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ABSTRACT 
 

THE IMPLEMENTATION OF SPELLING BEE GAMES IN TEACHING 

ENGLISH TO IMPROVE STUDENTS' VOCABULARY ACHIVEMENT 

OF THE FIRST GRADE AT SMPN 3 NATAR  

By 

Dinda Agrifinna Digna Putri 

This research aimed to determine whether there was any significant improvement 

in students’ vocabulary on descriptive text after the implementation of spelling bee 

games. The research was quantitative, employing a one-group pre-test and post-test 

design. The population of the study was the first-grade students at Junior High 

School 3 Natar. The sample for this research was class 7F, which consisted of 33 

students. The vocabulary test was administered as the research instrument. The data 

were analyzed using the Paired Sample T-test. It was used to prove the hypothesis 

in this research. Following the treatment, students’ language skills improved 

significantly, as seen by their post-test scores.  

The result showed that the students score improve from 51,03 on the pre-test to 

67,18 on the post-test. This statement is supported by the result of the t-table (9.076 

>1.694). The result of the T-test in this research showed that the value of significant 

level was lower than the alpha level (0.001<0.05). It meant that H1 was accepted, 

indicating a difference in students vocabulary after implementing spelling bee 

games. The difference showed an improvement after the implementation of spelling 

bee games. It was also found that adjective was improved the most in the content 

words of vocabulary among the other content words, it showed that 20,6% with a 

gain between pretest and post-test of 2.06. 

Based on the research, it was suggested that teachers practice using spelling bee 

games as learning material for teaching vocabulary since the results had shown that 

spelling bee games effectively improve students’ vocabulary. 

Keywords: Vocabulary, spelling bee games, descriptive text, paired sample t-test 
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I. INTRODUCTION 

 

This chapter indicates some points as the prior information of the research. It 

consists of background, research questions, study objectives, uses, scope, and 

definition of terms.  

1.1 Background of The Research 

Vocabulary is the important aspect to express our idea when we would like to 

deliver something especially in language that we learn like English as Foreign 

Language here. This statement is proven by Asyiah (2017) who defines rich 

vocabulary will totally help students mastering English and its four major skills 

which cover listening, speaking, reading, and writing. Enhancing the knowledge of 

vocabulary is the important thing for learners to master the vocabulary. Since that 

Indonesia is a country where English is a second language, teaching English is 

likely to encounter various difficulties and challenges, many of which concern with 

vocabulary (Asyiah, 2017). Teachers also has a role to guide learning activities to 

build a large number of words the learners want to use when they would like to 

deliver their intended meaning. Some experts have research for the kinds of 

strategies for vocabulary learning. There are the advantages and the disadvantages 

when teachers use them. So teachers have to be wise to implement the creative ways 

to improve the learning activities, therefore learners are able to grasp and master 

the vocabulary appropriately. The most important point of the statement above is 

that mastering vocabulary for students is the main component in order to learn a 

language successfully. In listening, students’ vocabulary influences their 

understanding of the teacher’s speech, class discussion, and other speeches. The 

words that they choose in speaking affect how well they deliver a message. In 
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reading, students’ vocabulary affects their ability to understand and comprehend a 

text. Furthermore, in writing students’ vocabulary also influences how they convey 

their thoughts to the reader. In short, vocabulary plays an important role in 

equipping the students to be able to communicate in English. 

In addition, vocabulary is one of the elements that link all the English language 

skills (Rosyidi & Paris, 2022). The problem we face that the lack of students’ 

vocabulary at school, especially at junior high school level. As we know that we 

need vocabulary to express our intention. Furthermore, the difficulties faced by the 

students were almost all the students have difficulties in pronouncing the words, 

how to write and spell and the different grammatical form of a word known as 

inflections was one of causes of students’ difficulties in learning vocabulary 

(Susanto, 2021). The conventional technology that is applied by the teacher seemed 

to force them to memorize new vocabulary without the help of media. It made the 

students tend to show low attention to acquiring new vocabulary. Therefore, 

students need an interesting tool that is used to study English especially to increase 

their vocabulary (Rosyidi & Paris, 2022). 

In fact, teaching vocabulary can be done in some ways or with some techniques. 

One of the ways that is appropriate in teaching vocabulary is the use of instructional 

media could be used as a tool to attract the students’ attention, interest, and 

motivation to learn. The common media that are used in teaching junior high school 

students are games. Games can be used as one of the interesting activities during 

the lesson. The use of games in the classroom as a learning activity can attract the 

students’ attention and their involvement in the teaching and learning process. 

Teaching vocabulary through games can help students improve their vocabulary 

and other language skills. Games can create a fun and relax environment. Games 

also help the students to learn and enjoy the material at the same time. Games also 

provide students with interesting, challenging, and enjoyable classroom situation 
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which give contribution to the comprehending of vocabulary given (Aniza, Wangi, 

and Wageyono, 2021). Futhermore, according to Allen (1983) stated that games are 

helpful because they can make students feel that certain words are important and 

necessary because, without those words, the object of the game cannot be achieved. 

Based on children's learning styles, there are some methods to help students 

improve vocabulary, and one of them is spelling bee games. Spelling Bee is one of 

the interesting games to teach English vocabulary and pronunciation, spelling helps 

the students to master the four language skills.  

According to Mayasari et al (2019) in finding research the Spelling Bee gives 

positive effect in students’ learning vocabulary, it can be shown by the score of 

post-tests highest. Dealing with students' perception, this game can help the student 

in improving vocabulary, even this game is new for them. Students also feel fun 

when they studied vocabulary and applied Spelling Bee. The research conducted by 

Carmelya (2020), there are three reasons to increase and develop students' 

vocabulary. First, the key to communicate is mastering the vocabulary. For some 

people, the reason to learn vocabulary of new language is to be able to 

communicate. Second, comprehending the vocabulary allows the skills 

development of listening, speaking, reading, and writing. Third, the more one 

knows the words, the more one will learn vocabulary to look for the meaning. 

Therefore, considering the problems experienced by the students of seventh grade 

at MTs YP AL-Azhar Medan and by referring to the previous researches with the 

same problems and difficulties, it was decided to conduct the research of applying 

spelling bee game to increase the students' vocabulary achievements.  

Based on the benefits of spelling bee games in teaching vocabulary, the researcher 

wants to conduct experimental research with the title: The Implementation of 

Spelling Bee Game to Improve the Students’ Vocabulary. 
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1.2 Identification of the Problems 

Based on the background above, the researcher would like to identify the following 

problems: 

- Students still have difficulties in understanding vocabulary in English. 

- Students feel bored studying English without having good media. 

- Students have low motivation to learn English. 

- Students are confused about remembering words. 

- Students still lack of knowledge English. 

1.3 Research Question 

Referring to the limitation of problems above, the writer formulates the problem as 

follows:  

1. Is there any improvement of vocabulary achievement after the implementation 

of Spelling Bee Games in teaching English at SMPN 3 Natar ? 

2. Which content words of vocabulary improved the most after the implementation 

of Spelling Bee Games in teaching English at SMPN 3 Natar ? 

1.4 Objectives of the Research 

Considering the formulation of the problems, the objectives of this research are to 

find out whether students vocabulary achievements improved after the 

implementation of Spelling Bee Games. In other words, This research also 

investigates the most content words was improve after the implementation of 

Spelling Bee Games in learning vocabulary. 

1.5 Uses of the Research 

Concerning the research question and objective, the findings of this research may 

be beneficial theoretically and practically.  

1. Theoretically, this study is intended to provide material that other researchers can    

 use as references and guidelines when conducting their studies on this subject.  
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2. Practically, it can help the English teacher in applying attractive technique for 

students to teach vocabulary by using Spelling Bee Games.  

1.6 Definition of Terms  

In relation to the uses of research, there are some definitions clarified in order to 

have a similar understanding. The terms can be described as follows:  

1. Vocabulary, as a competence to master basic daily vocabulary such as fruit, 

animal, school, house, market, etc. The mastery only focuses on the student’s ability 

to pronounce, write, know the meaning of the word, and know to use the word in a 

sentence.  

2. Spelling Bee Games  

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

which participants compete with each other and are asked to spell words or form 

words with the correct letters in the 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 can form correctly the highest number of the 

words according to agreed rules.  

3. Games 

Based on the explanation above, the game technique is one of the important things 

in learning vocabulary. It helps the students to easily memorize and master the 

vocabulary.  
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II. LITERATURE REVIEW 

 

This chapter discusses several points related to previous studies and theories about 

using Spelling Bee Games to support the study. 

2.1 Previous Study 

Before conducting the research, the researcher had looked for some research related 

to this research. There are some previous studies related literature about this 

research: Many studies had been performed by the researcher related to the use of 

strategies, approaches, methods, techniques, or media, in motivating the learner to 

learn English vocabulary. The first is from Saiya (2022) Enriching students 

vocabulary through spelling bee games. The results of this study indicate an 

increase in students' vocabulary mastery in teaching and learning activities. The 

result of this research shows that the scores of the post-test higher than the pre-test. 

The mean score of the post-test was 89.21 while the mean of the pre-test was 58.49. 

From the overall result obtained, it can be concluded that Spelling Bee game in 

teaching students' vocabulary is effective. In addition, the game can be used as an 

alternative activity to strengthen students' memory to remember the vocabulary 

material they learned and spell out the vocabulary items.  

The second is from Qomariyah and Nafisah (2020) also concluded the same result 

that spelling bee game affected in vocabulary achievement. During the teaching- 

learning, the students felt more interested in learning vocabulary using spelling bee 

game than before knowing this game. The students thought that this game was very 

useful which lead them to response positive. The results showed that the Spelling 

Bee game was one of the vocabulary games that could be applied in the teaching 
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and learning process. It is used to memorize, take sides, and improve students' 

vocabulary and so on. Vocabulary is the most important element in learning foreign 

languages, especially in English vocabulary.  

According to Mayasari et al (2019) in finding research the Spelling Bee gives 

positive effect in students’ learning vocabulary, it can be shown by the score of 

post-tests highest. Dealing with students' perception, this game can help the student 

in improving vocabulary, even this game is new for them. Students also feel fun 

when they studied vocabulary and applied Spelling Bee. Aniza, Wangi, and 

Wageyono (2021) also proved that it is teaching English vocabulary using spelling 

bee game was effective and gave remarkable progress for students. It was proved 

by the analysis of T-test (12.09) compared to T-table (2.036). The results showed 

there was a significant difference between teaching vocabulary using spelling bee 

game and without spelling be game. 

According to the research, there were some similarities and differences between 

their research and in this research. But all research used an interesting strategy in 

their research. The similarities of their research were the same as using an 

interesting strategy in teaching spelling bee games and the other skill vocabulary. 

The difference from their research was the research method and data analysis in this 

research applied pre-experimental then their applied conventional way and other 

studies using elementary school while this study uses junior high school. That the 

research can help the students to improve vocabulary and other skills. In this 

research, the research used spelling bee game for teaching vocabulary. Summing 

up of all previous research findings and this current research, it can be concluded 

that spelling bee game are able to increase the students’ vocabulary mastery 

particularly the spelling and pronouncing of the words. The students also feel more 

motivated and enthusiasm in mastering the English words. Spelling bee game is 

considered effective and fun in vocabulary practice since the intention of using 
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game in teaching is to create interesting, enjoyable, and challenging material to 

introduce new English vocabulary. The students are not only asked to memorize the 

words, but also to speak the words in correct spelling and pronunciation. In addition, 

they also develop the understanding of using the word class and the meaning in 

sentences.  

2.2 Techniques for Teaching Vocabulary  

The teaching procedures using spelling be game in the class during the action phase 

were adapted from the steps conducted by Aniza, Wangi, and Wageyono (2021) 

The students were divided into two groups by the teacher. Then, the teacher showed 

envelopes containing different words to spell. Next, the envelopes were given to 

the spoke person and the spoke person gave the envelopes to the pronouncer. The 

pronouncer read the word to be spelled slowly and clearly with formal 

pronunciation. The pronouncer said a sentence containing the word to be spelled. 

The other students in the group as the speller listened carefully to the pronouncer. 

They can request to repeat the word if necessary. Whenever the speller already 

understood the word, then she/he pronounced it, spelled it, and said the word again 

loudly to be heard by the judge. Each speller was given 30 seconds to spell the 

word. The judge determined whether the word correctly spelled or not. The speller 

can say “pass” if she/he cannot spell the word and move to the next word. The 

speller remained in the game if she/he spelled correct word and eliminated if the 

spelling was wrong. In learning and teaching vocabulary there are some principles 

as follows:  

a. Aims; the teacher should know the aims of the words taught.  

b. Quantity: the number of new words, which students should process and 

learn, must be clear.  
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c. Need: it is necessary to select the words that teachers serve to students its 

selection process is based on the aims of the course and the objective of the 

individual lesson, students’ background, and language needs.  

d. Frequency exposure and repetition; there is a need for a certain amount of 

repetition until there is evidence that students learn the target words.  

e. Meaningful presentation: in presenting the vocabulary lesson, students 

should have a clear and specific understanding of what the words refer to or 

denote. Its presentation should be perfect, meaningful, and unambiguous.  

f. Situation presentation: the way in presenting the words or unfamiliar words 

can be presented as a medium in teaching vocabulary.  

g. Learning vocabulary in the mother tongue and target language; in teaching 

the target words, the teacher may use words of the mother tongue as a toll 

for comparing similarities and differences between the words.  

h. Guessing produces in learning vocabulary; guessing is a way of learning 

vocabulary. It leads students to think about the meaning of the word taught  

2.3 The Concept of Spelling Bee Game  

According to Uranga Rahayu (2009) Spelling Bee is a contest in which competitors 

are eliminated as they fail to spell a given word correctly. It is also called spelldown. 

It started a decade ago as a way to improve children’s vocabulary. Spelling Bee is 

more than memorizing words a letters from a word, it is a complicated thinking 

process. Students receive several clues to answer or to spell the word correctly, such 

as definition, pronunciation, and kinds of word (noun, adjective, verb, etc). In 

teaching, we need to make sure that both these aspects are accurately presented and 

learned. Besides, the teaching of vocabulary accompanied by spelling helps the 

students to master the four language skills.  

According to that spelling bee game be able to increase student vocabulary. Then, 

the Spelling Bee Competition was held in Indonesia. In its home country, the United 
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States, the Spelling Bee has even been nationally competed. Starting from America, 

now Spelling Bee is nationally held in various countries, such as Britain, Canada, 

Australia, Germany, and India.  

 

Jusnining (2019) stated that spelling bee is a competition in which students are 

asked to spell the words as well as the sounds of a buzz. Spelling Bee is believed to 

be able to bring great benefits to children who are learning English. Parents and 

teachers can use the methods used in this competition to train the English language 

skills of children and students. Spelling Bee is a spelling competition for kids. 

Participants are usually given the question of a word they should spell 

appropriately. They can ask for the definition of the word, the original word, and 

the place of origin if the word is an absorption word. Spelling Bee is a spelling 

competition for kids While Ningrum and Pusparini (2020) wrote that spelling bee 

is a game to spell English vocabulary. Spelling bee is a puzzle language game that 

has not been explained with exact words. Waffa (2017) added that in spelling bee, 

students receive clues, such as definition, pronunciation, class word, and sentence 

example to answer or to spell the word correctly. It is a complicated thinking 

process because students need to think carefully of the words intended. They are 

also introduced to a complicated thinking process when they receive several clues 

to spell the word correctly, Alternative pronunciation and kinds of words (noun, 

adjective, verb), and the use of words in the text. Based on the National Spelling 

Bee retrieved, the purpose of this game is to help students’ skills in spelling, 

vocabulary, and concepts and develop their correct.  

 

Uranga (2007) defined a Spelling Bee as a competition in which a competitor who 

spells the word wrongly will be eliminated. Spelling Bee is also called Spelldown. 

Spelling Bee is not just about how to memorize and spell the letter of the word. It 

is considered a complicated thinking process. Spelling Bee has been part of 

American culture for a long time. The participant in the Spelling Bee must be 
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children who have already been studying spelling, usually in elementary and middle 

school (Williams, 2008). The spelling bee today is not just for the contestants at the 

competitions, but it is also for the English language itself (William, 2008). 

Futhermore, Kichura (2008) stated that Spelling Bee helps students encourage their 

spelling words, as well as to learn how to compete with one another. When students 

feel encouraged about their ability to spell words, it means they will increase their 

vocabulary which will help in understanding the text. Other researchers say that 

applying learning in an interesting, fun, and comfortable way can foster enthusiasm 

for learning and automatically improve skills. Spelling Bee Game in classroom 

learning is not only in a personal way. Still, it can be applied in a group activity 

where students are brave enough to speak in front of the class and can balance 

between accepting mistakes and appreciating them simultaneously (Khasanah & As 

Sabiq, 2020).  

The purpose of using spelling bee as media 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 motivation for students. Students would try to compete 

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

class. Game is a favorite activity for all students; there are many games, especially 

to hone English skills. Spelling Bee Game are one of the games to improve 

knowledge of the English language. The Spelling Bee Game is a game that mentions 

the letter of the word in English (Secretariat, 2020). There are many ways to create 

a Spelling Bee Game to learn English. Besides mentioning the letter, the Spelling 

Bee Game also has to say the word correctly, and in this way, the child can know 

the word's pronunciation perfectly.  

2.4 Advantages and Disadvantages  

In the teaching-learning process using a spelling game as a method has several 

advantages and disadvantages. 
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Advantages  

Ghada Sari (2020), mentioned games has proven to have the advantages and 

effectiveness in learning Vocabulary in various ways. 

1. Game brings in relaxation and fun for students, thus help them learn and retain 

new words more easily. 

2. Game usually involve friendly competition and it keeps learners interested 

3. Vocabulary game bring real world context into the classroom and enhance the 

student uses English in a flexible communicative way. 

4. Game is highly motivating and gives the students more opportunity to express 

their opinions and feelings. 

5. Game adds diversion to the regular classroom activities, "break the ice", but they 

are also used to introduce new ideas. 

Disadvantages  

The class situation becomes very active in class and noisy when doing the spelling 

bee game. Students' interest in games makes them too much talk and move in class. 

This situation is very difficult for the teacher to control because there is little time 

for learning, so the teacher will focus more on learning vocabulary through spelling 

bees.  It needs a lot of time to practice whispering game for the students to achieve 

more vocabulary 

From all the above explanations, using the Spelling Bee game is a good technique 

for teaching English vocabulary, especially through the application of creative 

activities. However, there are also some disadvantages to using this game when 

teaching vocabulary. To overcome the shortcomings of this technique, teachers can 

use supporting sounds, such as listening videos, to make the students be given 

listening videos to keep them calm and focused on this lesson. 
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2.5 Procedure of Using Spelling Bee Games in Teaching Vocabulary 

There are many activities that can be done by using a spelling bee game to develop 

vocabulary. Council of local Authorities for International Relations (CLAIR) 

(2013:185) explains the procedures of spelling bee: 

 

1. Divide the class into two teams. Have them stand in two lines facing each other. 

2. Stand at the front of the room between the two teams. 

3. Reading from a prepared list words. Give the first students word to spell. 

4. The students must repeat the word, spell it, and then repeat the word again. If the 

word is spelled correctly, the other team will be given a new word. While teaching 

vocabulary through games of spelling bees is not only the language skills a teacher 

develops but also inculcates other soft skills like sharing, caring, etc., in students. 

A competitive game like a spelling bee gives some motivation for students. Students 

would try to compete friendly with one another. It gives a chance to students to 

participate actively in the class. 

2.6 Theoretical Assumptions  

Vocabulary is an element that supports the English skills component. If students 

have more vocabulary, it was make them easily express their ideas, feelings, 

emotions, etc. Without vocabulary, students will have problems learning English. 

This means that the vocabulary is very important in the process of learning English. 

Spelling Bee game is one of the funny games to teach English vocabulary, It can 

improve students’ spelling skills, vocabulary skills, and comprehension of the word 

given and it also can be used by students to practice their concentration and their 

ability to memorize. In this game students not only memorize a word, letter by letter 

but also students bravely speak in front of the public. Moreover students not only 

develop their vocabulary but also they can practice either speaking or understanding 

of meaning of words.  
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From the fact above, the researcher was conduct research on ways of Spelling Bee 

Game in teaching vocabulary, to bring awareness not only to students but also to 

teachers of English about how to teach vocabulary effectively. The researcher will 

teach vocabulary in an experimental class. In the experimental class, the researcher 

uses the Spelling Bee Game in teaching vocabulary.  

Vocabulary is one of the problems in mastering English, especially for the seventh-

grade students of SMPN 3 Natar. There were many methods to teach vocabulary. 

One of the methods is through a spelling bee game. Based on the statement above, 

the research focuses on improving vocabulary by using a spelling bee game. In this 

research, the students will be given a pre-test to know the improving vocabulary of 

the students in English before being given treatment as a process of learning 

vocabulary by using a spelling bee game. After conducting both items, the 

researcher comes to the last item namely giving a post-test to know whether any 

significant development to the students or the output after giving treatment.  

2.7 Hypotheses  

Concerning the theories and assumptions above, the researcher formulates 

hypotheses as follows:  

1. There is an improvement of the student’s vocabulary after the implementation of 

Spelling Bee Games.  

2. Adjective is the aspect of vocabulary which improve the most from pre-test to 

post-test after learning vocabulary by using Spelling Bee Games.  

The hypothesis acceptability criteria are as follows:  

a. If p-value ≤ α 0,05 means reject Ho. 

b. If p-value ≥ α 0,05 means accept Ho.  
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III. METHOD 

 

This chapter discusses the research method, including research design, population 

and sample, data collecting technique, research procedures, instrument, validity and 

reliability of the research instrument, and data analysis. The research method plays 

a significant role in conducting research until the results are obtained.  

 

3.1 Research Design 

In this research, the researcher used the One Group Pretest - Posttest design. This 

design used in this research because the researcher only had one class as an 

experimental class that received treatments for teaching vocabulary using Spelling 

Bee Games. There were two vocabulary tests administered. The first test was 

conducted before treatment, the second student was given after the treatment by 

using Spelling Bee Games. The design of the research is illustrated as follows:  

 

The one-group pre-test post-test design was suggested by Setiyadi (2006). 

Following is an illustration of the design: 

 

T1 X T2 

 

T1 : Pre-test 

X: Treatment 

T2 : Post-test 

The research was conducted in five meetings. The first meeting gives Try-outs, 

Then the second meeting pre-tests for the students. The third and fourth meetings 
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was treatment to ensure that teaching vocabulary using Spelling Bee Games can 

improve students' vocabulary and the last meeting was a post-test to know the 

significant improvement in students' vocabulary. 

3.2 Population and Sample 

3.2.1 Population 

Population is the whole object of research. The population of this study was one out 

of 6 classes of seventh-grade students of SMPN 3 Natar which 33 students in each 

class.  

3.2.2 Sample 

A sample is a part of population that contains the characteristic of the population. 

In conducting research, it is essential to determine a sample as the research 

participants and cluster random sampling is used as the technique sampling in 

selecting research participants. Cluster random sampling is a probability sampling 

method in which divide a population into clusters. The clusters should ideally each 

be mini-representations of the whole population. In this research, the first-grade 

students, which is class VII F in SMPN 3 Natar, were the sample of this research. 

3.3 Technique for Collecting the Data  

In collecting the data, the researcher uses the following steps:  

3.3.1 Try-out Test 

The try-out test needed to be done to find out whether the test had a good quality or 

not. The try-out test consists of 50 items and each item had four options of answer 

(a, b, c, d). The time allocation was 90 minutes. The result of the tryout test was to 

measure validity, reliability, level of difficulty, and discrimination power. It showed 

that 50 items were analyzed using SPSS and the result of 35 questions (appendix) 

that was tested as valid, then the valid items were used for the pretest and posttest. 

So, the invalid questions are dropped. 
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3.3.2 Pre-test  

The pre-test was conducted on students before they got treatments. It is done to 

know how far the students have mastered vocabulary before they are taught through 

the Spelling Bee. The test used by the researcher was an objective test in the form 

of multiple choices. The number of items in the test was 30 items and each item had 

four options of answers (a, b, c, d). The time allocation was 60 minutes. The result 

of the pre-test was compared with the post-test to find out the increase in the 

student’s vocabulary mastery. 

3.3.3 Treatment  

After giving a pre-test, the researcher gave three treatments to students by using 

Spelling Bee Games based on the lesson plan that were prepared to know whether 

it can improve students’ vocabulary mastery or not. Each treatment is for about 

2x40 minutes. In conducting the treatments, the researcher acted as the teacher and 

the  judge Spelling Bee game at the same time. 

1. The teacher asks students to read the text and asks to write down the words 

nouns, adjectives, and verbs that they found in the text. 

2. The teacher prepares words that have been written by students for use in 

playing games. 

3. The teacher divides the students into two teams. Where is the team A and 

team B. 

4. The team consists of 17 people in one team.  

5. The teacher chooses one team to move forward to the board. 

6. The team consisting of 2 students to play the game. 

7. And 2 students spell the word together and must match with other.  

8. The two students got 1 word that they would spell them together. 

9. The teacher mentions the word and tells students to discuss together before 

they spell the word. 
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10. Before students spell the word teacher was count 123 so that students spell 

letters together. 

11. If both students spell the word correctly, then they get 1 point and write it 

on the board. And if one of them is wrong in spelling a word then they don't 

get points. 

12. Both teams continue to play games in turn. 

13. The team that collects many points was the winner. 

 

3.4.4 Post-test 

After implementing the Spelling Bee Games, a post-test was carried out to see the 

results of students’ vocabulary improvement. This post-test was conducted to see 

students’ vocabulary increase after applying the Spelling Bee Games. 

3.5 Instrument of Research 

The instrument of the research was a vocabulary test. The kind of test was multiple 

choice items. The number of items in the try-out test was 50 items with a time 

allocation was 90 minutes. The number of items in the pre-test and post-test was 40 

items with a time allocation was 60 minutes. The data of the research were the 

students’ vocabulary before and after the treatments. 

3.6 Validity and Reliability 

3.6.1 Validity 

The validity of the test is the extent to which it measures what it is supposed to 

measure and nothing else (Heaton, 1991). To measure whether the test has good 

validity, the researcher analyzed the test from the content and construct validity. 

According to this validity, the test should represent the material that has been taught 

in the class. The items in the test of vocabulary were based on the Merdeka 
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Curriculum for Junior High School. In this researcher, the writer uses the instrument 

that related to the aspects of the vocabulary such as the form, meaning, and use. 

a.   Content Validity 

Content validity can be examined from a table of specifications. In the content 

validity, the materials given are suitable for the curriculum. The table of 

specifications is used to determine which test is more relevant to the situation and 

necessary to check whether the test item has good content validity or not. The 

content validity was constructed by including vocabulary material presented in the 

teaching and learning process.  

b.   Construct Validity 

Construct validity focuses on the kind of test that is used to measure the ability, it 

is used to research that has many indicators, according to Setiyadi (2006:26), if the 

instrument just measures one aspect, for example, vocabulary, the construct validity 

can be measured by evaluating items in the test. If all items have measured 

vocabulary, this instrument has fulfilled construct validity. The researcher used a 

vocabulary test as the instrument, moreover, all the items in the test measure 

vocabulary.  

Table 1. Specification of the Vocabulary Pretest 

 

 

No. Content words Item Number Total 

1. Noun  3,4,5,6,9,11,12,17,22,25,26,28 12 

2. Verb  1,8,10,16,18,19,20,30 8 

3. Adjective  2,7,13,14,15,21,23,24,27,29 10 

      Total 30 Item 
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 Table 2. Specification of the Vocabulary Postest 

 

This research deals with descriptive text focuses on the content words of 

vocabulary; nouns, verbs, adjectives. This research did not include adverbs in the 

test due to descriptive text relies more on nouns, adjectives, and verbs to provide a 

vivid and detailed image on the text which makes the use of adverbs less common 

in descriptive text. According to Table 1&2, the total of the vocabulary test is 30 

consisting of 12 items of nouns, 8 items of verbs, and 10 items of adjectives. Based 

on the result of the Try-Out test, the total of questions that the researcher took for 

the pre-test and post-test questions is 30 items. 

In this research, the researcher used try out test before giving pre-test and post-test 

to check the quality of the test items that knowing the items has fulfilled the criteria 

of a good test or not. There are 50 multiple choice item tests in total. The researcher 

divided it for pre-test 30 items and post-test 30 items. The items that have not 

fulfilled the standard might be dropped. Item tests were analyzed by using SPSS to 

check the validity and reliability, after that the valid test items were checked the 

quality based on the aspects of level difficulty and discrimination power. The 

researcher administered the items to SMPN 3 Natar. Then, the researcher analyzed 

the items and calculated the results. For the result, the researcher decided to drop 

16 items that not valid and poor categorized. Therefore, there are 34 items that 

fulfilled the criteria to use, 30 items for the pre-test and 30 items for the post test. 

No. Content words Item Number Total 

1. Noun 3,5,7,9,10,11,14,18,21,25,26,28 12 

2. Verb 1,6,12,13,17,19,20,30 8 

3. Adjective 2,4,8,15,16,22,23,24,27,29 10 

     Total 30 Item 
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3.6.2 Reliability  

According to Hatch and Farhady (1982), reliability refers to the extent to which the 

test is consistent in its score and gives us an indication of how accurate the test 

scores are. To complete the reliability aspects which are concerned with the 

consistency of measurement of research, the researcher has to measure the same 

research subjects a different time and give consistent results. Although it is not 

possible to give an exact calculation of reliability, an estimate of reliability can be 

achieved through different measures. 

In this research, the researcher used SPSS 26 and scored using the Gutman Split 

Half Coefficient. The result of the reliability test for vocabulary test in this research 

is described below: 

Table 3. Reliability  

Reliability Statistics 

Cronbach's Alpha Part 1 Value .807 

N of Items 18a 

Part 2 Value .799 

N of Items 17b 

Total N of Items 35 

Correlation Between Forms .758 

Spearman-Brown Coefficient Equal Length .863 

Unequal Length .863 

Guttman Split-Half Coefficient .862 

 

According to Frankel and Wallen (2012), the score is considered reliable if the score of 

significance is at least or preferably higher than 0.70. Based on the table above, it is known 

that the Guttman Split-Half Coefficient correlation value is 0.862 which is higher than 0.70. 

It can be concluded that the instrument can be used for measurement in data collection. 
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3.7 Research Procedure 

The procedure of the research are as follows: 

1. Determining the sample 

The researcher chose the first-grade students of SMPN 3 Natar as the population. 

The researcher took one class as the sample of this research for the experiment. 

 

2. Selecting and determining the materials 

The materials are based on the Curriculum Merdeka for first-grade students in 

Junior High School, which is the curriculum used by the school. The material 

covered the goal of teaching vocabulary as the target of the achievement. 

 

3. Determining the instrument of the research 

The instrument in this research is the writing test. The researcher conducted a 

writing test for the pre-test and post-test by considering aspects of vocabulary these 

tests/aimed at finding out the students' improvement in vocabulary before and after 

the treatments. 

 

4. Administering the pre-test 

The researcher gave a try-out and pre-test before the treatment. In this step, students 

in the experimental class were assigned to identify the Descriptive Text. The test is 

in the form of written text based on the instructions of the test. The topic of the test 

is the descriptive text. The pre-test was administered to find out the student's 

vocabulary before treatments. The test was held for 60 minutes. 

 

5. Giving treatments and Conducting the treatments 

After giving the pre-test to students, the researcher conducted the meeting for 3 

meetings which took 40 minutes in every meeting. The researcher taught Spelling 
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Bee Games by using Descriptive Text for the learning strategy. The procedure of 

the treatments is Pre-Activity, While-Activity, Post-Activity. 

 

6. Administering the post-test 

Post-test was given after giving treatments. It was conducted to find out the progress 

of students' vocabulary improvement after being taught using Spelling Bee Games. 

The test is in written form and the materials relate to the curriculum that is used in 

the school. The topic of the test is similar to the pre-test. It is about the Descriptive 

Text. The post-test was conducted in 60 minutes. 

 

7. Analyzing the data 

Both pre-test and post-test results of the class were analyzed by using the Repeated 

measure T-Test of SPSS (statistical package for social science). It was used to find 

out the means of the pre-test and the post-test and how significant the improvement 

was. The researcher analyzed the improvement by comparing the pre-test and post-

test scores from the experimental class. If the score of the post-test is better than in 

the pre-test, it means that there is an improvement in students' vocabulary 

achievements. 

3.8 Level Difficulty 

The level of difficulty is determined by how easy or difficult the item is, as well 

as the number of right answers from students who take the exam. The formula 

employed in this research was as follows: 

LD = 
𝑈+𝐿

𝑁
 

 

Where: 

LD : Level of difficulty 

U : The number of upper group students who answer correctly 
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L : The number or lower group students who answer correctly 

N : The total number of students following the test 

The criteria are: 

< 0.30  : Difficult 

0.30 – 0.70 : Average 

>0.70  : Easy 

(Shohamy, 1985) 

In determining the level of difficulty of each item, the researcher employed a 

Microsoft Excel formula. According to the results, 35 questions were included in 

the average and easy criterion. Meanwhile, 15 questions had a score of less than 

0.30 . The result of the calculation contains the full findings of each item's level of 

difficulty calculation can be seen in Appendix 6 (p ). Table 4 illustrates 15 questions 

with tough requirements. 

Table 4 Result of Level of Difficulty 

Items Level of 

Difficulty 

Criteria 

1 0.17 Difficult 

3 0.73 Easy  

8 0.05 Difficult 

11 0.88 Easy 

15 0.08 Difficult  

28 0.76 Easy 

32 0.88 Easy 

33 0.76 Easy 

34 0.82 Easy 

38 0.73 Easy 

41 0.73 Easy 

42 0.11 Difficult 

44 0.29 Difficult 

47 0.82 Easy 

49 0.82 Easy 

 

Source: Shohamy (1985) 
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3.9. Discrimination Power  

The ability of the item to differentiate between the high-level and low-level students 

on the test. Discrimination power was used to differentiate between the students 

who got the high score and those who got the low score. The researcher used the 

following formula to calculate the discrimination power: 

 

Notes: 

DP : discrimination power 

U : the number of “upper group” students who answer correctly  

L : the number of “lower group” students who answer correctly  

N : the total number of students in upper and lower groups 

 

The criteria are as follows:  

DP: 0.00 - 0.19 = Poor  

DP: 0.20 - 0.39 = Satisfactory 

DP: 0.40 - 0.69 = Good 

DP: 0.70 - 1.00 = Excellent 

         (Shohamy, 1985) 

3.10 Scoring System 

Based on Arikunto (2021), the researcher employs the scoring system to determine 

students’ pre-test and post-test results. The formula can be illustrated as follows. 

 

Score = 
𝑇ℎ𝑒 𝑐𝑜𝑜𝑟𝑒𝑐𝑡 𝑎𝑛𝑠𝑤𝑒𝑟

𝑇𝑜𝑡𝑎𝑙 𝑜𝑓 𝑛𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑖𝑡𝑒𝑚 
 x 100 

Where : 

S : score of the test  

R : right answer 

N : total items 
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3.11 Data Analysis  

After conducting pretest and posttest, the researcher analyzed the scores of the 

students. The researcher examined the students' scores by using the following steps: 

1. Scoring the pre-test and post-test. 

2. Calculating the total correct answer of the pre-test and post-test. 

3. Arranging the score of the students vocabulary test result using T-Test. 

4. Concluding the tabulated result of administering the pre-test, which is 

statistically analyzed by using SPSS (Statistical Program for Social 

Sciences) to see the difference between the score of the pre-test and post-

test, in which the significance was determined by p<0.05. 

3.12 Hypothesis Testing 

Based on the theoretical assumption elaborated above, the researcher formulated 

the hypothesis that was tested in this study as follows: 

1. H0: There is no significant difference between junior high school students’ 

vocabulary achievement after the implementation of Spelling Bee Games as 

the media. 

2. H1: There is a significant difference between junior high school students’ 

vocabulary achievement after the implementation of Spelling Be Games as the 

media. 

The researcher used a Repeated Measure T-test to determine whether the hypothesis 

was accepted or rejected. The criteria for the hypothesis are: 

a. H0 is rejected if the significant (p) value is less than the significant level (0.05) 

and the t-value is more than t-table. It indicates that there is a significant 

difference between junior high school students’ vocabulary achievement after 

the implementation of Spelling Be Games as the media. 
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b. H0 is accepted if the significant (p) value is more than the significant level 

(0.05) and the t-value is more than the t-table.  It indicates that there is no 

significant difference between junior high school students’ vocabulary 

achievement after the implementation of Spelling Be Games as the media. 

learned vocabulary as the media. 

In summary, the quantitative method was used to answer the research question in 

this research which is the improvement of junior high school students’ vocabulary 

after the implementation of Spelling Be Games as media. It is intended to find the 

comparison between students’ vocabulary knowledge without learning using 

Spelling Bee Games and with Spelling Bee Games. Students were tested using pre-

test and post-test. 
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V. CONCLUSIONS AND SUGGESTIONS 

 

This chapter provides conclusions based on the study findings and comments from 

the preceding chapter. It also includes some tips for English teachers and academics 

who want to use Spelling Bee Games as a vocabulary teaching media. 

 

5.1 Conclusions 

In line with the results of the data analysis and discussion, the writer comes to the 

following conclusion: 

1. Spelling Bee Games enhances students' language mastery. There is a significant 

difference in the students’ vocabulary achievement, which is taught by using 

Spelling Bee Games. The result shows that the mean score of the post-test is 

significantly higher than in the pre-test. The student’s mean score increased from 

51.03 to 67.18, which is a gain of 16.15. In addition, the result of the hypothesis 

shows that the significant level is 0.001, and it was lower than sig a <0.05. It 

indicates that the H0 which is; there is a significant difference between junior high 

school students’ vocabulary after the implementation of spelling be games as media 

is accepted. 

2. Spelling Bee Games improves in content words of vocabulary. There is a 

significant difference in students’ vocabulary achievement in word classes. This 

can be seen from the mean score of content word, which increased from 4.66 to 

6.72. Therefore, it can be concluded that Spelling Bee Games can help the students 

improve their vocabulary, especially in content word. 
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Based on the findings, the researcher suggests that Spelling Bee Games may be 

used to help students improve their vocabulary. Spelling Bee Games may also be a 

useful and pleasant way for students to learn a language.  

5.2 Suggestions 

Regarding the conclusion above, the researcher has several suggestions for further 

researchers, English teachers, and students that are described as follows: 

1. Suggestion for English teachers 

Teachers face challenges in the lack of time by using the Spelling bee game. 

Therefore teachers must manage time well in class because using the Spelling bee 

game requires time for students to organize words. The teachers must encourage 

the students and handle the class situation to under control because used games as 

the tool for guessing the words and spelling word is very noisy. So, the class must 

be kept under control by the teacher. The teachers who will teach by using Spelling 

bee games also try to prepare the material in more diverse ways, for example, by 

using other forms of text such as recount text, procedure text, etc.  

2. Suggestions for the students 

The students should be cooperative when they have spell the word activity using 

Spelling bee games to keep the class conducive and well organized. The students 

must be active to have a role in class; therefore, the activity in the class will be more 

pleasing and organized. 

3. Suggestions for further researchers 

Further, researchers are expected to grasp the literature focus by collecting 

references that are in line with the research that will be used for the material tested 

by using Spelling bee games as the topic for the research; therefore, the result can 

be more complete and useful for readers who can gain new knowledge. 



42 

 

 

Further researchers who have the similar topic are expected to develop the object 

of the study to apply Spelling bee games at Junior High School  or other levels to 

gain the difference sight of using Spelling bee games especially for vocabulary 

learning. 
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