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ABSTRACT
Selfin Jesika Loblobly/148820323016, 2025. Enhancing Vocabulary Acquisition
Through the Suggestopedia Method and Word Search Games in Seventh Grade
Students at SMP N 3 Kota Sorong in academy year 2024/2025. Thesis, English
Education Department, Faculty of Education Language, Society and Sport, University
of Education Muhammadiyah Sorong. May 2025.

The purpose of this research is to enhance students' mastery of English vocabulary
through the Suggestopedia method and Word Search games at SMP N 3 Kota Sorong.
This study uses a pre-experimental design with a one-group pretest-posttest approach.
The population in this study is the seventh-grade students of SMP N 3 Kota Sorong.
The sample of this study consists of 20 seventh-grade students from class VII B. In
data collection, the researcher administered pre-tests and post-tests in the form of
multiple-choice and fill-in-the-blank questions focusing on verb vocabulary. To
analyze the data, the researcher used the IBM SPSS Statistics 30.0 program. The
results of the paired sample t-test show that the significance value (2-tailed) is less
than 0.05. This indicates that the Null Hypothesis (Ho) is rejected and the Alternative
Hypothesis (H:) is accepted. Thus, it can be concluded that the Suggestopedia method
and Word Search game are effective in enhancing the vocabulary mastery of seventh-
grade students at SMP N 3 Kota Sorong. The implication of this research was that
these methods increased students’ motivation and confidence in using vocabulary
through engaging and interactive learning. Teachers were encouraged to apply these
methods in classroom activities. However, this research was limited by the small
sample size, the focus only on verb vocabulary, the short duration of treatment, and
the absence of a control group.

Keywords: Suggestopedia Method, Word Search Game, Vocabulary Acquisition
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CHAPTER1

INTRODUCTION
1.1. Background of the Research

Vocabulary acquisition is an important component in learning English.
Suyanto (2015) states that three main elements of learning English must be
studied: vocabulary, grammar, and pronunciation. Vocabulary is a group of
words that belonged to a language and had meaning when used. Vocabulary
served as the foundation for language skills such as reading, writing,
speaking, and listening. Students who had a good vocabulary found it easier
to understand texts, construct sentences accurately, and communicate
effectively. Conversely, a limited vocabulary often became an obstacle to

understanding lesson materials and interacting in English.

However, many middle school students struggled to acquire English
vocabulary. Unique challenges included the lack of exposure to English in the
surrounding environment, unengaging teaching methods, and a lack of
motivation to learn. As shown by Salim (2019), a monotonous and less varied
educational approach can cause students to become bored and unmotivated to
learn. Uninteresting methods often limited students' vocabulary, making it
difficult for them to use it in everyday communication. Therefore, to help
students optimally enhance their vocabulary acquisition, innovative and

successful learning strategies are needed.



The initial observation of seventh-grade students at SMP Negeri 3
Kota Sorong showed that some students still had difficulty mastering English
vocabulary. They even still did not know basic vocabulary such as the names
of common objects or simple verbs. They also had difficulty spelling words
correctly and distinguishing parts of speech, such as differentiating between
adjectives, nouns, and adverbs. These difficulties indicated that there were
significant differences in abilities within the class. Therefore, to ensure that
each student achieved effective enhancement in their vocabulary, special
attention is required.

Students at SMP Negeri 3 Kota Sorong faced several problems in
mastering English vocabulary. One of them was the difficulty in
remembering new vocabulary, pronouncing letters correctly, and determining
the appropriate part of speech to use in sentences. Many students had
difficulty remembering the vocabulary that had been taught and often get
confused about how to apply that vocabulary when speaking or writing.
Additionally, motivational factors also posed a problem; some students feel
bored with the usual and unengaging teaching methods. To enhance their
motivation to learn and facilitate vocabulary acquisition, they needed a more

enjoyable and innovative approach.



Based on the problems faced by the students, a method was needed
that could help them more enjoy in acquiring vocabulary. Students needed a
learning method that made them unafraid to express themselves in class.
Based on research by (Farhani, 2022), she stated that the use of music and
suggestion can enhance students' motivation and also their memory in
acquiring vocabulary. In addition, special games were needed to help students
less rigid in acquiring vocabulary and also to make it easier and faster for
them to grasp new vocabulary. (Simatupang & Derin, 2020) believe that
word search games can enhance student engagement in vocabulary learning.

Suggestopedia was a learning method that emphasized that a pleasant
and relaxed learning atmosphere is very important for enhancing students'
ability to absorb knowledge. This method, introduced by Lozanov (2015),
utilizes elements such as art, music, and games to create a positive learning
experience and reduce student anxiety. The elements of play and art
combined creativity and enjoyment in the learning process, making it more
engaging and memorable. Calming classical music helped enhance
concentration. Therefore, Suggestopedia was considered an effective way to

help students master English vocabulary in a fun and engaging manner.



To emphasize the importance of engaging learning methods,
additionally, word search games are a great way to help students expand their
vocabulary in a fun way. Students are asked to find hidden words in a letter
grid in this game. This is an interactive way to help them understand and
remember new words. As stated by Nursyam (2019), games like this not only
help students understand new vocabulary but also help them remember better
through enjoyable repetition. In addition, word search games have the
potential to enhance student engagement in the learning process, making it
more interesting than traditional learning approaches. Students can enhance
their vocabulary mastery without feeling burdened by this method, making
the learning process more engaging and effective.

By combining these two methods, students could learn vocabulary in a
relaxed and enjoyable atmosphere, which enhanced their concentration and
engagement in the learning process. The use of game elements in
Suggestopedia made learning more engaging, and word search games helped
students deepen their memory of new vocabulary. Both worked together to
made the learning experience more beneficial and enjoyable.

The research gap in this study lay in the integration of two different
approaches, the Suggestopedia method and the Word Search Game. Fahrani
(2022) shows that the Suggestopedia method effectively enhances vocabulary

mastery by creating a relaxed learning atmosphere through the use of



classical music, positive suggestion, and an engaging classroom setup, which
boosts students' motivation and memory retention. Meanwhile, Simatupang
& Derin (2020) explored the impact of Word Search Games, emphasizing
active student engagement through a fun and competitive gamification
approach, which enhances vocabulary learning by making the process more
interactive and visually appealing.

While both studies focused on enhancing vocabulary acquisition, they
differed in their learning dynamics: Suggestopedia promoted a stress-free
environment with passive vocabulary absorption, whereas Word Search
Games encouraged active participation and discovery through competition.
However, no previous research has attempted to combine these two methods
to explore whether the blend of relaxation-based and game-based learning
strategies can enhance students' vocabulary acquisition. Thus, this research
aims to fill that gap by combining the benefits of both methods, providing an
engaging yet low-pressure learning environment where students could
enjoyably absorb and actively reinforce their vocabulary knowledge.

1.2. Formulation of the Research
The research questions to be addressed in this research are:
Does the Suggestopedia method and Word Search Games enhance
vocabulary acquisition of seventh-grade students at SMP N 3 Kota

Sorong?



1.3. Objective of the Research
To determine whether or not the Suggestopedia method and Word Search
Games enhancing students' vocabulary acquisition of seventh-grade
students at SMP N 3 Kota Sorong.
1.4. Hypothesis of Research
The hypothesis of this research can be formulated as formulated as follows
based on the background of the problem and the research objectives:
1. Null Hypothesis
The suggestopedia method and word search games didn’t enhance the
vocabulary of students at SMP N 3 Kota Sorong.
2. Alternative Hypothesis
The suggestopedia method and word search games enhanced the
vocabulary of students at SMP N 3 Kota Sorong.
1.5. Significance of the Research
This research is expected to assist various parties involved in the English
language learning process. Some of the anticipated benefits of this research
are as follows:
a. For Students
This research helped 7th-grade students at SMP N 3 Kota Sorong
enhance their English vocabulary acquisition in a more engaging and

interactive way. Students became more motivated to learn by using



methods such as Suggestopedia and enjoyable word search games to
helped them remember and understand new vocabulary.
b. For Teachers

This research provided new insights for teachers to develop more varied

and effective teaching methods. Teachers were able to use Suggestopedia

and word search games as part of their learning process to make lessons

more interesting and enjoyable and to enhance students’ vocabulary

acquisition.

¢. Other Researcher

This research served as a foundation for further research on the use of

the Suggestopedia method and Word Search games in language learning,

as well as these factors impacted students’ language proficiency both

locally and internationally.

1.6. Operational Definition
Here is the operational definition based on the variables in the title:
1. Suggestopedia Method

Suggestopedia was a learning method that used suggestion, music,
and a relaxed learning atmosphere to enhance students'
understanding and mastery of the material. In this research,
students were asked to read texts, listen to relaxing music, and

participate in interactive activities that taught new vocabulary.



2. Word Search Game
A word search game was a game-based activity where students
were asked to find specific words in a randomly selected set of
letters. This research used this game as a reinforcement strategy to
help students understand and memorize vocabulary in an engaging
and enjoyable way.

3. Vocabulary Acquisition
The ability of students to understand, remember, and use new
words in English was called vocabulary acquisition. The results of
vocabulary tests (pre- and post-test), participation in class
activities, and the use of vocabulary in written or spoken sentences

demonstrated this ability.



CHAPTER II

LITERATURE REVIEW

2.1 Vocabulary Acquisition
2.1.1 Definition of Vocabulary Acquisition

Vocabulary acquisition is a very important part of language learning.
Nation (2015) states that two categories of vocabulary mastery fall under
vocabulary acquisition: productive vocabulary and receptive vocabulary.
The first category includes words that can be actively used when writing
or speaking, while the second refers to words that can be understood when
listening or reading. In the process of vocabulary acquisition, not only is
knowledge of the definitions of these words required, but also knowledge
of how that word is use in specific situations. Therefore, vocabulary
acquisition not only increases the number of words; it also develops an
understanding of the meaning of words and how they are used in
communication.

Schmitt (2020) states that vocabulary acquisition consists of two main
components: understanding words in various contexts, and the ability to
use those words correctly in writing or conversation. According to him, a
person must not only know the meaning of certain words but also how
those words function in specific sentences or situations. Learning

vocabulary becomes more difficult because it involves understanding



collocations, which are combinations of words that are often used
together, and variations in meaning that can change depending on the
situation.

Thornbury (2017) adds that although sentence structure and grammar
are very important for language, vocabulary is a crucial part of a person's
ability to communicate. Someone will not be able to express concepts or
understand conversations if they do not have sufficient vocabulary.
According to Thornbury, vocabulary is the raw material that forms
communication, and grammar is the structure that organizes that material.
Therefore, having a sufficient vocabulary will enable someone to
communicate more accurately and effectively, and understanding grammar
will help in constructing sentences more systematically.

Vocabulary acquisition is very important for learning a language, both
for beginners and more advanced learners, because it is more than just
knowing the meanings of words.

2.1.2 Kinds of Vocabulary

Harmer in Sholikhah (2013) the types of vocabulary can be classified
into seven groups. Among them are as follows:

1. Noun

Words that refer to people, places, and things are called nouns.
Nouns can appear anywhere in a sentence, and most sentences

contain multiple nouns.

10



2. Pronoun
Pronouns are words that refer to and replace nouns (the names of
people, places, and things) that have already been mentioned, or
that the speaker or writer assumes are understood by the listener or
reader. For example, in the 13 sentence "I want you to read this
again," the words "L," "you," and "this" are all pronouns.

3. Verb
One of the main parts of every sentence is verb. Here some
characteristic of verb. First, a sentence is not a sentence without at
least one verb. Then, verbs usually talk about an action. The next,
verbs are often found in the middle of sentences. Then, verbs may
consist of one word.

4. Adjective
Words that provide more information about nouns and pronouns
are called adjectives. An adjective is a word that describes or
modifies a noun or pronoun. A modifier is any word that limit,
changes or alters the meaning of another word. Therefore, an
adjective specifically limits, changes, or alters the meaning of a
noun or pronoun. Typically, adjectives are placed before the nouns
they modify. They serve as describing words that add detail about
the nouns in a sentence. Thus, adjectives are usually positioned

before the nouns or pronouns they describe.

11



5. Adverb
Another type of describing word or modifier is the adverb.
Adverbs modify verbs, adjectives, and other adverbs, adding
details to sentences.

6. Prepositions
Prepositions are words that connect other words, often referred to
as connectives. They indicate relationships of time, place, or
ownership between two nouns/pronouns or between a noun and a
verb. Prepositions and the nouns or pronouns that follow them are
grouped together to form a single grammatical unit known as a
prepositional phrase.

7. Conjunctions
Conjunctions, like prepositions, are joining words or connectives.
They join words, phrases, or clauses together. Conjunctions can

appear in any part of a sentence except at the very end.

Based on the types of vocabulary that have been presented above, the
researcher will enhance Verb for the 7th-grade students of SMP

Negeri 3 Kota Sorong.

12



2.1.3 Problems of Vocabulary

Schmitt (2017) states that students often face problems in acquiring

English vocabulary, which can cause them difficulties in using words

correctly. Some of the main issues identified include:

1.

Pronunciation

Many students experience mispronunciation. English has many
words whose pronunciations don’t match their spellings, making it
difficult for students to pronounce them correctly. For example, the
word "though," which means "meskipun," and the word "colonel,"
which means "kolonel," have very different pronunciations. This
can reduce students' confidence in communicating and cause
confusion in speaking. Your conversation partner might have
difficulty understanding what you are saying if you make
pronunciation mistakes.

Speeling

There i1s no clear standard for spelling words in English. Many
words that are complicated or have different pronunciations, such
as "psychology" or "receipt," often make it difficult for students to
write, even if they understand the vocabulary. Spelling mistakes
can confuse them when writing and sometimes affect how others

understand their writing.

13



Grammar

The correct vocabulary will not be effective if it is not used in the
correct sentence structure. Because of grammatical issues, such as
errors in verb forms, incorrect use of adjectives or adverbs, or
mistakes in subject-verb agreement, many students struggle to use
vocabulary correctly. For example, the verb "eat," which means
"makan," must be adjusted according to the subject and tense. This
means that "eat" must be used in the past form or "eats" must be
used in the singular present tense. The sentence can sound
unnatural or difficult to understand because of such mistakes.
Difficulty Understanding New Vocabulary

Although students know many words, they often struggle to
understand the meaning of new vocabulary, especially when those
words are not used in everyday conversations. Students may
struggle to remember or use new vocabulary correctly if they
encounter new words in unclear contexts or if those words do not
have equivalents in their native language. Students cannot relate
new words to their previous knowledge or experiences, which
hinders their learning.

Difficulty Using Vocabulary in the Right Context

Students often recognize words in their passive form, which means

they know the meaning but find it difficult to use them in the right

14



situations. Although they can understand the meaning of words

when reading or listening, they do not always know when and how

to use those words correctly in writing or conversation. For
example, students might know the word " generous, " which means

" dermawan," but they might struggle to use it correctly in an

appropriate sentence, such as "He is a generous person," because

they do not understand the proper context.
2.2 Suggestopedia Method
2.2.1 Definition of Suggestopedia Method

Lozanov (2015) states that Suggestopedia is a learning method that
heavily relies on music, relaxation, and positive suggestion to create a
safe and enjoyable learning environment. Classical music plays an
important role in reducing students' anxiety levels in terms of
vocabulary enhancement, according to Lozanov, because music with
gentle and harmonious rhythms soothes the nerves, helping students
become more relaxed and reducing physical and mental tension that
can hinder learning.

Deep relaxation helps the brain work better, making it easier to
absorb information, including new vocabulary. This technique makes
students more open to learning and understanding new words without
pressure. Moreover, the music used in class can activate neural

connections in the brain, which enhances memory retention of new

15



words and makes the learning process more natural. Furthermore,
Lozanov argues that providing positive suggestions, such as sentences
that inspire enthusiasm and self-confidence, builds students' belief that
they can learn easily and effectively.

As stated by Abraham, R., & Van der Merwe (2016), an important
part of Suggestopedia is positive suggestion, which helps boost
students' confidence in mastering vocabulary and language. They
explain that anxiety often becomes a major obstacle in language
learning, including vocabulary retention. Recommendations that
encourage students to believe in their abilities can reduce anxiety.
Verbal affirmations, such as "You are very smart" or "You can
definitely learn these words," are the most common ways to convey
this positive suggestion. Students will feel more confident and more
capable of actively participating in language learning if given positive
affirmations.

This technique has a direct impact on students' intrinsic
motivation, which is their desire to learn because they believe they are
more capable and are not hindered by fear. Moreover, positive
affirmations help change the way students think, who may initially
find it difficult to memorize vocabulary, becoming more open and
enthusiastic about learning. Therefore, this suggestion provides long-

term motivation for students to continue enriching their vocabulary.
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According to Cook (2017), the Suggestopedia drama and role-
playing methods are very important for helping people learn
vocabulary through emotional and social experiences. In language
learning, using vocabulary in situations that involve feelings and
interactions can make new words more meaningful and easier to
remember. Role-playing allows students to use vocabulary in real-
world situations, which helps them remember the meaning of words
and the nuances and connotations that accompany them.

Cook said that students who participate in drama or role-playing
not only hear or say the words, but also feel how those words are used
in conversations involving emotions and actions. This can help
students understand the words they are learning contextually. Drama
and role-play transform vocabulary learning into a lively and dynamic
experience, helping students understand the words they are learning.
For example, the word "happy" can have a different meaning when
used in a joyful context.

Rao (2015) states that Suggestopedia offers peripheral learning
techniques, or indirect learning, which are very effective for improving
vocabulary. This method allows students to absorb new vocabulary
passively through repeated exposure to materials containing that
vocabulary. This means that they do not need to force themselves to

memorize vocabulary explicitly. Having an environment filled with
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visual elements, such as posters, pictures, or writings containing new
words, allows students to be continuously exposed to vocabulary
without feeling pressured to memorize it consciously.

Rao emphasizes that this technique can help strengthen the
connection between words and relevant images or objects, which aids
students in remembering and understanding the meanings of those
words. Students gain a better understanding of vocabulary due to
continuous visual exposure. For example, students can more easily
remember words with pictures of a restaurant accompanied by words
related to the menu or orders. Indirect learning allows students to learn
in a more natural way. This is similar to how we learn words in our
mother tongue without realizing it.

2.2.2 Advantages of Suggestopedia Method

The Suggestopedia method helps significantly enhance students'
vocabulary by creating a relaxed and enjoyable learning environment.
Lozanov (2015) explains that this technique helps reduce
psychological barriers in language learning, making it easier to learn.
Students are more daring to try using new words without worrying
about making mistakes because the atmosphere is calm. Music and
suggestion techniques support the learning process and enhance
students' memory of the vocabulary being studied. This method makes

language learning more natural and successful.
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Moreover, Ahmadi, M. R., & Reza (2018) found that
Suggestopedia with stories, visualization, and background music
encourages students to learn a language. Music is known to enhance
concentration and accelerate the process of memorizing new words
when students are learning. Moreover, the connections made by stories
and images make vocabulary easier to remember in relevant contexts.
This method helps students memorize words mechanically and
understand their meanings and how they are used in real-life
situations. So, Suggestopedia makes vocabulary learning more
interesting and effective.

Overall, students have a better learning experience with this
method because it reduces stress and enhances the absorption of new
vocabulary. Students become more focused and motivated to learn the
language more deeply when they study in a comfortable environment.
Suggestopedia also combines music, stories, and visualization to
create a more immersive and memorable learning experience.
Suggestopedia has proven effective in enhancing students' vocabulary
mastery in a way that differs from conventional approaches. Therefore,
it is highly recommended as a language teaching method to help

students enrich their vocabulary naturally
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2.2.3 Types of Suggestopedia Method

1.

Concert Session

Lozanov (2015) states that Suggestopedia aims to create an
ideal physical and mental environment for students during the
learning process, with music and relaxation as the main
components of the approach. Classical music with a slow rhythm
is calming, increases blood flow to the brain, and reduces mental
tension, says Lozanov. Students are more prepared to receive new
information when the situation is calm. Music reduces anxiety,
which is a major barrier in language learning. Music will make
students more relaxed and help them absorb vocabulary passively
without pressure. Lozanov emphasized that with the proper use of
music, memorization can become easier and the retention of newly
taught words can improve.
Positive Suggestion

As stated by Abraham, R., & Van der Merwe (2016), positive
suggestions are a method that involves the use of motivational
words and affirmations to help students alleviate anxiety and boost
their confidence in language learning. They said that the teacher's
advice helps change the students' negative views about their
abilities, making them more confident when learning new

vocabulary. Sentences like "You can do it" or "Every word you
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learn will be easy to remember" are usually used to provide
positive suggestions in Suggestopedia. This increases students'
motivation and encourages them to be more active during the
learning process. Students find it easier to absorb and remember
vocabulary if the atmosphere is supportive.
Dramatization & Role-Playing

According to Cook (2017), the drama and role-playing used in
Suggestopedia allow students to connect new vocabulary with
emotional and social contexts. According to Cook, dramatic
activities allow students to practice using new vocabulary in real-
life situations involving social interaction. By engaging in role-
playing, students can experience how words are used in everyday
life, making learning more engaging. This dramatic activity,
according to Cook, also reduces students' fear of speaking,
allowing them to practice without worrying about making
mistakes. In this way, students can enhance their language
flexibility and vocabulary retention.
Peripheral Learning

Rao (2015) states that indirect learning through the
environment, also known as peripheral learning, refers to the
process by which students unconsciously absorb information from

their surroundings. Rao says that in Suggestopedia, having a
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classroom environment filled with visual materials, such as
pictures, posters, or writings related to the vocabulary being
studied, will enhance student engagement without explicitly
memorizing words. In other words, this learning occurs indirectly,
with students interacting with the environment and processing
information passively. Because students are exposed to words in
various visual forms during learning, this is very beneficial for
enhancing their vocabulary recognition and recall.
Relaxed Repetition & Intonation-Based Learning

Stern (2017) states that Suggestopedia uses rhythm and
intonation techniques to enhance vocabulary learning through
relaxed repetition. Stern says that repetition is not only done in the
same way but also with different intonations, making it more
engaging and less boring. During repetition, students listen to or
pronounce vocabulary repeatedly without the pressure to memorize
the words. In addition, Stern emphasizes that the variation in tone
of voice during this repetition helps students notice the differences
in meaning that can be expressed solely through intonation. This
makes understanding and recalling words easier. This repetition
also helps strengthen neural connections in the brain, allowing

students to remember vocabulary for a longer period.
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6. Interactive Group Learning

As stated by Tuan, L. T., & Doan (2018), group activities in
Suggestopedia result in learning that involves social interaction
among students in a relaxed environment. They believe that
learning in small groups allows students to reinforce their
understanding and practice using new vocabulary through
activities such as speaking, word games, and discussions. This
allows students to use the language actively without worrying
about making mistakes. Mr. and Doan said that this approach
allows students to learn through social interaction. By engaging in
social interactions, they can also receive direct feedback from their
peers, which helps them use vocabulary more naturally and speak

more freely.

Based on the types of Suggestopedia, the researcher will use Relaxed
Repetition & Intonation-Based Learning to enhance student

vocabulary acquisition.

2.2.4 Teaching Steps of Suggestopedia Method
According to Georgi Lozanov (1978), the Suggestopedia

method consists of several main stages:
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1. Played soft music to create a relaxed learning atmosphere.

2. Greeted students and asked them how they felt to build
engagement.

3. Showed some pictures related to the topic (e.g., daily activities)

4. Asked students to guess the verbs based on the pictures.

5. Introduced the vocabulary orally while pointing at the picture

6. Read a short story that contained the new vocabulary with
music playing

7. Asked students to listen carefully and identify verbs they
heard.

8. Wrote the new verbs on the whiteboard and asked students to
repeat them

9. Explained the meaning of each verb in simple terms.

10. Reviewed the vocabulary using the pictures again.

2.3 Word Search Game

231

Definition and Types of Word Search Games

One of the learning approaches that uses hidden word search
activities in letter puzzles is the word search game. Cengiz, O., &
Ozturk (2015) because students are asked to focus on the words in
the letter grid, this game helps them strengthen their vocabulary
memory. This happens because students indirectly repeat those

words in their minds while searching for words in the letter grid.
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Because the brain works more actively in recognizing,
remembering, and connecting the words found with their
meanings, this process enhances memory. Furthermore, the more
often students play this game, the more vocabulary they learn
becomes embedded in their long-term memory.

Gao, X., & Zhang (2017) shows that games can be used in
language learning to increase student participation and make
learning more enjoyable and stress-free. This is due to the fact that
word search games provide an engaging challenge for students but
do not impose excessive pressure like conventional learning
approaches do. When students enjoy their activities, they are more
likely to participate enthusiastically, feel less bored, and be more
open to trying new words. A fun learning atmosphere also
encourages students to continue learning, so they don't feel
compelled to memorize new vocabulary.

Additionally, research conducted by Lee (2018) assert that
word search games help students enhance their vocabulary because
they encourage more active and in-depth interaction with words.
Students not only learn new words, but also learn their meanings in
various contexts during the word search process. When students
find the hidden words, they will feel satisfied and motivated to

search for more words. Students also become more familiar with
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2.3.2

the vocabulary being studied when this game is used repeatedly
during the learning process. As a result, you not only expand your
vocabulary but also enhance your understanding of the structure
and patterns of words in English.
Types of Word Search Games
1. Traditional Word Search
This is the basic form of a word search, where players
are asked to find hidden words within a grid consisting of a
given list of words. These words can move in various
directions, such as backward, vertical, horizontal, or diagonal.
At all age levels, this game is usually used to introduce new
vocabulary, enhance concentration, and enhance pattern
recognition. Sholeh, M. A., (2017) explain that Classic Word
Search is effective as a basic learning tool, especially for
introducing basic word patterns to students. They emphasize
that because of its simplicity, this game is very suitable for
various subjects.
2. Thematic Word Search
Certain themes, such as animals, food, colors, or
seasons, are used in the word search theme. This game focuses
on reinforcing vocabulary in specific situations. To help

students understand and remember vocabulary, the words in the
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grid are adjusted to the chosen theme. Thematic word searches
aid contextual learning, where the vocabulary being studied is
easier to remember due to its relevance to a specific theme
(Chen, Y., & Hsieh, 2016). For example, the theme "Seasons"
teaches students vocabulary such as "wind," "heat," and
"snow." This method is very beneficial for learning a language.
Timed Word Search

This game has a time element that is a challenge.
Players are given a specific amount of time to find the most
words in the grid. The focus of this type is to train speed,
concentration, and decision-making in high-pressure situations.
Novrianti (2020) found that timed word searches have benefits
for improving quick thinking abilities. As she said, the element
of time not only makes the game more interesting but also
helps players become more focused and efficient within a
limited time.
Interactive Digital Word Search

With the advancement of technology, you can now find
Word Search digitally. Most digital games have features like
automatic hints, live scores, animations, and sound effects. The
younger generation likes this type because it allows players to

collaborate online. Rahimi (2020) said that the digitalization of
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the Word Search game makes it more interesting and relevant
for children. He emphasized that the interactive features of the
digital game can make students more motivated and more

engaged in the learning process.

. Word Search Puzzles with Clues

This type combines word search components with
crossword puzzles. The clues provided should help players find
the word, not a list of words. One way to obtain the intended
word is by looking for synonyms, antonyms, or explanations
about the word. A word search puzzle with clues can help
players improve their analytical skills, according to Zhang, W.,
& Liu (2019). They state that this type of game is very good
for teaching word comprehension in various contexts, such as
synonyms or meaning correlations.

Customizable Word Search

In this type of game, users can create grids and word
lists according to their needs. For example, teachers can create
word searches based on vocabulary or specific themes being
studied in class. Customizable Word Search is very flexible,
according to Kamil (2018). To meet the diverse needs of

students, teachers can adjust the difficulty level, theme, or
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number of words. In education that focuses on personalization,
this type is very beneficial.

Based on the types of Word Search Games, the
researcher used Thematic Word Search Games to enhance the
vocabulary of 7th-grade junior high school students in Sorong
City.

The Advantages of Using Word Search Games

The Word Search game has been widely recognized as
an effective tool for enhancing students' cognitive and
language skills. Studies have shown that this game has many
significant advantages that can enhance student learning. One
of them is the ability to help students use new vocabulary.
"Thematic Word Search help students learn vocabulary in a
more meaningful and memorable thematic context, such as the
theme 'Seasons' which teaches words like 'snow,' 'rain,' and
'wind,' directly related to their experiences," said Chen, Y., &
Hsieh (2016).

This game enhances visual and cognitive memory skills
in addition to enhancing vocabulary comprehension. According
to Rahimi (2020), "Interactive Digital Word Search Games not
only enhance student engagement but also provide

opportunities for them to interact with additional features such

29



as sound effects and animations, which can reinforce their
memory of the words found in the game." This shows that the
interactive components in digital games can enhance students'
learning experiences and make them more motivated.

It is known that the Word Search game can enhance
thinking speed and concentration. "The Timed Word Search
game challenges students to think quickly and find words
within a limited time, which helps train their quick-thinking
skills and enhance their focus," said Novrianti (2020). In time-
pressure situations, students are required to enhance their
problem-solving skills and speed up the search process.

Furthermore, "The Word Search Puzzle with Clues
game combines the aspect of word search with clues that
encourage students to think analytically and understand the
relationships between the existing words," according to Zhang,
W., & Liu (2019). This shows that this type of game teaches
students word recognition and their analytical skills. They also
better understand words that have certain relationships or
meanings.

Overall, Word Search games significantly enhance
students' cognitive and language skills. With various

customizable game types, this game is not only fun to play but
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also highly beneficial for improving memory, quick thinking
skills, and vocabulary comprehension in a broader context.
Teaching Steps of Word Search Games

According to Wright, Betteridge, and Buckby (2006) in

Games for Language Learning, games like Word Search can

contribute to vocabulary enhancement in several ways:

1.

2.

Reviewed previously learned verbs with the students
Gave students a Word Search Game worksheet containing

verbs

. Asked students to find and circle the verbs in the grid

individually or in pairs
Let students mention the words they found and said the

meanings.

. Wrote the found verbs on the board and read them together.

Asked students to make simple sentences using some of the
found verbs.

Gave feedback and corrected pronunciation or grammar if
needed.

Praised students for their efforts and participation.
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2.4 Teaching Steps of Suggestopedia Method and Word Search Games

1.

2.

9.

Played soft music to create a relaxed environment.

Showed pictures related to the topic and introduced verbs through
them.

Read a short story aloud that included the target verbs.

Asked students to listen and note the verbs they recognized.
Distributed a Word Search Game worksheet that contained the
introduced verbs

Asked students to find the verbs in the grid individually or in small
groups.

Instructed students to write five simple sentences using five verbs
they found.

Asked students to read one sentence in front of the class to build
confidence.

Gave supportive feedback and motivated all students.

2.5 Previous Study

Previous research conducted by Farhani (2022) found that the

suggestopedia method enhances students' vocabulary mastery by

emphasizing the use of classical music, attractive classroom decorations,

and suggestion techniques that can enhance students' motivation and

memory for memorizing vocabulary. This study shows that the

suggestopedia method enhances students' vocabulary comprehension.
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The study conducted by Simatupang & Derin (2020) used Game
Search to teach vocabulary. In the learning process, the concept of
gamification is used. Students are asked to find hidden words in a letter
grid using this approach. Through enjoyable and competitive activities,
this game is indirectly designed to enhance students’ memory. Research
results show that word search games have a significant effect on students'
vocabulary mastery because they make students more engaged and active
in the learning process. This game-based approach also has the potential to
increase student motivation, especially for students who prefer to learn
visually.

Both studies have several things in common. Both studies use a
quantitative approach, with an experimental design involving an
experimental group and a control group to measure the effectiveness of the
methods used, and both aim to enhance students' vocabulary mastery and
employ a motivation-based learning approach. However, there are
significant differences between the two.

While the Word Search Game emphasizes active student engagement
through an entertaining game, the Suggestopedia Method prioritizes a
relaxed learning atmosphere with music and positive suggestions.
Students are motivated to discover and recognize vocabulary in a more

interactive and competitive way in the Word Search Game, whereas
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Suggestopedia makes them more relaxed and less pressured when
memorizing vocabulary.

This study and previous research both aim to enhance students'
vocabulary mastery by using more engaging and effective methods
compared to conventional methods. Previous research used
Suggestopedia, which offers music and positive suggestions to enhance
the learning atmosphere, and the Word Search Game, which is game-based
to enhance student engagement in vocabulary learning.

This research differs from previous studies because it combines both
approaches to optimize learning outcomes. This research aims to create a
comfortable yet enjoyable learning environment by combining relaxation
and suggestions from Suggestopedia with interactive activities from the
Word Search Game, so that students not only find it easier to remember

vocabulary but also become more motivated to learn.
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2.6 Conceptual Framework
The following figure shows the conceptual structure underlying this
research:

Table 2.1 Conceptual Framework

Students Difficulty in Enhancing Vocabulary Acquisition

l

VII B Grade of SMP Negri 3 Kota Sorong

|

Experimental

|

Pre-test

The Implementation of Suggestopedia Method and Word Search Games

1

Post-test

1

Suggestopedia Method and Word Search Games Enhance Students

Vocabulary Acquisition
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The researchers conducted experiments to determine the differences
among students in vocabulary acquisition. They then applied the
Suggestopedia method and Word Search Games to enhance students'
vocabulary acquisition. After that, the researchers administered a post-test to
determine whether the use of the Suggestopedia method and Word Search

Games resulted in an enhancement in students' vocabulary acquisition.
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CHAPTER 11
RESEARCH METODOLOGY
3.1 Research Design

This research used a quantitative approach and employed an
experimental design. A one-group pretest-posttest design was applied.
Creswell, J. W., & Creswell (2018) states that quantitative research is an
approach used to test theories by measuring variables using numerical
instruments and employing statistical techniques to analyze the data.
Sugiyono., (2017) also states that experimental research aims to identify
cause-and-effect relationships when a treatment is given to a specific group.

Pre-experimental involved a one-group pretest-posttest design. In this
design, only one group was given a pretest (O1), followed by treatment (X),
and then a posttest (O2). There was no control group for comparison.

The table below showed the research design that was used in this

study:
Table 3.1 One Group Pre-test and Post-test
Group Pretest Treatment Posttest
Experiment (E) 0]} X 02

(Source: Creswell, 2018; Sugiyono, 2017)
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Explanation:
E = Experimental class
O1 = Pretest
X = Learning Treatment
02 = Posttest
The design process was explained as follows:
First, before the treatment was conducted, a pre-test was given to measure the
students' vocabulary acquisition. Then, the treatment was conducted used the
suggestopedia method and word search games. Finally, after the treatment, a
final test was given to measure the students' vocabulary acquisition after the
treatment.
3.2 Population and Sample
3.2.1 Population
All research subjects were considered the population. To obtain
research data, data sources were required. Every research study had to be
confronted with its subjects. Therefore, in this research, population consisted
of seventh-grade students from SMP Negeri 3 Kota Sorong, which comprised

eleven classes.
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Tabel 3.2 Population Subjects

CLASS MALE FEMALE
VII A 14 18
VII B 16 16
VII C 16 16
VIID 16 16
VIIE 16 16
VII F 16 16
VII G 16 16
VII H 17 15
VII 1 17 15
VIIJ 17 15
VII K 17 15

3.2.1 Sample

In this research, the sample consisted seventh-grade of students from
SMP Negeri 3 Kota Sorong, consisting of 32 students, specifically class VIIB
(16 male students and 16 female students). They participated in all stages of
the research, from pre-test to post-test. It was assumed that every group or

individual in the population had an equal opportunity to be used as a research

sample and that elements of subjectivity were expected to be excluded.

3.3 Variables

There are two variables in this research. First, independent variables

and second is dependent variables. The two variables are as follows:
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1. Independent variable: Suggestopedia method and Word Search
Games
2. Dependent variable: Vocabulary acquisition
3.4 Research Background
34.1 Research Location
This research was conducted at SMP Negeri 3 Kota Sorong,
Southwest Papua Province.
3.4.2 Research Time
This research was be conducted over 6 meetings, starting in
March 2025 and continuing until completion.
3.5 Research Instrument
Sugiyono (2017) states that the tool used to collect data is a
questionnaire, which is given to each respondent sampled in the study during
the observation. The vocabulary test, consisting of 20 questions, including 10
multiple-choice questions and 10 fill-in-the-blank questions, focused on verbs.
3.6 Technique of Collecting Data
3.6.1 Pre-test
Before the experimental class began, the purpose of the pre-test
was to measure students' understanding and vocabulary. This test was
conducted during the first meeting. The researcher created a
vocabulary test consisting of 10 fill-in-the-blank questions and 10

multiple-choice questions.
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3.6.2 Post-test
The purpose of the post-test was to determine whether
Suggestopedia and Word Search Games could enhance students’
vocabulary acquisition. In the post-test, the researcher used a
vocabulary test consisting of 20 questions, comprising 10 multiple-
choice questions and 10 fill-in-the-blank questions. This test was given
in the final meeting.
3.7 Technique of Analysis Data
3.7.1 Scoring of Students’ Vocabulary
The researcher used a vocabulary test consisting of 20 items, with 10
fill-in-the-blank items and 10 multiple-choice items, to evaluate the students'
vocabulary. Each correct answer was awarded 1 point, while incorrect
answers received 0 points.
The table below shows the assessment results:

Table 3.3 Assessment Score

Scoring Rule
Test Item Amount
True False
Multiple-choice 1 0 10
Fill-in-the-blank 1 0 10
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To calculate the score, the following formula is used:

S=L1%100
n

Explanation:
S = Scores of the test
r = The total of the right answer
n = Total items
3.7.2 Mean
These scores represented the average. Diarmadi (2011)
calculated the scores based on the results of the pre-test and post-test.

How to calculated the average score using the following formula:

M===
N

Explanation:
M = Means of students’ score

2 = The sum of students’ scores

N = Total number of students’
3.7.3 Normality Test
The purpose of this normality test was to determine whether
the data from each variable had a normal distribution. The Shapiro-
Wilk method was used to conduct this test. The decision from the

Normality Test method includes that a significance value greater than
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0.05 indicates that the data was normally distributed, while a
significance value less than 0.05 indicates that the data was not
normally distributed.
3.74 Paired Samples T-test

Two paired data samples were tested with the Paired Sample T-
Test. This test used the same sample but applied different treatments.
In most cases, the researchers' goal was to compare data before and
after the treatment. The paired sample t-test method was used to draw
conclusions. If the significance value was less than 0.05, then (Ho)
was rejected and (Ha) was accepted, indicating that the Suggestopedia
Method and Word Search Games enhanced students' vocabulary
acquisition. On the other hand, if the significance value was more than
0.05, then (Ho) was accepted and (Ha) was rejected. This indicates
that the suggestopedia method and word search games did not enhance
students' vocabulary acquisition. The Paired Sample T-Test in this
research was conducted using a program SPSS.

3.7.5 Hypothesis Testing
The significance of hypothesis test in this research was as follow:
1) If the significance value < 0,05, there was significant
difference between before using Suggestopedia Method and
Word Search Games and after using Suggestopedia Method

and Word Search Games from pre-test and post-test
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2) If the significance value > 0,05, there was no significant
difference between before using Suggestopedia Method and
Word Search Games and after using Suggestopedia Method

and Word Search Games.
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4.1.

4.1.1

CHAPTER IV
FINDINGS AND DISCUSSION
Findings

The Description of Treatment

This chapter presented the results of research conducted in the
seventh-grade class at SMP Negeri 3 Kota Sorong. The purpose of this
research was to determine whether Suggestopedia and the Word Search
game enhanced students' vocabulary acquisition, particularly in terms of
verbs. The researcher chose class VII B as the experimental class. This
class had 32 students, consisting of 16 male and 16 female. However,
during the pre-test, treatment, and post-test conducted by the researcher,
not all students attended those sessions. From the total participants, 5
students only attended the pre-test and 3 students only attended the post-
test. Therefore, only 20 students participated in both the pre-test and post-
test. The researcher only analyzed those 20 students.

Seventh-grade students of SMP Negeri 3 Kota Sorong underwent a
pre-test in the first session. This pre-test was used to measure the students'
initial ability in vocabulary acquisition, especially English verbs. The
questions were given in two forms—fill-in-the-blank and multiple-choice
each containing 10 items. Pre-test was conducted in the classroom for

forty minutes without any special treatment from the researcher.
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After getting the pre-test, the student of experimental were given
treatments. In first meeting, the researcher began using the Suggestopedia
method and Word Search Games during this meeting. At first, the
researcher showed pictures of daily activities to the students. The goal was
to encourage students' creativity and help them understand the relationship
between the images and the vocabulary that was to be learned. To make
learning more relaxed, the images were accompanied by soft music. After
introducing vocabulary through pictures and a brief discussion, the
researcher gave the students a Word Search game in the form of a grid
containing several verbs that had been introduced earlier. After
introducing vocabulary through pictures and a brief discussion, the
researcher gave the students a Word Search Game in the form of a grid
containing several verbs that had been previously introduced. The
researcher divided the students into small groups to help them interact
with each other and build confidence. Each group worked together to find
the hidden vocabulary in the game.

In the second meeting, the researcher did not use visual media in this
meeting. On the contrary, the researcher wrote a short story about a
situation or event using several vocabulary words. To keep students
comfortable and relaxed during the learning process, the story was
delivered orally with soft music accompaniment. Students received a

Word Search Games sheet containing vocabulary mentioned in the story

46



after listening to the story. Students were asked to complete the task
independently this time, unlike in previous sessions. The goal was to
enhance independence and vocabulary comprehension.

Almost the same as the previous meeting, the fourth meeting did the
same things. The researcher read the short story with the verbs again. Soft
music was still used to create a calm learning atmosphere. The researcher
added additional activities to help students complete the word search game
individually. This activity asked students to write five sentences based on
five vocabulary words they found in the grid. The purpose of this activity
was to enhance students' ability to use vocabulary in the form of simple
sentences.

In the fifth meeting, listened to stories, completed word search games,
and wrote five sentences from five discovered vocabulary words were
activities carried out during this meeting. However, the researcher added
an additional activity called an oral presentation. Students were asked to
read one sentence from their work in front of the class after writing five
sentences. The purpose of this activity was to encourage students to
enhance their confidence in speaking and using the vocabulary they had
learned.

When the treatment was finished, the researcher gave the post-test to
the students. This test consisted of 10 multiple-choice questions and 10

fill-in-the-blank questions that had a format similar to the pre-test. The
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purpose of the post-test was to determine the extent of enhancement in
students’ vocabulary mastery after the implementation of various
treatments.
4.1.2  The Students Score
Table 4.1 Classification of frequency and percentage score of pre-

test and post-test in Experimental Class

No. | Classification Range Pre-test Post-test
F P F P
1. Very good 90-100 0 0% 5 25%
2. Good 70-89 8 40% 9 45%
3. Fair 50-69 8 40% 6 30%
4. Poor 30-49 3 15% 0 0%
5. Very poor 10-29 1 5% 0 0%
Total 20 100% 20 100%

From Table 4.1, the classification of students’ vocabulary mastery levels in
the pre-test and post-test can be seen. In the pre-test, 1 student (5%) was in the very
poor category, 3 students (15%) were in the poor category, 8 students (40%) were in
the fair category, and 8 students (40%) were in the good category. No students
achieved a very good score in the pre-test.

However, after the treatment, the post-test results showed a significant

improvement. Five students (25%) achieved very good scores, 9 students (45%)
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achieved good scores, and 6 students (30%) were in the fair category. No students fell
into the poor or very poor categories.

The increased in students' scores between the pre-test and post-test indicates
the success of the teaching method applied by the researcher. During the learning
process, the researcher ensured that students remained focused and engaged. The
integration of the Suggestopedia method and Word Search Games provided a fun and
interactive learning experience, which helped students better understand and retain
the vocabulary taught. Moreover, the researcher also encouraged active participation
by inviting students to spell out vocabulary together, thus enhancing their
pronunciation and mastery of verb vocabulary in English.

4.1.3 The Students Mean Scores and Standard Deviation
The table below shows the average scores and standard deviations of
students for the pretest and posttest.

Table 4.2 The Mean Score and Standard Deviation in Pretest and Posttest

Descriptive Statistics

M Mean Std. Deviation
Statistic Statistic Std. Error Statistic
pre-test 20 60.0000 4159900 18.778449
posttest 20 78.7500 3159282 14.27871
Valid M (listwise) 20

Table 4.2, the average pre-test score of the students is 60.00 with a
standard deviation of 18.77, and the average post-test score is 79.75 with a

standard deviation of 14.27. An increase of 19.75 points indicates that the
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Suggestopedia method and Word Search Games contributed to the
enhancement in students' vocabulary acquisition. Furthermore, the decrease in
the standard deviation from the pre-test to the post-test indicates that the
variation in student scores has decreased, suggesting that the learning
outcomes of the students after the treatment are more uniform.

4.1.4 Normality Test

Table 4.3 Normality Test in Pretest and Posttest

Tests of Normality

Kolmogoroy-Smirnoy® Shapiro-Wilk
Statistic df Sig. Statistic df Sig.
pre-test 205 20 037 803 20 047
post-test 207 20 025 418 20 093

a. Lilliefors Significance Correction

The table shows that the significant pretest value of the experiment is
0.047 and is not normally distributed because the significance is below 0.05.
Meanwhile, the significant posttest value is 0.093 and is normally distributed
because the significance is above 0.05.
4.1.5 Paired Sample T Test

Table 4.4 Paired Sample Test in Pretest and Posttest

Paired Samples Test
Paired Differences significance
95% Confidence Interval oftha
Difference
Mean  Std. Deviation  Std. Error Mean Lower Upper t f One-Sided p - Two-Sided p
Pair1  pre-test- posttest -19.75000 18.95111 4.23760 -28.61939 -10.88061  -4.661 19 <001 <001
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To determine whether there is a significant difference between
students' pre-test scores and post-test scores, the data above was analysed.
Pre-test and post-test scores are considered statistically significant if the Sig.
Two-Sided p (2-tailed) value is less than 0.05. The results from Table 4.5
show that the Sig. Two-Sided p (2-tailed) value is 0.000, which means the
value is less than 0.05. The alternative hypothesis (Ha) is accepted in this
study, and the null hypothesis (Ho) is rejected. This indicates that
Suggestopedia method and word search games enhance students' vocabulary

acquisition.

4.1.6  Hypothesis Testing

4.2

According to the data above, hypothesis testing in this study shows
that there is a significant difference between the pretest and posttest scores
of the experiment. This is indicated by the Two-Sided p (2-tailed) sig. of
0.000, which is smaller than 0.05, indicating that there is a significant
difference between the pretest and posttest scores of the Suggestopedia
Method and Word Search Games.

Discussion

The purpose of this research is to determine whether or not the
Suggestopedia method and Word Search Games enhancing students'
vocabulary acquisition among seventh-grade students. To achieve this
goal, this research used a pre-experimental method with a one-group pre-

test-post-test design, where students were given a pre-test, then receive
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lesson using the Suggestopedia method and word search games, and
finally were given a post-test.

According to the research results, the average score of the students
significantly increased from the pretest to the posttest. The average pretest
score was 60.00, and the average posttest score increased to 79.75. This
shows the enhancement that after using Suggestopedia and Word Search
Games for teaching, students mastered the vocabulary of verbs.

Learning with Suggestopedia and Word Search games resulted in
significant enhancements in students' abilities, as evidenced by the
average score difference of 19.75 points between the previous test and the
subsequent test. Using SPSS, descriptive statistical analysis and paired
sample t-test found that this difference is statistically significant. The
significance value (Sig. 2-tailed) is 0.000, which is less than 0.05.
Therefore, the Word Search game and the Suggestopedia method have
been proven to enhance students' vocabulary mastery.

This success is inseparable from the benefits of the Suggestopedia
method, which aims to create a relaxed and enjoyable learning
atmosphere. To keep students focused and not stressed during the learning
process, the researchers used soft music, short stories, and a comfortable
classroom atmosphere. This is in line with the theory of (Febriyanti, R., &

Sundari, 2016) which states that Suggestopedia can help junior high
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school students enhance their English vocabulary through a relaxed and
effective learning atmosphere.

Additionally, the Word Search game provides an enjoyable and
challenging learning experience. To find the words in the game box and
indirectly review the words that have been learned, students face a
challenge. This supports (Mutiah, 2019) opinion that Word Search games
can significantly help students improve their vocabulary mastery because
they involve concentration, cognitive abilities, and memory through
visualization.

Thus, it can be concluded that the combination of Suggestopedia and
Word Search Game is a fun, interactive, and effective learning method to
help students enhance their vocabulary. Students become more engaged
and confident in their learning activities. This is in line with (Maharani,
2021) opinion, which states that game media and enjoyable techniques can
increase student interest and accelerate the absorption of new vocabulary.

However, during the learning process, it was found that some students
still have difficulty distinguishing between base form verbs (like "play")
and -ing form verbs (like "playing"), even though they know the meaning.
This shows that more emphasis should be placed on students regarding the
morphological aspects of words. The results of (Hasanah, 2019) research

show that many middle school students face difficulties in understanding
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verb changes. This is especially true for the change of continuous verbs
that use the -ing suffix.

Moreover, it has been proven that the learning activities conducted
increase student participation. Students listened attentively during the
story session. They worked together, talked, and tried to find as many
words as possible while playing Word Search. Many students remain
enthusiastic even after the activity is over and continue to talk about the
words they found. This supports (Puspitasari, 2020) opinion that game-
based learning makes studying enjoyable and memorable, especially for
junior high school students.

The students remained enthusiastic after the lesson was over. Some
students continued to talk about the vocabulary they had learned and tried
to use it in short sentences. Other students showed curiosity and a high
enthusiasm for learning by asking further questions about the use of those
words. This is in line with (Puspitasari, 2020) opinion, which states that
enjoyable teaching methods that actively involve students can leave a
lasting impression and encourage students to continue studying the topic
outside of class.

During the treatment, group activities helped students work together
and appreciate each other in social interactions. Students take turns
reading their sentences aloud, listening to their friends, and providing

support and suggestions. (Maharani, 2021) supports this finding by stating
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that the use of interactive media in English language learning not only
enhances students' language skills but also fosters self-confidence and
mutual respect.

The novelty of this research lies in the combination of Suggestopedia
and Word Search Games, which are rarely applied together in vocabulary
learning. This method not only made the class more enjoyable but also
activated various learning styles-auditory (music), visual (pictures and
texts), and kinesthetic (games and presentation). This multisensory
approach helped enrich the students’ vocabulary learning experience and
made it more memorable. This aligns with the findings of (Indriani, T., &
Amelia, 2022), who state that a multisensory approach involving music,
visuals, and physical activities can significantly enhance students'

vocabulary.

The implications of this research indicate that the use of the
Suggestopedia method and Word Search Game not only enhanced
students' vocabulary mastery but also created a fun and interactive
learning atmosphere. This supports the view of (Maharani, 2021), who
stated that interactive and enjoyable learning methods can increase
students’ motivation and confidence in using English.Therefore, students
are expected to be more active in participating in learning activities, both

individually and in groups, so that they became more confident in using
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the vocabulary they have learned. Teachers are advised to integrate this
method into classroom learning, as the combination of music, stories, and
games has been proven to help students understand and remember
vocabulary better. Additionally, teachers must pay special attention to
students who are struggling because the improvement in students' abilities
is not uniform. Future researchers should develop this study by involving
a control group and examining other types of vocabulary such as nouns or
adjectives. They should also examine how this technique can be used for
technology-based learning or mastery of other language skills.

This research has several limitations that must be taken into account.
First, the number of students involved in the study is limited to 20
individuals, which means the results cannot be generalized to the entire
population of seventh-grade students. Second, the duration of the
implementation was only six meetings, which means the intensity of
practice and material reinforcement was still limited. Additionally,
because this study only used a pre-experimental design without a control
group, external factors that might influence students' learning outcomes
cannot be fully measured or controlled. According to (Creswell, J. W., &
Creswell, 2018), pre-experimental designs often face internal validity
threats such as maturation, testing effects, and selection biases, which can
affect the reliability of the findings. Finally, because this study only uses a

pre-experimental design, some students still have difficulty fully
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understanding verb form changes, especially in distinguishing between
base form verbs and -ing form verbs.

Overall, this research shows that the use of Suggestopedia and Word
Search Games enhance students' vocabulary mastery, especially verbs.
Students become more active, more motivated, and more confident when
using simple vocabulary. The fun, interactive method that aligns with the
characteristics of middle school students helps in the development of their
language and social skills. This is in line with (Algahtani, 2018), who
stated that vocabulary learning is more effective when learners are
engaged in enjoyable and meaningful activities, as it increases retention
and promotes active participation. As a result, the combination of these
two approaches should be considered as an alternative for vocabulary

learning in middle school.
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5.1

CHAPTER V
CONCLUSION AND SUGGESTION
Conclusion

The research results show that the seventh-grade students of SMP N 3
Kota Sorong have mastered vocabulary better by using Suggestopedia and
Word Search games. The results of the Paired Sample T-Test analysis
show that the significance value (Sig. 2-tailed) is 0.000 < 0.05. Therefore,
the alternative hypothesis (Ha) is accepted, while the null hypothesis (HO)
is rejected. Seventh-grade students of SMP N 3 Kota Sorong have
enhanced their vocabulary mastery by using the Suggestopedia method
and Word Search games.

Researchers believe that combining the Suggestopedia method and
Word Search games is an innovative and entertaining way to teach
vocabulary. During the learning process, students feel more relaxed and
enthusiastic with this approach. In addition, this method increases student
participation in class activities. Through enjoyable and meaningful
activities, students are given the opportunity to acquire and enrich their
vocabulary. This has a positive impact on their vocabulary mastery.

The Suggestopedia method, which uses a relaxation approach and the
use of visual media as well as interactive Word Search Games, is able to

overcome student boredom and help them Ilearned passively and
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5.2

collaboratively. In the end, this method helped students remember

vocabulary better and feel more confident in using English.

Suggestion

1. For Students
It is hope that students become more active in learning activities that
use music, storytelling, and vocabulary games. Practicing regularly,
both individually and with peers, will help students understand the
vocabulary they have learned and become more confident in using the
vocabulary in context.

2. For Teacher
To enhance students' vocabulary acquisition, especially verbs, teachers
should incorporate the Suggestopedia method and Word Search games
into classroom learning activities. Because there are differences in the
enhancement of grades among students, teachers can also offer
additional assistance to students who are still facing difficulties. The
combination of classical music, stories, and interactive games all at
once can make the class enjoyable. This can also help students
remember and use the vocabulary they have learned.

3. Other Researcher
The focus of this research is solely on verb vocabulary and without a
control group. Therefore, it is recommended that researchers involve a

larger sample size and use a control group as well to investigate other
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vocabulary such as nouns or adjectives. Additionally, research can
focus on other language skills, such as speaking or reading, and the

use of these techniques in digital or technology-based learning.
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APPENDICES

Appendix 1 lesson plan

Rencana Pelaksanaan Pembelajaran (RPP)

Nama Sekolah : SMP Negeri 3 Kota Sorong
Mata Pelajaran : Bahasa Inggris
Kelas/Semester : VIl / Genap

Materi Pokok : Vocabulary (English Verbs)

Metode Pembelajaran : Suggestopedia dan Word Search Games

Tujuan Pembelajaran
Setelah mengikuti pembelajaran ini, peserta didik diharapkan dapat:

e Memahami dan mengidentifikasi kosakata kata kerja dalam Bahasa Inggris.

e Menggunakan kosakata tersebut dalam kalimat sederhana secara tertulis dan lisan.

e Meningkatkan penguasaan kosakata melalui metode Suggestopedia dan Word Search
Games.

o Berpartisipasi aktif dalam kegiatan belajar secara individu maupun kelompok.

¢ Menunjukkan peningkatan hasil belajar berdasarkan tes awal dan tes akhir.

Kegiatan Pembelajaran

Pendahuluan:

e Guru menyampaikan tujuan pembelajaran secara singkat.

e Guru menciptakan suasana kelas yang santai dan positif untuk mendukung pendekatan
Suggestopedia.

e Pemutaran musik lembut sebagai latar suasana yang relaks.

Inti:

1. Tes Awal (Pre-test): Siswa mengerjakan soal pre-test berisi 10 soal pilihan ganda dan 10
isian untuk mengukur penguasaan awal kosakata kata kerja.

2. Pemberian Perlakuan (Treatment): Guru mengenalkan kosakata melalui gambar (Daily
Activities) dan cerita lisan (School Life & Family Topics). Guru menggunakan musik
lembut selama proses pembelajaran untuk menciptakan suasana yang nyaman. Aktivitas
Word Search Game diberikan dalam berbagai bentuk: berkelompok dan individu. Siswa
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menulis kalimat dari kata kerja yang ditemukan dalam Word Search. Siswa
mempresentasikan satu kalimat mereka secara lisan untuk melatih kepercayaan diri.

3. Tes Akhir (Post-test): Siswa mengerjakan post-test dengan format soal yang sama seperti
pre-test untuk mengetahui peningkatan hasil belajar mereka.

Penutup:

e  Guru menyimpulkan materi yang telah dipelajari.

e  Guru memberi umpan balik dan motivasi kepada siswa atas partisipasi mereka.
o  Guru merefleksikan kegiatan pembelajaran bersama siswa.

Metode dan Model Pembelajaran
Metode: Sugestopedia, Word Search Game, Cerita Lisan, Presentasi

Model: Cooperative Learning dan Individual Learning

Media dan Sumber Belajar

e Gambar ilustrasi aktivitas sehari-hari

e Cerita pendek yang mengandung kosakata kata kerja
e Lembar kerja Word Search Game

e Musik lembut (instrumental)

Penilaian
Teknik:

o Tes tulis (pre-test dan post-test)
Instrumen:

e Lembar soal pre-test dan post-test
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Appendix 2 Instrument
RESEARCH INSTRUMENT (PRE-TEST)
Name

Class

Choose the correct answer!

1. Every morning, I my teeth before going to school.
a. Brush
b. Eat
c. Sleep
d. Write

2. My mother the plate after dinner.
a. Wash
b. Sleep
c. Drink
d. Walk

3. Inthe classroom, students  to the teacher.
a. Play
b. Listen
c. Jump

d. Sleep
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4. My father _ on the chair after work.

a. Sit

b. Jump
c. Walk
d. Run

5. We _ football in the schoolyard every afternoon.

a. Eat

b. Play

c. Swim

d. Sleep

6. 1 aletter to my friend in my notebook.

a. Wash

b. Write

c. Cut

d. Cook

7. My little sister _ her favorite cartoon on TV.

a. Wash
b. Watch
c. Read
d. Sweep

8. My brotherand I the dishes after dinner.

a. Make
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b. Wash

c. Read

d. Walk

9. Every Sunday, I _ to the park with my family.

a. Go

b. Dance
c. Sleep

d. Study

10.1 __ with a pencil on my book.

a. Write
b. Eat

c. Drink
d. Watch

Fill in the blanks below using the correct verbs!

1.

2.

Every morning, |

at 6 a.m.

My teacher

us English in the classroom.

. On weekends, 1

football with my friends.

. We

My mother dinner for our family.
on our book in the classroom.
. My sister to music before going to sleep.
After school, I TV with my brother.
My best friend and I book in the library.
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9. Every Sunday, I help My mother to the house.

10. In my free time, I pictures in my drawing book.
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RESEARCH INSTRUMENT (POST-TEST)
Name

Class

Choose the correct answer!

1. Atschool, we  new words every day.
a. Learn
b. Forget
c. Sing
d. Sleep

2. After school,I  my homework before playing.
a. Finish
b. Watch
c. Jump
d. Cook

3. The students __their school bags before going home.
a. Pack
b. Wash
c. Ride
d. Sleep

4. Every morning, I a glass of milk.

a. Drink
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b. Write

c. Sleep
d. Run
5. Inthe park, we  with our friends.
a. Play
b. Eat
c. Wash
d. Listen
6. In class, the students  questions to the teacher.
a. Ask
b. Walk
c. Sleep
d. Jump
7. Every weekend, my family and I a television together.
a. Watch
b. Read
c. Clean
d. Draw
8. We  atfunny jokes in class.
a. Laugh
b. Run
c. Drink

72



d. Read

9. My grandparents _ stories about his childhood.
a. Tell
b. Eat
c. Drink
d. Walk
10. Every afternoon, I a nap for 30 minutes.
a. Take
b. Read
¢. Draw
d. Wash

Fill in the blanks below using the correct verbs!

1.

2.

Every morning, my father  the newspaper before breakfast.
In the classroom, students  to the teacher carefully.

On Sundays, I my grandparents with my family.

. Mysister  the floor every morning.

. We our hands when we want to ask a question.

After lunch, my brother and I the dishes.
In the afternoon, I my bicycle around the neighbour.
At school, we  lessons in groups.

Every Saturday, my mother  a cake for us.
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10. When I have free time, I pictures in my sketchbook.

Appendix 3 Students Score

No. NAME PRE-TEST POST-TEST
1. NA 80 85
2. TP 30 90
3. RR 75 80
4. GK 75 85
S. JS 75 85
6. DI 70 55
7. AA 70 100
8. GL 35 65
9. JP 65 85
10. YY 65 90
11. RI 35 50
12. N 60 80
13. IR 15 65
14. AP 65 65
15. DS 50 100
16. JF 55 95
17. NI 60 80
18. SP 70 85
19. MH 75 80
20. PS 50 65
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Appendix 4 Data Analysis

Average Percentage Change in Student Grades

Presentase Change

Cumulative
Frequency  Percent  Valid Percent Fercent
Valid  -21.43 1 5.0 a0 5.0
.00 1 5.0 5.0 10.0
5.88 1 5.0 a0 15.0
6.25 1 5.0 5.0 20.0
6.67 2 10.0 10.0 30.0
13.33 2 10.0 10.0 40.0
21.43 1 5.0 a0 45.0
30.00 1 5.0 5.0 50.0
30,77 1 5.0 a0 55.0
33.33 1 5.0 5.0 60.0
38.46 1 5.0 a0 65.0
42 86 2 10.0 10.0 75.0
72.73 1 5.0 a0 80.0
85.71 1 5.0 5.0 85.0
100.00 1 5.0 a0 890.0
200.00 1 5.0 5.0 95.0
333.33 1 5.0 a0 100.0
Total 20 100.0 100.0
Mean Score
Descriptive Statistics
I Mean Std. Deviation
Statistic Statistic Std. Errar Statistic
pre-test 20 60.0000 415900 18.77845
posttest 20 78.7500 318282 14.27871

Valid M (listwise)

20
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Normality Test

Tests of Normality

Kolmogorov-Smirnov? Shapiro-Wilk
Statistic df Sig. Statistic df Sig.
pre-test 205 20 027 803 20 047
post-test 207 20 025 915 20 093

a. Lilliefors Significance Correction

Paired Sample T Test

Paired Samples Test

Paired Differences Significance
95% Confidence Interval of the
Difference
Mean  Std. Deviation  Std. Error Mean Lower Upper t if One-Sided p - Two-Sided p
Pair!  pre-fest- posttest -19.75000 18.95111 4.23760 -28.61939 -10.88061 -4.661 19 <001 <001
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Appendix 5 Result Pretest and Posttest Students

-

Attachment 1 il
RESEARCH INSTRUMENT (PRE-TEST)
Name shatasior - fosvaia  Ravoa’
Class EAVITON 2}
Choose the correct answer! Q>w\°" ? 6 - Q
1. Every momning, [ ___ my teeth before going to school. ‘(Ma . (e~ s O
/ @ Brush %
b. Eat Aok Swe T ¢
c. Sleep
d. Write ¢
4\. My mother ___ the plate afier dinner. ;0— X loo
/ @ Wash
- O
b. Sleep
c. Drink

d. Walk
/ 4\ In the classroom, students ___to the teacher.
[
/ a. Play

® Listen

c. Jump

d. Sleep
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J.\‘ My father ___on the chair after work.
® sit
b. Jump
c. Walk
d. Run
/5\ We ___football in the schoolyard every afternoon.
a. Eat
@ Play
c. Swim
d. Sleep
6./ I aletter to my friend in my notebook.
\ a. Wash
b. Write

© Cut
: ,’ d. Cook
>f‘ My little sister ___her favorite cartoon on TV.
a. Wash
b. Watch
@© Read

d. Sweep
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8. My brotherand I ___ the dishes after dinner.
® Mo ¢ = 1
b. Wash
c. Read
d. Walk
/19\ Every Sunday, | ___to the park with my family.
/ ® Go
b. Dance
c. Sleep
N, d. Study
lb.\ ~__with a pencil on my book.
a. Write
(® Eat
c¢. Drink
d. Watch

Fill in the blanks below using the correct verbs!

1. Every moming, | at6am.  Bangun
2. My teacher us English in the classroom.  mMan9a jap
3. On weekends, | football with my friends. mamban}v
;\4\. My mother dinner for our family. tamQatsiaYkaw ( Kawma
5.\ We on our book in the classroom. @a\a>at
6. My sister to music before going to sleep. Wan Aangcn’
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Z. After school, | TV with my brother. Wanon \ex,

. My best friend and I book in the libriry. Fea3fon D outnol
\
9. Every Sunday, I help My motherto __  \aan( ng___the house.

10. In my free time, | pictures in my drawing book. M@ n99om bay

L - O
g
\
¢ - (O
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Attachment 1

RESEARCH INSTRUMENT (PRE-TEST)
Name : gicele S. Lotufofuo, Gonar 1.4 .
Class LRI (?%) Lena, 1S5@n o
Choose the correct answer!

7< Every morning, I _ my teeth before going to school.
a. Brush
¢ Eat 3 PP \pcrcr = :(»
c. Sleep
d. Write

2. My mother ___ the plate afier dinner.

3
— X tpo
% Wash 2o
b. Sleep
¢. Drink
d. Walk
/05. In the classroom, students ___ to the teacher.
‘ W Play
b. Listen

¢. Jump

d. Sleep
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4. My father ___on the chair after work.
. Sit
b. Jump
c. Walk
d. Run

/é. We __football in the schoolyard every afternoon.
/ /

/ a. Eat

+ Play
c. Swim
d. Sleep
\g I__ aletter to my friend in my notebook.
a. Wash
b. Write
1 Cut
d. Cook
% My little sister ___her favorite cartoon on TV
a. Wash
b. Watch
c. Read

¥ Sweep
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-

/’. My brother and I ___the dishes after dinner.

a. Make
¥. Wash
c. Read

d. Walk

ﬁ. Every Sunday, I ___to the park with my family.
# Go
b. Dance
c. Sleep
d. Study
| 10.1___ with a pencil on my book.
/-\ % Write
b. Eat
¢. Drink
d. Watch
Fill in the blanks below using the correct verbs!

\{./ Every moming, | __male at 6 am.

~4_ Myteacher |\ Slee _usEnglishin the classroom.
'\/‘i. Onweekends,I __(il,p ow___football with my friends.
%My mother L% kg ox,__ dinner for our family.

\/{ We___oPen on our book in the classroom.

f&.(, My sister Like to music before going to sleep.
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7@. After school, | Ro TV with my brother.

82 My best friend and | Like book in the library.

j(f Every Sunday, | help My mother to Dot the house.
1‘6. In my free time, | One pictures in my drawing book.
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Attachment 1
RESEARCH INSTRUMENT (PRE-TEST)
Name : (komI Rikey ﬁqd'ffy'l.
Class : 2B /V 1B
Choose the correct answer!
{ Every momning, I ___ my teeth before going to school.
a. Brush 'Q;.mo_r Q.G : <,
» Eat e Bowe ® B 5
c. Sleep e
d. Write Sonen Restorobi = T
7{.\ My mother ___ the plate after dinner.
f a. Wash

b. Sleep ’}

X Drink ., O oo
d. Walk
‘X\ In the classroom, students ___ to the teacher.
X P - {r
b. Listen

¢. Jump

d. Sleep
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%4. My father ___on the chair after work.

/ ¥ Sit
b. Jump
c. Walk
d. Run

Xm We ___football in the schoolyard every afternoon.
a. Eat
¥ Play
c. Swim
d. Sleep

7@. 1___ aletter to my friend in my notebook.
a. Wash
b. Write
c. Cut
X Cook

7( My little sister ___ her favorite cartoon on TV.
a. Wash
b. Watch
W Read

d. Sweep
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/

=§.. My brotherand 1 ___ the dishes afier dinner.
a. Make
b. Wash
c. Read
X Walk ’\7
<9 Every Sunday, I ___to the park with my family. q *
4 % Go
b. Dance
c. Sleep
d. Study
\io. 1 ___ with a pencil on my book.
a. Write
b. Eat
c. Drink
¥ Watch
Fill in the blanks below using the correct verbs!

7( Every moming, | _E+—mi—¢tftk at6amzgarmy teelt bt Foll Joiad

to (Lhool
A My teacher __ PlaY Stvtat§  us English in the classroom.

74. On weekends, | 68/ Mman football with my friends.
7(.' My mother Ql:ak ¢4e _PlatC dinner for our family.
3. We_l ard FI “M}g on our book in the classroom.

_6/ My sister_hU” Favel 't to music before going to slecp.
(altoon on ¢V
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. After school, I _my b6/o+y ey TV with my brother.
8. My best friend and [ mbnpaca book in the library.
.. Every Sunday, I help My mother to ___Mmen 6CL S, fomthe house.

10. In my free time, |_m) EL, 4 [¢4.£2 pictures in my drawing book.
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Attachment 1

RESEARCH INSTRUMENT (PRE-TEST)

Name : Domian ¢ Siagion
Class t Vi~

Choose the correct answer!

/
1y Every morning, I ___ my teeth before going to school.

/ A Brush LVeer Ve = 2
b. Eat Vener Gien = \
c. Sleep (o
d. Write

,'J. My mother ___ the plate after dinner.
% Wash
b. Sleep
c. Drink -
) d. Walk
/3 In the classroom, students ___ to the teacher.
/’/ | a. Play
} Listen
c¢. Jump

d. Sleep
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ﬁ. My father __on the chair after work.
| A Sit
b. Jump
c. Walk
d. Run
é’ﬁ We ___football in the schoolyard every aftemoon.
/ a. Eat
x. Play
¢. Swim
d. Sleep
/‘p 1___alettertomy friend in my notebook.
{ a. Wash
¥ Write
c. Cut

d. Cook
p)
/7. My little sister __ her favorite cartoon on TV,

[ a. Wash

X, Watch
¢. Read
d. Sweep
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&g. My brother and I ___ the dishes afler dinner.
/ f\ Make
b. Wash
c. Read
d. Walk
9. Every Sunday, I ___to the park with my family.
/j 3(\ Go
b. Dance
c. Sleep
d. Study

P
10.1___ with a pencil on my book.

K Write
b. Eat

c. Drink
d. Watch

Fill in the blanks below using the correct verbs!

wEverymoming,l Go to the Gehopl  at6am.

2. My teacher CtuaYying us English in the classroom.

'\5/. On weekends, | e;gg-.g football with my friends.
N{: My mother (coxing dinner for our family.

ﬁ. We wlite on our book in the classroom.

~6. My sister LiStening to music before going to sleep.
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7/ After school, | watching TV with my brother.
. My best friend and | Reasing book in the library.
' 9. Every Sunday, | help My mother to Cl in'ﬂg the house.

10. In my free time, | dfawing pictures in my drawing book.

B-1
579
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Attachment 1
RESEARCH INSTRUMENT (PRE-TEST)

Name : JOUEQ&' V- R)nl
Class . YIIB

Choose the correct answer!

7 Every morning, I ___ my tecth before going to school.

% Brush L v.¢ = &
b. Eat 4, o then = 2
c. Sleep ] —l
d. Write

/fﬁ My mother ___ the plate after dinner.

[ W Wash
b. Sleep ,-—l Y loe
c. Drink 2
d. Walk

/é‘. In the classroom, students ___ to the teacher. " F?

/ a. Play

\ Listen

c. Jump

d. Sleep
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é\ My father ___ on the chair after work.
A Y Sit
b. Jump
c. Walk
d. Run
4/5. We ___football in the schoolyard every afternoon.
/ a. Eat
\ Play
c. Swim
d. Sleep
/6. 1___aletter to my friend in my notebook.
a. Wash
\ Write
c. Cut
d. Cook
]ﬁ My little sister ___ her favorite cartoon on TV.
‘ a. Wash
b Watch
c. Read

d. Sweep
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\( My brotherand | __ the dishes after dinner.
\ Make
b. Wash
c. Read
) d. Walk
,L? Every Sunday, I ___to the park with my family.
/ % Go
b. Dance
c. Sleep

d. Study

10.1___ with a pencil on my book. Q; s @

\ Write

b. Eat
c. Drink
d. Watch
Fill in the blanks below using the correct verbs!

. Every moming, | L at 6 am.
/

\ / My teacher shdg[(y us English in the classroom.

3. On weekends, | ﬂg| 'ug football with my friends.
\A. My mother _Cﬂl“_nﬂ_ dinner for our family.

~§/ We [ %d l[lg on our book in the classroom.
) My sister _;Eﬁ% to music before going to sleep. LISEen
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¢ After school, 1 MEG_LI; 9 TV with my brother.
48. My best friend and | [gadigg book in the library.

1
;‘ﬁ Every Sunday, I help My motherto __( | eon the house.
}Q. In my free time, | __du m g pictures in my drawing book.
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RESEARCH INSTRUMENT (POST-TEST)

Name e B Qayoya!

Class HIRVITI <)

Choose the correct answer!

(‘l Atschool, we __ new words every day.
/ - ‘2 (2]

/ Y Lean

b. Forget

.\> ener \Gien

c. Sing
. d. Sleep
§1 After school, I ___ my homework before playing.
' % Finish
b. W9;ch
c. Jump
[ d. Cook
3\ The students ___ their school bags before going home.
% Pack
b. Wash
c. Ride
. d. Sleep
,( 3, Every morning, I ___ a glass of milk.
|' % Drink
b. Write
c. Sleep

d. Run
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/Q\ In the park, we ___ with our friends.

X Play

b. Eat
c. Wash
; d. Listen
é\ In class, the students ___ questions to the teacher.
€ X Ask
b. Walk
c. Sleep
n d. Jump
%.\ Every weekend, my family and1___a television together.
¥ Watch
b. Read

c. Clean

d. Draw

85 We ___ at funny jokes in class.
X Laugh
b. Run
¢. Drink
d. Read
\ My grandparents ___stories about his childhood.

X Tell
b. Eat
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¢. Drink
/) d. Walk
,CWDE\'ery afternoon, I ___a nap for 30 minutes. '\z) = fb

/

/

1 A Take g 2 O

b. Read
¢. Draw
d. Wash
Fill in the blanks below using the correct verbs!

I. Every moming, my father ___ the newspaper before breakfast.

&

” \“ -
2. Inthe classroom, students *_mto the teacher carefully. }07 a A
/ 4 On Sundays, I yiy}my grandparents with my family. Q =
a4

A My simergﬁ“c floor every moming.

/ f1se .
5. We ___our hands when we want to ask a question.

/
5 After lunch, my brother and lufhnc dishes.
QeNIvg )
In the afternoon, I __ my bicycle around the neighbour.

? At school, we ___lessons in groups.

/

Sty
. Every Saturday, my mother a“"g'cake for us.

/

/ ; praw, 3
/‘lO. When I have free time, I pictures in my sketchbook.
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RESEARCH INSTRUMENT (POST-TEST)

Name P6teVe S LolwRobyo
Class tvng
Choose the correct answer!

/{k At school, we ___new words every day.

» Leamn

2 \Lhcf QG =z O

b. Forget % N A, .

c. Sing e s o
\

d. Sleep '17

(\' 2. After school, I ___ my homework before playing.
/ ' % Finish

b. Watch 1\

S (O
c. Jump 20
d. Cook

. The students ___ their school bags before going home. - 6%

¥ Pack
b. Wash
¢. Ride

d. Sleep

/3. Every momning, I ___a glass of milk.
A Drink

b. Write
c. Sleep

d. Run
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/’S\. In the park, we ___ with our friends.
a. Play
b. Eat
¢. Wash
o. Listen
(".. In class, the students __ questions to the teacher.
/ W Ask
b. Walk
c. Sleep

d. Jump

/57. Every weekend, my family and I ___ a television together.
. Watch

b. Read

c. Clean

d. Draw

ﬁ. We ___at funny jokes in class.
® Laugh

b. Run
¢. Drink
d. Read
My grandparents ___stories about his childhood.
w Tell
b. Eat
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¢. Drink % ( 2
&

d. Walk
QO. Every afternoon, I ___ a nap for 30 minutes. 9 =©
/ W« Take
b. Read
c. Draw
d. Wash
Fill in the blanks below using the correct verbs!
/4 . Every morning, my father gpajthe newspaper before breakfast.
. { In the classroom, students ;.\ to the teacher carefully.
43. On Sundays, I yj¢gmy grandparents with my family.
J 7( My sisterppaythe floor every morning.
74 Weyal| our hands when we want to ask a question.
7@ After lunch, my brother and I L,_u\tpe dishes.
7( In the afternoon, I 1,z?my bicycle around the neighbour.
7&. At school, wee:e\ lessons in groups.
X. Every Saturday, my motheryc\.a cake for us.

/% When I have free time, I g¢epictures in my sketchbook.
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(s
RESEARCH INSTRUMENT (POST-TEST)

Name : konrng

Class t7b

Choose the correct answer!
/ (}7 Atschool, we __ new words every day.
X Learn
\5 el Y 6 = 6
b. Forget
\Guanr = 4
- Sing A O B .
d. Sleep
i{ After school, I my homework before playing.
x. Finish
L
4

b. Watch I 10D
PP

c. Jump

. Cook
d - ng

’}3. The students ___ their school bags before going home.

X Pack
b. Wash
c. Ride
d. Sleep
. Every morning, I ___a glass of milk.
¥ Drink
b. Write
c. Sleep

d. Run
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/%} In the park, we ___ with our friends.
X Play
b. Eat
c. Wash
d. Listen
«1 In class, the students ___ questions to the teacher.
/ X Ask
b. Walk
c. Sleep
d. Jump
<7‘ Every weekend, my family and 1 ___ a television together.
/" a. Watch
- ¥, Read

c. Clean

d. Draw

We ___ at funny jokes in class.
w Laugh
b. Run
c. Drink
d. Read
\71 My grandparents ____stories about his childhood.

a. Tell
¥ Eat

104



¢. Drink

d. Walk
l&)1 Every afternoon, I ___ a nap for 30 minutes.
./ ¥ Take
b. Read
¢. Draw

d. Wash

Fill in the blanks below using the correct verbs!

! wesh
WL Every morning, my father ___the newspaper before breakfast.

74. In the classroom, students M_Fto the teacher carefully.
Q./ On Sundays, | 5‘5‘_‘4 my grandparents with my family.

4. My sister $@fthe floor every morning.
SwetP
)Zf. Wet  our hands when we want to ask a question.
Raist
‘76. After lunch, my brotherand I ___ the dishes.
Read
'7A_ In the afternoon, I gges my bicycle around the neighbour.
(0
*4. At school, weF ;lessons in groups.

/ 9 Every Saturday, my mother pe£a cake for us.

/10. When [ have free time, I ¢7«@pictures in my sketchbook.
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RESEARCH INSTRUMENT (POST-TEST)
Name :pomian €3 Siagian

Class =g

Choose the correct answer!

¢\I At school, we ___ new words every day.

/ Learn
[ X Lo Y& 5 1o
b. Forget g \
‘o : ©
c. Sing Yook WO0S D A
D
d. Sleep

(2. After school, I _my homework before playing.

)(‘ Finish (() o

b. Watch m— X (o
PO

¢. Jump

d. Cook TOO

1 The students ___ their school bags before going home.
/ X Pack
/ b. Wash
c. Ride
d. Sleep
S, Every morning, I ___ a glass of milk.
A Drink
b. Write
c. Sleep

d. Run
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%) In the park, we ____ with our friends.
/ X Play
b. Eat
c. Wash
d. Listen
§. In class. the students ___ questions to the teacher.
/7\, X Ask
: b. Walk
c. Sleep
d. Jump
A/ Every weekend, my family and I ___ a television together.
7/ ¥ Watch
b. Read

¢. Clean

d. Draw

-8, We ___ at funny jokes in class.

[ ! )( Laugh

b. Run

c. Drink

d. Read
4‘ 9. My grandparents ___stories about his childhood.
/ ¥ Tell

b. Eat

/
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¢. Drink
d. Walk
;&\Evcry afternoon, I ___a nap for 30 minutes.

/ )( Take
b. Read
¢. Draw
d. Wash

Fill in the blanks below using the correct verbs!
/ﬁ Every morning, my father R0%the newspaper before breakfast.

In the classroom, students Li%e%o the teacher carefully.

S

On Sundays, I vi% my grandparents with my family.

~

My sister swethe floor every morning.

o

We (gjgour hands when we want to ask a question.
After lunch, my brother and | Wa%the dishes.

In the afternoon, I fidemy bicycle around the neighbour.
At school, we gifedessons in groups.

Every Saturday, my mother pakea cake for us.

S B RNy B

10. When I have free time, | {owpictures in my sketchbook.
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Name

Class : VI

RESEARCH INSTRUMENT (POST-TEST)

t Jourgy - v- Fon

1 B

Choose the correct answer!

/

W Lean
b. Forget
c. Sing
d. Sleep
:l3 After school, 1
L‘ ‘a, Finish
b. Watch
c. Jump
d. Cook
/ W, Pack
b. Wash
c. Ride

Sleep

( 41) At school, we ___new words every day.

Nener
Ven

___my homework before playing.

ol
4\ Every morning, I ___a glass of milk.

Y Drink
b. Write
c. Sleep

d. Run

109

\E = \o

7 \Q'ld N = p>

/’—

\%

\&
— 5 \er

Qo

> 0>§

3. The students ___ their school bags before going home.
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j’}. In the park, we ___ with our friends.

~u Play
b. Eat

c. Wash
d. Listen
7;} In class, the students ___ questions to the teacher.
a Ask
b. Walk
c. Sleep
d. Jump
6/\ Every weekend, my family and I ___a television together.
/‘ ‘ ¢ Watch
b. Read
c. Clean

d. Draw

/ % We ___ at funny jokes in class.

/ Ny, Laugh
b. Run
c. Drink

i d. Read
k My grandparents ____stories about his childhood.

¥ Tell
b. Eat
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¢. Drink
d. Walk
10. Every afternoon, I ____a nap for 30 minutes.
-0

\ Take

b. Read

/

¢. Draw
d. Wash

Fill in the blanks below using the correct verbs!
4=, Every morning, my father ;ﬂlhe newspaper before breakfast. rzad

)‘( In the classroom, students ___to the teacher carefully. kell
/3\ On Sundays, I ___ my grandparents with my family. \/jsik
p 3\ My sister ___ the floor every morning. ¢uje@p Sscieep
~—§ We ___our hands when we want to ask a question. (Q7iS€
l & After lunch, my brotherand I the dishes. wash
7. In the afiernoon, I my bicycle around the neighbour. nde
/,f‘ib At school, we ___ lessons in groups. deCUSS

é Every Saturday, my mother ___ a cake for us. bajke
; 40. When I have free time, I ___ pictures in my sketchbook. draw

<
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Appendix 6 Documentation
First Meeting (March 10, 2025)
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Second Meeting (March 13, 2025)
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Third Meeting (March 14, 2025)
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Fourth Meeting (March 15, 2025)
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Fifth Meeting (March 19, 2025)
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Sixth Meeting (March 20, 2025)
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