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Abstract:    This research aimed at finding out the improvement of students‟ vocabulary by 

using Last Man Standing Game at seventh grade of SMP Kristen Malak. This 

research used pre-experimental design with one group pre-test and post-test. 

The population of this research was the SMP Kristen Malak. The sample of this 

research was the seventh grade students which consisted of 11 students. The 

researcher used format multiple choice and fill in the blank test as the 

instrument of this research. Based on the research findings, it showed that 

using Last Man Standing Game was effective to increase students‟ vocabulary. 

It is proved by mean score of post-test. The mean score before and after 

treatment (35,63 became 65,09) with the t-test value was greater than t-table 

13,97 > 1.812. The researcher concluded that using Last Man Standing Game 

could increase students‟ vocabulary and could be one good technique in 

teaching vocabulary. 
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INTRODUCTION 
 

LanguageBis theBmost importantBaspect inBthe lifeBof allBhuman 

beingsB(Panambunan et al., 2016: 58). (R. Paranduk, Rombepajung P, 2021) also 

defined that language is human ability to communicative with others using signs. In 

other stated by ( Sudarsono, Samola, and Maru., 2018)  language is human 

communication tool to interact. Language is fundamental to all social processes, and 
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human do need to communicate to each other. Nowadays, English one of the 

language that is important in our life. EnglishBis anBinternational languageBused 

allBover theBworld, forBeducation, technology,bpolitical, andBcommercial purposeB 

(Mogea, T. 2019:9). ( Goni, R., Muntuuntu, M., and Sanger, M., 2021 ) stated 

English is one of the international languages. This language is spoken all over the 

world. In Indonesia, English is one of compulsory subjects studied in several 

schools, from elementary school to university. In learning English, vocabulary plays 

an importantBaspects thatBmust beBmastered byBthe studentBbeforeBlearning 

language (Lengkoan et al, 2019). It is one element one connects the four language 

skills all together. Vocabulary is the first and foremost important step in language 

acquisition. According to (Liando, N.V., Adam J. D., and Londa, T. K., 2018) 

“SinceBvocabulary isBimportantBin languageBlearning, interestingBactivities andBa 

goodBenvironment areBneeded toBinfluence veryByoung learners‟Bbrain 

andBmotivation toBmaster them.bIn otherBwords, vocabularyBis theBbasic part 

andBkey elementBto learnBany languageBbecause itBis allBthe wordsBa 

personBknown andBuses inBa language thatBhaveBmeanings (Pikirang et al, 2021). 

EnglishBas aBsubject hasBbeen introducedBin IndonesiaBfrom 1945Bup 

toBpresentBtime (Hampp et al, 2021). TheBteaching EnglishBin IndonesiaBas 

aBforeign language has beenBfocused onBdeveloping theBfour languageBskills-

Breading,bwriting, speaking, andBlistening-with variousBdegrees ofBproficiency 

(Lambe,b2018). In Indonesia, EnglishBis declared asBa foreignBlanguage, notBa 

secondBlanguage. The education process is the process of receiving, absorbing and 
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understanding this information. In order to students to keep and benefit from what 

they learn at schools, they have to receive it in an interesting manner or technique 

and associate it with their surroundings. According to ( Mozez, N. G., & Liando, N. 

V., 2019) also defines that game can give big result for students‟ abilities. Through 

the game, the students‟ get various interesting experiences, at the same moment 

they study and develop their ability expansion. Games can provide these 

requirements. Whenever games are used in classrooms, learners feel relaxed and 

calm (Wechselberger, 2013) in addition, games provide a positive experience for 

teachers as well as students.They help lecturers to be creative in their teaching 

methods, and students to be active and creative in their answers. In other words, 

games help to widen thinking in different aspects. Games help students in shaping 

their intellect, enhancing their skills and absorbing information in an efficient 

manner. 

GamesBhelp studentsB reviseBvocabulary andBrecalling somethingBthat 

happened inBa game mayBhelp studentsBremember theBlanguage connectedBwith 

it (Rixon, 1992:82). AccordingBto (Koprowsky, 2006) TheBLast Man StandingBis 

amusingBgame thatBcan stimulateBthe students‟BvocabularyBmastery. Therefore, 

theBLast Man StandingBGame  makeBthe studentsBmore enjoy, relax, andBfun. 

Considering theBadvantages ofBgame inBteaching vocabularyBin which theyBcan 

beBbest achievedBby organizingBfun, relax, competitive, andBmotivating vocabulary 

gamesBand activities, whichBadhere toBthe expandingBrehearsal. 
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Based on what the researcher had done PPL at SMK Kristen Imanuel Laikit, 

besides the teacher asked to teach at SMP Kristen Malak Matungkas. She foundBthe 

studentsBwere stillBlacking ofBvocabulary, so the writer chose theBLast Man 

Standing GameBas aBtechnique to increaseBstudents‟ vocabularyBof seventhBgrade 

SMPBKristen Malak Matungkas. 

REVIEW OF LITERATURE 

TheBDefinition ofBVocabulary 
 VocabularyBis oneBof componentsBof aBlanguage, besidesBsound 

system, grammarBand culture. StudentsBwho wantBto learnBa targetBlanguage, 

inBthis caseBEnglish ofBcourse haveBto learnBthoseBelements. AccordingBto 

(RichardBand Willy,B2002:225), vocabularyBis aBcore componentBof language 

proficiencyBand providesBmuch ofBthe basicBfor howBwell learnersBlisten, speak, 

readBandBwrite. WithoutBan extensiveBvocabulary andBstrategiesBfor 

acquiringBnew vocabulary, learnersBoftenachieveBless thanBtheir potentialBand 

maybe discouragesBfrom makingBuseofBlanguage learningBopportunities 

aroundBthem such asBlistening toBthe radio, listeningBto nativeBspeaker, 

readingBor watchingBtelevision. 

 According to (Algathani, 2015) vocabulary is essential for successful 

foreign language use because without an extensive vocabulary, a language learner 

will be unable to use the structures and functions. The students may have learned 

for comprehensible communication. In otherBword, vocabularyBis theBmost 

essentialBof manyBaspectsBlanguage. WhenBpeople haveBlargeBknowledge 
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aboutBvocabulary, theyBbetter inBmany aspectsBautomatically. AndBalso, they 

canBbe moreBconfident toBuse theirBability. SoBstudents needBtoBlearn 

seriouslyBbecause withoutBvocabulary andBacquiring strategiesBthat usedBthey 

willBbe foundBdifficulty inBEnglishBskill. 

TypesBofBVocabulary   

 TalkingBabout vocabularyBit isBnecessary toBpresent theBtypesBof 

vocabularyBwhen oneBspeaks toBothers. HeBneeds someBwords toBexpressBhis 

ideaBdesire orBwhen heBlistens, heBmust beBable toBcatch theBmeaning. (Stahl, 

1999) statesBthat thereBare fourBtypes ofBvocabulary whichBmust beBknown 

andBmastered forBany skills, suchBas listening,speaking, readingBandBwriting. 

TheyBare (a) listeningBvocabulary isBall theBwords heBor sheBcan recognize 

whenBlistening toBspeech. TheyBare theBstock ofBwords toBwhichBone 

respondingbwith meaningband understandingbin speechbofbothers. (b) breading 

vocabularybis allbthe wordsbhe orbshe canbrecognize whenbreading. (c) bspeaking 

vocabularybis all thebwords thatbpersonable usebin speech. Duebto 

spontaneousbnature ofbspeakingbvocabulary, wordsbare oftenbmisused. When 

onebspeaks, maybbe compensatedbby facialbexpressions, tonebof voiceborbhand 

gestures.(d)bwriting vocabularybis allbthe wordsbpeople canbemploy inbwriting. 

Itbis relatingbto thebsecond typebof vocabularybthat isbsimulated bybitsbuser. 

TeachingBVocabulary 

 StudentsbneedBtobpayBattention toBsomebelement ofBEnglishBlanguage 

suchBas pronunciation,Bspelling, structure,BandBvocabulary. bTeaching 
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vocabularybis onebof thebmost discussedbparts ofbteaching EnglishbForeign 

Language. Whenbthe teachingband learningbprocess takesbplace, problembwould 

appearbto thebteachers. Tobteachers EnglishBskills, studentsBmust knowBthe 

vocabularyBof theBlanguage aBlist ofBwords withBtheir meaningBbecauseBit 

supportsBtheir skillBimprovementB(Linse, 2005). 

TeachingBvocabulary playsBan importantBrole inBlanguageBacquisition 

becauseBthe masteryBof vocabularyBwill helpBstudents masterBall theBlanguage 

skillsBlistening, speaking, readingBandBwriting (Lengkoan et al, 2022). Vocabulary 

will make students practice the structure more easily. It is useful for students in 

order to communicative in daily life and will strengthen belief that English can be 

used to express same ideas or feelings they can express in their native language 

(Finocchiaro, 1974:8). TeachingBvocabulary isBnot easyBas weBthink. WeBhave 

toBfind toBway deliverBmaterial inBa goodBway, whichBis whyBthe teacher 

Bsupposed toBbe creativeBinBvocabulary. According to ( Tahrin A , Wowor D.J, & 

Liando N.V.,2018:2) in practice, students often feel difficult to comprehend 

vocabulary knowledge. They find it hard to memorize vocabulary because most 

teachers still use the old method in teaching, such as by writing the material down 

on a whiteboard, then ask the students to translate and memorize the word. 

(Thornbury, 2002:1440) mentions someBtechniques forBremembering 

wordBinBteaching vocabulary. ThereBare using key wordBbyBpicture, wordBcard, 

guessingBfromBcontext, usingBdictionary, spellingBrules, motivating. 
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What is Game 

According to (Wright,B2006:1) stateBthat “gameBis anBactivity 

whichBentertaining andBengaging, oftenBchallenging, andBan activityBin 

whichBstudents playBand usuallyBinteract withBothers”. TheBstatement 

aboveBsuggests thatBtheBteachers mustBbring theBgames whenBthey areBteaching 

inBEnglishBlanguage. InBorder toBthe studentsBare notBfeeling boredBand 

lazyBwhen theyBare learning EnglishBlanguage. 

Last Man Standing Game 

Last Man Standing is a fast paced peer learning game which increase 

vocabulary skills. To play this game you need to stand in a group circle with your 

classmate and have someone holding a ball. Next, name a theme or category 

including things found in food, the kitchen, living, or at work etc. Begin the game by 

tossing the ball to a student in the circle. That student has to shout a word which is 

in relation to the theme before they throw the ball on to a new student. This 

student must then think of a new word within a few seconds before throwing the 

ball again. If the student repeats a word that any other students says or cannot 

think of a relevant word, then they say must sit out. Change the theme until there is 

only person left. The last student standing is the winner. 

TheBadvantages ofBlast manBstanding gameBin theBclassroom: 

1) LastBMan StandingBGame isBfun. 

2) ItBcan giveBmore motivationBwhile learningBhow toBplay theBgame. 
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3) ItBcan helpBthe studentsBremember someBvocabularies thatBaredifficult 

toBmemorize. 

4) ItBcan inviteBstudents toBthinkBfast. 

5) ItBcan influenceBthe studentsBto beBmore creativeBandBactive.

RESEARCH METHOD 
 

 InBthisBresearch, theBwriter usedBquantitative procedureBthrough pre- 

experimentalBdesign. Pre-experimentalBdesign with oneBgroup pretest-posttest. 

The procedure of conducting this research is described below:  

X1 T X2 

 Where: 

 X1: Pre-Test  

 T  : Treatment  

 X2: Post-Test        (Gay, 2006:282) 

InBanalyzing theBdata collectedBthrough theBpre-test andBpost-testBthe 

researcherBused theBprocedure asBfollows:  

1.bScoring theBstudents correctBanswer ofBthe vocabularyBtest byBusing 

formulaB(Depdikbud, 1985:8) 

      
                     

                  
      

2. FindingBout theBmean scoreBof theBstudents‟ answerBby usingBtheformula: 

X = 
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Notation:B 
 

   X   : MeanBscore 

   𝛴X : TotalBscore 

   N    : TotalBsample    (Gay,Bin SatriaB1981:298) 

3. BCalculate theBfrequency and the rate percentage using the following formula: 

P= 
 

 
 x 100 % 

Where: 

 P : The percentage 

 F : Frequency of the correct answer 

 N : The total of samples. 

4. Calculating theBstandard deviationBof studentsBpre-test andBpost-test, by 

usingBthe formulaBbelow: 

SD = 
√∑   

 ∑   

 

   
 

Where: 

 SDB = Standard Deviation 

∑    =BThe sumBofBscore 

 ∑     =BThe squareBof theBsum ofBtheBscore 

    n        = The total number of the object. 

 

5. Finding out significant between the pre-test and post-test by using 

theBfollowingBformula: 

Bt=
√∑   

 ∑   

  

         
 

Where:B 

tB = Test of significance 

DB = The differenceBof mean score 

∑       = TheBsum ofBthe totalBscore 

 ∑    = TheBsquare ofBthe sumBscore ofBdifference 
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nb =bTheBtotalbnumber ofBthebobject 

 
FINDINGS AND DISCUSSION 
 

ThisBchapter consistsBof twoBparts, namelyBthe findingBof researchBand 

theBdiscussion ofBthe research. TheBfinding ofBthe researchBcover theBdescription 

ofBthe resultBof dataBcollected throughBa test thatBcan beBdiscussed inBthe 

sectionBbelow. TheBfindings ofBthis researchBconsist ofBthe classificationBof results 

students‟ pre-testBandBpost-test, itBaimed toBfind outBthat usingBlast man tanding 

gameBis ableBto increase students‟Bvocabulary at seventhBgrade ofBSMP 

KristenBMalakBMatungkas. 

The Students’BScore inBPre-test 

TheBresearcher gaveBthe studentsBpre-test toBknow theirBabilityBin 

vocabularyBbefore treatmentBby usingBLast ManBStandingBGame. 

StudentsB ScoreBofBPre-

test 

1 60 

2 32 

3 24 

4 32 

5 28 

6 28 

7 32 

8 28 

9 52 

10 32 

11 44 

 

TheBPercentage ofBPre-testBClassification 
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Classification

B 

ScoreB Frequency

B 

Percentage

B 

ExcellentB B86-100B -B -B 

GoodB B71-85B -B - 
FairB B56-70B 1 9.09% 

PoorB B41-55B 2 18.18% 
Very PoorB B0-40B 8 72.72% 

 

The tableB4.1 showsBthe percentageBof pre-testBclassification. TheBtable 

aboveBshowedBthat, inBpre-test noneBof studentsBgot excellent,Bgood 

classification,B1 (9.09%) student gotBfairBclassification, 2 B(18.18%) students 

gotBpoorBclassification, 8 (72.72%) studentsBgot veryBpoorBclassification. It 

meansBthat theBstudents‟ vocabularyBat theBseventh gradeBof students ofBSMP 

KristenBMalak MatungkasBwere stillBlow, becauseBmost ofBthem gotBvery 

poorBscore. ThereBwere 8 (72.72%) studentsBgot veryBpoorBclassification. 

AfterBknowing theBpercentage ofBpre-testBclassification, theBresearcher 

calculatedBthe meanBscore andBthe standardBdeviation ofBpre-test. TheBresult 

ofBmean scoreBand standardBdeviation canBbe seenBon theBtableBbelow: 

The MeanBScore andBStandard DeviationBofBPre-test 

TestB Mean ScoreB 
StandardBdeviation 

(SD) 

   

Pre-testB 35.63B 11.37B 

TableB4.2 showsBthe meanBscore andBstandard deviationBofBpre-test. 

TheBtable illustratedBthat theBmean scoreBof pre-testBwas 33.27Band the 
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standardBdeviation wasB11.37. ItBcould beBseen thatBthe students‟Bvocabulary 

wereBin lowBcategory. 

TheBStudents’ ScoreBinBPost-test 

TheBresearcher alsoBgave post-testBto knowBthe students‟Bvocabulary 

afterBbeing taughtBusing lastBman standingBgame. 

Students Score of Post-

test 

  

1 88 

2 48 

3 52 

4 60 

5 52 

6 68 

7 72 

8 60 

9 84 

10 56 

11 76 

 

TheBPercentage ofBPost testBClassification 

ClassificationB ScoreB 
Frequency

B 
Percentage

B 

ExcellentB B86-100B 1B 9.09% 

GoodB B71-85B 3B 27.27% 

FairB B56-70B 4B 36.36% 

PoorB B41-55B 3B 27.27% 

VeryBPoor B0-40B -B -B 
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TableB4.3 showsBthe percentageBof post-testBclassification. TheBtable 

aboveBshowed thatBin post-test, 1B(9.09%) studentsBgotBexcellent 

classification,b3 (27.27%) studentsBgot goodBclassification, 4 (36.36%)Bstudents 

gotBfairBclassification, andB3 (27.27%) studentsBgotBpoor classification.B 

 AfterBdetermining theBpercentage ofBpost-test classification,bthe 

researcherBcalculated theBmean scoreBand standardBdeviation ofBpost-test. The 

resultBof meanBscore andBstandard deviationBcan beBseen onBthe tableBbelow: 

TheBMean ScoreBand StandardBDeviation ofBPost-test 

TestB Mean ScoreB 
StandardBDeviation

B (SD) 

Post-test 65.09 13.51 

TableB4.4 shows Bthe meanBscore andBthe standardBdeviation ofBpost-test. 

TheBtable illustratedBthat theBmean scoreBof post-testBwas 65.09BandBthe 

standardBdeviation wasB13.51. ItBcould beBseen thatBthe students‟Bvocabulary 

wereBgoodBcategory. 

The Increasing ofBStudents’BVocabulary 

a. Students’BScore inBPre –test andBPost – test 

  ABpre –test conductedBto findBout theBdata ofBthe students‟BabilityBin 

vocabularyBbefore treatmentBgiven. TheBresult ofBthe testBshowedBthe 

students‟Bachievement inBvocabulary beforeBthe treatmentBwasBgiven. 

TheBhigher scoreBwas 60Band theBlowest scoreBwasB24. TheBmean 

(X)BwasB35.62. 
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  TheBpost – test wasBalso conductedBto findBout theBdata ofBthe 

students‟Bability inBmastering vocabularyBafter gettingBtheBtreatment. 

TheBhigher scoreBwas 88Band theBlowest scoreBwasB48. TheBmean 

(X)BwasB65.09. 

TheBincreasing percentageBcan beBseen inBthe followingBtable: 

Table 4.5 TheBImprovement PercentageBof Students’BScore 

Indicator 

VocabularyB Improveme

ntB 

(100%) 
Pre-test Post-test 

Mean Score 35.63 65.09 82.65% 

TheBimprovement ofBthe students‟Bvocabulary thatBare through Btaught 

byBusing gameBoflastBman standingBabove alsoBcan beBseen atBtheBchart 

below:B 

FigureB4.6 TheBmean scoreBof Pre-testBandBPost-test 
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TheBchart showedBthe significantlyBdifferent ofBmean scoreBofBpretest 

andBpost-test. BeforeBthe treatment, theBresearcher conductedBpre-test,bthe 

meanBscore wasB35.63afterBtheBtreatment, andBthe meanBscore wasB65.09. It 

meansBthat theBprogress happenedBafter theBLast Man StandingBGame applied 

toBincrease students‟Bvocabulary. 

AsBtheBconclusion, itBwas relativelyBfair toBstate thatBLastBMan 

StandingBGame toBincrease students‟Bvocabulary atBthe seventhBgrade of 

studentsBSMP KristenBMalak MatungkasBcan increaseBstudents‟Bvocabulary 

especiallyBinBnoun. 

CONCLUSION 
 

BasedBon the result ofBdata analysisBand discussion of thisBresearch in 

previousBchapter, theBresearch ofBdata analysisBshowed thatBthere wasBa 

significantBdifference betweenBthe students‟Bvocabulary beforeBand after 

learningBEnglish usingBlast manBstandingBgame. Which, itBwas provedBbyBthe 

developmentBof theBmean scoreBof pre-testBwas 35.63, andBthe 

standardBdeviation wasB11.37. TheBmean scoreBof post-testBwas 65.09Band 

theBstandard deviationBwas 13.51. T-testBvalue ofBwasB13.97. ItBwas 

greatervthan tableB1.812 atBthe levelBsignificance 0.05, andBdegree freedomv(df) 

wasB10. ItBmeans thatBlast manBstanding gameBenough effective toBincrease 

theBstudents‟ vocabularyBat seventhBgrade ofBSMP KristenBMalak Matungkas. 

REFERENCES

Algathani, M. 2015. “The Importance of Vocabulary in Language Learning and How 
to Be Taught.” International Journal of Teaching and Education Vol.3(No.3). 



 

 

623 

Bahang, M. D. .., and J. B. Kartua. 2019. “Teaching English Vocabulary by Using 
Last One Standing Game at the Third Grade Students of SMP Tamalate 

Makassar.” The Educational Review. USA. 2019 3(10)(135–141). 
Finocchiaro, M. 1974. English as a Second Language from Theory to Practice. New 

York: Regent Publishing Company. 

Gay, L. R. 1981. Education Research : Competencies for analysis and application. ( 
Eight Edition, 2006), p.297-298 

Gay, L.R. & Miller, G. E. 2006. Education Research (Competencies for analysis and 
application). USA: Person. 

Gibbs, G. 1974. Handbook of Games and Simulation Exercises. London: E. & F. N. 
Spon Ltd 

Hampp, P. L., Kumayas, T. A., & Lengkoan, F. (2021). Synthesizing Grammar and 

Structure Problems Faced by Indonesian TOEFL Takers. Jurnal Pendidikan 
Bahasa Inggris undiksha, 9(1). 

Hasanah, S. .. 2017. “The Effectiveness of the Last Man Standing Game to Enrich 
Students‟ Vocabulary Mastery. (A Case of the Eight Graders of SMP Al-Fattah 

Semarang in the Academic Year of 2016/2017).” Fakultas Bahasa UNISSULA, 
Undergraduate thesis. 

Koprowsky, M. 2006. “Ten Good Games for Recycling Vocabulary (Online).” 

Retrieved May 14, 2013 (https://itesjl.org/Techniques/koprowsky-Recycling). 
Lambe, L. 2018. Teaching reading comprehension in EFL classroom: A glance at 

some approaches and activities. Journal of English language and literature 
teaching, 2(02). 

Lengkoan, F., Rombepajung, P., Hampp, P., & Andries, F. (2019). The Application of 

Special Self-Made Word Card for Vocabulary Teaching Particularly Irregular 
Verbs. 

Lengkoan, F., Andries, F. A., & Tatipang, D. P. (2022). A STUDY ON LISTENING 
PROBLEMS FACED BY STUDENTS OF HIGHER EDUCATION. Globish: An 
English-Indonesian Journal for English, Education, and Culture, 11(1), 41-50. 

Linse, C. 2005. Practical English Language Teaching: Young Learner. New York: 
McGraw-Hill. 

Mareta, M. 2020. “Using Last Man Standing Game to Develop Students‟ Vocabulary 
Mastery in the Tenth Grade of SMK N 2 Depok.Skripsi Thesis.” Sanata Dharma 

Uviversity. 
Goni, R.,Muntuuntu, M., & Sanger, M., 2021. The Correlation Between Students' 

Interest and Their Academic Achievement. Journal of English Culture, 
Language, and Education. 

Mogea. T. 2019. The Effectiveness of Question and Answer Technique in Teaching 
Reading Comprehension at SMP Negeri 3 Ratahan. Journal of Educational and 
Technology Vol. 2 NO.2 

Mozes, G. N., and N. V. .. Liando. 2019. “The Implementation of Phonic Method for 
Enhancing Very Young Learners‟ Vocabulary Advance in Social Science.” 
Education and Humanities. Vol.438. 



 

 

624 

Panambunan, E., G. .. Tulung, and M. G. Maru. 2016. Improving Students‟ Speaking 
Ability Through Communication Language Teaching of the Second Level 
Students at „MEC‟ Megalia English Course. Universitas Negeri Manado: Lembaga 
Penelitian Unima. 

Paranduk, R., Rombepajung, P., K, Y., 2021. Enhancing Students' Speaking Skill in 

Facing The Revolution ERA 4.0. E-Clue Journal of English, Culture, Language, 
Literature, and Education. Vol.9 No(2). 103-116 

Pikirang, C. C., Liando, N., & Wuntu, C. N. (2021). A CORRELATIONAL STUDY 
BETWEEN LEARNERS‟SATISFACTIONS WITH OFFLINE CLASS AND ENGLISH 

SELF-EFFICACY DURING THE COVID-19 PANDEMIC. Journal of English Culture, 
Language, Literature and Education, 9(1), 73-87. 

Richard, J. C., and A. Renandya Willy. 2002. Methodology in Language Teaching. 

New York: Cambridge University Press. 
Rixon, S. 1981. How to Use Games in Language Teaching. London: Macmillan. 

Rixon, S. 1992. How to Use Games in Language Teaching. London: Modern English 
Publications. 

Stahl, S. A. 1999. Vocabulary Development, Cambridge: Brookline Books: The 
Cognitive Foundations of Learning to Read: A Framework South West, 
Educational Development Laboratory. 

Sudarsono, L., Samola, N., & Maru, M. G., 2018. a Discourage Analysis of Figurative 
Language in Barrack h. Obama Speech. Journal of English Language and 

Literature Teaching. 1(01). 
Tahrin A, Wowor D.J, & Liando N.V 2018.. Increasing Students‟ Vocabulary trough 

Mind Mapping Technique in Developing Students‟ Vocabulary Mastery at SMP 
Negeri 1 Remboken. Kompetensi Jurnal Bahasa dan Seni. Vol.5, No. 2. 

Thornbury, S. 2002. How to Teach Vocabulary, Longman Essex: Pearson Education 
Limited. 

Wechselberger, U. 2013. Learning and Enjoyment in Serious Gaming-Contradiction 
or Complement? In proceedings of DIGRA: De Fragging Game Studies, Atlanta. 

Wright, B. 2006. Games for Language Learning. Cambridge: Cambridge Press. 
 


