

50

[bookmark: _GoBack]CHAPTER II
REVIEW OF THE RELATED LITERATURE
A. Review of the Related Theories
1. Concept of Educational Game
a. Definition of Educational Game
		According to Zeng, J., et al (2020:189), an educational game is one that is created with specific educational and teaching goals in thoughts. This increases student motivation and engagement by fusing education and games, and it aids in the accomplishment of educational objectives by allowing students to accomplish predetermined learning objectives in an enjoyable way.  Games help students learn in a more natural and enjoyable way, which facilitates their comprehension of the subject matter. In addition to grabbing players' attention, educational games also make learning more engaging, which helps students at all educational levels learn more efficiently.
	Educational games are interactive tools designed to facilitate learning by integrating educational content with enjoyable gameplay. These games can be used in both formal educational settings, such as classrooms, and informal environments, such as homes. The primary goal of educational games is to enhance students' understanding, skills, and knowledge through an enjoyable and interactive learning process (Adipat, S., et al, 2021:544). Compared to traditional teaching methods, educational games provide a more engaging approach that helps learners stay motivated while improving their cognitive abilities.
		Educational games are based on pedagogical principles that integrate learning objectives with fun and interactive experiences. Unlike conventional teaching methods that rely on passive learning, educational games encourage active participation through challenges, problem-solving, and rewards. According to Sugianto, H (2023:22), educational games create an immersive learning environment that increases motivation and improves knowledge retention. By merging educational content with interactive elements, students can grasp complex concepts more easily while enjoying the learning process. This makes educational games an effective tool for teaching various subjects, including language learning, mathematics, and science.
	Additionally, an educational game is any form of game designed to provide educational experiences to players, including traditional and modern games that incorporate elements of educational and teaching content (Anastasiadis, T., et al, 2018:139). These games do not merely serve as a means of entertainment but also function as an effective tool to convey important information and concepts to the player. Therefore, an educational game contributes not only to knowledge acquisition but also to the development of social and cognitive skills essential in everyday life. This approach demonstrates that learning does not necessarily need to be formal; through games, students can engage actively in their own learning processes.
b. Characteristics of Educational Game
	According to Hamari, J., & Koivisto, J (2015:421), the characteristics of educational game are:
1) Challenge
Engaging challenges encourage learners to strive harder and develop new skills.
2) Feedback
Quick and clear feedback helps learners understand their progress and boosts motivation.
3) Achievement
A system of achievement provides a sense of progress and increases motivation through recognition of accomplishments.
4) Emotional Engagement
Emotional engagement creates enjoyable learning experiences and enhances motivation.
5) Competition
Healthy competition encourages active participation and enthusiasm for learning among learners



c.  Benefits of Educational Game
According to Hamari, J., & Koivisto, J  (2015:420), the benefits of educational game are:
1) Enhancing Student Motivation
Educational games make the learning process more engaging, thereby increasing students' motivation to participate. The elements of competition and challenge within the games stimulate a desire to learn and curiosity.
2) Higher Engagement
Educational games encourage students to actively engage in the learning process. By taking on roles as participants, students do not merely receive information but also contribute to decision-making, which enhances their understanding.
3) Interactive Learning Experience
Educational games provide an interactive learning experience, allowing students to directly interact with the material. This makes learning more enjoyable and helps develop critical thinking skills.
4) Development of Social Skills
Collaboration in games helps students learn to work together and communicate effectively. These social skills are essential for future success.

5) Immediate Feedback
Educational games offer immediate feedback, enabling students to quickly identify mistakes and improve their understanding. This prompt feedback creates a responsive learning environment and encourages performance enhancement.
2. Concept of Crossword Puzzle
a. Definition of Crossword Puzzle
	A crossword puzzle is a word game that involves filling in a grid of white and black squares with words that fit given clues. Typically, the words intersect at certain letters, creating a network of interconnected terms. According to Cahyo (2014), Crossword Puzzle is a power game remember, search, and match words/numbers. As an interactive learning tool, crossword puzzles engage learners by requiring them to recall and apply their knowledge of words, spellings, and meanings, making them an effective method for improving language proficiency. 
		One of the key benefits of crossword puzzles is their role in enhancing vocabulary mastery. Vocabulary acquisition is a crucial component of language learning, and crossword puzzles provide a structured yet enjoyable way for students to expand their word knowledg. According to Ningtiyas, D. N (2023:9), vocabulary knowledge consists of both receptive and productive aspects, and activities like crossword puzzles reinforce these components by requiring learners to actively recall and apply words in meaningful contexts.
		Crossword puzzles also support cognitive development by stimulating memory, reasoning, and problem-solving abilities. The process of deciphering clues and filling in the correct words requires analytical thinking and pattern recognition. Vygotsky’s (1978) In Yildiz, T (2025:416) sociocultural theory emphasizes the role of mediated learning in cognitive development, suggesting that engaging with puzzles and problem-solving tasks can enhance mental agility and adaptability. This aligns with research indicating that crossword puzzles can improve not only language skills but also critical thinking and cognitive flexibility.
		In educational settings, teachers have found crossword puzzles to be an effective supplementary tool for language instruction. By incorporating crossword puzzles into classroom activities, educators can create an interactive learning environment that promotes student engagement and motivation. Ramadhan, A., & Adawiyah, S. L. R (2020:60) states that language acquisition occurs when learners receive comprehensible input slightly beyond their current proficiency level, which crossword puzzles can facilitate by introducing new vocabulary within an accessible framework.				In conclusion, crossword puzzles are a versatile and engaging tool for language learning and vocabulary development. They enhance cognitive skills, promote vocabulary retention, and foster collaborative learning, making them a valuable addition to educational settings. While challenges exist in their implementation, proper design and instructional support can maximize their effectiveness. By incorporating crossword puzzles into language instruction, educators can create an enjoyable and interactive learning experience that supports students’ linguistic growth and academic success. 
b. Kinds of Crossword Puzzle
		According to Widyasari in Anwar, Y. T., & Erfansyah, E (2018:237), there are some kinds of crossword puzzles that can be performed in the process of teaching and learning vocabulary in the classroom using crossword puzzle games:
1) Oral Puzzle
            Oral puzzle is a puzzle that is given orally by teachers, and students are given only empty crossword puzzles without a clue. Giving instructions orally can train hearing students. Tell students to fill out what they could and then repeat the instructions until they understand.
2) Picture Puzzle
          Picture Puzzle is a puzzle using the picture as a clue, and the teacher only gives the students the puzzle without the clues. For each clue, replaced it with pictures. It works very well with a unit that embroiled many new vocabularies.
3) Object Puzzle
           Object puzzle is the crossword where inside the object is written a clue. give a blank puzzle without a hint to the student. The goods were placed around the room, each given a label with the prompts number. Then the students are asked to go around at different stations; allow them to pick up the objects as they complete the puzzle.
c. Procedure of Crossword Puzzle
	Based on Pinuria, Harmaini, and Ernadi (2014) as cited in Puspita and Sabiqoh, N (2017:30), the procedure for using crossword puzzles consists of pre-teaching, whilst-teaching, and post-teaching activities.
1) Pre-teaching
	In carrying out a strategy, careful preparation is essential to achieve the expected results. The following steps should be taken into account:
a) Setting goals 
b) Prepare various materials used for playing
c) Pay attention to the rules of the game
d) Prepare rewards and answer keys

2) Whilst-teaching
	After the preparation is complete, the next steps are: 
a) The student starts filling in the given crossword puzzle. 
b) During the course of learning, the teacher should pay attention to the students who have difficulty filling the Crossword Puzzle.
c) Teachers pay attention to the overall class situation to keep it in order by giving impetus so that crossword puzzles can be solved,
3) Post-teaching
	After the game is finished, subsequent activities include:
a) The student collects the crossword puzzle that has been
Completed.
b) Discuss the problems that occurred during the game. 
c) Examine the answers together.
3. Concept of Vocabulary Mastery
a. Definition of Vocabulary 
		Vocabulary is commonly defined as knowledge about words, their meanings, and their usage to express ideas through oral or written communication. Language consists of a vast number of vocabularies that combine to form meaningful expressions. Vocabulary plays a fundamental role in language acquisition, as it serves as the foundation for comprehension and communication. According to Pratolo, B., & Hafizhah, R (2022:3), vocabulary is essential for effective communication, as it enables individuals to construct meaningful sentences and convey their thoughts accurately. Similarly, Ramadhan, A., & Adawiyah, S. L. R (2020:61) assert that without vocabulary mastery, students may struggle in developing language skills, emphasizing the significance of vocabulary in language learning.
		In the context of second language learning, vocabulary acquisition poses unique challenges due to differences in linguistic structures and word meanings across languages. Learners may struggle with pronunciation, spelling, and word usage, requiring additional support and practice. Sinaga, H., et al (2020:52) suggest that interactive learning activities, such as word games and storytelling, can significantly improve vocabulary acquisition by making the learning process engaging and memorable. These activities encourage active participation and reinforce word meanings through contextual use.
		One effective technique for vocabulary enhancement is the use of mnemonic devices, which help learners associate new words with familiar concepts or images. Mnemonics, such as acronyms, rhymes, and visual imagery, aid in memory retention and retrieval, making vocabulary learning more efficient (Risa S, F, 2020:15). Additionally, digital tools and applications designed for language learning provide interactive exercises, flashcards, and quizzes that support vocabulary development in an engaging manner (Resmi., et al, 2023). These technological advancements make vocabulary learning more accessible and enjoyable for learners.
		In conclusion, vocabulary is a crucial element of language that facilitates effective communication and comprehension. Its acquisition and development require a combination of structured instruction, exposure to language, and interactive learning strategies. By employing diverse vocabulary-building techniques, learners can enhance their linguistic abilities and achieve greater fluency in their language use. As vocabulary continues to be a key determinant of language proficiency, fostering a strong vocabulary foundation remains essential for academic, professional, and personal growth.
b. Types of Vocabulary Mastery
		Mastery of vocabulary types is very important for effective communication. Vocabulary comprehension skills in learning help students to understand and recognize related vocabulary. There are two types of vocabulary namely receptive vocabulary and productive vocabulary (Hatch, E., & Brown, C, 1995:301).
1) Receptive Vocabulary
     Receptive Vocabulary is word that students recognize and understand when used in context, but which they cannot produce. It is announced that it is introduced by students when they see or enter in reading texts, but not used in speaking and writing. Therefore, students will be in receptive control of the words they understand when they hear or read.
2) Productive Vocabulary 
      Productive vocabulary is word that students understand and can pronounce correctly and use constructively in speaking and writing. It involves what is needed for receptive vocabulary plus the ability to speak or write at the right time. Therefore, productive vocabulary can be said to be an active process, because students can produce words to express their thoughts to others in the form of speech or writing.
c. Importance of Vocabulary
	Vocabulary provides the basis for effective communication and understanding. Vocabulary learning is an important part of foreign language learning because the meaning of new words is often emphasized, both in books and in the classroom (Alqahtani, M, 2015:21). This is also important for teachers and very important for students.
1) Vocabulary is the foundation of language, providing the raw building blocks for expressing thoughts and ideas. One cannot communicate successfully without a broad vocabulary, which can result in misinterpretations and misunderstandings. 
2) Vocabulary is essential for reading comprehension. Reader comprehension and retention may suffer when they come across unfamiliar words because they may find it difficult to understand the meaning of the text. On the other hand, a large vocabulary makes it easier for readers to comprehend the material, which enhances understanding and memory.
3) Vocabulary supports all four language skills: reading, writing, listening and speaking. these abilities are easier to execute when kids have a large vocabulary since they can express themselves more effectively. 
4) Vocabulary is interconnected with grammar. Grammatical structures have no significance without vocabulary, and vice versa. Since both are essential for good communication, students should work on both at the same time.
d. Indicator of Vocabulary 
	Students can increase their vocabulary mastery in a variety of ways. A particular approach to vocabulary development that might help students increase their vocabulary is to determine synonyms and antonyms, word meanings (Djiwandono, 2011; Andani, S. T., & Anggraini, D, 2023:28), and parts of speech (Trask, R. L., & Stockwell, P,  2007:206). This is used as an indicator for assessing students' mastery of vocabulary. 

1) Meaning
The meaning of a word in vocabulary is its definition or what it represents in a language. Understanding this is important when learning a new language. 
Example:
Word	: Apple
Meaning	: A round fruit with red, green, or yellow skin and a      		  sweet taste.
2) [bookmark: _Hlk184717405]Parts of Speech
	      According to Trask, R. L., & Stockwell, P (2007:206), parts of speech are the grammatical categories into which the words of a language are classified, including nouns, pronouns, verbs, adjectives, adverbs, prepositions, conjunctions, and articles.
a) Noun 
This part of speech is used to name people, objects, animal, places, and abstract concept.
Example:
Word		: Car, house, bag, book, brother, sister.
Sentence	: He drives a fast car.
b) Pronoun 
Pronoun is used to replace noun. This part of speech is useful to avoid repetition of noun usage.
Example:
Word		: I, you, she/he, it.
Sentence	: She loves to read books.
c) Verb
This part of speech is used to show actions from the subject, indicate events, or circumstances.
Example:
Word		: Read, clean, write, read.
Sentence	: He reads a book in the library.
d) Adjective
This part of speech is used to explain noun or pronoun.
Example:
Word		: Smart, beautiful, old, delicious
Sentence	: Tina is a beautiful girl.
e) Adverb 
This part of speech is used to explain verb, adjective, or other adverb. 
Example:
Word		: Tomorrow, always, very, maybe, quickly.
Sentence 	: I will buy some books tomorrow.
f) Preposition
This part of speech is combined with nouns or pronouns, forming phrases that explain verb, noun, or adjective.
Example:
Word		: In, on, at, to, under.
Sentence	: The cat is in the box.
g) Conjunction
This part of speech is used to connect two words, phrases, clauses, or paragraphs. 
Example:
Word 		: And, but, both even though, however.
Sentence	: I enjoy reading books and watching movies
h) Articles
Articles are words that define a noun as specific or unspecific.
Example:
Word		: A, an, the.
Sentence	: I want the cookie.
3) Synonym and Antonym
1) Synonym is a word that has the same or similar meaning as another word.
Example:
Big		: Large, huge, massive, gigantic, enormous
Beautiful	: Attractive, lovely, stunning, pretty
2) Antonym is a word that has a meaning that is not the same or opposite to another.
Example:
Accept	: Reject
Active	: Inactive
Alive 	: Dead
Answer	: Question
B. Review of Related Findings
      There are some previous studies done by researchers showing that the effect of using crossword puzzle toward vocabulary mastery.
      The first related finding is The effectiveness of using crossword puzzle games to improve vocabulary mastery of the 7th grade students of SMP Muhammadiyah 2 Kalasan  by Bambang Pratolo and Riqqah Hafizhah  (2022). In this study, the researcher wants to investigate the effectiveness of using crossword puzzles to improve vocabulary mastery. This research was conducted at SMP Muhammadiyah 2 Kalasan. This research was conducted using an experimental design, especially a quasi-experiment using a quantitative approach. The population used in this study was the seventh-grade students of SMP Muhammadiyah 2 Kalasan. The sample used in this study was class 7 students of SMP Muhammadiyah 2 Kalasan totaling 36 people consisting of 2 classes (class 7d and 7e). The instruments used in this study were test questions in the form of multiple-choice as many as 20 test items. Data collection techniques in this study used pretest, treatment, and posttest. The results of this study stated that the use of crossword puzzles could effectively increase vocabulary mastery of the students. From the results of SPSS calculations, the scores obtained by the experimental class after the treatment was carried out were higher than before. So from the hypothesis test, it was found that the value of Sig was 0.00 which was < 0.05 and thus the H0 was not accepted, and Ha was accepted. It means that media Crossword Puzzle (X) affects mastery of English vocabulary (Y). Therefore, the use of crossword puzzle influenced the increment of English vocabulary mastery among the seventh-grade students of SMP Muhammadiyah 2 Kalasan.
	      The second related finding is The Effect of Crossword Puzzle Game Toward Students' Vocabulary Mastery at the Eleventh Grade of Senior High School N 3 Jambi City by Memo Vicky Haryadi Manulu (2022). In this study, the researcher wants to know whether there is an effect of crossword puzzle game on vocabulary mastery of 11th grade students. This study used a quasi-experimental design, with sample selected using simple random sampling technique. The population was 355 people with a sample of 67 students, namely 31 students of Class XI IPS 1 as the control class and 36 students of Class XI MIPA 1 selected as the experimental class.  The data collection technique is by distributing questions to research respondents and analyzing data using the t-test. The results of this study showed that students' vocabulary mastery in English subjects taught using crossword puzzle games obtained an arithmetic mean of 89.61; students' vocabulary in English subjects not taught using crossword puzzle games obtained an arithmetic mean of 80.19; and students' vocabulary mastery in English subjects taught using crossword puzzle games was higher than students' vocabulary mastery in English subjects taught using direct methods with Sig. value.  0,049 < 0,05.  And this study shows that there is an effect of using crossword puzzle game on students' vocabulary mastery as evidenced by the increase in students' learning outcomes. 
      The third related finding is Teaching English Vocabulary Using Crossword Puzzle Game at Seventh Grade Students Cimahi by Yayang Taofik Anwar and Efransyah (2018). In this study, the researcher wanted to find out whether crossword puzzles are effective in increasing students' vocabulary in seventh grade students. In this study, the method used was quantitative research with a pre-experimental research design conducted in one class. The population of this study was seventh grade students with a sample of 32 students from class VII.E. Data was collected with pre-test and post-test instruments. The results of data analysis showed that the mean value of the post-test was higher than the mean value of the pre-test. The results of the calculation using Wilcoxon based on the statistical test table, the asymptotic significance (2-tailed) = 0.000 is lower than 0.05. This means that the alternative hypothesis is supported. And this study shows that teaching English vocabulary by using crossword puzzle game is effective to improve vocabulary. 
      The following table presents a comparison of previous research findings that are relevant to this study. The comparison includes similarities and differences in terms of research title, researcher, year, objectives, methods, instruments, and results. This comparison is used to demonstrate the relevance and contribution of the current study in the context of existing literature. 

Table of Similarities and Differences of Previous Research Findings

	No
	Researcher & Title
	Similarities
	Differences

	1
	The effectiveness of using crossword puzzle games to improve vocabulary mastery of the 7th grade students of SMP Muhammadiyah 2 Kalasan  by Bambang Pratolo and Riqqah Hafizhah  (2022).
	· Used crossword puzzles.
· Quantitative (pre-test & post-test).
· Media effective.
	· 7th grade students.
· Quasi-experimental (2 classes).
· 20 MCQs.
· T-test, Sig. 0.000.

	2
	The Effect of Crossword Puzzle Game Toward students' Vocabulary Mastery at the Eleventh Grade of Senior High School N 3 Jambi City by Memo Vicky Haryadi Manulu (2022)
	· Used crossword puzzles.
· Quantitative (pre-test & post-test).
· Increased mastery.

	· 11th grade students.
· Quasi-experimental (random sampling).
· 67 students.
· Compared with direct method.
· T-test, Sig. 0.049.

	3
	Teaching English Vocabulary Using Crossword Puzzle Game at Seventh Grade Students Cimahi by Yayang Taofik Anwar and Efransyah (2018)
	· Used crossword puzzles.
· Quantitative (pre-test & post-test).
· Improved mastery.
	· 7th grade students (Cimahi).
· Pre-experimental (1 class).
· 32 students.
· Wilcoxon test, Sig. 0.000.
· No control class.



     Based on the comparison above, it can be seen that all previous studies applied crossword puzzles as media in improving students' vocabulary mastery and proved its effectiveness. However, the present study differs in terms of location, population level (eighth-grade students), and the specific indicators measured (meaning, parts of speech, and synonym-antonym). This study also uses a different treatment duration and learning material. Therefore, this research provides a new perspective by applying crossword puzzles in a different context and participant group.
C. Conceptual Framework
[bookmark: _Hlk188280787]The conceptual framework of this research can be seen below :
The Effect of Using Crossword Puzzle Toward 
Vocabulary Mastery at Eighth Grade Students 
at  SMP Negeri 1 Teluk Pinang




Synonym & Antonym
Partss of Speech
Meaning
INDICATORS
Pre-test Steps in teaching :

Pre-test Steps in teaching :

1. Students experience 
low vocabulary acquisition.
2. Students have limited learning methods used.
3. Students lack understanding of parts of speech.
4. Students have difficulty to comprehend the meaning of vocabulary.
5. Students have difficulty to comprehend antonyms and synonyms.

WORD GUESS by PICTURE
CROSSWORD PUZZLE
Pre-test
Pre-test Steps in teaching :

CONTROL CLASS
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RESEARCH DESIGN
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Steps in teaching :
1. Teacher introduces "Word Guess by Picture" and its rules.
2. Students make word guesses based on the given picture.
3. Teacher provides feedback and explains the correct word meaning.
4. Students repeat the word to reinforce their memory
Steps in teaching :
1. The teacher introduces the "Crossword Puzzle" and its rules.
2. Students receive the crossword puzzle to complete.
3. Students fill in the crossword puzzle with relevant words.
4. The teacher provides feedback and explanations.
5. Students repeat the words to reinforce their memory







EXPECTED RESULT
To find out the effect of using Crossword puzzle toward vocabulary mastery


D. Hypothesis
        There are two hypothesis for experimental study :
H0 (Null Hypothesis)
There is no significant effect between crossword puzzle and vocabulary mastery at Eight grade of SMP Negeri 1 Teluk Pinang.
H1 (Alternative Hypothesis)
There is a significant effect between crossword puzzle and vocabulary mastery  at Eight grade of SMP Negeri 1 Teluk Pinang.
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