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ABSTRACT  
 

The research aimed to find out the improvement of the students‘ vocabulary mastery by using 
kahoot games applications that focused on verbs and nouns. The research applied pre-
experimental design with one group pre-test and post-test. The sample of the research was the 
eighth grade students at SMP Negeri 32 Sigi in academic year 2023/2024 which consisted of 29 
students. The researcher used verbs and nouns of vocabulary test as instruments in pre-test and 
post-test. The research findings indicated that kahoot games application can improve students‘ 
vocabulary mastery. It was proved by the mean score of pre-test was 58.86 it classified as fair, 
post-test was 73.34, it classified as good and the improvement from pre-test to post-test was 
24.60. Therefore there was the improvement of the students‘ vocabulary mastery. The result of 
improvement is also proved with t-test value. The researcher found that the value of t-test (7.352) 
was greater than t-table (2.048). This value means that there is a significant difference between 
the result of the students‘ pre-test and post test.  The conclusion could be strengthened by stating 
the significance of the findings more clearly. e.g. "It was concluded that the use of the Kahoot 
games application can effectively improve the vocabulary mastery of eighth-grade students at 
SMP Negeri 32 Sigi." 
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INTRODUCTION  

Vocabulary is one of the aspects of language that must be learned when learning English. 

Gulthon (2006), explains that vocabulary is a knowledge of words and interpreting words, where 

vocabulary is the number of words needed to communicate ideas, and also express the intention 

of the speaker. Learning vocabulary is very necessary because by mastering the vocabulary, 

learners or students are definitely able to understand the words used in a sentence. To master it, 

it requires frequent practice both at home and at school. Mastering vocabulary means that 

students have comprehensive knowledge about the vocabularies including the meanings, the 

spoken form, the written form, the grammatical behavior, the word derivation, the collocations of 

the words, the register of both spoken and written, the connotation or associations of the word, 

and word frequency (Thornbury, 2002). One cannot communicate effectively and express ideas, 

both orally and in writing without a sufficient vocabulary. A limited vocabulary can also be an 

impediment to learning a foreign language. Solikhah (2015) argues that the limitations of the 

vocabulary domain will make it difficult for students to express ideas and expressions of intent 

towards a specific goal. 

Therefore, mastery of vocabulary is necessary to support students in the mastery of the 

target language they are learning. According to Hockett (in Celce-Murcia and McIntosh, 1978: 

124), vocabulary is the easiest aspect of a second language to learn and requires little formal 

attention in the classroom. Endang (2010) adds that in recent years, less emphasis has been 

placed on teaching vocabulary. According to Hemming (in Celce-Murcia and McIntosh, 1978: 

242), today's lack of attention to vocabulary acquisition is unfortunate. Hemming believes that 

learning linguistic terms and expressions (vocabulary) is critical in the early stages of language 

learning. Many students still have trouble understanding what the teacher says. The inability of 

students to master vocabulary is to blame. Furthermore, the teacher's teaching technique is less 

effective and innovative, in addition to the teacher's inability to manage lessons in the classroom 

with the help of media that can support when learning occurs. Learning is greatly influenced by 

teaching methods. Inappropriate teaching methods occur, for example when the teacher lacks 

mastery of the subject matter and preparation, way that results in the teacher's delivery being 

unclear. As a result, students will be uninterested in learning. 

Technological advances are used as a means of connecting students with learning 

resources, both in the form of educators and other learning resources. Technology is used as a 

medium to make teaching easier and make students interested in following lessons and of course 

can create a pleasant atmosphere in the classroom. The example is the use of certain applications 

that support the student learning process. Technology can be used to attract students' interest in 

learning so that learning becomes more effective and efficient. 
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There are so many techniques of teaching vocabulary. One of them is using gamification. 

Gamification is a learning approach using elements in the game with the aim of encouraging and 

motivating students in learning and maximizing pleasant feelings during the learning. Gamification 

also makes the process more interesting, which can provide a learning experience, and the use 

of games in the classroom is very beneficial for students (Barab, Gresalfi, & Arinci 2009). The 

game helps learners to reach their targets easily, and also teaches them to memorize new 

vocabulary faster. 

Teachers or educators can use various applications that can support a learning process 

to achieve the objectives of the learning process. Learning vocabulary through gamification can 

give confidence that their value can improve. According to Hamari, et. al (2014), gamification 

refers to the application of game systems and thinking in a non-game context. In this case, 

gamification has a role to combine students' learning experience and game elements which can 

increase their learning motivation and task engagement. Students' interest in gamification in 

vocabulary learning has increased in recent years. This is because gamified vocabulary teaching 

can facilitate high motivation and engagement among students. An example of gamification in 

question is the Kahoot games application. 

Kahoot games application is a learning platform that contains certain elements that can 

help students during the learning process. According to Harlina and Ahmad (2017), this 

application is one of the alternative choices of various kinds of learning media that support the 

learning process to be exciting and fun. This is because the kahoot application emphasizes 

learning styles that involve active relationships between students and their peers competitively 

with the lessons they have gone through or learned. 

Kahoot games provide an exciting and fun quiz atmosphere in class. This application can 

be used as a learning medium using an internet connection and can be accessed via the 

www.kahoot.com website. Kahoot as a learning media that can support students to be more 

interested and can also support digital-based learning styles. Besides, Kahoot can be used as a 

medium for evaluation, assignment, or as homework. 

METHOD 

In this research, the researcher used a pre-experimental design. Pre-experimental has 

only one group in the process of taking the data. It is an experimental group. This group was given 

pre-test, treatment and post-test. The design of this research is proposed by Cohen, Manion, and 

Marrison (2005:212-213). 

The population of this research is all classes of the eighth grade at SMP Negeri 32 Sigi. 

There are 3 classes from VIII A up to C. Each class consists of 28-30 students. The researcher 

chose class A for the eighth grade students of SMP Negeri 32 Sigi. As for the reason the 
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researcher chose an eighth grade student as the sample of the research is based on a 

consideration that an eighth grade student is in middle position, stable level of adaptation. This is 

because the eighth grade students are still an adjustment point, a transition to the environment 

and learning process. 

The variable of this research consists of two variables; they are dependent variable and 

independent variable. The dependent variable is the vocabulary mastery of the eighth grade 

students of SMPN 32 Sigi and the independent variable is kahoot games application. In this 

research, the researcher used a test as a technique of collecting data. The test is divided into pre-

test and post test. The researcher used the objective test in the form of multiple choices which 

consisted of 15 items with four options (A, B, C and D) of each item and 15 items for matching 

questions. One of the options is the correct answer and the others are distractors. It was allocated 

for 30 minutes for the test. Pre-test data compares with the post-test data to find out whether 

there is any significant improvement after being taught by kahoot. After getting students individual 

score in the pre-test and post-test, the researcher was calculated  the individual scores by using 

the formula:  

 a. Scoring the students‘ correct answer of pre-test and post-test : 

Score =  
𝑆𝑡𝑢𝑑𝑒𝑛𝑡𝑠′𝑐𝑜𝑟𝑟𝑒𝑐𝑡 𝑎𝑛𝑠𝑤𝑒𝑟 𝑠𝑐𝑜𝑟𝑒

𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑠𝑐𝑜𝑟𝑒
 X 10 

b. Calculating the mean score of the students‘ pre test and post test by using the formula : 

𝑋 =
𝛴𝑥

𝑁
 

Notation: 

X : Mean score 

ΣX  : Total raw score/the sum of the score 

 N  : The total number of students  

(Gay, 2006) 

c. Calculating the percentage of the students‘ score by using the following formula: 

P = 
𝐹

𝑁
 x 100% 

Notation: 

P : Percentage 

F : Frequency 

N : The total number 

(Gay, 2006) 

d. Calculating the improvement of the students‘ score of pre-test and post-test, 

the researcher used the following formula : 

P= X2-X1 X 100% 

                X1 

Where : X1  = Mean score of pre-test 
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  X2  = Mean score of post-test 

  P  = Improvement 

(Gay,2006) 

e. Finding out the significance difference between the pre-test and post-test by 

  calculating the value of the test. The following formula was employee : 

   𝑡 =
          𝐷         

√𝛴𝐷²−
(𝛴𝐷)²

𝑁
𝑁(𝑁−1)

 

 

Where: 

  t : Test of significant 

 D : The mean score from the different score of pre-test and 

post-test 

  𝐷 : The mean of D square 

  Σᴅ² : The sum of D (the difference  between two pair score) 

Square  

  (Σᴅ²) : The square of Σᴅ 

  N : The number of subject 

(Gay,2006) 

 

RESULT AND DISCUSSION 

This research was conducted with eight meetings divided into three main parts, namely 

the pretest given at the first meeting, while six meetings were for treatment, and the posttest was 

given at the last meeting.  Researcher conducted a pre-test on Monday, January 29, 2024, while 

the treatment was carried out on Wednesday January 31, 2024. 

 

Table 1 – Students Score on Pre-test and Post-test 

No Students Name Score Pre-test Score Post-test 

1. S-1 50 73 
2. S-2 66 60 
3. S-3 50 60 
4. S-4 66 76 
5. S-5 50 73 
6. S-6 43 83 
7. S-7 60 86 
8. S-8 86 100 
9. S-9 50 70 
10. S-10 70 80 
11. S-11 60 76 
12. S-12 35 40 
13. S-13 53 60 
14. S-14 55 70 
15. S-15 65 70 
16. S-16 40 50 
17. S-17 66 80 
18. S-18 50 90 
19. S-19 60 80 
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20. S-20 76 83 
21. S-21 70 80 
22. S-22 56 76 
23. S-23 70 83 
24. S-24 76 96    
25. S-25 40 50 
26. S-26 73 93 
27. S-27  46 66 
28. S-28 60 53 
29. S-29 65 70 

 
The data of vocabulary test of the students‘ were obtained by verb and noun. In order to 

knew the students‘ vocabulary mastery using kahoot games application, the score observed as 

follows: 

Table 2 – Rate Percentage and Frequency of the Students’ 

Classification Score 

Pre-test Post-test 

F % F % 

Excellent 96-100   2   6.90% 
Very Good 86-95 1   3.45% 3 10.34% 
Good 76-85 2   6.90% 10 34.49% 
Fair Good 66-75 7 24.14% 7 24.14% 
Fair 56-65 7 24.14% 3 10.34% 
Poor 46-55 8 27.58% 3 10.34% 
Very Poor 0-45 4 13.79% 1   3.45% 

Total 29 100% 29 100% 

Based on the rate percentage on Table 2, in pretest it was found that there were not 

students got excellent. There are 1 (3.45%) students got very good, 2 (6.90%) students got good, 

7 (24.14%) students got fair good, 7 (24.14%) students got fair, 8 (27.58%) students got poor, 

and then 4 (13.79%) got very poor. Then, in the posttest it was found that there were students 

who got excellent grades. There are 2 (6.90%) got excellent, 3 (10.34%) students got very good, 

10 (34.49%) students got good, 7 (24.14%) students got fair good, 3 (10.34%) students got fair, 

3 (10.34%) students got poor, and then there was 1 (3.45%) students got very poor. 

Table 3 – The mean score and standard deviation of the students’ pretest and post-test 

 
Component 

Pre-test Post-test 

Mean 
Score 

Standard 
Deviation 

Mean Score Standard 
Deviation 

Vocabulary 58.86 12.35  73.34 14.36 

The result of data analysis from pre-test and post-test of the students‘ vocabulary mastery 

in the table above. The mean score in pre-test was 58.86 (categorized as fair), and the standard 

deviation was 12.25, and the mean score of post-test was 73.34 (categorized as fair good) with 

the standard deviation was 13.94. In conclusion, from the discussed table above, the students 

tested achieved a higher score after giving the treatment.  
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Table 4 – The improvement of the students’ vocabulary in pre-test and post-test 

Indicator X1 (pre-test) X2 (post-test) Improvement % 
Vocabulary 58.86 73.34 24.60% 

Based on Table 4.4, showed that the score of students vocabulary mastery (24.60%) 

from the mean score in pretest was 58.86 and post test was 73.34. It indicated that the score of 

students' vocabulary mastery in the post-test was higher than the pretest.  Based on these results, 

it concluded that using kahoot games application could improve the vocabulary mastery of the 

eighth grade students‘ at SMP Negeri 32 Sigi. Based on Table 2 the researcher concluded that 

students vocabulary mastery  most of them got good with 2 (6.90%) students in pre test and 10 

(34.49%) students in post test. 

Table 5 – The t-test and t-table of the students’ improvement 

Variable T-test value T-table value 

Vocabulary Mastery 

 

7.352 2.048 

The table above showed that t-test value was higher than the t-test table value (7.352 > 

2.048). It means that there was improvement in the students‘ learning vocabulary before and after 

use Kahoot games application to the students‘ vocabulary mastery of the eighth grade students 

at SMPN 32 Sigi. 

If the result of t-test value was higher than t-table‘s value, the null hypothesis (H0) was 

rejected, and if the result of t-test was lower than the t-table‘s value, the null hypothesis (H0) was 

accepted. The result of the statistical analysis of t test at the level of significance 0.05 with degree 

of freedom (df) = n – 1, where n: number of students was 29. It could be seen as follows: 

df = n-1, 

df = 29-1, df = 28 

Based on elaboration above, it could be concluded that there was a significant difference 

in students‘ vocabulary mastery of the eighth grade students at SMPN 32 Sigi in academic year 

2023/2024 by using Kahoot games application. 

 

DISCUSSION 

The primary purpose of this research was to find out whether the use of kahoot games is 

effective to improve students‘ vocabulary mastery of the eighth grade students at SMP Negeri 32 

Sigi. To find out the purpose, the researcher used the test as an instrument. The test was given 

through pre-test and post-test and the researcher taught about vocabulary in the treatment in the 

classroom with six meetings. 
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In the treatment process, the first meeting was conducted on Monday, January 29, 2024 at 08.00 

until eighth meetings were conducted on Wednesday, February 21, 2024 at 10.30 a.m. In the first 

meeting to eighth meetings , the researcher conducts the material and introduces the kahoot 

games application. The introduction of kahoot games aims to help students learn English, 

especially about English vocabulary. 

This finding expanded the superiority in kahoot games application. Previously, Putri 

(2019), Yip and Kwan (2006), Publicando (2017) and Budiati (2017), found out the same result 

however they studied with different focus with the researcher. 

 

CONCLUSION  

Based on the research findings and discussion, the researcher concluded that using 

kahoot games application is one of the ways to teach vocabulary. Researchers found that the use 

of kahoot games application can improve vocabulary mastery of the eighth grade students at 

SMPN 32 Sigi, and the findings indicated that this media effective in improving students‘ 

motivation and had succeeded to improve the students vocabulary mastery. It was because the 

result indicated that the t-test value were higher than t-table value (7.352>2.048) in which to reject 

the null hypothesis (H0), t-test value certainly should be higher than t-table value. Therefore, the 

null hypothesis (H0) was rejected otherwise the alternative hypothesis (H1) was accepted. 
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