L : the lowest score 

 b. The number of interval class 

According to Sudjana (2002) the number  of interval class can be 

determined by using the following formula: 

I = 1 + (3,3) log n 

Where: 

 I : the amount of interval class 

 n : the amount of sample 

 c. To find out the space of interval 

The range of interval class can be calculated by using the following 

formula Sudjana (2002): 
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𝐏 =
𝑹

𝑰
 

Where: 

 P : Interval space 

 R : The range of score 

 I : The amount of interval class 

 d. To find out the mean score 

Sudjana (2002) stated that the mean of studens‟ score was 

calculated by using the formula as follow: 

𝐗 =
 𝒇𝒊𝒙𝒊

 𝒇𝒊
 

  Where: 

   fi : refers to frequency 

   xi : refers to the middle score interval class 

fixi    : the amount of multiplication between the 

frequencies and  the middle scores of interval 

class 

2. Questionnaire 

The questionnaire would be analyzed by using the following 

formula: 
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𝐏 =
𝑭

𝑵
𝑿 𝟏𝟎𝟎% 

  Where:  

   P : Percentage 

   F : Frequency of the respondents 

   N : Number of sample 

   100% : Constant value 
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CHAPTER IV 

RESULT OF RESEARCH 

 In this chapter, there are two classifications on the data collection that 

should be analyzed. The classification which the researcher meant are: the 

analysis of test result and the analysis of questionnaire. 

A. The Analysis of Test Result 

To analyze the data, the writer classified the analysis into two chategories; 

the analysis of students‟s test and analysis of questionnaire. 

The pre-test and post-test were given in order to know sudents‟ 

achievement in vocabulary mastery before and after giving the treatment. The 

result of the pre-test and the post-test in class VIII-C as following: 

Table 4.1 Pre-test and Post-test Score of Students Class VIII-C 

No Names of Students Pre-test Post-test 

1 AF 45 75 

2 AD 65 100 

3 AN 35 70 

4 AF 35 80 

5 AH 75 85 

6 AM 50 60 

7 CMO 30 25 

8 DM 50 80 

9 EHP 50 75 

10 FMA 70 100 

11 FND 90 95 
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12 GR 75 85 

13 HLL 50 75 

14 HRA 80 65 

15 IQA 45 80 

16 JSA 55 55 

17 KM 65 80 

18 LTF 20 50 

19 NA 35 55 

20 NI 20 20 

21 NAL 20 10 

22 NK 25 25 

23 NM 10 30 

24 NN 45 55 

25 PRJ 35 30 

26 PS 55 75 

27 RN 85 80 

28 SS 50 70 

29 SK 10 30 

30 SF 30 75 

31 SN 55 50 

32 WZ 40 70 

33 WR 40 60 

34 WH 20 60 

35 ZA 15 45 

 Lowest Score 10 10 

 Highest Score 90 100 

 

a. The analysis of Pre-test Score 

Range (R)  = Highest Score – Lowest Score 

   = 90 – 10 

33 



 

 
 

   = 80 

Interval Class (I) = 1 + (3,3) log n 

   = 1 + (3,3) log 35 

   = 1 + (3,3) (1,544) 

   = 1 + 5, 0952 

   = 6, 0952 

   = 6 

Interval Space (P) = 
𝐑𝐚𝐧𝐠𝐞

𝐈𝐧𝐭𝐞𝐫𝐯𝐚𝐥 𝐂𝐥𝐚𝐬𝐬
 

   = 
80

6
 

   = 13, 33 

   = 13 

Based on the data above, the writer made table of frequency as follows: 

Table 4.2 Table of Frequency of Pre-test 

Score 
Frequency 

(fi) 

Median 

(xi) 
 𝒙𝒊 𝟐 Fixi f𝒊 𝒙𝒊 𝟐 

10 – 22 7 16 256 112 1792 

23 – 35 7 29 841 203 5887 

36 – 48 5 42 1746 210 8730 

49 – 61 8 55 3025 440 24200 

62 – 74 3 68 4624 204 13872 

75 – 87 4 81 6561 324 26244 

88 – 100 1 94 8836 94 8836 

 35 - - 1587 89561 

 

34 



 
 

Base on the table, the writer found mean score (xi) as follows: 

Mean Score (xi) =  
 𝒇𝒊𝒙𝒊

 𝒇𝒊
 

   = 
1587

35
 

   = 45, 34 

Based on the result of the pre-test, it was found that the mean score was 

45, 34 it means that the students‟ vocabulary mastery is lower than standard 

average. 

b. The analysis of Post-test Score 

After tabulating the data of pre-test, the writer did some steps to 

analyze the data of post-test as follows: 

 Range (R)  = Highest Score – Lowest Score 

    = 100 – 10 

    = 90 

Interval Class (I) = 1 + (3,3) log n 

    = 1 + (3,3) log 35 

    = 1 + (3,3) (1,544) 

    = 1 + 5, 0952 

    = 6, 0952 

    = 6 
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Interval Space (P) = 
𝐑𝐚𝐧𝐠𝐞

𝐈𝐧𝐭𝐞𝐫𝐯𝐚𝐥 𝐂𝐥𝐚𝐬𝐬
 

    = 
90

6
 

    = 15 

Based on the data above, the writer made table of frequency as follows: 

Table 4.3 Table of Frequency of Post-Test 

Score 
Frequency 

(fi) 

Median 

(xi) 
 𝒙𝒊 𝟐 fixi f𝒊 𝒙𝒊 𝟐 

10 – 24 2 17 289 35 578 

25 – 39 5 32 1024 160 5120 

40 – 54 3 47 2209 141 6627 

55 – 69 7 62 3844 434 26908 

70 – 84 13 77 5929 1001 77077 

85 – 99 3 85 7225 255 21675 

100 – 114 2 107 11449 214 22898 

 35 - - 2239 160883 

 

Base on the table, the writer found mean score (xi) as follows: 

Mean Score (xi) =   
 𝒇𝒊𝒙𝒊

 𝒇𝒊
 

   = 
2239

35
 

   = 63, 97 
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The result shows  that the mean score of post-test was higher after the 

treatment  was given. It is 63,97 meanwhile the pre-test result is only 45,34. 

 Then, the writer categorized the score into the standarization score used by 

the English teacher of Islamic Junior High School Darul „Ulum as the following: 

Table 4.4 Scores Standarization 

Score Standard 

86 – 100 Excellent 

71 – 85 Very Good 

61 – 70 Good 

50 – 60 Fair 

0 – 49 Failure 

  

Based on the standarization above, the writer found the students‟ score 

categories as follows: 

Table 4.5 Frequency of Pre-test and Post-test 

Standard 
Number of Students 

Pre-test Post-test 

Excellent 1 (2,85%) 3 (8,57%) 

Very Good 3 (8,57%) 13 (37,14%) 

Good 3 (8,57%) 4 (11,42%) 

Fair 8 (22,85%) 7 (20%) 

Failure 19 (54,28%) 8 (22,85%) 

 

The differences between the score before and after giving treatment are 

showed in the data. Based on the scores standarization, the writer drew two parts 
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of analysis. First, the number of students who are on “very good” level increased 

significantly from (8,57%) in pre-test to (37,14%) in post-test. This data proves a 

very good escalation of students achivement by applying the Spelling Bee Game. 

Second, the number of students who are failure in pre-test also decreased 

significatly in post-test (54,28%) to (22,85%). Although the result of mean score 

indicates a little improvement (45,34 to 63,97) or about 20%, the effect of this 

game could increase the students‟ personal achievement. This is in accordance to 

Ratna Juwita  Ningsih (2013) in her research “A Pre-Experimental Study of 

Vocabulary Mastery through Spelling Bee in Teaching Reading Recount Text”, 

who found that almost all students (97,9 %) gave positive respons toward the 

implementation of the game. To sum up, it shows that students‟s achievement on 

vocabulary mastery is better after the writer giving treatment by using Spelling 

Bee Game. 

B. The Analysis of Questionnaire 

As mentioned in chapter III, in evaluating the data the writer applied two 

techniques; test and questionnaire. The questionnaire was given to students after 

giving test consisting 10 questions. The data was obtained from distribution of 

questionnaire to the students. It used simple statistic with cumulative frequency 

distribution method to count percentage from all alternative of the answers at 

every questions. 

In order to collect the data, the formula used that is: 

𝐏 =
𝑭

𝑵
𝑿 𝟏𝟎𝟎% 
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 Remarks: P : Percentage 

   F : Frequency of the respondents 

   N : Number of sample 

   100% : Constant value 

Furthermore, the data can be seen in the following tables: 

Table 4.6 Students like English subject 

Question Option Frequency Percentage 

1 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

15 

14 

6 

0 

0 

42,85% 

40% 

17,14% 

0% 

0% 

Total  35 100% 

 

The table above shows, 42,85% students strongly agree that they liked 

English subject and quite similar 40% students said agree. however, 17,14% 

students choosed to be neutral and no one did not like English subject. It means 

that almost all students liked English subject. 

Table 4.7 Students can remember and memorize English vocabulary easily 

Question Option Frequency Percentage 

2 
a. Strongly Agree 

b. Agree 

3 

8 

8,57% 

22,85% 
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c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

5 

19 

0 

14,28% 

54,28% 

0% 

Total  35 100% 

 

It can be seen from the table that more a number of sudents (54,28%) 

cannot remember and memorize English vocabulary easily. 5 students or 

(14,28%) said neutral. But, (22,85%) and (8,57%) students agree and strongly 

disagree that they can remember and memorize English vocabulary easily and last 

no one choosed strongly disagree on the statement. The students‟ answers above 

indicates that half of students still cannot remember and momorize English 

vocabulary easily. 

Table 4.8 Students face difficulty in remembering and memorizing English 

vocabulary 

Question Option Frequency Percentage 

3 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

0 

12 

9 

14 

0 

0% 

34,28% 

25,71% 

40% 

0% 

Total  35 100% 

 

 Based on the table 4.8, it is known that no one strongly agree that they 

face difficulty in remembering and memorizing English vocabulary, but (34,28%) 
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say agree. (25,71%) students choose neutral and there are (40%) of students say 

they did not face the difficulty and no one strongly disagree that there is difficulty 

in remembering and memorizing English vocabulary. The students‟ opinion 

shows that there is a slight different amount of students who said that they face 

difficulty in remembering and memorizing English vocabulary and who say they 

do not. 

Table 4.9 Students have heard about Spelling Bee Game before 

Question Option Frequency Percentage 

4 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

17 

10 

3 

3 

2 

48,57% 

28,57% 

8,57% 

8,57% 

5,71% 

Total  35 100% 

 

Table 4.9 indicates that more than a half of students have heard about 

Spelling Bee game with percentage (48,57%) strongly agree and (28,57%) agree. 

(8,57%) say neutral and there are only 5 students who never heard and really 

never heard about Spelling Bee game.The table denotes that most of students have 

heard about Spelling Bee game. 

Table 4.10 Students have played Spelling Bee before 

Question Option Frequency Percentage 

5 
a. Strongly Agree 

b. Agree 

8 

7 

22,85% 

20% 
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c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

4 

12 

4 

11,42% 

34,28% 

11,42% 

Total  35 100% 

The table shows that 15 from 35 or (40,85%) students have played 

Spelling Bee game before. There are (11,42%) students said neutral. (34,28%) 

students disagree that they have played the game and (11,42%) students strongly 

disagree. Thus, the amount of students who have played the game and who have 

not is quite similar. 

Table 4.11 Spelling Bee Game helps students in remembering English 

vocabulary easily and carefully  

Question Option Frequency Percentage 

6 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

17 

10 

5 

3 

0 

48,57% 

28,57% 

14,28% 

8,57% 

0% 

Total  35 100% 

 

Based on the table, most students (48,57%) strongly agree that Spelling 

Bee game helps them in remembering English vocabulary easily and carefully and 

(28,57%) students said agree. five students (14,28%) choosed neutral. Only 3 

students (8,57%) said that the game does not help. So, it can be concluded that 

most of students agree that the game helps them in remembering English 

vocabulary. 
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Table 4.12 Spelling Bee game increases students‟ accuracy in pronouncing 

English vocabulary 

Question Option Frequency Percentage 

7 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

18 

10 

5 

2 

0 

51,42% 

28,57% 

14,28% 

5,71% 

0% 

Total  35 100% 

 

Table 4.12 shows that more than a half students said that Spelling Bee 

game increases their acuracy in pronouncing English vocabulary with percentage 

(51,42%) strongly agree and (28,57%) agree. (14,28%) students stated neutral. 

There are only 2 students (5,71%) disagree. It can be noted that most of students 

agree that the game increases their acuracy in ponouncing English words. 

Table 4.13 Spelling Bee game increases students‟ vocabulary mastery 

Question Option Frequency Percentage 

8 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

13 

15 

7 

0 

0 

37,14% 

42,85% 

20% 

0% 

0% 

Total  35 100% 
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From the table above, the writer noted that most students (37,14%) 

strongly agree and (42,85%) agree that by using Spelling Bee game their English 

vocabulary mastery is increased. 7 students or (20%) students say neutral and no 

one denoted that Spelling Bee game does not increase their vocabulary mastery. It 

can be conclude, most students agree that the game increases their vocabulary 

mastery. 

Table 4.14 Spelling Bee game is really fun 

Question Option Frequency Percentage 

9 

a. Strongly Agree 

b. Agree 

c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

21 

10 

4 

0 

0 

60% 

28,57% 

11,42% 

0% 

0% 

Total  35 100% 

 

Table 4.14 describes most students (88,57%) consider that Spelling Bee is 

a fun game. (11,42%) students choose neutral and no one stated that Spelling Bee 

game is not fun. It is a significant percentage that almost all students said that 

Spelling Bee is a fun game. 

Table 4.15 Spelling Bee game increases students‟ motivation in learning 

English 

Question Option Frequency Percentage 

10 
a. Strongly Agree 

b. Agree 

16 

10 

45,71% 

28,57% 
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c. Neutral 

d. Disagree 

e. Strongly 

Disagree 

7 

2 

0 

20% 

5,71% 

0% 

Total  35 100% 

 

The table above indicates most students agree that Spelling Bee game 

increases their motivation in learning English by detail (45,71%) strongly agree 

and (28,57%) agree. There are 20% students neutral and only 2 students or 

(5,71%) students disagree. The table indicates that the game increases their 

motivation in learning English 

C. Discussion 

This study examined the students‟ improvement on vocabulary mastery by 

using Spelling Bee game. The writer succesfully collected the data using pre-

experimental teaching, test, and questionnaire as instruments in order to answer 

the research questions.  

The first reasearch question asked about whether  the students‟ 

achievement on vocabulary mastery can be improved by using Spelling Bee 

Game. From the analysis of the test, it can be found that students‟ achievement on 

vocabulary mastery `was improved. It based on the result of pre-test and post-test 

where students‟ mean scores were improved from 45,34 in pre-test to 63,97 in 

post test.  

45 



 

 
 

In addition, based on the score standarization used by English teacher at 

the school, in the pre-test, 19 students got worst score, 8 students got fair score, 3 

students got good score, 3 students too got very good score, and only 1 student got 

excellent score. Whereas, in the post-test, there were 3 students got highest score, 

13 students  got very good score, 4 students got good score, 7 students got fair 

score, and still 8 students got failure. But, the amount of students who got failure 

in the pre-test decreases more than a half in post-test. It can be concluded that 

students‟ scores after  treatment by using Spelling Bee game in teaching 

vocabulary were higher than without the use of Spelling Bee game (see table 4.5). 

From this calculation, it can be inferred that there was difference of 

students‟ score before and after getting the treatment. The total students who had 

improved their ability in mastering vocabulary is about (77 %) and the rest (23%) 

is still under the the target score. Nevertheless, one of the important results that 

has to be noted in answering  the first research question is the percentage of 

students who got failed in the post-test (22,85%) is lower than in pre-test 

(54,28%). 

The second research question was to know the students responses toward 

the use of Spelling Bee game in improving their vocabulary mastery. From the 

questionnaire result as shown in table 4.13 almost 80% of the students‟ 

achievement in mastering vocabulary was increased after applying Spelling Bee 

game in teaching and learning process. There were 28 students (80%) from 35 

students reported that they are agree and strongly agree by Spelling Bee  game 

their vocabulary mastery is better. 
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Moreover, based on questionnaire analysis, it was found that there are 

number of reasons why the post-test score is higher than pre-test score. The 

students reported that Spelling Bee is a fun game and it motivates them in learing 

English. There are also some benefits of using this game, the students could 

remember and memorize words easily and very carefully, because every letters of 

a word that they spelled must be correct or they would not get any scores; the 

game also helps students to improve their accuracy in pronouncing some words. 

This finding is reciprocal to the research of Rahayu (2009), she said that the 

implementation of Spelling Bee game is able to help the students to improve their 

spelling ability. Besides, the game could be used as an alternative activity to 

strengthen the students‟ memory to remember the vocabulary items that they 

learned and the spelling of those vocabulary items and Sekarini (2012) also said 

that Spelling Bee could increase students‟ motivation and awareness of the use of 

correct spelling in writing. 

As a final point, from the two techniques of data collection above, it can 

be concluded that the implementation of Spelling Bee game gives positive effects 

on students‟ vocabulary mastery.  
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CHAPTER V 

CONCLUSION AND SUGGESTION 

 This final chapter presents the conclusion of the study and the suggestion 

for the follow-up studies. The conclusions are based on the result in research 

findings that related to the research questions as stated in previous chapter, while 

the suggestions are based on the major findings of this study and the literature that 

complements this research. 

A. Conclusion 

The findings of this study indicated that teaching vocabulary through 

Spelling Bee Game can help students in improving their vocabulary building. The 

majority of students achieved better score after the treatment was provided. The 

result from the post-test and pre-test indicated a very good improvement regarding 

students‟ vocabulary mastery, which reflects the usefullness of Spelling Bee 

Game in teaching certain vocabulary theme and its pronounciation. 

Furthermore, based on the questionnaire analysis, it was found that most 

of students expressed the possitive responses toward the use of Spelling Bee 

Game in teaching vocabulary. The majority of students agreed that the game 

helped them in remembering and memorizing the vocabulary easily and 

accurately, stimulated their interest and motivation in the subject and contributed 

to improve their learning. 
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B. Suggestion 

The classroom English teachers are recommended to apply the Spelling 

Bee Game since it is proven to be effective and give advantages for the 

improvement of the students‟ ability in mastering vocabulary. However, the 

English teacher should set the rules in detail and manage the class in order to gain 

maximum achievement. The English teacher also should give more attention 

toward the students spelling in their writing and speaking  to anticipate their 

misspelled words. If the teacher does not pay attention to the misspelled words, 

the students will think that they have written or spoken the correct words. 

However, the Spelling Bee Game need to be developed to be more enjoyable and 

easier to fit the students‟ ability level. Future researchers are suggested to conduct 

a further research concerning the implementation of Spelling Bee Game. They are 

also suggested to conduct other research on other skills such as speaking, since 

writing and speaking are both productive skills and also in the receptive skill that 

are listening and reading. 
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