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ABSTRACT 

Abd Razaq Wahyudin Y.S, 2021, “The Effectiveness of Anagram Games in 

Improving Students’ Vocabulary Mastery at the Ninth Grade 

Students of MTS Halimatussa’diyah Palopo”. Thesis English 

Language Study Program Tarbiyah and Teacher Training 

Faculty for College of Islamic Institute (IAIN) Palopo. 

Supervised by the consultant (I) consultant (II). 

 

Advisor:  

Keyword: Vocabulary Mastery, Anagram Game Method, Pre- Experimental. 

 This thesis attempted to find out the Teaching Vocabulary Mastery used 

Anagram Game at the Ninth Grade Students of MTS Halimatussa‟diyah Palopo. 

The research question of this was “Is the Use of Anagram Games Effective to 

Improve Students Vocabulary Mastery at the Ninth Grade of MTS 

Halimatussa‟diyah Palopo?” The objective of the research is to find out whether 

Anagram Games effective toimprove students‟ speaking skills at the Ninth Grade 

Students of MTS Halimatussa‟diyah Palopo.  

This research used the Pre-Experimental method with pre-test and post-test 

design. The data collected by using a vocabulary test. The population of this 

research at the Ninth Grade Students of MTS Halimatussa‟diyah Palopo in 

academic 2021 and the researcher used purposive sampling which taken from 

class IX consist of 1O students as the sample used by the researcher. The data 

collected through the Vocabulary tests (to find out the students vocabulary 

mastery). The researcher chose one class with purpose is the researcher wants to 

give test for all of the students and know the students vocabulary mastery in the 

class. 

The result of this researcher found that the Anagram Game was effectively 

used in improving students‟ vocabularyat the Ninth Grade Students of MTS 

Halimatussa‟diyah Palopoafter treatments by using Anagram Game. In which data 

showed that ttest (7.346) was higher than ttable (2.262). It indicates that using 

Anagram Game method is effective in improving at the Ninth Grade Students of 

MTS Halimatussa‟diyah Palopo.  
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CHAPTER I 

INTRODUCTION 

 

A. Background 

Vocabulary is one of the necessary components of language in English 

learning, especially its applicationin four basic skills of language e.g. listening, 

speaking, reading and writing skill. Many people have difficulty to expressing 

their ideas because their vocabulary is limited.It is also a factor that makes them 

difficult to apply the four skills language
1
. Nunan states that “vocabulary is the 

collection of words that an individual knows”
2
. That is a reason why the students 

will have experience difficulties in learning a language if their vocabulary is 

insufficient. To understand the English language, we need vocabulary as the most 

important aspect in a language including foreign language. How we can speaking 

English, if we do not have vocabulary to say. How we can write a sentence or a 

text in English, if we do not have vocabulary to write down. Based on this fact, 

we can includedthat vocabulary is very important aspect in learning English 

especially to apply the four basic skills of language. 

In addition, learning vocabulary is defined by Allah also in Holy Qur‟an Q.S. 

Al Baqarah/2: 31-33  

                                                             
1
 Albert Sidney Hornby, Oxford Advanced Learner’s Dictionary, Oxford University Press, 2006 

2
David Nunan. Practical English Language Teaching: Young Learnes. New York: Mcgraw-Hill 

Comparies, Inc. 2005 
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The meaning : “And He taught Adam the names of all things, then he places 

them before the angles, and said : tell the names of these if you are right (31). 

They said: “Glory to Thee; of knowledge we have none, save what thou has 

taught us, it truth it is thou art perfect in knowledge and wisdom (32). He said “ O 

Adam! Tell them the names. When we had told them, Allah said, “ Did I tell you 

that I know the secret of the heaven and earth, and I know what ye reveal and 

what ye conceal” (33).
3
 

From the verse above, it is explains that human able to communicated after 

learning the names of all object. From this verse we learn that Allah taught Adam 

the names of all object. Based on Hornby and Nunan explanation of earlier 

                                                             
3
 Al-Bayan. (2001). Al-Qur’an dan Terjemahannya. Semarang: Asy-Syifa, p. 6. 
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pages,the names of all objects mean vocabulary in English subject. Everyone will 

have language skills if they had a broad vocabulary because of they can to 

expression and communicate well. 

Unfortunately, teaching vocabulary in junior high school, especially for 

teenager learners in Indonesia is doing so proved to be anything but simple. The 

studentssometimes found some problems when learning English because English 

is foreign language for them. To handle this, the teacher was required to be more 

creative in teaching English. 

Based on the pre-observation research, when the researcher while do 

observation in MTS Halimahtussa‟diyah Palopo it was precisely on November 20 

2020,what makes vocabulary lessons very difficult to build in the classroom is 

that the activities involved are quite boring. Mostly, the teacher only gives some 

words to students‟ for memorizerather than giving students a methode or 

technique to get the target lessons. The vocabularylessons done by the students are 

commonly memorizing the words, which are not interesting. 

The Researcher found some problems through interview the English teacher 

named Nurwati, S.Pd.I at the ninth grade of MTS Halimahtussa‟diyah Palopo 

about the ability of students‟ to receive English lessons. It found that there were 

many students low in English
4
. In addition, the researcher also tested several 

students‟ especially the object of the researcher‟s observationabout their ability to 

                                                             
4
Nurwati, Observation with English Teacher of Mts Halimatussa‟diyah,  Palopo.2020. 
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master vocabulary. The problems were the students lack of vocabulary, it is 

difficult for their to understand the subject matery, and lazy to memorize. 

Basically, there are many method and ways to upgrade the master vocabulary 

of students which are applied by English teachers in the classroom or outdoor and 

the teachers have to think how to make students easier to understand and enjoy the 

materials. However, the researcher wants to find another way to improving the 

students‟ vocabulary namely Anagram Games. Anagram is a uniquemethod, it is 

describes that the students will be easy to understand and interested to learn 

vocabulary. 

Generally the basic rule of anagramming had explained by Insan Bara 

Rosada., She explained “Anagram is a type of word play, the result of rearranging 

the letters of a word or phrase to produce a new word or phrase, using all the 

original letters exactly once; for example orchestra can be rearranged into 

carthorse. Someone who creates anagram is called an anagrammatist. The original 

word or phrase is known as the subject of an anagram. An anagram is the 

rearrangement of the letters of a word, name, phrase, sentence, title, or the like 

into another word or phrase. All the letters of the name or phrase must be used 

once and only once. This is the basic rule of anagramming”
5
. 

                                                             
5
Isan Bara Rosada, "Improving Vocabulary Mastery by Using Anagram Game at rhe First Grade 

Students of MTSN Karanganyari in Academic Year 2015/2016’',  State Islamic Institude of 

Surakarta. 2006 
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Knowing the advantage of game, the researcher wants to conduct a research 

about effectiveness of Anagram Games to improve student‟s vocabulary mastery 

at the ninth grade of MTS Halimahtussa‟diyah Palopo. 

B. Problem Statement 

Based on the background above, the researcher formulates a research question 

as follow. Is the Use of Anagram Games Effective to Improve Student‟s 

Vocabulary Mastery at the Ninth Grade of MTS Halimahtussa‟diyah Palopo? 

 

C. Objective of the Research 

Related to the problem statement above, the objective of the research is to 

find out the effectiveness of Anagram Games in improving students‟ vocabulary 

mastery at the ninth grade students of MTS Halimahtussa‟diyah Palopo. 

 

D. Significance of the Research 

The significance of this research is expected to have both theoretical and 

practical contributions. 

1. Theoretically, the result of this research is expected to be useful information/ 

contribution teaching English, focusing to improve student‟s vocabulary 

mastery. 

2. Practically, the result of this research is expected to be useful information for 

all English teachers and the student‟s at MTS Halimahtussa‟diyah Palopo in 

teaching and learning vocabulary mastery. 

E. Scope of the Research 
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In line with the problem statement, the focus of the research is on the 

improving students‟ vocabulary mastery through Anagram Games. By discipline, 

this research under apply English Language Teaching. By activity, this research is 

use Anagram Games in teaching vocabulary. By content, this research focuses in 

vocabulary skill, that are noun, verb, adverb and adjective. In addition, according 

to James J. Asher in his article “Children Learning Another Language: A 

Developmental Hypothesis” he explained “The number of vocabulary a student 

12-15 years old should have to 120 words”
6
. In Consequently, the researcher want 

an increased students‟ vocabulary of a number with maximum 120 words in total 

meetings through Anagram Games.The decision is take by considering the 

importance of Anagram Games as one of Cooperative Learning‟s strategies that is 

useful to improve students‟ vocabulary achievement. 

  

                                                             
6 James J. Asher. Children Learning Another Language: A Developmental Hypothesis. 1977 
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CHAPTER II 

REVIEW OF RELATED LITERATURE 

 

A. Previous Studies 

In this research, researcher found some researches there are: 

1. Richard Devara Candra Kumara, in him thesis has written under title “The 

Use of Anagrams to Improve Students’ Vocabulary Learnings Strategy in XI 

IPA 1 Class, SMA Pangudi Luhur Sedayu” is a Classroom Action Research 

at Sanata Dharma University Yogyakarta, Indonesia. From his research, He 

found the information of the studentts‟ had succesfully learning the learning 

matter. The students have been able to remember and understand the new 

vocabulary was given in terms of the spelling, meaning, pronunciation and 

part of speech of the words. It means the implementation of Anagrams in 

vocabulary learning gets a reacted positively from students
7
.  

Based on the Richard thesis above, this research has similarities and 

differences. The similarity is to use Anagram Games in teaching Vocabulary 

Mastery and the difference is the research design. Where Richard used the 

Clasroom Action Research, while the researcher used the Pre-Experiment 

method. 

2. Mirwana Siska, in her thesis has written under title “Improving Students’ 

Vocabulary Achievement by Applying Anagram Plus Flashcard in the First 

                                                             
7
Richard Devara Candra Kumara, Thesis. “The Use of Anagrams to Improve Students’ Vocabulary 

Learnings Strategy in XI IPA 1 Class, SMA Pangudi Luhur Sedayu”. Indonesia. 2016 
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Grade of MTS Persatuan Amal Bakti (PAB) 1 Helvetia”. Based on her 

research, She found an increase in vocabulary and the students interest to 

learning matter.
8
 

Based on the Mirwana thesis above, this research has similarities and 

differences. The similarity is to improving students‟ Vocabulary Mastery and 

the difference is the method. Where Mirwana used the Anagram Plus 

Flashcard , while the researcher only used Anagram Game.. 

3. Insan Bara Rosada, in her thesis has written under title “Improving 

Vocabulary Mastery  by Using Anagram Game at the First Grade Students’ 

of MTSN Karanganyar in Academic Year 2015/2016”. Based on the result, 

She found the informationAnagram Game effective in improving students‟ 

vocabulary at First Grade Students‟ of MTSN Karanganyar in Academic 

Year 2015/2016.
9
 

Based on the Insan thesis above, this research has similarities and differences. 

The similarity is to use Anagram Games in teaching Vocabulary Mastery and 

the differences are the subject of the research, and the research design. Where 

Insan used the Clasroom Action Research, while the researcher used the Pre-

Experiment method. 

  

                                                             
8
Mirwana Siska, Thesis. “Improving Students’ Vocabulary Achievement by Applying Anagram 

Plus Flashcard in the First Grade of MTS Persatuan Amal Bakti (PAB) 1 Helvetia”. 2017 
9
Insan Bara Rosada, Thesis: “Improving Students’ Vocabulary Mastery by Using Anagram Game” 

MTSN Karanganyar, Indonesia. 2016 
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4. Fanti Maria Fifah, in her thesis has written under title “The Effectiveness of 

Using Anagram Technique Toward Student’s Vocabulary Achievement of  

The Eight Grade at MTS Wahid Hasyim Setinggil- Wonodadi” Based on the 

result, She found the information Anagram Game effective in improving 

students‟ vocabulary. 

Based on the Maria thesis above, this research has similarities and 

differences. The similarity is to use Anagram Games in teaching Vocabulary 

Mastery and the difference is the subject of the research. 

Based on previous related research above, in this research has similarities and 

differences. The similarity is to use Anagram Games. The differences are method 

and subject such as Team Games Tournament, and the subject is eleventh grade of 

senior high school. The researcher found that in developing or improving 

students‟ vocabularymasterythere are many methods and those methods have their 

own advantages. So in this research, the researcher wants to conduct a pre-

experimental design in teachingvocabularymastery through Anagram at the ninth 

grade of MTS Halimahtussa‟diyahPalopo. 

 

B. Definition of Vocabulary 

Vocabulary can be defined as a collection of words in a language or that is 

used in teaching a foreign language
10

. According to Thornbury, the use of 

vocabulary in learning foreign language is very important for anyone. In this case 

                                                             
10

 Howard Jackson, an Introduction to Modern English Lexicology” 2002; 1. 
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vocabulary has an important role  in language  and learning especially when 

communicatiion with other people. 

Prepositions, adverbs and content words are examples that explain the 

relationship between vocabulary and grammar that is part of language system
11

. 

Based on the explanation above, the researcher concluded the definition of 

vocabulary is list of the words in language. 

C. Types of Vocabulary 

According to Thornbury, the Parts of speech is divided into eight (8) namely; 

nouns, pronouns, verbs, adjectives, adverbs, prepositions, conjunctions, and 

determiners
12

. Based on scope of the research, the main focus of this research is in 

teaching content words such as verbs, nouns, adverbs, and adjectives. The 

following is more explanations about them: 

1. Nouns 

Nounsare all words that show the name of a person, the name of place, or the 

name of an object or everything that is hindered
13

. 

Here are the examples of nouns:  

Mrs. Dewi is a lecturer 

The cat is a cute animal 

Computer in the laboratory are made of iron 

2. Verbs 

                                                             
11

David Nunan, Second Language Teaching and Learning. 1999. P. 101 
12

 Thornburry Scott. How to Teach Vocabulary. 2002 
13

Novia.Modern English Grammar.2008 
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Verbs are words that indicateor state an action or work that has been done, is 

being done or will be done .Verb is very important in a sentence that it 

describes the action which is done by the subject
14

. The example is:  

The boy is writing a letter. 

3. Adjectives 

Adjectives are words that used to limit the use of nouns by providing the 

nature of the nouns (Novia. Modern English Grammar. 2008). Adjective 

function is to describe a person, animal, place or thing (noun), or to tell the 

number or quantity.The example is:  

Angraeni is a tall girl. 

4. Adverbs 

Adverbs are words that are used to describe a verb, an adjective, or other 

additional words
15

. In this research, the researcher focuses on adverb of time 

and adverb of place. 

The examples are:  

We came here last night 

She went to Jakarta yesterday 

Vocabulary is list of the words in language and in general there are four main 

types of vocabulary.  

a. Reading Vocabulary  

Reading vocabulary is all the words which can identify while reading. 

                                                             
14

Ibid 
15

Ibid 
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b. Writing Vocabulary  

Writing vocabulary is all word lists that are used various forms of writing 

such as essays. 

c. Listening Vocabulary  

Listening vocabulary is all the words received when listening or 

communication. 

d. Speaking Vocabulary  

Speaking vocabulary is all the words that are used in communication. 

 

D. Teaching Vocabulary 

According to Brown“Teaching is guiding and facilitating enabling learner to 

learn, setting the conditions for learning”
16

. It means that teaching speaking is 

guiding and facilitating learn to speak, anabling learning to learn speaking, and 

setting the class condition for learning speaking. The succes of productive-skill 

(writing and speaking skill) tasks relies on the way teachers organize the activites 

and how they respond to the students works
17

. 

The teaching vocabulary  is the same of another sebject.Penny Ur said that 

process of teaching it has component for purpose of study such as the teaching 

acts of presenting and  explaining vocabulary. 

Harmer also mentions in his book with under title The Practice of English 

Language Teaching “Some of some techniques in teaching vocabularies such as 

                                                             
16

Brown, H., D. “Principles of Language Learning and Teaching (fourth edition)”. White Plains, 

New York: Longman/Pearson Education. 2000 
17

 Harmer, Jeremy. “How to Teach English”. Edinburg. Longman. 2007;7 
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realia, pictures, mime action and gesture, contrast, enumeration, explanation, and 

translation”. 

 

E. Game 

1. Definition of Game 

Game is one method that can improve students‟ abilities in terms of 

knowledge, skills, or just for fun. 

Game and activities are being introduced by many teachers in the learning 

environment to increase exciting and interactive
18

.The amuse and interest in 

games can motivate students‟ learning
19

. The benefits of the game in English 

learning are explained by Hornby in his book (Oxford Advance Learner’s 

Dictionary) “Games make learners more willing to ask questions and think 

creatively about how to use English to achieve the goal”
20

. 

Refer to sudono theory “The Game is an activity that is carried out with or 

without using a tool that generates the sense or provide information, give 

pleasure as well as give imagination of the child”
21

. The benefits of the game 

are also explained by Lewis and Leroad in Sudono“a fun activity that has 

rules and attended by students‟, individuals and goups that compete and 

interact to achieve a certain goal”
22

. That means if learning objectives are 

achieved, it is achieved the goal also. 

                                                             
18

Rahmawati Jufri, „“The Use of Snake and Ladder Board Game to Improve Students’ Speaking 

Ability of the Tenth Grade at SMKN 1 Palopo”’ State Islamic Institute of Palopo, 2019. 
19

 Ibid 
20

Hornby.Oxford Advanced Learner’s Dictionary, Oxford University Press. 2006 
21

 Anggani Sudono, Sumber Belajar dan Alat Permainan. Jakarta: Grasindo. 2000 
22

Ibid 
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Compatible with the means of Heinich and Molenda is “a game is an activity 

in which the participans follow prescribed rules that a differ from those of the 

real life as they strives to attain a challenging goal”
23

. 

Based on the explanation experts above the researcher concluded game is an 

activity that give motivation and interested to students in learning process,because 

game will increase concentration and students will more active in learning. 

2. Advantages of games  

According to Tedjasaputra, he explain the advantage of gamefor a child‟s 

cognitive development is defined as broad knowledge, reason, creativity, 

language abilities, and memory. He addition, it can be described to ten of 

advantage, that are:Increase motivation, fair competition, strategy simulator, 

improve communication with peers, reduce students‟ stress levels, improve 

student‟s memory, training team work, quick response, riendly and fun, and 

increase  knowledge
24

. 

 

 

F. Anagram 

1. Definition of Anagram 

Anagram is from Latin language, Anagramma meaning new letters. In Greek 

is known as anagrammatismos with similar arrhythms, it is ana meaning new 

and gramm meaning letters. In mystery novels or in conspiracies, anagrams 

are often used as 

                                                             
23

Heinrich R. Molenda M. Russel J. B. & Smalide.Instructional media and Technologies for 

learning(7th ed). New Jersey. 2002 
24

Mayke S. Tedja Saputra, Bermain, Mainan, dan Permainan, Jakarta, PT Grasindo. 2001 
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 a code or a secret word they are hidden to find. Almost every word is an 

anagram.
25

 

According from The World Book Dictionary  “Anagram is a word or phrase 

formed from another by transporing or rearranging the letter”
26

. Webster‟s 

School Dictionary Meanwhile “Anagram is a word or phrase made out of 

another by changing the other of the letters”
27

. Meanwhile, according to John 

M. Echols and Hassan Shadily anagram means “exchange of letters in words 

so that  the word has another meaning of the word before”
28

. 

Anagram game isa type of game that use word, were we are required to 

rearranging the randomize letters of a word or phrase to correct words for 

example rawte can be rearranged into water. 

Anagram was  first introduced by Lycophron, He is a Greek poet on the 

middle ages in Europe, which using pen and paper as his basic tools. In 

addition, Hiroyuki Lida, Suwanviwatana and Jean Christope Terrillon 

explained in their book “An anagram game is the development of scrabble 

games”
29

. 

The benefits of Anagram game is explained by Ahdian in his thesis “By using 

this technique, the students will not be bored because this technique is 

appropriate to their characteristics which is they incline more interested to 

play, meanwhile anagram technique is atype of word play. Many words will 

                                                             
25

https://www.kamusq.com/2013/11/anagram-adalah-pengertian-dan-definisi.html?m=1 

26
World Book Dictionary (2006) 

27
Webster’s New Collegiate Dictionary Hardcover. January 1, 1980 

28
 John M. Echols dan Hassan Shadily, Kamus Inggris Indonesia An English-Indonesia 

Dictionary.Jakarta : PT. Gramedia. 2003; 28 
29 Hiroyuki Lida, Suwanviwatana, Jean Christope Terrillon. Games and Learning Alliance. 2016 

https://www.kamusq.com/2013/11/anagram-adalah-pengertian-dan-definisi.html?m=1
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be got through this technique. Automatically, this technique will increase 

students‟ vocabulary” 
30

. In addition, this technique also involves students in 

class activities that are fun and beneficial so that they can improve their 

vocabulary mastery. 

Based on the explanation of anagram above, the researcher concleded the 

definition of anagram is a word game where we try to make some words that 

correct and have meaning from the random letters. 

2. Teaching Vocabulary Using Anagram 

The difference of children learn with adults is explain by Harmer “In 

learning, young children more difficult to study because their mood tend to 

change every other minutes. But on the other hand they have more motivation 

to learn than adult. So the teacher should be more creative in selecting 

activities in learning process. Furthermore, the teacher should provide a great 

variety of interesting activity and exercise”
31

. Using Anagram game in 

learning English especially teaching vocabulary can help students‟ more 

easily recognize new words. 

The rules of Anagram Game have been explained Insan Bara Rosada in her 

thesis as follows: 

a. Students are divided into 4 groups where each group consists of six until 

ten students. 

b. Student gets some words from teacher consists of 4-6 letters. 
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Ahdian Rosadi, "The Effectiveness of Anagram Technique in Teaching Vocabulary", Voices of 

English Language Education Society, 1.1 (2017), 
31

 JeremyHarmer, The Practice of English Language Teaching. 2002 
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c. Student must make some new words by arrange the letters that where 

randomized. 

d. Student uses all the letters to form a 1 or 2, even some new words. 

Example: 

1) P-H-C-M-A : champ, chap, cap, camp, map, ham. 

2) L-A-E-T  : late, tea, tale, lea. 

3) T-S-A-M-R : smart, mart, mar, mars, sat, mat, rat, ram, star. 

4) R-E-C-O-S : score, rose, core. 

5) O-U-H-E-S : house, shoe,  

e. Group with a most new word is the winner. 

There are three criteria, or rules, that must be met in order to classify 

something as an Anagram: 

1) The letters of a word or phrase must be re-arranged. 

2) A new expression must be created. 

3) The letter of the original must be used in the new expression.   

 

3. Advantages of Anagram 

The explanation about Anagram game contained in a thesis by Maimunnah 

Bachtiar
32

. He explained “In apply a technique for teaching there is always an 

advantage and a disadvantage. We cannot say that one technique is the best 

overall, because it depends on the learners that we teach. What we should 

look carefully is whether or not a technique suitable for the learners. Kumara 
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stated that Anagram is considered as an effective, enjoyable and interesting 

way to teach vocabulary because it can give the students enjoyment or 

challenge in studying language and encourage them to look carefully at 

words, students can practice to form other words from the given clues, match 

words with definition, provide spelling practice, show the students how the 

letters of many words can be manipulated to form other words, emphasize the 

importance of letter position in relation to word meaning”. 

 

4. Disadvantages of Anagram 

Besides having advantages, anagram games also have disadvantages. The 

first, Anagram game can make the class will be noisy because it  is student-

centered which make all the students get involved. The second, Anagram 

game cannot find a new word form except from word itself, and it limit 

teacher expectation. The third, this technique must be use a dictionary for 

beginner, it is cannot find another word form without dictionary
33

. An 

activity which is chosen by the teacher will have its advantages and 

disadvantages. Since Anagram technique has many advantages than 

disadvantages. Therefore, before applying Anagram technique, it is a need for 

the teacher to adjust with the topic. 
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G. Theoritical Framework  

Anagram game in teaching vocabulary canmotivate, interested, and make the 

students fun in learning vocabulary English,that is effective the effectiveness of 

Anagram Games in teaching vocabulary mastery at the eleventh grade students of 

MTS Halimahtussa‟diyah Palopo. The effectiveness can be seen when the 

students‟ use the Anagram game in teaching learning process. In addition the 

students can become active and brave when they suggest coming front of the class 

to spell the word and get the meaning.Wherefore, Anagram game is technique that 

was very interested and motivated the students to learn vocabulary mastery.  

The goal of this research isthe researcher will research ways to implement 

Anagram games to in teaching vocabulary effectively. 

 

 

   

 

    

  

 

  

 

    

 

Vocabulary 

Anagram Game 

Students’ Vocabulary Development 

ADVANTAGE 

Effective, enjoyable 
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H. Hypothesis 

In this research, the researcher proposes the following hypothesis: 

1. Alternative Hypothesis (H0): The Use of Anagram game is Ineffective to 

improve students‟ vocabulary Ninth Grade Students of MTS 

Halimahtussa‟diyahPalopo. 

2. Null Hypothesis (H1): The Use of Anagram game is Effective to improve 

students‟ vocabulary Ninth Grade Students of MTS Halimahtussa‟diyah 

Palopo.  
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CHAPTER III 

RESEARCH METHODOLOGY 

In this chapter discusses about the research methodology. Forth, the 

researcher devides it into six parts of discussion. Those are the research method, 

design of the research, setting and subject of the research, data source, procedure 

of the research, instrument of collecting data, technique of data analysis. 

A. Research Design 

In this research, the researcher was used a pre-experimental designs the 

methodology for the research in the form of one-group pretest-posttest  design 

with quantitative approach. The purpose of this method is to assist the students‟ of 

ninth grade of MTS Halimahtussa‟diyah Palopo in learning vocabulary mastery 

by using Anagram Games. The researcher use this Pre-experimental because in 

pre-observation, the researcher found some lack and problems during teaching and 

learning process of vocabulary. Furthermore, the researcher want to  investigate 

the effectiveness of using Anagram games in teaching vocabulary.  

Kothari explains that there is no control of extraneous variables which means 

that this research does not use a control group because this research only used one 

class of the subject research and use total sampling. This kind of design compares 

the students‟ learning achievement before and after the treatment through the pre-

test and post-test results. The design of this research was described as follows:
34
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O1   O2 

 

 

O1: Pre-test 

X : Treatment  

O2: Post-test  

The research begin from pre-observation with surveying and identifying 

classroom problems. A classroom problems pointing to the classroom practice 

that will be improved to result in better learning achievements of the students.  

Based on the result of observation that is done by the researcher, some 

students are still lack of vocabulary. Therefore the design of this research refers to 

investigate the effectiveness of using Anagram games in teaching vocabulary. The 

researcher hope that with him planning, students can mastering about vocabulary 

mastery. 

The researcher make a planning with him collaborator about the strategy on 

vocabulary learning, and the researcher was focus on pre-experimental in teaching 

vocabulary by using Anagram Games. 

 

 

B. Research Variable 

The variable of this research object that becomes view point. There were two 

variables in this research, they are: 

1. Independent Variable 
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The independent variable is Anagram game, which is the teaching aid that 

helped the students to improve their English, especially in vocabulary. 

2. Dependent Variable 

The dependent variable was the students‟ vocabulary. This research show that 

Anagram Game is effective the students‟ vocabulary mastery or not. 

 

C. Population and Sample 

The population of this research is the the ninth grade of MTS 

Halimahtussa‟diyah Palopo. The ninthgrade consisits of 10 students that are eight 

students are boys and twogirls. The term sampling used was total sampling, which 

is the population is the sample. The reason for choose the subject because the 

students are has lack of vocabulary so it is make difficulties to understanding 

English learning and the Corona Virus (COVID-19) pandemic is hindering. So, in 

observations the researcher only found MTS Halimahtussa'diyah who carried out 

the face-to-face learning process with a maximum 10 of students. 

 

D. Research Instrument 

The research instrument of this researchis vocabulary test. The purpose of 

using test is to know whether students are affected or not in teaching English 

vocabulary by using anagram game. The test would give through pre-test and 

post-test. The pre-test was used to know the previous students‟ knowledge of 

vocabulary before accept treatment which consists of 27 numbers, with 79 

vocabularies. The form of pre-test is to translate the words of all the material, 
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arrange the words using scrabbles, and arrange several words using anagram 

games. 

While the post-test was used to measure the students‟ vocabulary mastery 

after accept the Anagram treatments.The form of pre-test is to translate the words 

of all the material, arrange the words using scrabbles, and arrange several words 

using anagram (the same questions as the pre-test). The test was vocabulary which 

consists of 27 numbers, with 133 vocabularies. And the time duration for the pre-

test and post-test was 90 minutes. 

 

E. Procedure of Collecting Data 

There were three steps in collecting the data, they are: 

1. Pre-test 

The researcher will give the pre-test to the experimental class before giving 

the treatment. Then the students translated the vocabulary test which consist 

27 numbers with 79 vocabularies in 90 minutes. The aim of pre-test is going 

to know the previous students‟ knowledge of vocabulary before accept 

treatment. 

 

2. Treatment  

The researcher will give the treatment to the students through Anagram game 

after giving the pre-test. The material is different for each meeting. The 

materials were school, human qualities, daily activity, and place. The 

treatment was divided into four steps. The first step, the researcher will give 
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the topic in the whiteboard, the researcher asked the students to mention 

vocabulary related to the topic. In the second step, the researcher pronounced 

the words one by one and students repeated the words, then the researcher 

corrected some students‟ mistakes, and finally, the researcher explained how 

to play Anagram Game. There were eight meetings. The steps were: 

a. The First Meeting 

1) The teacher gave the students the topic “school“. 

2) The teacher tells the students how to translate the word   

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Pre-Test. The number of vocabularies about noun related to 

the topic is 55 vocabularies.however, researchers still use other 

vocabulary as a distraction 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game 

7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students  

8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic 

9) The teacher give some words consists of 4-10 letters to students 
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10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example:  

P-H-C-M-A : champ, chap, cap, camp, map, ham. 

12) Group with find most new word is the winner 

 

b. Second Meeting 

1) The teacher gave the students the topic “school“(advanced). 

2) The teacher tells the students how to translate the word  . 

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Post-Test. The number of vocabularies about noun related to 

the topic is 82 vocabularies.however, researcher still use other 

vocabulary as a distraction. 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game 

7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students. 

8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic. 
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9) The teacher give some words consists of 4-10 letters to students 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example:  

R-A-E-E-C-T-H = teacher, teach, cheater, hectare, reteach, chat, 

heat, care, eat, earth, heart, react, he, three. 

12) Group with find most new word is the winner. 

 

c. The Third Meeting 

1) The teacher gave the students the topic “human qualities“. 

2) The teacher tells the students how to translate the word. 

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Pre-Test. The number of vocabularies about adjective related 

to the topic is 12 vocabularies. However, the researchers still use other 

vocabulary as a distraction. 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game 

7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students . 
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8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic. 

9) The teacher give some words consists of 4-10 letters to students. 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example: 

M-S-A-T-R = smart, mart, art, mars, arm. 

12) Group with find most new word is the winner 

 

d. The Fourth Meeting 

1) The teacher gave the students the topic “human qualities“(advanced). 

2) The teacher tells the students how to translate the word   

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Post-Test. The number of vocabularies about adjective 

related to the topic is 9 vocabularies. However, the researchers still 

use other vocabulary as a distraction. 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game 
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7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students  

8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic 

9) The teacher give some words consists of 4-10 letters to students 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example: 

12) Group with find most new word is the winner 

 

e. The Fifth Meeting 

1) The teacher gave the students the topic “daily activity“. 

2) The teacher tells the students how to translate the word   

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Pre-Test. The number of vocabularies about adjective related 

to the topic is 11 vocabularies. However, the researchers still use other 

vocabulary as a distraction 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game 
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7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students  

8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic 

9) The teacher give some words consists of 4-10 letters to students 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example: 

12) T-D-N-E-E-L-G-I = deligent, deleting, delet, gentle, legend, 

edite, elit, intel, need. 

13) Group with find most new word is the winner 

 

f. The Sixth Meeting 

1) The teacher gave the students the topic “daily activity“(advanced). 

2) The teacher tells the students how to translate the word   

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Post-Test. The number of vocabularies about adjectiverelated 

to the topic is 29 vocabularies. However, the researchers still use other 

vocabulary as a distraction 
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5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game. 

7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students. 

8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic. 

9) The teacher give some words consists of 4-10 letters to students. 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example:  

H-T-E-E-R-C-A = teacher, teach, cheat, cheater, create, acer, chart, 

three, there, cat, car, care, each, heat, hate, here, race, rate. 

14) Group with find most new word is the winner. 

 

g. The Seventh Meeting 

1) The teacher gave the students the topic “place“. 

2) The teacher tells the students how to translate the word.   

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 

4) In this meeting, the researcher focused to use of vocabulary taken 

from the Pre-Test. The number of vocabularies about adverb related to 
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the topic is 4 vocabularies. However, the researchers still use other 

vocabulary as a distraction. 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game. 

7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students. 

8) the teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic. 

9) The teacher give some words consists of 4-10 letters to students. 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example:  

T-O-O-O-S-B-R-K-E = bookstore, book, store, stook, robot, 

booster, root, rose. 

12) Group with find most new word is the winner. 

 

h. The Seventh Meeting 

1) The teacher gave the students the topic “place“(advanced). 

2) The teacher tells the students how to translate the word. 

3) The teacher give chance to students in front of class to translate the 

word related with the topic. 
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4) In this meeting, the researcher focused to use of vocabulary taken 

from the Post-Test. The number of vocabularies about adverb related 

to the topic is 10 vocabularies. However, the researchers still use other 

vocabulary as a distraction. 

5) The teacher tells the students that they will use anagram game as a 

method of learning vocabulary. 

6) The teacher tells the students how to playing anagram game. 

7) Teachers divide students into some groups randomly and each group 

consist of 5-7 students. 

8) The teacher give instruction to all of the groups to find some 

vocabularies in random anagram related about the topic. 

9) The teacher give some words consists of 4-10 letters to students. 

10) The teacher asks the students‟ rearrange the letters that are 

randomized some words that have meaning. 

11) Student uses all the letters to form 1or 2, even some new words. 

Example:  

M-S-A-U-R-P-K-E-E-R-T = supermarket, super, market, make, sure, 

put, pure, mute, mart. 

12) Group with find most new word is the winner. 

 

3. Post-test 

The researcher will give the post-test to the experimental class after giving 

the treatment. Then the students translated the vocabulary test which consist 
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50 numberswith 133 vocabularies in 90 minutes, the test items in the post-test 

are almost same between pre-test. The aim of post-test is going to know the 

previous students‟ knowledge of vocabulary after accept treatment. 

 

F. Instrument of Collecting Data 

In this research,the researcher will useTestinstruments to know the students‟ 

vocabulary mastery. 

1. Test  

In this research, the researcher conducts two kind of essay tests, namely pre-

test and post-test. Where the pre-test will be given before do the treatment 

was 27 numbers with 79 vocabularies, and post-test will be given after the 

treatment was 27 numbers with 133 vocabularies. 

G. Validity Instrument Test 

According to Ghozali, 2006. He explained “The validation test is used to 

measure whether a test is valid or not. The validation test is calculated by 

comparing the calculated r value with the r table value. If T count > T table with a 

significance level of 0.05 then the questions in the test are declared valid”. In this 

study, the researcher used an instrument to obtain data was a test. If an invalid 

component is found in the validation test, it can be said that the component is 

inconsistent with other components to support a concept. In addition, Sugiyono 

stated that "validity testing is carried out in several steps, including: 

1. Define operationally the concept to be measured. 

2. Conducting a measurement scale trial using respondents. 
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3. Prepare the answer table 

4. Calculating correlation”
35

 

In this study, the researcher conducted a validation test on the research 

instrument by making a validation sheet containing several aspects observed by 

the observer or validator. The researcher conducted a validation test on the 

English teacher at Mts Halimatussa'diyah Palopo named Nurwati, S. Pd to 

measure whether the research instrument used was valid or not. 

 

H. Technique of Analyzing Data 

To analyses the data of the research, the researcher will use quantitative as 

approaches.The quantitative data analysis was used to know the student‟s 

achievement in vocabulary after using anagram technique in teaching vocabulary. 

The researcher conducted test to the student before and after they were taught by 

using anagram Game. Here the researcher use t-test formula to analyze the data to 

know the students test result which are conducted before and after using anagram 

technique. Consequently, in this case the researcher calculates the t-test using 

SPSS 20.0 program.  

The data collected through the test was analysed by using the following steps: 

1. Analysing the raw data of pre-test and post-test. Each of the students` correct 

answers got 1 and the wrong answer got 0.  

2. Raw scores were converted to a set of score maximum of 100, using the 

following formula: 

                                                             
35 Imam Ghozali. Aplikasi Analisis Multivariate dengan Program SPSS. Semarang; 2006. 
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Score = 
                                    

               
      

3. Classifying the score of the students into the following score classification 

a. The score 90-100 as excellent classification 

b. The score 80-89  as good classification 

c. The score 70-79 as adequate classification 

d. The score 60-69  as inadequate classification 

e. The score below 60 as failing classification.
36

 

4. Calculating the mean score and standard deviation between vocabulary 

achievements of the experimental class by using SPSS 20 for windows 

evaluation
37

. 

I. Hypothesis Testing 

The hypothesis of this research was as follows:  

1. If T-Test score is bigger than T-table, null hypothesis (Ho) is rejected. It 

means that there is any difference score to second grade before using mind 

mapping technique and after using mind mapping technique. The difference 

is significant.  

2. If T-Test score is smaller than T-table, the null hypothesis (Ho) is accepted. It 

means that there is no different score to second grade before using mind 

mapping technique and after using mind mapping technique. The difference 

is not significant. 

                                                             
36

H. Douglas Brown, "Language Assessment Principles and Classroom Practice, Pearson 

Longman"(California: Pearson Longman, 2003). 
37

H. Douglas Brown, "Language Assessment Principles and Classroom Practice, Pearson 

Longman"(California: Pearson Longman, 2003). 
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CHAPTER IV 

RESEARCH FINDING AND DISCUSSION 

 

In this chapter discusses about the research finding and discussion. Forth, the 

researcher devides the research finding into two parts of discussion. Those are 

data presentation and data analyzing. 

A. Finding 

There are two sections in this parts, the first section is about the use of the 

Anagram Games in TeachingVocabulary Mastery at the Ninth Grade Students of 

MTS Halimahtussa‟diyah Palopo by showing the result of data that analyzed 

statically and tabulating of data. It comprised of the students score in pre-test and 

post-test, classification percentage of students score in pre-test and post-test, the 

mean score and standard deviation of students pre-test and post-test. The second is 

about the implementation of the Anagram Games in TeachingVocabulary Mastery 

at the Ninth Grade Students of MTS Halimahtussa‟diyah Palopo. 

1. Data Presentation 

In this chapter, the purpose of the researcher is to know the Effectiveness of 

Anagram Games in TeachingVocabulary Mastery at the Ninth Grade 

Students of MTS Halimahtussa‟diyah Palopo in Academic Year 2020/2021. 

The researcher conducted pre-test and post-test involves IX (ninth) grade that 

consist of 10 students. So, the researcher uses a total sampling where same 

number of samples as population (Sugiyono, 2007), the reason to choose 
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thistotal sampling because the number of population less than 100 entire 

populations. 

a. The Analysis Students` Vocabulary Score in Pretest and Posttest.  

1) Students’ Pre-Test Score. 

The pre-test was conducted in order to measure the students‟ 

vocabulary before giving a treatment by using Anagram Games. The 

researcher shows the complete score of students‟ vocabulary test 

(student correct answer) in a pre-test, the mean score and standard 

deviation of students, and the rate percentage of students‟ vocabulary 

test scores in the pre-test. The researcher presents the data in the 

tables and calculates the score by used SPSS 20 program and MS. 

Excel. Then, the researcher shows the students‟ complete score. 

a) The Tabulation of Students’ Score in the Pretest. 

 Table 4.1 The score of students‟ vocabulary in Pre-Test. 

 

 Respondent             Correct Answer               Score 

 

  R1    37      46.83 

   

  R2    36      45.56 

  R3    21      26.58  

  R4    48      60.75 

  R5    36      45.56 

  R6    22      27.84 

  R7    32      40.50 

  R8    53      67.08 
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  R9    42      53.16 

  R10    24      30.37 

      351/790  44.43 

Table 4.1 shows that the lowest score was 10 there was 2 students got it 

besides, the highest score was 67.08 there was 1 student got it 

. 

 Table 4.2The classification score of students‟ vocabulary in Pre-Test. 

CLASSIFICATION VOCABULARIES OF PRE-TEST 

NO RESPONDENT 
SCORE 

TOTAL MEAN 

1 R1 36 45.569 

2 R2 37 46.835 

3 R3 21 26.582 

4 R4 48 60.759 

5 R5 36 45.569 

6 R6 22 27.8481 

7 R7 32 40.506 

8 R8 53 67.088 

9 R9 42 53.164 

10 R10 24 30.379 

 
TOTAL 351 444.30 

 

 Based on table 4.2 above, it shows that the average vocabulary mastery of 

students before being given treatment (44.4303) is at the Failing / Below 60 level. 

b) The Rate Percentage of the Students’ Pretest. 

Table 4.3The Rate Percentages Score of the Students` correct 

Answer in Pre-test. 



61 
 

The table above shows there were0 (0%) students‟ got an excellent score, 

0 (0%) students‟ got a good score, 0 (0%) students‟ got adequate score, 2 (20%) 

student‟s got inadequate score, 8 (80%) students‟ got failing score and there was 

not students‟ got excellent score. 

c) The Mean Score and Standard Deviation of the Students’ Pretest. 

Table 4.4The mean score of students‟ correct answer in the pre-test 

Statistics 

PRE TEST 

N 
Valid 10 

Missing 0 

Mean 44.4304 

Std. Error of Mean 4.30897 

Median 45.5696 

Mode 45.57 

Std. Deviation 13.62614 

Minimum 26.58 

Maximum 67.09 

Sum 444.30 

 

Classification              Score                    Frequency         Percentage 

Excellent                      90-100                           -                        0% 

Good                            80-89                             -                         0% 

Adequate                      70-79                             -                         0% 

Inadequate                    60-69                             2                       20% 

Failing                        Below 60                         8                       80% 

Total                                                                   10                     100% 
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Descriptive Statistics 

                              N           Minimum            Maximum           Mean              Std. Deviation 

Pretest                   10              26.58                 67.08                  44.43                   13.626 

Valid N (listwise)    10 

 

From the table 4.4, it showed that the highest score of students was 

67.08 and the lowest score was 26.58. Besides, it also indicates that the 

mean score of students‟ pre-test was44.43 and the standard deviation was 

13.626. 

 

2) Students’ Post-test Score. 

In this section, the researcher shows the complete score of students‟ 

vocabulary test (student correct answer) in post-test, the mean score and 

standard deviation of students, and the rate percentage of students‟ 

vocabularies test scores in the post-test. The researcher presents the data in 

the tables and calculates the score by using SPSS 20 program. Then, the 

researcher shows the students‟ complete score vocabulary test in post-test. 

a) The Tabulation of Students’ Score in the Post-test. 

Table 4.5The score of students‟ vocabulary in Post-Test. 

     Respondent                       Correct Answer                             Score 

R1                                              91                                              68.42 
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R2                                             109                                             81.95 

R3                                              81                                              60.90 

R4                                             95                                               71.42 

R5                                             99                                               74.43 

R6                                             81                                               60.90 

R7                                             129                                             96.99 

R8                                             131                                             98.49 

R9                                             89                                               66.91 

R10                                           83                                               62.40 

 

988/1330   74.28 

Table 4.5 shows that the lowest score was 60.90 there were 2 students 

who got it. Besides that, the highest score was 98.49 there were 1 student 

got it. 

Table 4.6The classification score of students‟ vocabulary in Post-Test. 

CLASSIFICATION VOCABULARIES OF POST-TEST 

NO RESPONDENT 
SCORE 

TOTAL MEAN 

1 R1 91 68.421 

2 R2 109 81.954 

3 R3 81 60.902 

4 R4 95 71.428 

5 R5 99 74.436 

6 R6. 81 60.902 

7 R7 129 96.992 

8 R8 131 98.496 

9 R9 89 66.917 

10 R10 83 62.406 

  TOTAL 988 742.857 
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Based on table 4.6 above, it shows that the average vocabulary mastery of 

students before being given treatment (74.2857) is at the Adequate. 

 

 

5) The Rate Percentage of the Students’ Posttest. 

Table 4.7 The Rate Percentage Score of the Students’ Post-Test 

Classification             Score                Frequency                    Percentage 

Excellent                   90-100                     2                                 20% 

Good                          80-89                      1                                 10% 

Adequate                   70-79                       2                                 20% 

Inadequate                 60-69                       5                                 50% 

Failing                     Below 60                     -                                 0% 

 Total                                                           10                             100% 

 

The table 4.7 indicates that students score in the frequency of post-test. It 

shows that there were 2 of the students (20%) who got Excellent and there 

was 1 (10%) students got good. The other showed that there were 2 students 

(20%) who got Adequate. It also shows that there were 4 students (40%) 

who got Inadequate. There was none student (0%) who got failing.   

 

 

 

 



65 
 

6) The Mean Score and Standard Deviation of the Students’ Posttest 

Table 4.8 The Mean Score and Standard Deviation of Students‟ Post Test. 

 

Statistics 

POST TEST 

N 
Valid 10 

Missing 0 

Mean 74.2823 

Std. Error of Mean 4.41814 

Median 69.9205 

Mode 60.90 

Std. Deviation 13.97137 

Minimum 60.90 

Maximum 98.49 

Sum 742.84 

 

From the table 4.8, it showed that the highest score of the students was 

98.49 and the lowest score was 60.90. Besides, it also indicates that the 

mean score of students in post-test was 74.2823and the standard deviation 

was 13.97137. 

7) The Mean Score and Standard Deviation of Pre-test and Post-test 

Table 4.9 The mean score of the students‟ pre-test and post-test 

 

Paired Samples Statistics 

 Mean N Std. Deviation Std. Error Mean 

Pair 1 
PRE TEST 44.4304 10 13.62614 4.30897 

POST TEST 74.2810 10 13.97116 4.41807 

 

The table 4.9 showed the mean score of the students‟ pre-test was 

44.4304 and the mean score of the post-test was 74.2810. The standard 

deviation of the pre-test was 13.62614and the standard deviation of post-test 



66 
 

was 13.97116. The standard error mean of pre-test was 4.30897 and 

thestandard error mean of post-test was 4.41807. It means the use of the 

Anagram Games in TeachingVocabulary Mastery at the Ninth Grade 

Students of MTS Halimahtussa‟diyah Palopo was improved the students‟ 

vocabulary mastery. 

8) The Paired Samples Test of Pre-test and Post-test Table 

Table 4.1.1The paired sample test of pre-test and post-test 

Paired Samples Test 

 Paired Differences T df Sig. (2-

tailed) Mean Std. 

Deviatio

n 

Std. 

Error 

Mean 

95% Confidence 

Interval of the 

Difference 

Lower Upper 

Pai

r 1 

PRE TEST - 

POST TEST 

-

29.85

062 

12.8505

0 
4.06368 

-

39.0433

1 

-

20.6579

3 

-

7.346 
9 .000 

 

The hypothesis was given by using SPSS 20. In this case, the writer used t-

test (testing of significance) for paired sample t-test, which is a test to know the 

significantt difference between the result of students‟ mean scores in pre-test and 

post-test. Based on the table above, where the significant data (2-tailed) is <0.05, 

t0 (count) = 7.346 and the Degree Freedom (df) = 9, According to Gray the value of 

tt = 2.262
38

. Based on the result, t0 (count) was higher than ttable (ttable), t0>tt. 

  

 

                                                             
38

 Dr. Geoffrey Gray, Education Research 

7.346 > 2.262 
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Related to the research result that (t0>tt) the tcount was higher than ttable. It was 

concluded that there was significant and improvement different in teaching 

Vocabulary before and after using the Anagram Game method. Because of that, 

the researcher believes that using Anagram Game was effective in improving 

students‟ vocabulary at the ninth of MTS Halimatussa‟diyah Palopo. 

9) The Probability Value of T-test of the Students’ Achievement 

Table 4.1.2 The Probability Value of t-test of the Students‟ Achievement 

Variable                                       P-Value                               (α) 

 X2 – X1                                             0.00                                   0.05 

 

Assuming that the level of significance (α) = 0.05, the only thing 

which is needed; the degree of freedom (df) = N – 1, where df = 9, then the 

t-test is presented in the following table above. 

CLASSIFICATION VOCABULARIES OF STUDENT'S WORK SHEET 

R
ESP

O
N

D
EN

 

PRE- TEST SCORE POST TEST SCORE 

N
O

U
N

 

V
ER

B
 

A
D

J 

A
D

V
 

TO
TA

L 

M
EA

N
 

N
O

U
N

 

V
ER

B
 

A
D

J 

A
D

V
 

TO
TA

L 

M
EA

N
 

R1 22 7 3 4 36 
45.5

7 
58 17 5 11 91 

68.4

2 

R2 22 7 3 5 37 46.8 68 23 7 11 109 81.9
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Table 4.1.3 The Classification Vocabularies of Student‟s Worksheet  

From the table above, we can see that the data is divided into 2 parts, 

namely pre-test data and post-test data. In the pre-test data we can see that; 

The total average (mean) is 44.43, the minimum mean value of respondents 

was obtained by R3 (26.58), the mean value of the maximum respondent was 

obtained by R8 (67.09), the mean value of the minimum vocabulary type was 

in the adjective type (35.55), the mean value of the maximal vocabulary type 

was in the adverb type (87.14). Meanwhile, in the Post test data we can see 

that; The total average (mean) was 74.28, the minimum mean value of 

respondents was obtained by R3 and R6 (60.90), the mean value of the 

maximum respondent was obtained by R8 (98.50), the mean value of the 

minimum vocabulary type was in the adjective type (48.33), the mean value 

of the type Maximum vocabulary was in the adverb type (92.00). 

3 5 

R3 14 1 2 4 21 
26.5
8 

51 18 5 7 81 
60.9
0 

R4 26 9 3 10 48 
60.7
6 

58 22 7 8 95 
71.4
3 

R5 22 7 3 4 36 
45.5
7 

63 18 8 10 99 
74.4
3 

R6 15 1 2 4 22 
27.8
4 

51 18 5 7 81 
60.9
0 

R7 20 3 4 5 32 
40.5
1 

89 23 6 11 129 
97.0
0 

R8 29 8 5 11 53 
67.0
9 

87 31 5 8 131 
98.5
0 

R9 21 5 5 11 42 
53.1
6 

53 20 5 11 89 
66.9
2 

R10 
16 3 2 3 24 

30.3
8 

52 18 5 8 83 
62.4
1 

TO
TA

L 

207 51 32 61 351 
44.4
3 

630 208 58 92 988 
74.2
8 

M
EA

N
 

39.8
1 

46.3
6 

35.5
5 

87.1
4 

44.43 
76.8
3 

71.7
2 

48.3
3 

92 74.28 
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In addition, from the explanation in the previous paragraph we can see 

that; The difference between the total mean Pre-test and Post test was 29.85, 

the lowest mean difference obtained by respondents was at R4 (10.67), the 

highest mean difference obtained by respondents was at R7 (56.49), the 

difference in the mean value of the lowest vocabulary type was in the 

adjective type (4.86), the highest mean value for vocabulary type was adverb 

(37.02). 

 

B. Discussion 

In the process of collecting data, the researcher found some problem in the 

class after did observation and given vocabulary test to the students such as: 

 The students is difficult to understand the subject matery, because they do 

not know the meaning of the words 

 Some students are lazy to memorize the vocabulary, because the methods 

used are varied and make the students boring. 

Based on the researcher that had been conducted during the researcher did 

him research in teaching vocabulary by Anagram Games. The students could be 

motivated and enthusiastic in the learning process. The student felt easy to 

memorize the words was given by researcher. 

In this section, researcher will explain the general process of collecting data 

of pre-test and post-test, the different of the test, the treatment of each meeting, 

the process of valuing score at each meeting and analysis of the data to know 

about significantly improve the students‟ vocabulary ability. 

In collecting data, the researcher did some procedures, the procedures as 

follow: some tests were conducted to collect the data such as pre-test and post-
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test. Students were given a pre-test to determine their vocabulary. Then, they were 

given treatment as a vocabulary learning process through Anagram game. The 

researcher gave treatments. The researcher had done eight times of treatments. 

The topics were place, school, daily activity, and human qualities. Then, post-test, 

the researcher gave a different vocabulary but the form in the test as in pretest, the 

post-test was done after giving five treatments to the students, it was done to get 

students score in post-test and to know the student‟s vocabulary improvement. 

The student enjoyed while learning through playing the game. And the obstacles 

in the classroom it was difficult to organize the students to start the game. 

Based on the result of the findings, there are differences between pre-test and 

post-test. The students‟ score in post-test is higher than their score in pre-test. It 

means that there is improvement of students‟ score from pre-test and post-test 

after they learn vocabulary through run to the board game. For example, one of 

the respondent (The 3
rd 

respondent) in the pre-test. The pre-test consist of 27 

questions. The total score of 3
rd

 respondent in the pre-test is 26.58. While in the 

post-test, the 3
rd

 respondent‟s total score was 91.34. The description of the data in 

findings showed that there is a significant improvement of students‟ ability in 

vocabulary. 

In addition, based on table 4.4 we can see that there were 3 respondents who 

obtained scores score almost reaches the maximum score maximum (133), they 

are R2 got 109 correct answers, R7 got 129 correct answers and R8 got 131 

correct answers. This happened because the three respondents were very 

enthusiastic and focused when the researcher delivered material using the 
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Anagram Game method. This can be seen from student interest and achievement 

of learning outcomes (post-test).However, in addition to data regarding student 

achievement that exceeds the target. It turns out that there are also 3 respondents 

who get a score in the Inadequate category, which means that their score is in the 

range of 60-70, namely Respondent 3 who gets 68.26 scores, Respondent 6 who 

gets 68.26 scores and Respondent 10 who gets 60.57 scores. This happened 

because during the learning process, the 3 respondents paid less attention to the 

methods and materials provided by the researcher. 

Based on the analysis of the data, there are significantly improve the students‟ 

vocabulary ability. The use of the game in improving students‟ vocabulary is 

effective, according to C. Riedle (2008) emphasizes the advantage of the game in 

improving students‟ achievement in vocabulary. Graves (2013) stated that using 

board race game can develop domains of words and the student easy to practice 

the words. And according to Insan Bara Rosada stated that anagram game can 

improve the students‟ vocabulary mastery, because anagram game is a fun way for 

students to practice their English while enjoying some competition. In this 

research prove that the vocabulary mastery of students‟ of Mts 

Halimahtussa‟diyah Palopo is improving by using anagramgame as strategy in 

learning process. 

Therefore, the result of the T-test null hypothesis (H0) is refused and the 

alternative hypothesis (H1) is accepted. It means that the treatments had used 

anagramgame in teaching students vocabulary, so alternative hypothesis (H1) is 

accepted. It means that there was a significant difference between pre-test and 
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post-test in teaching students vocabulary through anagramgame. It can be seen 

that the mean of the post-test is higher than the mean of pre-test. In other words, 

the students are easier to memorize vocabulary with anagramgame, they also 

participate well by giving feedback in the teaching-learning process, and the 

students enjoy and pay their attention while learning. 

From the research finding, it can be concluded that using Anagramgame can 

motivate students to improve their vocabulary. Anagram is an interesting activity 

for students because they can learn through playing. This is a good way to see 

how well students remember words learned in previous lessons, as quoted from 

Ahsian Rosadi in his theories“By using this technique, the students will not be 

bored because this technique is appropriate to their characteristics which is they 

incline more interested to play, meanwhile anagram technique is atype of word 

play. Many words will be got through this technique. Automatically, this 

technique will increase students‟ vocabulary”. 

In order to know the students‟ response on the implementation of Anagram 

Game at the ninth grade students of Mts Halimahtussa‟diyah Palopo, the 

researcher use the interview. The result of the interview from the ten students 

show that the students very interest in learning vocabulary through Anagramgame. 

Since the students were motivated and interested with the use of Anagramgame in 

teaching vocabulary, it could be concluded that it made students had a positive 

response. 

In summary, in this research there are similarities and differences. The 

similarity is to use Anagram Games. The differences are method and subject such 
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as Team Games Tournament, and the subject is eleventh grade of senior high 

schoolthe researcher asserted that AnagramGame is important to apply in teaching 

vocabulary especially for those who never learn vocabulary and they want to learn 

it. 
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CHAPTER V 

CONCLUSIONS AND SUGGESTIONS 

A. Conclusions 

The researcher concluded that Anagram Game was effectiveness to improve 

students` vocabulary at the ninthgrade of Mts Halimahtussa‟diyah Palopo. It was 

proven by the result of the research shows that significant improvement between 

the students‟ mean score of pre-test and post-test. It evidenced that the hypothesis 

(H0) was rejected and the hypothesis (H1) was accepted. In other words, there was 

a significant influence of Anagramgame in improving students‟ vocabulary at the 

ninth grade of Mts Halimahtussa‟diyah Palopo.  

Based on the research findings, the respondent give perceive that the 

implementation of Anagram game in vocabulary learning could generate their 

learning motivation. They really interest and enjoy while playing the game so that 

it was easy for them to understand the lesson. It brings a positive learning 

environment for the students. In conclusion, Anagramgame is give benefits 

towards the students‟ vocabulary mastery. 
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B. Suggestions  

Based on the result of the research, the researcher proposed suggestions as 

follows: 

1. Suggestion for the teacher 

The English teacher should realize that they need the interesting technique in 

learning process so that it could be improve students‟ motivation in learning. 

Especially for the English teacher in Mts Halimahtussa‟diyah Palopo can 

apply Anagram gamein teaching English. The teacher may design the game 

by using different color of markers to make it colorful. And also find another 

topic that related to the previous lesson to make them easy to memorize every 

word  that have been taught by the teacher. 

2. Suggestion for the students  

The student should improve their vocabularies, they should practice what 

they have learned from their teacher everywhere and every time. By applying 

Anagram gamein teaching learning process hoped it could make the student‟s 

interest in English because of the method was fun and enjoyable.  

3. Suggestion for the next researcher 

The next researcher who wants to develop this research in the future by using 

this technique, this method can be used in improving the students‟ vocabulary 

mastery, and the researcher can use this research as an additional reference 

for pertinent research certainly with different variables and condition. 
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RENCANA PELAKSANAAN PEMBELAJARAN 

(RPP) 

 

A. Sekolah  : MTS Halimahtussa‟diyah 

Mata Pelajaran : Bahasa Inggris 

Kelas   : IX 

Waktu   : 

Tahun Ajaran  : 2020/2021 

B. Kompetensi Inti 

 K11 : Menghargai dan Menghayati ajaran agama yang dianutnya 

 K12 : Menghargai dan Menghayati Perilaku jujur, disiplin, santu, 

percaya diri, peduli, dan bertanggung jawab dalam interaksi secara 

efektif sesuai dengan perkembangan anak di lingkungan, keluarga, 

sekolah, masyarakat dan lingkungan alam sekitar, bangsa, Negara 

dan kawasan regional 

 K13 : Memahami dan menerapkan pengetahuan factual, 

konseptual, procedural, dan metakognitif pada tingkat teknis dan 

spesifik sederhana berdasarkan  rasa ingin tahu tentang ilmu 

pengetahuan, teknologi, seni, budaya dengan wawasan 

kemanusian, kebangsaan, dan kenegaraan terkait fenomena dan 

kejadian tampak mata. 

 K14 : Menunjukkan keterampilan menalar, mengolah, dan menyaji 

secara kreatif, produktiif, kritis, kolaboratif, dan komunkatif, dalam 

ranah konkret dan ranah abstrak sesuai dengan yang di pelajari di 

sekolah dan sumber lain yang sama dalam sudut pandang teori. 

C. Kompetensi Dasar 

3.3 Menerapkan Fungsi social, struktur teks, dan unsur kebahasaan 

teks interaksi transaksional lisan dan tulisan yang melibatkan 

tindakan member dan meminta informasi terkait keharusan, 

larangan dan himbauan, sesuai dengan konteks penggunanaannya 

(perhatikan unsur kebahasaan must, should) 

4.3 Menyusun teks interaksi transaksional lisan dan tulis sangat pendek 

dan sederhana yang melibatkan tindakan member dan meminta 

informasi terkait keharusan, larangan dan himbauan, dengan 

memperhatikan funsi social, struktur teks, dan unsure kebahasaan  

yang benar dan sesuai konteks. 

D. Indikator  
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 Menentukan tujuan komunikatif teks ungkapan keharusan, 

larangan dan himbauan 

 Mengidentifikasi struktur teks ungkapan keharusan, laranagn, dan 

himbauan 

 Mengidentifkasi unsure kebahasaan dalam teks 

 Mengidentifkasi ungkapan keharusan, larangan dan himbauan dari 

orng sekitar dengan baik sesuai dengan struktur teks dan unsure 

kebahasaan  

 Menggunakan ungkapan yang tepat dalam strukturteks yang runtut 

dengan unsure kebahasan yang benar sesuai dengan konteks 

mengungkapakan keharusan, laranagn, dan himbauan dalam 

bentuk tulisan 

 Menggunakan ungkapan keharusan, larangan, dan himbauan orang 

disekitarnya dengan tepat dalam struktur teks yang runtut dangan 

unsur kebahasan yang benar sesuai konteks dalam bentuk lisan 

maupun tulisan. 

E. Tujuan Pembelajaran 

Pada akhir pembelajaran siswa dapat:  

 Siswa dapat menggunakan kosa kata yang tepat untuk pelajaran 

saatnya berbahasa inggris 

 Siswa dapat berbahasa inggris sesuai petunjuk yang sudah 

diberikan kepada mereka 

F. Materi Pembelajaran 

 Noun 

G. Topik / Tema 

 School 

H. Metode Pembelajara 

 Anagram Games 

I. Langkah – langkah Kegiatan 

 

1. Kegiatan pendahuluan 

 Guru memulai pertemuan dengan memberikan salam 

 Guru mengajak siswa berdoa sebelum memulai pelajaran 

 Guru mengecek kehadiran 

 Guru menjelaskan prosedur pembelajaran sebelum memulai 

pelajaran 

 Guru memberitahukan siswa tentang materi yang akan di 

bawakan (School) 
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 Guru memberitahukan tentang jenis permainan yang akan 

di gunakan dalam pertemuan ini 

2. Kegiatan Inti 

 Guru menjelaskan kepada siswa cara menerjemahkan kata 

 Guru memberikan kesempatan kepada siswa maju ke depan 

kelas untuk menerjemahkan kata yang berkaitan dengan 

materi 

 Guru memberikan penjelasan kepada siswa bahwa mereka 

akan menggunakan permainan anagram sebagai metode 

menguasai kosa kata 

 Guru memberikan penjelasan tentang cara memainkan 

anagram game 

 Guru membagi siswa menjadi beberapa kelompok secara 

acak (sesuai dengan jumlah siswa) 

 Guru memberikan sebuah kata yang terdiri dari 4 – 10 

huruf kepada setiap kelompok 

 Guru meminta sisiwa untuk memutar kembali hurug – 

huruf yang acak menjadi beberapa kata yang memiliki 

makna 

 Siswa menggunakan beberapa atau semua huruf untuk 

membentuk 1 atau 2, bahkan beberapa kata yang memiliki 

arti 

Contoh:  

G – O – D: go, do, dog 

 Kelompok yang menemukan kata paling banyak adalah 

pemenangnya 

3. Kegiatan Penutup 

 Untuk mengetahui pemenang dalam permainan ini, guru 

akan menghitung semua skor dari semua kelompok. 

Kelompok yang memiliki jumlah kata terbanyak adalah 

pemenangnya. 

 Guru menutup pelajaran  dengan berdoa dan mengucapkan 

salam 

J. Media Pembelajaran 

 Buku dan alat tulis 

  Kamus  
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RENCANA PELAKSANAAN PEMBELAJARAN 

(RPP) 

 

K. Sekolah  : MTS Halimahtussa‟diyah 

Mata Pelajaran : Bahasa Inggris 

Kelas   : IX 

Waktu   : 

Tahun Ajaran  : 2020/2021 

L. Kompetensi Inti 

 K11 : Menghargai dan Menghayati ajaran agama yang dianutnya 

 K12 : Menghargai dan Menghayati Perilaku jujur, disiplin, santu, 

percaya diri, peduli, dan bertanggung jawab dalam interaksi secara 

efektif sesuai dengan perkembangan anak di lingkungan, keluarga, 

sekolah, masyarakat dan lingkungan alam sekitar, bangsa, Negara 

dan kawasan regional 

 K13 : Memahami dan menerapkan pengetahuan factual, 

konseptual, procedural, dan metakognitif pada tingkat teknis dan 

spesifik sederhana berdasarkan  rasa ingin tahu tentang ilmu 

pengetahuan, teknologi, seni, budaya dengan wawasan 

kemanusian, kebangsaan, dan kenegaraan terkait fenomena dan 

kejadian tampak mata. 

 K14 : Menunjukkan keterampilan menalar, mengolah, dan menyaji 

secara kreatif, produktiif, kritis, kolaboratif, dan komunkatif, dalam 

ranah konkret dan ranah abstrak sesuai dengan yang di pelajari di 

sekolah dan sumber lain yang sama dalam sudut pandang teori. 

M. Kompetensi Dasar 

3.4 Menerapkan Fungsi social, struktur teks, dan unsur kebahasaan 

teks interaksi transaksional lisan dan tulisan yang melibatkan 

tindakan member dan meminta informasi terkait keharusan, 

larangan dan himbauan, sesuai dengan konteks penggunanaannya 

(perhatikan unsur kebahasaan must, should) 

4.4 Menyusun teks interaksi transaksional lisan dan tulis sangat pendek 

dan sederhana yang melibatkan tindakan member dan meminta 

informasi terkait keharusan, larangan dan himbauan, dengan 

memperhatikan funsi social, struktur teks, dan unsure kebahasaan  

yang benar dan sesuai konteks. 

N. Indikator  
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 Menentukan tujuan komunikatif teks ungkapan keharusan, 

larangan dan himbauan 

 Mengidentifikasi struktur teks ungkapan keharusan, laranagn, dan 

himbauan 

 Mengidentifkasi unsure kebahasaan dalam teks 

 Mengidentifkasi ungkapan keharusan, larangan dan himbauan dari 

orng sekitar dengan baik sesuai dengan struktur teks dan unsure 

kebahasaan  

 Menggunakan ungkapan yang tepat dalam strukturteks yang runtut 

dengan unsure kebahasan yang benar sesuai dengan konteks 

mengungkapakan keharusan, laranagn, dan himbauan dalam 

bentuk tulisan 

 Menggunakan ungkapan keharusan, larangan, dan himbauan orang 

disekitarnya dengan tepat dalam struktur teks yang runtut dangan 

unsur kebahasan yang benar sesuai konteks dalam bentuk lisan 

maupun tulisan. 

O. Tujuan Pembelajaran 

Pada akhir pembelajaran siswa dapat:  

 Siswa dapat menggunakan kosa kata yang tepat untuk pelajaran 

saatnya berbahasa inggris 

 Siswa dapat berbahasa inggris sesuai petunjuk yang sudah 

diberikan kepada mereka 

P. Materi Pembelajaran 

 Adjective 

Q. Topik / Tema 

 Human Qualities 

R. Metode Pembelajara 

 Anagram Games 

S. Langkah – langkah Kegiatan 

 

4. Kegiatan pendahuluan 

 Guru memulai pertemuan dengan memberikan salam 

 Guru mengajak siswa berdoa sebelum memulai pelajaran 

 Guru mengecek kehadiran 

 Guru menjelaskan prosedur pembelajaran sebelum memulai 

pelajaran 

 Guru memberitahukan siswa tentang materi yang akan di 

bawakan (Human Qualities) 
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 Guru memberitahukan tentang jenis permainan yang akan 

di gunakan dalam pertemuan ini 

5. Kegiatan Inti 

 Guru menjelaskan kepada siswa cara menerjemahkan kata 

 Guru memberikan kesempatan kepada siswa maju ke depan 

kelas untuk menerjemahkan kata yang berkaitan dengan 

materi 

 Guru memberikan penjelasan kepada siswa bahwa mereka 

akan menggunakan permainan anagram sebagai metode 

menguasai kosa kata 

 Guru memberikan penjelasan tentang cara memainkan 

anagram game 

 Guru membagi siswa menjadi beberapa kelompok secara 

acak (sesuai dengan jumlah siswa) 

 Guru memberikan sebuah kata yang terdiri dari 4 – 10 

huruf kepada setiap kelompok 

 Guru meminta sisiwa untuk memutar kembali hurug – 

huruf yang acak menjadi beberapa kata yang memiliki 

makna 

 Siswa menggunakan beberapa atau semua huruf untuk 

membentuk 1 atau 2, bahkan beberapa kata yang memiliki 

arti 

Contoh:  

G – O - O – D: go, do, god, dog 

 Kelompok yang menemukan kata paling banyak adalah 

pemenangnya 

6. Kegiatan Penutup 

 Untuk mengetahui pemenang dalam permainan ini, guru 

akan menghitung semua skor dari semua kelompok. 

Kelompok yang memiliki jumlah kata terbanyak adalah 

pemenangnya. 

 Guru menutup pelajaran  dengan berdoa dan mengucapkan 

salam 

T. Media Pembelajaran 

 Buku dan alat tulis 

  Kamus  
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RENCANA PELAKSANAAN PEMBELAJARAN 

(RPP) 

 

U. Sekolah  : MTS Halimahtussa‟diyah 

Mata Pelajaran : Bahasa Inggris 

Kelas   : IX 

Waktu   : 

Tahun Ajaran  : 2020/2021 

V. Kompetensi Inti 

 K11 : Menghargai dan Menghayati ajaran agama yang dianutnya 

 K12 : Menghargai dan Menghayati Perilaku jujur, disiplin, santu, 

percaya diri, peduli, dan bertanggung jawab dalam interaksi secara 

efektif sesuai dengan perkembangan anak di lingkungan, keluarga, 

sekolah, masyarakat dan lingkungan alam sekitar, bangsa, Negara 

dan kawasan regional 

 K13 : Memahami dan menerapkan pengetahuan factual, 

konseptual, procedural, dan metakognitif pada tingkat teknis dan 

spesifik sederhana berdasarkan  rasa ingin tahu tentang ilmu 

pengetahuan, teknologi, seni, budaya dengan wawasan 

kemanusian, kebangsaan, dan kenegaraan terkait fenomena dan 

kejadian tampak mata. 

 K14 : Menunjukkan keterampilan menalar, mengolah, dan menyaji 

secara kreatif, produktiif, kritis, kolaboratif, dan komunkatif, dalam 

ranah konkret dan ranah abstrak sesuai dengan yang di pelajari di 

sekolah dan sumber lain yang sama dalam sudut pandang teori. 

W. Kompetensi Dasar 

3.5 Menerapkan Fungsi social, struktur teks, dan unsur kebahasaan 

teks interaksi transaksional lisan dan tulisan yang melibatkan 

tindakan member dan meminta informasi terkait keharusan, 

larangan dan himbauan, sesuai dengan konteks penggunanaannya 

(perhatikan unsur kebahasaan must, should) 

4.5 Menyusun teks interaksi transaksional lisan dan tulis sangat pendek 

dan sederhana yang melibatkan tindakan member dan meminta 

informasi terkait keharusan, larangan dan himbauan, dengan 

memperhatikan funsi social, struktur teks, dan unsure kebahasaan  

yang benar dan sesuai konteks. 

X. Indikator  
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 Menentukan tujuan komunikatif teks ungkapan keharusan, 

larangan dan himbauan 

 Mengidentifikasi struktur teks ungkapan keharusan, laranagn, dan 

himbauan 

 Mengidentifkasi unsure kebahasaan dalam teks 

 Mengidentifkasi ungkapan keharusan, larangan dan himbauan dari 

orng sekitar dengan baik sesuai dengan struktur teks dan unsure 

kebahasaan  

 Menggunakan ungkapan yang tepat dalam strukturteks yang runtut 

dengan unsure kebahasan yang benar sesuai dengan konteks 

mengungkapakan keharusan, laranagn, dan himbauan dalam 

bentuk tulisan 

 Menggunakan ungkapan keharusan, larangan, dan himbauan orang 

disekitarnya dengan tepat dalam struktur teks yang runtut dangan 

unsur kebahasan yang benar sesuai konteks dalam bentuk lisan 

maupun tulisan. 

Y. Tujuan Pembelajaran 

Pada akhir pembelajaran siswa dapat:  

 Siswa dapat menggunakan kosa kata yang tepat untuk pelajaran 

saatnya berbahasa inggris 

 Siswa dapat berbahasa inggris sesuai petunjuk yang sudah 

diberikan kepada mereka 

Z. Materi Pembelajaran 

 Adjective 

AA. Topik / Tema 

 Human Qualities 

BB. Metode Pembelajara 

 Anagram Games 

CC. Langkah – langkah Kegiatan 

 

7. Kegiatan pendahuluan 

 Guru memulai pertemuan dengan memberikan salam 

 Guru mengajak siswa berdoa sebelum memulai pelajaran 

 Guru mengecek kehadiran 

 Guru menjelaskan prosedur pembelajaran sebelum memulai 

pelajaran 

 Guru memberitahukan siswa tentang materi yang akan di 

bawakan (Human Qualities) 
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 Guru memberitahukan tentang jenis permainan yang akan 

di gunakan dalam pertemuan ini 

8. Kegiatan Inti 

 Guru menjelaskan kepada siswa cara menerjemahkan kata 

 Guru memberikan kesempatan kepada siswa maju ke depan 

kelas untuk menerjemahkan kata yang berkaitan dengan 

materi 

 Guru memberikan penjelasan kepada siswa bahwa mereka 

akan menggunakan permainan anagram sebagai metode 

menguasai kosa kata 

 Guru memberikan penjelasan tentang cara memainkan 

anagram game 

 Guru membagi siswa menjadi beberapa kelompok secara 

acak (sesuai dengan jumlah siswa) 

 Guru memberikan sebuah kata yang terdiri dari 4 – 10 

huruf kepada setiap kelompok 

 Guru meminta sisiwa untuk memutar kembali hurug – 

huruf yang acak menjadi beberapa kata yang memiliki 

makna 

 Siswa menggunakan beberapa atau semua huruf untuk 

membentuk 1 atau 2, bahkan beberapa kata yang memiliki 

arti 

Contoh:  

G – O - O – D: go, do, god, dog 

 Kelompok yang menemukan kata paling banyak adalah 

pemenangnya 

9. Kegiatan Penutup 

 Untuk mengetahui pemenang dalam permainan ini, guru 

akan menghitung semua skor dari semua kelompok. 

Kelompok yang memiliki jumlah kata terbanyak adalah 

pemenangnya. 

 Guru menutup pelajaran  dengan berdoa dan mengucapkan 

salam 

DD. Media Pembelajaran 

 Buku dan alat tulis 

  Kamus  
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RENCANA PELAKSANAAN PEMBELAJARAN 

(RPP) 

 

EE. Sekolah  : MTS Halimahtussa‟diyah 

Mata Pelajaran : Bahasa Inggris 

Kelas   : IX 

Waktu   : 

Tahun Ajaran  : 2020/2021 

FF. Kompetensi Inti 

 K11 : Menghargai dan Menghayati ajaran agama yang dianutnya 

 K12 : Menghargai dan Menghayati Perilaku jujur, disiplin, santu, 

percaya diri, peduli, dan bertanggung jawab dalam interaksi secara 

efektif sesuai dengan perkembangan anak di lingkungan, keluarga, 

sekolah, masyarakat dan lingkungan alam sekitar, bangsa, Negara 

dan kawasan regional 

 K13 : Memahami dan menerapkan pengetahuan factual, 

konseptual, procedural, dan metakognitif pada tingkat teknis dan 

spesifik sederhana berdasarkan  rasa ingin tahu tentang ilmu 

pengetahuan, teknologi, seni, budaya dengan wawasan 

kemanusian, kebangsaan, dan kenegaraan terkait fenomena dan 

kejadian tampak mata. 

 K14 : Menunjukkan keterampilan menalar, mengolah, dan menyaji 

secara kreatif, produktiif, kritis, kolaboratif, dan komunkatif, dalam 

ranah konkret dan ranah abstrak sesuai dengan yang di pelajari di 

sekolah dan sumber lain yang sama dalam sudut pandang teori. 

GG. Kompetensi Dasar 

3.6 Menerapkan Fungsi social, struktur teks, dan unsur kebahasaan 

teks interaksi transaksional lisan dan tulisan yang melibatkan 

tindakan member dan meminta informasi terkait keharusan, 

larangan dan himbauan, sesuai dengan konteks penggunanaannya 

(perhatikan unsur kebahasaan must, should) 

4.6 Menyusun teks interaksi transaksional lisan dan tulis sangat pendek 

dan sederhana yang melibatkan tindakan member dan meminta 

informasi terkait keharusan, larangan dan himbauan, dengan 

memperhatikan funsi social, struktur teks, dan unsure kebahasaan  

yang benar dan sesuai konteks. 

HH. Indikator  
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 Menentukan tujuan komunikatif teks ungkapan keharusan, 

larangan dan himbauan 

 Mengidentifikasi struktur teks ungkapan keharusan, laranagn, dan 

himbauan 

 Mengidentifkasi unsure kebahasaan dalam teks 

 Mengidentifkasi ungkapan keharusan, larangan dan himbauan dari 

orng sekitar dengan baik sesuai dengan struktur teks dan unsure 

kebahasaan  

 Menggunakan ungkapan yang tepat dalam strukturteks yang runtut 

dengan unsure kebahasan yang benar sesuai dengan konteks 

mengungkapakan keharusan, laranagn, dan himbauan dalam 

bentuk tulisan 

 Menggunakan ungkapan keharusan, larangan, dan himbauan orang 

disekitarnya dengan tepat dalam struktur teks yang runtut dangan 

unsur kebahasan yang benar sesuai konteks dalam bentuk lisan 

maupun tulisan. 

II. Tujuan Pembelajaran 

Pada akhir pembelajaran siswa dapat:  

 Siswa dapat menggunakan kosa kata yang tepat untuk pelajaran 

saatnya berbahasa inggris 

 Siswa dapat berbahasa inggris sesuai petunjuk yang sudah 

diberikan kepada mereka 

JJ. Materi Pembelajaran 

 Adverb 

KK. Topik / Tema 

 Place 

LL. Metode Pembelajara 

 Anagram Games 

MM. Langkah – langkah Kegiatan 

 

10. Kegiatan pendahuluan 

 Guru memulai pertemuan dengan memberikan salam 

 Guru mengajak siswa berdoa sebelum memulai pelajaran 

 Guru mengecek kehadiran 

 Guru menjelaskan prosedur pembelajaran sebelum memulai 

pelajaran Guru memberitahukan siswa tentang materi yang 

akan di bawakan (Place) 

 Guru memberitahukan tentang jenis permainan yang akan 

di gunakan dalam pertemuan ini 
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11. Kegiatan Inti 

 Guru menjelaskan kepada siswa cara menerjemahkan kata 

 Guru memberikan kesempatan kepada siswa maju ke depan 

kelas untuk menerjemahkan kata yang berkaitan dengan 

materi 

 Guru memberikan penjelasan kepada siswa bahwa mereka 

akan menggunakan permainan anagram sebagai metode 

menguasai kosa kata 

 Guru memberikan penjelasan tentang cara memainkan 

anagram game 

 Guru membagi siswa menjadi beberapa kelompok secara 

acak (sesuai dengan jumlah siswa) 

 Guru memberikan sebuah kata yang terdiri dari 4 – 10 

huruf kepada setiap kelompok 

 Guru meminta sisiwa untuk memutar kembali hurug – 

huruf yang acak menjadi beberapa kata yang memiliki 

makna 

 Siswa menggunakan beberapa atau semua huruf untuk 

membentuk 1 atau 2, bahkan beberapa kata yang memiliki 

arti 

Contoh:  

W - A – L – K – I – N – G: walk, king, wing, etc. 

 Kelompok yang menemukan kata paling banyak adalah 

pemenangnya 

12. Kegiatan Penutup 

 Untuk mengetahui pemenang dalam permainan ini, guru 

akan menghitung semua skor dari semua kelompok. 

Kelompok yang memiliki jumlah kata terbanyak adalah 

pemenangnya. 

 Guru menutup pelajaran  dengan berdoa dan mengucapkan 

salam 

NN. Media Pembelajaran 

 Buku dan alat tulis 

 Kamus  
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LIST PRE-TEST 

Name :  

Class :  

 

A. Transpose the letters of the word and form another word by using those letters 

exactly once based on the definition. 

 Example:  eat (Makan)                  Tea ( Teh)                 

1. Break (Istirahat)    . . . . . . (Tukang roti)    

2. Shoe (Sepatu)    . . . . . .  (kaus kaki)    

3. Snake (Ular)    . . . . . .  (Pengecut)    

4. Lips (Bibir)      . . . . . . (tergelincir) 

5. Night (malam)     . . . . . .  (benda)     

6. Teacher (guru)      . . . . . . . ( penyontek)   

7. Thicken (mengentalkan)    . . . . . . . (dapur)  

8. Time (waktu)     . . . . . . . (barang)    

9. Rood (salib)     . . . . . . . (pintu)    

10. There (sana)       . . . . . . . (tiga)  

B. Rearrange the letters in bracket after that fill in each blank with the appropriate 

anagram to complete the sentence. For example: 

 

 

Wawan is my friend 

1. A cow eats …..    = S-S-G-R-A 

2. My neighbor‟s ……. is blue   = S-O-H-E-U 

3. He put his bag on the …..   = L-A-B-E-T 

4. I like watching ……. Very much  = S-O-V-I-E-M 

5. My …….. teacher is very friendly  = H-E-G-L-I-S-N-S 

6. Rahmat is ……. football with his friends = L-A-Y-P-I-G-N 

7. Siti is one of the most …… students in the class = F-U-L-I-T-U-B-A-E 

8. She is writing a ….. on a piece of paper = R-E-T-E-L-T 

9. Doni is ……….. the newspaper   = G-I-N-D-A-E-R 

10. Elisabeth is …….. of England   = N-U-E-E-Q 

C. Mention other form words from the key word given. 

For Example:  

Using: sun, sign, sing, gun, sung 

1. Smart : , , , , , , 

2. Champ : , , , , , , 

3. Bookstore : , , , , , , 

4. Football : , , , , , , 

R-E-F-N-D-I 
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5. Freedom : , , , , , , 

6. Guitarist : , , , , , ,  

7. Hospital : , , , , , , 
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KEY ANSWER OF PRE-TEST 

A. Transpose the letters of the word and form another word by using those letters 

exactly once based on the definition 

1. Baker 

2. Hose 

3. Sneak 

4. Slip 

5. Thing 

6. Cheater 

7. Kitchen 

8. Item 

9. Door 

10. Three  

B. Rearrange the letters in bracket after that fill in each blank with the appropriate 

anagram to complete the sentence 

1. Grass 

2. House 

3. Table 

4. Movies 

5. English 

6. Playing 

7. Beautiful 

8. Letter 

9. Letter 

10. Queen 

C. Mention other form words from the key word given 

1. Mart, mar, mars, sat, mat, rat, ram, star, etc. 

2. Chap, cap, camp, map, ham, etc. 

3. Book, store, stook, robot, booster, root, rose, etc. 

4. Foot, ball, bot, boot, tall, tool, loot, fall, fool, flab, etc. 

5. Free, feed, more, dom, dome, reed, redo, dorm, etc. 

6. Guitar, artist, art, gait, gut, gutta, tug, etc. 

7. Host, pit, hot, hat, pat, lost, last, shop, list, spit, spot, etc. 
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LIST OF VOCABULARY 

PRE - TEST 

 

Parts 
VOCABULARY 

Total 
NOUNS VERB ADJECTIVE ADVERB 

A Baker, Hose, Thing, Cheater, 

Kitchen, Item, Door, Three 

Slip Sneak  10 

B Grass, House, Movies, English, 

Letter, Queen,  

Playing Beautiful On the 

table  

10 

C Mart, Mars, Mat, Rat, Star, Cap, 

Camp, Map, Ham, Book, Store, 

Stook, Robot, Booster, Root, Rose, 

Foot, Ball, Bot, Boot, Tool, Loot, 

Fool, Flab, Feed, Dom, Dome, Reed, 

Dorm, Guitar, Artist, Art, Gait, Gut, 

Gutta, Host, Pit, Hat, , Shop, List, 

Spit 

Mar, Sat, 

Ram, Fall, 

Redo, 

Gut, Tug, 

Pat, Spot 

Star, Chap, 

Tall, Free, Hot, 

Lost, Last 

Store, 

More, 

Dorm 

59 

TOTAL 55 11 9 4 79 
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LIST POST-TEST 

Name:  

Class:  

 

A. Transpose the letters of the word and form another word by using those letters 

exactly once based on the definition. 

 Example:  Direct (Langsung)                  Credit (Kredit) 

1. Salt (Garam)    . . . . . . (Terakhir)    

2. Thing (Benda)    . . . . . .  (Malam)    

3. Sign (Tanda)    . . . . . .  (Menyanyi)    

4. Dare (Tantangan)      . . . . . . (Membaca) 

5. Checkin (Mendaftar)    . . . . . .  (Ayam)     

6. setter (Pengadu)      . . . . . . . (Jalan)   

7. Dog (Anjing)     . . . . . . . (Tuhan)  

8. Awl (Penusuk)     . . . . . . . (Hukum)    

9. Dray (Gerobak)     . . . . . . . (Halaman)    

10. Bowl (Manguk)       . . . . . . . (Meniup)  

B. Rearrange the letters in bracket after that fill in each blank with the appropriate 

anagram to complete the sentence. For example: 

 

 

Mr. Solihin is our English teacher 

1. Winda and Wandi are….. English today. = G-U-S-I-N-T-D-Y 

2. Yanto is …….. volley ball now.  = G-L-A-N-I-Y-P 

3. She is sit down on the …..   = R-C-I-AH 

4. We like listening to ……. very much = C-U-M-I-S 

5. Our new …….. is very friendly  = R-I-N-D-E-F 

6. The …… is reddish blue   = K-Y-S 

7. Rama is the smart…… in the class  = S-D-U-N-E-S-T-T 

8. We are …… book in the Library  = I-N-G-D-E-A-R 

9. It is my ……    = P-I-N-L-E-C 

10. I am a …….    = R-I-G-L 

C. Mention other form words from the key word given. 

For Example:  

Champ: camp, cap, map, chap, ham, etc. 

1. Drawing book  : , , , , , ,  

2. supermarket  : , , , , , ,  

3. Swimming pool : , , , , , ,  

4. Policeman  : , , , , , ,  

H – E -G – L – S – I – H - N 
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5. Motorcycle  : , , , , , , 

6. Whiteboard  : , , , , , , 

7. Teacher  : , , , , , , 
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KEY ANSWER OF POST-TEST 

A. Transpose the letters of the word and form another word by using those letters 

exactly once based on the definition 

1. Last 

2. Night 

3. Sing 

4. Read 

5. Chicken  

6. Street 

7. God 

8. Law 

9. Yard 

10. Blow  

11. Three  

B. Rearrange the letters in bracket after that fill in each blank with the appropriate 

anagram to complete the sentence 

1. Studying 

2. Playing 

3. Chair 

4. Music 

5. Friend 

6. Sky 

7. Students 

8. Reading 

9. Pencil 

10. Girl 

C. Mention other form words from the key word given 

1. Draw, drawing, book, grow, born, brow, go, do, door, etc. 

2. Super, market, mart, make, sure, pure, put, mute, map, mask, etc. 

3. Swim, glow, go, going, login, logos, poon, pools, snoop, spoon, wing, minim, 

wool, sing, etc. 

4. Police, man, companie, coin, complain, lamp, lampion, map, iceman, ice, 

ace, camp, clean, etc. 

5. Motor, cycle, rom, rye, room, moor, cry, core, more, etc. 

6. White, board, boa, boar, boat, bed, war, bar, bear, brow, how, etc. 

7. Teach, cheater, create, acer, chart, three, there, cat, car, care, each, heat, hate, 

here, race, rate, etc. 
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LIST OF VOCABULARY 

POST - TEST 

 

Parts 
VOCABULARY 

Total 
NOUNS VERB ADJECTIVE ADVERB 

A Chicken, Street, God, Law Sing, Read, 

Blow 

Last Night, Yard 10 

B Music, Friend, Sky, Students, Pencil, 

Girl 

Studying, 

Playing, 

Reading 

 On the 

Chair, Sky 

11 

C Draw, Book, Brow, Door, Mart, 

Map, Mask, Logos, Poon, Spoon, 

Wing, Wool, Police, Man, Coin, 

Lamp, Lampion, Map, Iceman, Ice, 

Ace, Hand, Phone, Pen, Dope, Hope, 

He, Head, Pan, Motor, Cycle, Rom, 

Rye, Moor, Core, Board, Boa, Boar, 

Boat, Bed, Bar, Bear, Brow, Cheater, 

Acer, Chart, Three, Cat, Car, Race, 

Rate 

Drawing, 

Grow, Go, Do,  

Make, Put, 

Swim, Going, 

Login, Snoop, 

Sing, 

Complain, 

Hade, Had, 

Hone, Nap, 

Cry, War, 

Teach, Create, 

Care, Heat, 

Hate 

Born, Super, 

Sure, Pure, 

Mute, Glow, 

Minim, 

Clean, More, 

White, Each 

Market, 

Pools, 

Camp, 

Room, How, 

Here 

112 

TOTAL 82 29 12 10 133 
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LIST VALIDATION OF TEST 

PRE-TEST 

 

Judul Penenlitian : The Effectiveness of Anagram Game in Teaching Vocabulary 

(an Experimental Research at the Ninth of MTS 

Halimatussa‟diyah Palopo) 

Penenliti : Abd. Razaq Wahyudin Y.S 

NIM : 15. 0202. 0011 

Prodi : Tadris Bahasa Inggris 

Petunjuk: 

Baerilah tanda cek (√) pada kolom penilaian yang sesuai dengan penilaiain Bapak/Ibu 

terhadap Soal Isian dan Essay dengan sekala penilaian sebagai berikut: 

1 : Tidak baik    4 : Baik 

2 : Kurang Baik    5 : Sangat Baik 

3 : Cukup Baik 

 

No. Aspek yang diamati Nilai Pengamatan 

1 2 3 4 5 

1 Kesesuaian soal dengan indicator pencapaian hasil 

belajar . 

     

2 Kejelasan petunjuk pengerjaan soal.      

3 Kejelasan maksud dari soal.      

4 Kemungkinan soal dapat terselesaikan      

5 Kesesuaian bahas yang digunakan pada soal dengan 

kaidah bahas Inggris 

     

6 Kalimat soal tidak mengandung arti ganda      

7 Rumusan kalimat komunikatif, menggunakan bahasa 

yang sederhana bagi siswa, mudah dipahami, dan 

menggunakan bahasa yang dikenal siswa. 

     

Kesimpulan Validator/Penilai:     Palopo,  

 2021 

Validator   

 

(Nurwati, S. Pd)   
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LEMBAR VALIDASI SOAL 

POST-TEST 

 

Judul Penenlitian : The Effectiveness of Anagram Game in Teaching Vocabulary 

(an Experimental Research at the Ninth of MTS 

Halimatussa‟diyah Palopo) 

Penenliti : Abd. Razaq Wahyudin Y.S 

NIM : 15. 0202. 0011 

Prodi : Tadris Bahasa Inggris 

Petunjuk: 

Baerilah tanda cek (√) pada kolom penilaian yang sesuai dengan penilaiain Bapak/Ibu 

terhadap Soal Isian dan Essay dengan sekala penilaian sebagai berikut: 

1 : Tidak baik    4 : Baik 

2 : Kurang Baik    5 : Sangat Baik 

3 : Cukup Baik 

 

No. Aspek yang diamati Nilai Pengamatan 

1 2 3 4 5 

1 Kesesuaian soal dengan indicator pencapaian hasil 

belajar . 

     

2 Kejelasan petunjuk pengerjaan soal.      

3 Kejelasan maksud dari soal.      

4 Kemungkinan soal dapat terselesaikan      

5 Kesesuaian bahas yang digunakan pada soal dengan 

kaidah bahas Inggris 

     

6 Kalimat soal tidak mengandung arti ganda      

7 Rumusan kalimat komunikatif, menggunakan bahasa 

yang sederhana bagi siswa, mudah dipahami, dan 

menggunakan bahasa yang dikenal siswa. 

     

Kesimpulan Validator/Penilai:     Palopo,  

 2021 

Validator   

 

(Nurwati, S. Pd.)  
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STUDENT’S WORK SHEET 

 

  

CLASSIFICATION VOCABULARIES OF STUDENT'S WORK SHEET 

NO NAME 
PRE- TEST SCORE POST TEST SCORE 

NOUN VERB ADJ ADV TOTAL MEAN NOUN VERB ADJ ADV TOTAL MEAN 

1 R1 22 7 3 4 36 45.57 58 17 5 11 91 68.42 

2 R2 22 7 3 5 37 46.83 68 23 7 11 109 81.95 

3 R3 14 1 2 4 21 26.58 51 18 5 7 81 60.90 

4 R4 26 9 3 10 48 60.76 58 22 7 8 95 71.43 

5 R5 22 7 3 4 36 45.57 63 18 8 10 99 74.43 

6 R6 15 1 2 4 22 27.84 51 18 5 7 81 60.90 

7 R7 20 3 4 5 32 40.51 89 23 6 11 129 97.00 

8 R8 29 8 5 11 53 67.09 87 31 5 8 131 98.50 

9 R9 21 5 5 11 42 53.16 53 20 5 11 89 66.92 

10 R10 16 3 2 3 24 30.38 52 18 5 8 83 62.41 

  TOTAL 207 51 32 61 351 44.43 630 208 58 92 988 74.28 

  MEAN 39.81 46.36 35.55 87.14 44.43 76.83 71.72 48.33 92 74.28 

NO NAMA PRE TEST SCORE POST TEST SCORE 

1 R1 37 46.83544304 91 87.5 

2 R2 36 45.56962025 109/104 100 

3 R3 21 26.58227848 71 68.26923 

4 R4 48 60.75949367 95 91.34615 

5 R5 36 45.56962025 99 95.19231 

6 R6 22 27.84810127 71 68.26923 

7 R7 32 40.50632911 129/104 100 

8 R8 53 67.08860759 131/104 100 

9 R9 42 53.16455696 89 85.57692 

10 R10 24 30.37974684 63 60.57692 
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PRE TEST 
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POST TEST 
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STUDENTS ATTANDANCE LIST  

 

YAYASAN ABRA ISTIQAMAH KOTA PALOPO 

MTs. HALIMATUSSA’DIYAH PALOPO 

JalanMerdeka Selatan (BelakangGedung MCH) Palopo Sulawesi Selatan 

Telp. (0471) 327 328, e-mail: mtshalimatussadiyah@yahoo.co.id 

 

 DAFTAR HADIR SANTRI 

Kelas : IX MTs 
No Nis NamaSantri I II III IV V VI VII VIII IX X 

1 2018.001 Apdal √ √ √ √ √ √ √ √ √ √ 
2 2018.002 Amelia Rahmadani √ √ √ √ √ √ √ √ √ √ 
3 2018.007 Egi √ √ √ √ √ √ √ √ √ √ 
4 2018.009 Imelda Saputri √ √ √ √ √ √ √ √ √ √ 
5 2018.013 Mulya Saputra √ √ √ √ √ √ √ √ √ √ 
6 2018.018 Syaiful Hidayat √ √ √ √ √ √ √ √ √ √ 
7 2018.019 Wiwid √ √ √ √ √ √ √ √ √ √ 
8 2018.020 Yusri √ √ √ √ √ √ √ √ √ √ 
9  Arifin  √ √ √ √ √ √ √ √ √ √ 
10  M. Rendi √ √ √ √ √ √ √ √ √ √ 
             

             

 

Palopo, 28 April 2021 

 

 

Wali Kelas        Mengetahui 

        Kepala Madrasah, 

 

 

 

 

 

Muh. Alfin Ridho      Drs. Hamruddin,SE 

        

  

 

 

JumlahSantriyang tidakhadir = 

1. Alpa : - 

2. Izin : - 

3. Sakit : -  

4. Bolos : - 
  

mailto:mtshalimatussadiyah@yahoo.co.id
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PHOTOGRAPHS 

 

 

The first meeting: distribution of pre-test questions 

 

Student‟s are working on the Pre-Test questions wisely 
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Consultation activities with the English teacher before holding treatment 

 

The learning process uses the Anagram Game 

 

The learning process uses the Anagram Game 
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The students are doing the task using anagram games with their grops. 

 

 The teacher is supervising the student learning process using anagram game. 

 

The learning process uses the Anagram Game 
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The students trying to answer the assignment by using anagram game on the witeboard 

 

The researcher explain how to memorizing vocabulary using by anagram game 
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The researcher explain how to memorizing vocabulary using by anagram game 

 

The students trying to answer the assignment by using anagram game on the witeboard 
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The researcher give some advice befpre ending the research 

 

A photo with the all students ninth grade of Mts Halimatussa‟diyah Palopo 


