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Abstract 
 

This study investigates the effectiveness of the chain spelling game in improving vocabulary skills 
among 7th-grade students at SMP Muhammadiyah Ajakkang and evaluates their perceptions of its 
effectiveness. A pre-experimental design was employed with a sample of 11 students selected through 
total sampling. The primary instrument for data collection was a vocabulary test, and the data were 
analyzed using SPSS version 27. The results indicated a significant improvement in the average 
vocabulary score from the pre-test (39.54) to the post-test (65.45). -7.42, with 10 degrees of freedom 
(df), and the p-value is less than 0.001 (p < 0.001), confirming that the chain spelling game positively 
impacted students’ vocabulary mastery. The paired sample t-test analysis showed a mean score 
difference of 33.68, reflecting a substantial improvement in students' scores after the intervention. The 
standard deviation of (11.57) and the standard error of the mean (3,49) indicate individual differences 
and the reliability of the results. The 95% confidence interval for the mean difference ranged from 
(39.54) to (65.45), suggesting the improvement is statistically significant. In conclusion, the chain 
spelling game proved to be an effective and engaging tool for enhancing vocabulary skills, providing 
an interactive and enjoyable method for improving students’ language proficiency. 
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INTRODUCTION 

 

Vocabulary is an essential aspect of English language learning that should be given priority 

(Daskalovska, 2014; Sadikin & Martyani, 2020; Uiphanit et al., 2020). It is important for 

educators to be creative in selecting and adapting instructional materials that will capture 

students' attention and foster their interest in learning new words (Jeliseh & Gilakjani, 2022; 

"The use of chain spelling game to improve student’s vocabulary mastery at the 7th grade of 

SMP Muhammadiyah Ajakkang," 2023; Zhang & Graham, 2020). A wide vocabulary 

knowledge enables learners to understand and convey their feelings in the target language. A 

strong vocabulary foundation allows students to participate in conversations and express 

themselves clearly both in speech and writing (Schmitt, 2019; Yawiloeng, 2020). Despite its 

importance, acquiring vocabulary can be difficult, especially when considering other aspects of 

language such as pronunciation and grammar. Effective communication is built on language, 

and language itself relies heavily on vocabulary (Megawati et al., 2023; Schmitt & Schmitt, 

2020; Wang, 2005). Therefore, building a solid vocabulary is crucial in learning English, as 

mastering a foreign language entails developing various skills. Nufus (2019) emphasizes that 

without a strong command of vocabulary and efficient strategies for acquiring new words, 

students often fail to reach their full potential and may lose interest in opportunities to practice 

the language, such as listening to the radio, interacting with native speakers, using the language 

in various contexts, reading, or watching television. In schools, numerous obstacles continue to 

exist in teaching and learning English, as the language differs considerably from Indonesian in 

aspects like structure, vocabulary, and pronunciation (Krepel et al., 2021; Newton, 2020). For 
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example, students frequently forget the meanings of words they've encountered in prior lessons. 

Typically, vocabulary is taught through memorization. For educators, creating an effective and 

engaging English learning environment is a challenging task. Consequently, English teachers 

must be adept at organizing their teaching methods. They need to present the material using 

suitable techniques and strategies. Effective teaching methods aid students in understanding 

and mastering the content in class. Similar to other subjects that require appropriate techniques, 

teaching English involves particular methods and strategies. However, memorizing vocabulary 

can be monotonous and disengaging for some students. The conventional methods used to teach 

vocabulary may seem repetitive, leading students to disengage, as they primarily focus on 

memorizing verb forms, nouns, adjectives, and adverbs. This study explored the challenges 

seventh-grade students face in writing vocabulary, as many still make frequent errors when 

writing English words and sometimes have difficulty pronouncing them correctly. To address 

these challenges, teachers need to employ specific strategies to improve students' vocabulary 

understanding. One useful method is to incorporate engaging teaching techniques that capture 

students' attention and increase their motivation to learn. One such technique is the use of chain 

spelling games in the classroom. In this research, the researcher applied chain spelling games 

as a teaching strategy. This activity is widely used by educators to support vocabulary 

development. As explained by Ellis (2023), spelling activities activate cognitive functions like 

recall and association, which help students retain vocabulary. For example, the sequence could 

be: Love, Eat, Tea, Apple, Ear, Room, Monkey. The main goal of this game is to reinforce 

students' vocabulary mastery. Ellis (2023) explains that chain spelling games engage cognitive 

processes such as recall and association, which help students retain vocabulary. This method is 

also effective for boosting memory. In the game, students take turns providing words that start 

with the last letter of the previous word, requiring them to quickly recall words and thus exercise 

their memory. Additionally, they must remember the order of the words to avoid repeating any. 

Regularly playing the chain spelling game can improve students' memory and enhance their 

ability to retrieve and connect words, ultimately strengthening their cognitive skills. 

Conversely, the researcher held a short interview with an English teacher from the school where 

the research is set to occur. Based on the interview with the English teacher of the seventh 

grade, students at SMP Muhammadiyah Ajakkang encounter difficulties in learning English, 

especially when it comes to understanding vocabulary. The students frequently forget words 

from their vocabulary lists, lose interest quickly, and become disengaged in class. Many have 

trouble remembering the meanings of words they’ve learned, and they feel hesitant and anxious 

about making mistakes while speaking or writing English. Additionally, their academic 

performance is generally poor, with most students receiving average or below-average marks. 

According to the teacher, many students still struggle with vocabulary writing. The teacher 

highlighted the importance of employing effective teaching methods that can capture students’ 

focus during lessons. Many researchers have proposed that games are a great way to engage 

students, and earlier studies have demonstrated that chain spelling games can effectively 

capture students’ attention and enhance their vocabulary skills. 

While several studies have explored the importance of vocabulary in English language learning 

and various methods to enhance it, a gap remains in terms of the application of interactive 
techniques, such as the chain spelling game, in vocabulary acquisition, particularly in the 

context of junior high school students. Previous research has highlighted the effectiveness of 

games and playful activities in increasing student engagement and improving memory retention 

(Ellis, 2023; Jeliseh & Gilakjani, 2022), but specific studies examining the impact of chain 

spelling games on vocabulary mastery in 7th-grade students are limited. 

 

Moreover, existing literature often focuses on the role of vocabulary acquisition in higher levels 

of language proficiency or adult learners, leaving a gap in understanding how young learners, 
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specifically those at the 7th-grade level, can benefit from such methods. Studies that explore 

vocabulary acquisition strategies tend to overlook how game-based learning techniques 

influence both the cognitive aspects of language retention and students' perceptions of learning 

English. While chain spelling games have shown promise in different contexts, their targeted 

application in improving writing, pronunciation, and overall vocabulary mastery in secondary 

school students remains under-researched. Therefore, this study aims to fill this gap by 

assessing the effectiveness of chain spelling games as a method for enhancing vocabulary 

mastery in 7th-grade students at SMP Muhammadiyah Ajakkang, Barru. 

The researcher aims to examine whether chain spelling games can be an effective method for 

enhancing vocabulary acquisition among elementary school students. The primary research 

question guiding the study is: "Can chain spelling games significantly improve vocabulary 

mastery among 7th-grade students at SMP Muhammadiyah Ajakkang?" 

This research intends to explore if chain spelling games contribute to better vocabulary 

understanding in 7th-grade students. The goal is to assess whether this method can be an 

effective learning strategy for junior high students. The outcomes of this study may provide 

insights to refine teaching techniques and vocabulary instruction, ultimately benefiting 7th-

grade learners at SMP Muhammadiyah Ajakkang in Barru. 

 
 

METHOD 
 

In this study, the researcher employed a pre-experimental design, which establishes the 

necessary conditions to examine cause-and-effect relationships. This design helps determine 

how one variable affects another. To assess vocabulary proficiency before and after the 

treatment, students took a pre-test to evaluate their vocabulary skills and a post-test to measure 

improvement following the spelling game intervention. The researcher implemented a pre-test, 

treatment, and post-test. Below is an illustration of the pre-test and post-test design for a single 

group. 

 

 Pre-Test                                               Treatment                                                Post-Test 

     X1                                                             O                                                           X2 

 

X1 = Pre-Test 

O   = Treatment 

X2 = Post-Test 

 

Research Participant  

The research took place at SMP Muhammadiyah Ajakkang, selected because many students in 

the school had limited experience with English and were just starting to learn it. The participants 

were seventh-grade students from class VII, who were at a beginner level in their English skills. 

This class was chosen as the focus of the study because it offered a representative group of 

students encountering English as a new language. The class consisted of 11 students, with 6 

boys and 5 girls. 
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Technique of Data Collection  

To collect data for the study, the researchers applied both observation and assessment methods. 

Initially, they identified suitable participants and obtained their consent (Creswell, 2012). An 

observation checklist was employed to systematically record various classroom behaviors and 

student actions that could impact the learning process. Additionally, a test was administered to 

evaluate students' comprehension of the material. Field notes were also kept as a reflective tool, 

allowing the researchers to document and adjust the teaching techniques used during the study 

(Burns, 2010). 
 

Instruments of Data Collection  

The data collection instruments used in this study included test questions and an observation 

sheet. A test serves as a tool to measure knowledge through questions, commands, and 

instructions provided to the participants, prompting them to respond accordingly. The students 

were given a multiple-choice test consisting of 20 questions designed to assess their English 

vocabulary proficiency. In addition, the observation sheet was created by compiling a checklist 

of activities that focused on student engagement, interaction, and activity levels during the 

Chain Spelling Game. 

 

Data analysis 

To assess the students' vocabulary mastery, the researcher follows this procedure: 

1. Assessing Vocabulary Knowledge 

In vocabulary learning, assessment plays a crucial role. According to Nurgianto (2001), 

the goal of assessment is to evaluate how well students understand the material that has 

been taught. Research instruments are used for this purpose. Arikunto (2011) mentions 

that objective tests, including true-false questions, multiple-choice, matching, and fill-

in-the-blank tests, are commonly used. In this system, correct answers receive 5 points, 

while incorrect answers are given 0 points. 

 

Table 1. Criteria of Mean Score (Heaton, 1990)  

 

Students’ score Category Qualification 

        80-100 A Good to excellent 

       60-79 B Average to good 

       50-59 C Poor to average 

       0-49 D Poor 

  

2. Test 

Scoring the students vocabulary test answer: 

 
3. Calculating the test result of vocabulary mastery 

The researcher used the SPSS 27 edition to calculate the percentage and mean score of the 

students' vocabulary test at once the pre-test and post- test were determined. 

 
 

RESULTS AND DISCUSSION 
 

Results 
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The researcher assessed the scores in the pre-test, post-test, and questionnaire. The purpose 

of this assessment was to compare students' performance before and after the treatment. In 

addition, the questionnaire was used to gather students' perceptions. The collected data was 

then analyzed statistically, and the findings are presented below. 

1. VocabularybTestbResults 

In ithis isection, ithe iresearcher ipresents ithe iresults iof ithe ivocabulary itest iconducted 
ibefore iand iafter ithe itreatment. 

a.Pre-test 

During ithe ipre-test, ithe iresearcher icalculated ithe inumber iof icorrect ianswers ifrom ithe 
istudents ito iassess itheir iunderstanding iof ithe ivocabulary ilist. iAdditionally, ithe iresearcher 
iused iSPSS i27  ito istatistically icalculate ithe ipre-test iscores. iThe iresults iof ithe istudents' ipre-

test iscores iare ias ifollows: 

 

Table 2. Students’ iVocabulary iPre-Test iScore i 

 

No. i i i i i i i i i i iStudents iPre-Test Status 

1 Student i1 75 Average ito igood 

2 Student i2 35 Poor 

3 Student i3 30 Poor 

4 Student i4 55 Poor ito iaverage 

5 Student i5 35 Poor 

6 Student i6 25 Poor 

7 Student i7 60 Average ito igood 

8 Student i8 25 Poor 

9 Student i9 25 Poor 

10 Student i10 45 Poor 

11 Student i11 25 Poor 

 

According ito ithe idata ishown iin iTable, ithe ipost-test iscores iof I    the istudents ireflect ivarying ilevels 
iof iachievement iin ivocabulary. iThe iresults iindicate ia ibroad irange iof iscores iamong ithe i11 
istudents, iwith imost iof ithem ifalling iinto ithe i"Poor" icategory. iSpecifically, i7 istudents i(Student 
i2, i3, i5, i6, i8, i9, iand i11) iscored ibelow average, ipointing ito ia ineed ifor isubstantial iimprovement 
iin itheir ivocabulary iknowledge. iAmong ithese, iseveral istudents ihad ithe ilowest iscores, iwith 
iStudents i6, i8, i9, iand i11 iall iscoring I   25, iwhich iindicates ithey iare istruggling ithe imost iwith ithe 
imaterial. 

On ithe iother ihand, i4 istudents iscored iin ithe i"Average ito iGood" irange. iStudents i1, i4, iand i7 
iachieved iscores iof i75, i55, iand i60, irespectively. iThese istudents idemonstrated ia ibetter 
iunderstanding iof ivocabulary, iwith iStudent i1 iscoring ithe ihighest iwithin ithe iaverage irange. 

In igeneral, ithe iresults isuggest ithat iwhile isome istudents ihave ia isolid igrasp iof ivocabulary, imost 
istudents irequire iadditional isupport ito enhance itheir ivocabulary iskills. iThe ilarge inumber iof 
istudents iin ithe i"Poor" icategory iunderscores ithe inecessity ifor iadditional iteaching istrategies ior 
iinterventions ito ihelp ithem iimprove itheir ivocabulary iknowledge. 

The iresearcher ialso istatistically ianalyzed ithe istudents' ipre-test iscores iusing iSPSS 27. iThe 
idetailed iresults iof ithe istatistical iscores iare iprovided ibelow. 

 

Table 3. Descriptive Statistics of Students' Pre-test Scores 

 
 N Minimum Maximum Mean Std. Deviation 
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The 
idescriptive istatistics iof ithe istudents' ipre-test iscores iindicate ithat i11 istudents iparticipated iin ithe 
itest. iThe ilowest iscore iwas i25, isignifying ithat isome istudents ifaced iconsiderable ichallenges 
iwith ithe imaterial, iwhile ithe ihighest iscore ireached i75, iindicating ithat ia ifew istudents ihad ia 
istronger iunderstanding iof ithe icontent. iThe imean iscore iof i35,55 ireflects ia irelatively ilow 
iaverage iperformance, isuggesting ithat, ioverall, istudents istruggled iwith ithe imaterial. iMoreover, 
ithe istandard ideviation iof i17.10 ipoints ito imoderate ivariability iin ithe istudents' iscores, imeaning 
ithat iwhile isome iperformed inotably ibetter, iothers iperformed imuch iworse. iThese iresults 
iemphasize ithe ineed ifor iadditional isupport iand iinterventions ito iimprove istudents' 
iunderstanding ibefore ifuture iassessments. 

 

Table 4. iThe  iRating I  Percentage iScore iof I  Students' iCorrect I  Answers iin I  Pre-Test 

 

No. Classification Range Frequency Percentage 

1 Excellent 86-100 0 0% 

2 Good 71-85 1 7.2 % 

3 Average 56-70 2 18.2 % 

4 Poor < 55 8 72.7 % 

Total                                                         11 100% 

 

 

b. iPost-Test 

In ithe ipost-test, ithe iresearcher icalculated ithe istudents' icorrect ianswers iin iorder ito ianalyze ithe 
ivocabulary ilist iunderstanding. iFurthermore, ithe iresearcher icalculated ithe ipost-test iscore 
istatistically iby iusing iSPSS i27. I 

 

Table 5. Students Vocabulary iPost-Test Score i 

 

No.  i i i i i i i i i iStudents i  i i iPost-test Status 

1 Student i1 90 Good ito 
iExcellent 

2 Student i2 65 Average ito igood 

3 Student i3 30 Poor 

4 Student i4 85 Good     ito 
iexcellent 

5 Student i5 65 Average ito igood 

6 Student i6 60 Average ito igood 

7 Student i7 75 Average ito igood 

8 Student i8 55 Poor ito iaverage 

9 Student i9 65 Average ito igood 

10 Student i10 70 Average ito igood 

11 Student i11 60 Average ito igood 

 

According ito ithe idata ifrom ithe istudents' ipost-test iscores, ithe ihighest iscore iachieved iwas i90, 
icategorized ias i"Good ito iExcellent," iearned iby iStudent i1. iTwo iother istudents iscored i85 iand i75, 
iindicating inotable iimprovements iin itheir ivocabulary iknowledge. iHowever, isome istudents istill 

Pre_Test_Score 11 25,00 75,00 39,5455 17,09599 

Valid N (listwise) 11     
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iperformed ipoorly, iwith iStudent i3 iscoring ithe ilowest iat i30, iwhich ifalls iunder ithe i"Poor" 
icategory. iStudent i8, iwith ia iscore iof i55, ifell iin ithe i"Poor ito iAverage" irange, iwhile ithe 
iremaining istudents iscored ibetween i60 iand i70, iplacing ithem iin ithe i"Average ito iGood" irange. 
iThe ioverall itrend isuggests ithat iwhile ia ifew istudents imade isubstantial iprogress icompared ito 
ithe ipre-test, imany istill iscored iin ithe i"Average ito iGood" ior ilower iranges. i 

This ihighlights ithe ineed ifor iadditional isupport ito ihelp istudents iachieve ia ihigher ilevel iof 
ivocabulary iproficiency. 

 

Table 6.  i Descriptive iStatistics iof iStudents' iPost-test iScores 
 

 

 

 

The 
idescriptive istatistics iof ithe istudents' ipost-test iscores iindicate ithat ithere iwere i11 istudents iin 
itotal. iThe ilowest iscore iwas i30, ishowing ithat ione istudent ihad idifficulty iwith ithe imaterial, 
ithough iit imarked ian iimprovement ifrom ithe ipre-test. iThe ihighest iscore iwas i90, ireflecting ia 
isolid iunderstanding iof ithe icontent iby iat ileast ione istudent. iThe imean iscore iof  65,45 isuggests 
ian ioverall imoderate iperformance, iwith inoticeable iimprovement icompared ito ithe ipre-test. 
iHowever, ithe istandard ideviation iof i15.88 iindicates isignificant ivariation iin istudents' iscores, 
ihighlighting ithat iwhile isome istudents iexcelled, iothers istill ifaced ichallenges. iThis iimplies ithat, 
idespite ioverall iprogress, iadditional isupport imight ibe inecessary ito ihelp iaddress iindividual 
iperformance igaps. 

 

Table 7. iThe  I Rating I Percentage iScore iof iStudents' iCorrect iAnswers iin  iPost-Test 

 

No.  Classification Range Frequency Percentage 

1  Excellent 86-100 2 18.18 % 

2  Good 71-85 4 36.36 % 

3  Average 56-70 4 36.36 % 

4  Poor < 55 1 9.09 % 

Total                                                          11 100% 

The idata ifrom ithe ipost-test ireveals ithat ithe imajority iof istudents idemonstrated ia imoderate ilevel 
iof iachievement. iTwo istudents i(18.18%) iearned iscores iin ithe i"Excellent" irange i(86-100), 
iindicating istrong iperformance. iFour istudents i(36.36%) iscored iin ithe i"Good" irange i(71-85), 
iwhile ianother ifour istudents i(36.36%) iwere iin ithe i"Average" irange i(56-70), ireflecting ia isolid 
igrasp iof ithe imaterial. iOnly ione istudent i(9.09%) iscored iin ithe i"Poor" icategory i(≤55), 
isuggesting icontinued idifficulty iwith ithe icontent. iOverall, ithe iresults ishow ia ipositive itrend, 
iwith imost istudents iimproving itheir ivocabulary iknowledge icompared ito ithe ipre-test. i 

2. iThe iStatistic iAnalysis iScore 

a. iThe iPaired iSample iT-test 

Table 8.  iPaired iSample iT-test iResults 

 

 Mean N Std. Deviation 

Std. Error 

Mean 

Pair 1 pre_test_score 39,5455 11 17,09599 5,15463 

post_test_score 65,4545 11 15,88310 4,78893 

 

 
 N Minimum Maximum Mean Std. Deviation 

pre_test_score 11 30,00 90,00 65,4545 15,88310 

Valid N (listwise) 11     
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Based on the results of the Paired Samples t-test, the mean score for the pre-test is 39.55, 

indicating that students' understanding of the material before the intervention was relatively 

low. After the teaching or intervention, the mean score for the post-test increased to 65.45, 

showing a significant improvement in student comprehension. Although there was an 

improvement, there is still variability in the scores, with the standard deviation for the pre-

test being 17.10 and the post-test slightly lower at 15.88. This decrease in standard deviation 

indicates that, while variability remains, post-test scores were more concentrated and 

consistent among students compared to the pre-test. Additionally, the standard error mean for 

the pre-test is 5.15, suggesting more variability in the estimation of the pre-test mean, whereas 

the post-test's standard error mean is reduced to 4.79, showing more stability in the estimation 

of the post-test mean. Overall, these results suggest that the intervention or instruction had a 

positive impact on student understanding, although there are still differences in performance 

across students. 

b. iPaired I Sample I Correlation i 

Table 9.  Paired iSample iCorrelation 

 

 

 

 

 

The results for iPaired iSample iCorrelation show a moderate to strong positive correlation (r = 

0.756) between the pre-test and post-test scores. This indicates that students who performed 

well on the pre-test were likely to perform well on the post-test as well. The p-value of 0.007 

suggests that the difference between the pre-test and post-test scores is statistically 

significant. Since the p-value is less than 0.05, this means that the observed difference is 

unlikely to have occurred by chance, and the intervention or instruction had a meaningful 

impact on improving student understanding. Overall, these results demonstrate that there was 

a significant improvement in students' scores after the intervention, and the relationship 

between the pre-test and post-test scores is strong. 

c. i iThe iPaired iSample iTest 

Table 10. iThe i Paired iSample iTest 

 

 

 

 

95% confidence interval 
of the diffrence 

 

 Mean 
Std.Deviati

on 

Std. Error 
Mean 

Lower Upper t df Sig. (2-tailed) 

Pair 1 
Pre-test score 
Post-test score 

25,90909 11,57976 3,49143 -33,688848 -18,1297 -7,421 10 <,001 

 

The paired sample t-test results show a significant difference between the pre-test and post-

test scores. The mean difference between the pre-test and post-test scores is 25.91, with a 

standard deviation of 11.58 and a standard error mean of 3.49. The 95% confidence interval 

for the mean difference ranges from -33.69 to -18.13, indicating that the true mean difference 

is likely to fall within this range with 95% certainty. The t-value is -7.42, with 10 degrees of 

freedom (df), and the p-value is less than 0.001 (p < 0.001). This p-value indicates that the 

 N Correlation Sig. 

Pair 1 pre_test_score & 

post_test_score 

11 ,756 ,007 
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observed difference between the pre-test and post-test scores is highly statistically significant, 

meaning the null hypothesis (that there is no difference between the two sets of scores) is 

rejected. Therefore, it can be concluded that there was a significant improvement in scores 

from the pre-test to the post-test in this study indicating ithe ieffectiveness iof ithe ichain ispelling 
igame iin ipromoting ivocabulary imastery. 

This study demonstrates the effectiveness of using the chain spelling game technique to 

improve vocabulary mastery, as evidenced by the statistical results. According to the SPSS 

27 analysis, the two-tailed significance value is less than 0.001, which is lower than the 

standard significance level of 0.05 (p < 0.001). This statistical result led to the acceptance of 

the alternative hypothesis (H₁) and the rejection of the null hypothesis (H₀). The findings 

indicate that the chain spelling game technique significantly enhances students' vocabulary 

mastery. The experimental group, consisting of 11 students, showed notable improvement. 

 

Discussion 

 

The iuse iof ithe ichain ispelling igame itechnique imade ivocabulary iinstruction imore iengaging iand 
imotivated istudents ito iparticipate iactively iin ithe ilearning iprocess. iStudents iwere iexcited ito 
iengage iin ithe iactivity, iwhich ihelped ithem istay ifocused iand ireduce iboredom iduring iEnglish 
ilessons. iThe itechnique iproved iuseful iin ifacilitating istudents' ivocabulary imastery. These 
ifindings ialign iwith iToni iHaryanto's i(2015) iresearch, iwhich ihighlighted ithat iintroducing inew 
itechniques iinto ithe ilearning iprocess imakes iit imore iengaging. iAdditionally, ithe iresults iare 
iconsistent iwith ithe iwork iof  iHemmati, iTeimoori, iand iJafarigohar i(2013), iwho ifound ithat 
igame-playing, isuch ias istorytelling iand igames, ipositively iimpacted ivocabulary irecognition 
iamong iIranian iEFL ikindergartners. iOne ipossible iexplanation ifor ithe ipositive ioutcomes icould 
ibe ithat, ias iUr i(1996) isuggests, iactive iinvolvement iin ilearning ithrough iinteractive iand ifun 
iactivities ilike igames ienhances istudent iperformance. Games are designed ito ipromote 
iengagement iand icompetition iin iachieving ispecific iobjectives. iThe icompetitive inature iof ithe 
igames iused iin ithis istudy iadded iexcitement ito ithe iclassroom iatmosphere. iStudents ioften ilearn 
imore ieffectively iwhen ithey iare iactively iinvolved iin idiscovery iand iexperimentation, iespecially 
iin ia imotivating iand irelaxed ienvironment iwhere ithe igame’s igoals iare iclear iand iattainable. iThe 
igames iused iin ithis istudy isuccessfully imotivated istudents, iparticularly ithe ichain ispelling igame, 
iwhere istudents ieagerly iawaited itheir iturn ito icontribute iwords. iThis iapproach iencouraged 
icooperative iand iteam-based ilearning, iwith ithe icompetitive iaspect ifurther iboosting istudent 
iengagement ias ithey iwere imotivated iby ithe idesire ito iwin. iHowever, ithe iresearchers icautioned 
ithat irelying isolely ion igames ias ia iteaching istrategy icould ihave inegative ieffects. iThey isuggested 
ithat igames ishould icomplement iother iteaching imethods irather ithan ireplace ithem. In iline iwith  
ithis, iAyu iWahyuni's i(2020) iresearch ifound ithat iseventh-grade istudents iat iSMP iNegeri i19 
iPalembang  ishowed iimprovement iin itheir ivocabulary ithrough ithe iuse iof iguessing igames. iThis 
iimprovement iwas ievident iin ithe istudents' iincreased imotivation iand ienjoyment iin ilearning 
ivocabulary. In iconclusion, ithe istudents iappeared ito ibe iboth icomfortable iand iactively iengaged 
iin ithe ilearning iprocess. iMost istudents imade isignificant iprogress iwhen ithe iguessing 
iwhispering ispelling igame itechnique iwas iimplemented. iFurthermore, ithe iversatility iof ithis 
igame, iwith iits iadaptable isequence, imakes iit ia iflexible iand ieffective itool iin ivarious iteaching 
imethods. 

 

CONCLUSION 
 

Based ion ithe ianalysis iand ifindings iof ithe idata, ithe iresearcher iconcludes ithat ithe iuse iof ithe 
ichain ispelling igame ihas iproven ieffective iin ienhancing istudents' ivocabulary imastery. iThe 
iimprovement iin ithe istudents' ipost-test iscores, iwhich iwere ihigher ithan itheir ipre-test iscores, 
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idemonstrates ithe isuccess iof ithe itreatment iphase iin iaiding istudents ito istrengthen itheir 
ivocabulary iskills. iAdditionally, ithe iapplication iof ithe ichain ispelling igame ican ibe iregarded ias 
ian iappropriate itechnique ifor iteaching iand iboosting ivocabulary imastery. 
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