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Abstract

This research to find out the whether or not the increasing of vocabulary by using
stand up sequences game at the second year students’ of MA-Al Amanah Waikaya Kab
Mamuju Tengah. In this research, the researcher used pre-experimental method with two
objects pre-test and post- test design. The instruments of collecting data used in this research
was translation, matching and multiple choice. The population was at the second year
students of MA-Al Amanah Waikaya Kab. Mamuju Tengah with total number of student 60
students. But the researcher took XIB. Class as the sample that was taken by using random
sampling. Thus, the number of sample were 24 students. They were giving treatment about
vocabulary by using stand up sequences game. The result of the research showed the mean
score of pre-test was 60,25 and the mean score of post-test was 88,95.while the t-test was
greater than the t-table(11,93> 2.064). It showed that the Ho hypothesis was rejected and the
H: hypothesis was accepted. The conclusion is stand up sequences game is effective to
increase students’ vocabulary mastery.

Keywords: Vocabulary, Vocabulary Mystery, Stand Up Sequences Game.

Introduction
The language English is the first foreign language in Indonesia many school or courses

have given English as one of the lessons English have four skill: speaking, reading, listening,
and writing and vocabulary as component could be a tool to increase all the skill of English

Vocabulary is knowledge of words and an important part master English well the
teachers cannot communicate to others clearly if they do not have enough vocabulary. Most
students find that they memorize words better if they do something. Even better is to try and
learn the word in a typical combination with other words. Learning vocabulary is a very
important part of learning a language.

To increase students’ ability in master vocabulary, the teachers have to think how to
make students master in the teacher’s competence is much needed. Teachers have an
important role because they will bring the students to the likeness and consistency of learning
English as a second language.

One of the most effective ways the students to know vocabulary is to control your
learning of new words is to keep a vocabulary notebook. Keep a small one in your pocket so

that you can write whenever you hear or see them.



To be master vocabulary, however, is difficult for students because they cannot remember
words by word quickly and easily. The students of junior high school and senior high school
are forgetful. So that the teacher needs new techniques, methods, strategies and material in
order to improve students’ vocabulary.

One of the technique is used by teachers is game. Game is an activity that you do to
have some fun to increase the students’ vocabulary. We need media to be used. Games can
make the students more focus in learning; because the game will help the teacher teach
English in the context/situation that is more easily understood by the students. Through the
game there are so many advantages for students and teachers in learning. Games also help the
students not get bored and encourage them to be more active in practicing English. They can
also be free to express their activity every day without feeling embarrassed.

Stand-up sequences game can be used to improve students’ vocabulary and to motivate
the students in learning vocabulary because the game that can make the students interested in
learning vocabulary and it can make students enjoy and have fun in learning vocabulary. That
is the way the researcher chooses with stand-up sequences game as a teaching technique
involves vocabulary mastery to make the situation of learning English is meaningful and very
interesting. It is considered that in application the stand-up sequences game would have to
improve students’ abilities to understand vocabulary.

As we know, to give students an understanding of material that cannot be conveyed
only by the usual methods, such as the lecture method. Because it only uses the lecture
method that makes students easily bored and not interested in listening and talking about
what is asked by the teacher asks . Therefore, it is sometimes necessary to also involve
learning English with games because it can make learning fun, interesting and fun so that
students are motivated to facilitate and understand the material that is encouraging. This
game invites students to continue to improve in helping, renewing vocabulary, and increase
speed and increase.

Method
This study is pre-experimental design with pre-test and post-test design. The
comparison between pre-test and post-test score depends on the success of the treatment.
The research subject is MA-Al AmanahWaikaya Mamuju Kab. Mamuju Tengah,
especially the students in the second year of MA-Al AmanahWaikaya Kab. Mamuju Tengah.
The population of this research is the students’ at the second-year students at the MA-Al
Amanah Waikaya Mamuju Kab. Mamuju Tengah in Academic 2020.



Random sampling technique is used which involves two classes. Because, this class
according to the teacher is the class with vary of students’ ability, thus it can represent all the
population. Therefore, class of XI | was chosen as a sample of the research. The total sample
used by the researcher is 24 students. Vocabulary tests were taught as pre-test and post-test,
and formed a group. Researchers discussed vocabulary, multiple choice translation, because

in each meeting, students were given memorizing vocabulary.

Finding and Discussions
The result of the pre-test and post-test showing in the following table.

Table 1. Mean Score and Standard Deviation of the Student’s Pre-test and Post-test.

No Test Standard deviation
1 60,25 9,01
2 88,95 18,66

The data in table 1 above show that in pre-test, the mean score of students is 60,25 so
of standard deviation 9,01, while the mean score of students in post-test is 85,70, so of
standard deviation 9,16. It reveals that the students’ vocabulary improved by using Total
physical response method because the mean score of post-test was higher than the mean score
of pre-test. (60,25>85,70).

The result of t-test value and t-table value were tabulated:

Table 2. The result of t-test and t-table value

Variable T-test T-table value

Pre-test—Post-test 11,93 2,064

The table above reveals that the result of t-test (11,93) was greater than t-table value
(2,064) with n = 24, freedom (of) n-1=23 in the level of significance 0,05. (Interpretation of
the value = 11,93>2,064). So there were significantly different between pre-test and post-test,
it means that after giving four treatment, the application of using stand up sequences game to
increase the students’ vocabulary at the second-year Students of MA-Al Amanah Waikaya
Mamuju Kab. Mamuju Tengah.

The discussion deals with interpreting the finding derived from the result of statistical
analysis of test.

In this research, the research divided the students’ into a group consist 5 or 6 people.
The research gave the students’ the list of vocabulary. Then, the researcher asked the
students’ to memorize and to remember the words. After that, the researcher used stand up

sequences game to teach learning English vocabulary and to increase the student’s



vocabulary mastery. The researcher gave four materials for the students’ about vocabulary
and just focus on noun. The first meeting is “Place”. The second meeting is “Animal”. The
third meeting is “Nature it Surroundings” and the fourth is “food”. In the last meeting, the
researcher would see the students’ vocabulary achievement by giving the students’ test post-
test.

Stand up Sequences game was used by the researcher in teaching to improve students’
Vvocabulary and to motivate the students’ in learning vocabulary and then can make the
students’ to respond the vocabulary quickly and make the students’ interested, not bored,
encourage, enjoyed and fun in learning vocabulary for the students’.

The ability of students before treatment can be said still low. Then after giving a
treatment though stand up sequences game, the students’ vocabulary can increase. It means
that stand up sequences game can be used in teaching vocabulary for the students’.

Looking for the result of the t-test statistical analysis at the level of the significance 0,05
with freedom (df) N-1=24-1=23, t-test value is 11,93 and t-table value is 2,064. The research
round that t-test value (11,93 was bigger that the t-table value 2,064). It was concluded that
there was significance difference between the students’ score on pre-test and the students’
score post-test. The mean score of the students’ on pre-test was (60,25) lower from the total
score (1446) so of standard deviation (9,01) and the mean score of the students’ on post-test
was (88,95) from the total score 2135 so of standard deviation 18,66. It means that the
students’ mean score on pre-test and post-test were statistically different. In the second-year
students MA-Al Amanah Waikaya Mamuju Kab. Mamuju Tengah have increased their
English vocabulary through stand up sequences game.

Conclusion

The result of the discussion above shows that t-test (11,93) is higher than t-table
(2,064). It means that the null hypothesis (Ho) was rejected and the Alternative hypothesis
(H1) was accepted. Teaching English vocabulary through stand up sequences game can
increase the students’ English vocabulary at the second-year students MA-Al Amanah

Waikaya Mamuju Kab. Mamuju Tengah.
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