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 Purpose of the study: This study aimed to determine whether the use of the 

computer game Big City Adventure was effective in developing students’ 

vocabulary mastery, especially noun vocabulary, among eighth-grade students of 

SMP Muhammadiyah Palopo in the 2013/2014 academic year. 

Methodology: This study used a pre-experimental design with one-group pre-test 

and post-test. The population consisted of 20 eighth-grade students, and total 

sampling was applied. Instruments included vocabulary tests (50 noun vocabulary 

items), questionnaires (10 Likert-scale items), computer, LCD projector, 

dictionary, and the Big City Adventure computer game as learning media. 

Main Findings: The findings showed significant improvement in students’ 

vocabulary mastery after treatment. The pre-test mean score was 4.99, while the 

post-test mean score increased to 8.38. Most students moved from poor and fair 

categories to good, very good, and excellent categories. Students also gave 

positive responses toward learning vocabulary using the computer game. 

Novelty/Originality of this study: This study introduced Big City Adventure as 

an interactive computer game for teaching noun vocabulary in junior high school. 

Unlike conventional memorization methods, this approach combined visual 

learning, student engagement, and enjoyable gameplay, helping reduce boredom 

and increase motivation, interest, and vocabulary retention in English learning. 
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1. INTRODUCTION 

Vocabulary is one of the most fundamental components in learning English because it becomes the basis 

for mastering the four major language skills, namely listening, speaking, reading, and writing. Without sufficient 

vocabulary mastery, students will experience difficulties in understanding texts, expressing ideas, participating in 

conversations, and producing written work effectively [1]-[3]. Vocabulary serves as the core of language 

competence since communication cannot occur properly without words. In junior high school level, vocabulary 

learning becomes an essential stage because students are still in the process of building their basic English 

competence. Therefore, teachers are required to provide effective and attractive learning strategies that can help 

students improve their vocabulary mastery systematically and meaningfully [4], [5]. 
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In reality, many students still face serious problems in learning English vocabulary, particularly in 

memorizing and understanding noun vocabulary [6], [7]. Students often feel that vocabulary learning is difficult, 

monotonous, and boring because it is commonly taught through conventional methods such as memorization, 

repetition, and dictionary use without involving interactive learning media. This condition reduces students’ 

motivation and interest in learning English [8]-[10]. As a result, students tend to become passive during the 

learning process and show low achievement in vocabulary tests. This problem was also found among the eighth-

grade students of SMP Muhammadiyah Palopo, where many students showed low motivation to study English and 

lacked enthusiasm in learning vocabulary, especially because they were reluctant to memorize words and open 

dictionaries during classroom activities. 

The development of technology in education provides opportunities for teachers to integrate digital media 

into classroom instruction to create more engaging learning environments. One of the technological tools that can 

be utilized is computer games [11], [12]. Computer games are considered effective learning media because they 

combine entertainment, visual stimulation, challenge, and interaction, which can increase students’ attention and 

motivation. In language learning, computer games can function not only as recreational activities but also as 

instructional tools that facilitate vocabulary acquisition [13]. Through games, students can learn while playing, 

making the learning process more enjoyable and less stressful. This condition supports meaningful learning 

because students tend to remember vocabulary better when they are emotionally engaged in the activity [14]. 

One of the computer games that can be applied in vocabulary learning is Big City Adventure. This game 

is a hidden-object game in which players are required to identify and find various objects displayed on the screen. 

Most of the objects presented in the game are nouns, making it highly relevant for vocabulary learning purposes, 

especially for beginner learners [15], [16]. Students are challenged to recognize object names, understand their 

meanings, and associate them with visual representations. This visual and contextual learning process helps 

strengthen memory retention and improves vocabulary comprehension. In addition, the game provides enjoyable 

challenges that can reduce boredom and create a more relaxed classroom atmosphere, allowing students to 

participate actively in the learning process [17]. 

The use of Big City Adventure as a teaching medium is expected to solve the problem of low vocabulary 

mastery among students by transforming passive learning into active participation. Through this game, students 

are not only exposed to new vocabulary items but are also encouraged to interact, collaborate, and compete 

positively during classroom activities [18], [19]. The use of computer games can stimulate students’ curiosity and 

create intrinsic motivation to learn English. Furthermore, the game supports the teacher’s role in presenting 

vocabulary in a more concrete and interesting form, especially for noun vocabulary that can be directly visualized. 

This approach is considered suitable for junior high school students who generally respond better to visual and 

interactive learning strategies than to traditional memorization methods [20]-[22]. 

Based on these conditions, this study focuses on investigating whether the use of the computer game Big 

City Adventure is effective in developing students’ vocabulary mastery among eighth-grade students of SMP 

Muhammadiyah Palopo. This research is important because it provides an alternative teaching strategy for English 

teachers in improving students’ vocabulary learning outcomes. The findings are expected to contribute to the 

development of innovative English teaching practices, particularly in the integration of educational technology 

and game-based learning at the junior high school level [23], [24]. 

Several previous studies have discussed vocabulary improvement through various learning methods. 

Jasmaruddin found that students’ vocabulary improved significantly through the use of word lists, as indicated by 

the increase in mean scores from pre-test to post-test. Muhammad Solihin reported that computer games were 

effective in teaching vocabulary to elementary school students, showing substantial improvement after treatment. 

Muliana also found that students’ vocabulary developed effectively through card guessing games at the senior high 

school level [25], [26]. Although these studies proved that vocabulary can be improved through different media 

and strategies, most of them focused on general computer games, word lists, and card games without specifically 

examining hidden-object computer games such as Big City Adventure at the junior high school level. This indicates 

a research gap regarding the effectiveness of specific interactive visual games for noun vocabulary mastery among 

eighth-grade students [27], [28]. 

The novelty of this study lies in the use of Big City Adventure as a specific hidden-object computer game 

to improve students’ noun vocabulary mastery. Unlike previous studies that mostly applied conventional 

vocabulary games or general computer-based activities, this research integrates visual object recognition, 

contextual learning, and interactive gameplay simultaneously [29]. The focus on noun vocabulary through direct 

object identification provides a more concrete learning experience for students. In addition, the implementation at 

the eighth-grade junior high school level offers new empirical evidence regarding the effectiveness of this game-

based learning strategy in improving vocabulary acquisition among adolescent learners in formal classroom 

settings. 

The implication of this study is expected to provide practical contributions for English teachers, students, 

and future researchers [30]. For teachers, the findings may serve as a reference for selecting innovative and 

enjoyable instructional media in vocabulary teaching. For students, the use of computer games can increase 
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motivation, engagement, and confidence in learning English. For schools, this approach supports the integration 

of technology-based learning in classroom practice. Meanwhile, for future researchers, this study can become a 

foundation for developing broader investigations related to digital game-based learning, vocabulary mastery, and 

interactive English teaching strategies in different educational contexts [31]. 

The urgency of this research is strongly related to the need for improving students’ English competence 

in the modern educational era, where language proficiency and digital literacy are equally important. Traditional 

vocabulary teaching methods often fail to address students’ learning preferences in the digital generation, resulting 

in low motivation and poor learning outcomes [32]. Therefore, innovative approaches such as computer game-

based learning are urgently needed to create meaningful and effective instruction. Investigating the effectiveness 

of Big City Adventure is essential to provide empirical evidence that supports the implementation of enjoyable, 

technology-assisted learning strategies capable of improving vocabulary mastery and fostering students’ long-term 

interest in English learning. 

Based on the background, research gap, novelty, and urgency presented above, this study is guided by the 

following research questions: (1) How effective is the use of the computer game Big City Adventure in improving 

students’ noun vocabulary mastery among eighth-grade students of SMP Muhammadiyah Palopo? (2) How is the 

implementation of Big City Adventure conducted during vocabulary learning activities in the classroom? and (3) 

How do students respond to the use of Big City Adventure as a game-based learning medium in English vocabulary 

instruction? These research questions are formulated to investigate the effectiveness of the game in vocabulary 

learning and to obtain a comprehensive understanding of students’ engagement and learning experiences through 

technology-assisted instruction. 

 

 

2. RESEARCH METHOD 

 

2.1. Research Design 

This study employed a pre-experimental research design using one-group pre-test and post-test design 

[33]. This design was selected because the researcher intended to measure the effectiveness of using the computer 

game Big City Adventure in improving students’ vocabulary mastery before and after treatment. In this design, 

students were first given a pre-test (Y1) to identify their initial vocabulary ability. After that, treatment (X) was 

conducted through vocabulary learning activities using the computer game Big City Adventure for five meetings. 

Finally, a post-test (Y2) was administered to measure students’ vocabulary development after the treatment. The 

effectiveness of the treatment was determined by comparing the results of the pre-test and post-test. This design is 

appropriate for identifying the direct influence of instructional treatment on students’ learning outcomes. 

 

2.2. Subject/Sample 

The population of this study consisted of all eighth-grade students of Jenior High School Muhammadiyah 

Palopo in the 2013/2014 academic year. There was only one class consisting of 20 students. Since the total number 

of students was relatively small and manageable, the researcher applied total sampling technique, where all 

members of the population were selected as the research sample. Therefore, the sample of this study included all 

20 students of the eighth grade. This sampling technique was chosen to ensure that the research results represented 

the entire population accurately and to avoid sampling bias. 

 

Table 1. Population and Sample of the Study 

Class Population Sampling Technique Sample 

Eighth Grade 20 Students Total Sampling 20 Students 

 

2.3. Source of Data and Data Collection Technique 

The primary source of data in this study was obtained directly from students’ vocabulary test scores and 

questionnaire responses [34]. The vocabulary test scores were collected through pre-test and post-test to measure 

students’ vocabulary mastery before and after treatment. Meanwhile, the questionnaire was distributed after the 

treatment to identify students’ responses and perceptions toward the use of Big City Adventure in vocabulary 

learning. 

The data collection technique consisted of four stages. First, the researcher administered the pre-test to 

determine students’ prior knowledge of vocabulary. Second, the researcher conducted treatment for five meetings 

using Big City Adventure as the learning media. During the treatment, students were introduced to noun 

vocabulary presented in the game, divided into groups, and guided to play and discuss the vocabulary items. Third, 

the researcher administered the post-test to evaluate vocabulary improvement after treatment. Fourth, a 

questionnaire consisting of 10 Likert-scale statements was distributed to collect students’ opinions regarding the 

effectiveness and attractiveness of the game-based learning process. 
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2.4. Research Instrument 

The instruments used in this study were vocabulary tests and questionnaire sheets [35]. The vocabulary 

test consisted of 50 items focusing on noun vocabulary in the forms of translating words and matching words. 

Each correct answer was scored one point. The pre-test was intended to assess students’ initial vocabulary mastery, 

while the post-test measured students’ vocabulary achievement after receiving treatment. 

In addition, the researcher used a questionnaire consisting of 10 statements with five response options 

based on Likert Scale, namely Strongly Agree (5), Agree (4), Neutral (3), Disagree (2), and Strongly Disagree (1). 

This questionnaire aimed to identify students’ attitudes and responses toward the use of Big City Adventure in 

learning vocabulary. Supporting tools such as a computer, LCD projector, dictionary, and the Big City Adventure 

game application were also used during the treatment process to facilitate classroom instruction. 

          

Table 2. Research Instruments 

Instrument Purpose Number of Items 

Pre-test Measure initial vocabulary mastery 50 

Post-test Measure vocabulary improvement 50 

Questionnaire Measure students’ responses 10 

 

The instruments used in this study consisted of a pre-test, post-test, and questionnaire. The pre-test was 

administered to measure students’ initial vocabulary mastery before the implementation of the Big City Adventure 

game, while the post-test was used to evaluate students’ vocabulary improvement after the treatment. Both tests 

consisted of 50 items designed to assess students’ understanding of noun vocabulary. In addition, a questionnaire 

containing 10 items was distributed to obtain students’ responses and perceptions toward the use of the game as a 

learning medium in vocabulary instruction. 

 

2.5. Data Analysis Technique 

The data were analyzed using descriptive quantitative analysis. First, students’ correct answers from both 

pre-test and post-test were scored using the following formula: 

 

Score = (Students’ Correct Answer / Total Number of Items) × 10 

 

The students’ scores were then classified into seven categories: Excellent (9.6–10), Very Good (8.6–9.5), 

Good (7.6–8.5), Fairly Good (6.6–7.5), Fair (5.6–6.5), Poor (3.6–5.5), and Very Poor (0–3.5). 

Next, the mean score was calculated to determine the average achievement of students in both tests using 

the formula: 

 

𝑀 =  
∑𝑋

𝑁
  …(1) 

 

 

Where: 

M = Mean score 

ΣX = Total score 

N = Number of students 

 

The standard deviation was also calculated to determine score distribution. Finally, the t-test was used to 

determine the significance of the difference between pre-test and post-test results. The hypothesis testing criteria 

were: if t-count > t-table, the null hypothesis (H0) was rejected and the alternative hypothesis (H1) was accepted, 

indicating that Big City Adventure significantly improved students’ vocabulary mastery. 

 

2.6. Research Procedure 

The research procedure was conducted systematically in several stages [36]. First, the researcher prepared 

the research instruments, including vocabulary tests, questionnaire sheets, computer devices, LCD projector, 

dictionaries, and the Big City Adventure game. Second, the researcher administered the pre-test to assess students’ 

initial vocabulary ability. 

Third, the treatment was conducted for five meetings. In each meeting, the researcher introduced specific 

noun vocabulary items found in the game, explained how to play the game, divided students into four groups, and 

guided them during gameplay. Students identified hidden objects, discussed difficult vocabulary, and concluded 

the lesson together with the researcher. This interactive learning process aimed to improve vocabulary mastery 

through visual recognition and enjoyable activities. 
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Fourth, after all treatments were completed, the researcher administered the post-test to evaluate students’ 

vocabulary development. Finally, the questionnaire was distributed to measure students’ perceptions and responses 

toward the use of the computer game. The collected data were then analyzed statistically to determine the 

effectiveness of the treatment. 

 

 

3. RESULTS AND DISCUSSION 

 

3.1.  Students’ Vocabulary Achievement Before and After Treatment 

Equations should be placed at the center of the line and provided consecutively with equation numbers in 

parentheses flushed to the right margin, as in (1). The use of Microsoft Equation Editor or MathType is preferred 

This study aimed to determine the effectiveness of using the computer game Big City Adventure in improving 

students’ vocabulary mastery at the eighth-grade students of Junior high school Muhammadiyah Palopo. The data 

were obtained through pre-test, treatment, post-test, and questionnaire. The vocabulary tests focused on noun 

vocabulary, particularly objects commonly found in the game, such as animals, fruits, transportation, classroom 

tools, human body parts, and daily objects. The results showed a significant improvement in students’ vocabulary 

mastery after the implementation of the treatment using the computer game. 

The pre-test was administered before the treatment to identify students’ initial vocabulary mastery. The 

results showed that students still had low vocabulary achievement. The total score of the pre-test was 99.8 with a 

mean score of 4.99. The highest score obtained by students was 7.4, while the lowest score was 2.6. These findings 

indicate that most students had difficulties in understanding and remembering English vocabulary, especially noun 

vocabulary. Many students were still unable to translate simple words correctly and had limited familiarity with 

vocabulary used in daily communication. This condition reflects that conventional vocabulary learning methods 

were not sufficiently effective in motivating students to learn vocabulary actively. 

 

Table 3. Students’ Mean Score in Pre-test and Post-test 

Component Pre-test Post-test 

Mean Score 4.99 8.38 

 

Based on Table 3, it can be seen that there was a substantial increase in students’ vocabulary mastery 

after the treatment. The post-test was administered after five meetings of treatment using Big City Adventure. The 

total score increased to 167.6 with a mean score of 8.38. The highest score in the post-test reached 9.8, while the 

lowest score increased significantly to 7.4. This result proves that students showed better understanding and 

retention of vocabulary after learning through the computer game. The visual support, repetition, and interactive 

nature of the game contributed to helping students recognize and remember vocabulary more effectively. 

The improvement can also be seen from the distribution of score classifications. In the pre-test, there were 

3 students (15%) categorized as very poor, 9 students (45%) as poor, 5 students (25%) as fair, and only 3 students 

(15%) as fairly good. No students reached the good, very good, or excellent categories. This finding indicates that 

students’ vocabulary mastery before treatment was still unsatisfactory and required instructional improvement. 

 

Table 4. Rate Percentage of Students’ Scores in Pre-test 

Classification Score Range Frequency Percentage 

Excellent 9.6–10 0 0% 

Very Good 8.6–9.5 0 0% 

Good 7.6–8.5 0 0% 

Fairly Good 6.6–7.5 3 15% 

Fair 5.6–6.5 5 25% 

Poor 3.6–5.5 9 45% 

Very Poor 0–3.5 3 15% 

 

After the treatment, the score classification changed significantly. In the post-test, there were 2 students 

(10%) categorized as excellent, 5 students (25%) as very good, 12 students (60%) as good, and only 1 student 

(5%) as fairly good. No students remained in the fair, poor, or very poor categories. This result demonstrates that 

the use of Big City Adventure successfully shifted students’ performance from low achievement categories to 

higher academic performance categories. 
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Table 5. Rate Percentage of Students’ Scores in Post-test 

Classification Score Range Frequency Percentage 

Excellent 9.6–10 2 10% 

Very Good 8.6–9.5 5 25% 

Good 7.6–8.5 12 60% 

Fairly Good 6.6–7.5 1 5% 

Fair 5.6–6.5 0 0% 

Poor 3.6–5.5 0 0% 

Very Poor 0–3.5 0 0% 

 

These findings indicate that computer game-based learning created a more engaging classroom 

atmosphere. Students became more motivated and participated actively because the game transformed vocabulary 

learning into an enjoyable activity rather than a memorization burden. Students were able to associate words 

directly with visual objects shown in the game, which improved comprehension and memory retention. 

 

3.2. Test of Significance and Students’ Responses 

To determine whether the improvement was statistically significant, the researcher calculated the t-test 

after finding the mean score and standard deviation. The mean deviation (Md) was calculated using the following 

formula: 

 

𝑀𝑑 =  
∑𝐷

𝑁
  …(2) 

 

Where: 

Md = Mean deviation 

ΣD = Total deviation score 

N = Number of students 

 

The calculation showed that the mean deviation was 3.39, indicating a considerable difference between 

pre-test and post-test results. Furthermore, the t-test result showed that the t-count was higher than the t-table value 

at the significance level of 0.05. This means that the null hypothesis (H0) was rejected and the alternative 

hypothesis (H1) was accepted. Therefore, it can be concluded that the use of the computer game Big City 

Adventure significantly improved students’ vocabulary mastery. 

This significant improvement occurred because the game provided direct visual representation of 

vocabulary items. Students learned nouns not only through written words but also through images and active 

searching processes [37]. This aligns with learning theories stating that students learn better when they are actively 

involved and emotionally engaged in the learning process. The hidden-object system in Big City Adventure also 

strengthened repetition and recall, which are important elements in vocabulary acquisition. 

In addition to test results, the questionnaire also showed positive student responses toward the use of the 

game. Most students agreed that learning vocabulary through Big City Adventure was more enjoyable, less 

stressful, and easier to understand than traditional methods. They reported that the game increased their motivation 

to participate in class and helped them remember new vocabulary faster [38]. Students also stated that working in 

groups during gameplay improved collaboration and classroom interaction. 

The positive perception from students confirms that computer games can serve as effective instructional 

media rather than mere entertainment [39]. The combination of visual learning, challenge, feedback, and 

interactive participation created a supportive learning environment. This finding supports the argument that 

technology-based learning media can improve both academic achievement and learning motivation 

simultaneously. 

The findings of this study are consistent with several previous studies. Jasmaruddin found that vocabulary 

mastery improved significantly through the use of vocabulary lists, showing that repeated exposure to words helps 

students retain vocabulary better. Pattahudin [40] also reported that computer games were effective in improving 

vocabulary learning because students became more motivated and actively engaged during the learning process. 

Similarly, Martha Prasettya [41] found that guessing card games improved vocabulary mastery by increasing 

students’ participation and interest in learning English. 

However, although those studies successfully improved vocabulary mastery, most of them used 

traditional word lists, guessing games, or general computer games without specifically utilizing hidden-object 

computer games such as Big City Adventure. The present study fills this gap by applying a more specific visual-

based computer game that directly connects objects with vocabulary recognition. This provides a stronger 

contextual learning experience, especially for noun vocabulary. Thus, the gap lies in the specificity of the media 

and the learning mechanism used for vocabulary acquisition [42]. 
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The novelty of this study lies in the integration of Big City Adventure as a hidden-object computer game 

for vocabulary teaching at the junior high school level. Unlike general vocabulary exercises, this game allows 

students to connect words with concrete visual objects while engaging in interactive gameplay. This approach 

creates a stronger cognitive connection between vocabulary and meaning, which improves retention and 

comprehension [43], [44]. The use of this specific game in formal classroom instruction provides new empirical 

evidence regarding the effectiveness of visual-interactive learning strategies in English vocabulary teaching. 

The implication of this study is highly relevant for English teachers and schools. Teachers can use 

computer games as alternative media to make vocabulary learning more effective and enjoyable. Schools can 

support technology-based learning by providing facilities such as computers and projectors to improve classroom 

instruction. For students, this method reduces anxiety and boredom while increasing motivation and confidence in 

learning English. Furthermore, this study contributes to the development of game-based learning practices in 

English education, especially in vocabulary instruction for junior high school students. 

Despite the positive findings, this study has several limitations. First, the study only involved one class 

consisting of 20 students, so the generalizability of the findings is limited. Second, the research focused only on 

noun vocabulary, which means the effectiveness of Big City Adventure for other vocabulary types such as verbs, 

adjectives, or idioms was not examined. Third, the research used a pre-experimental design without a control 

group, so external variables could not be fully controlled. Future researchers are encouraged to conduct studies 

with larger samples, control groups, and broader vocabulary categories to obtain more comprehensive findings 

regarding computer game-based vocabulary learning. 

 

 

4. CONCLUSION 

Based on the results of the study, it can be concluded that the use of the computer game Big City 

Adventure was effective in improving the vocabulary mastery of the eighth-grade students of Junior high school 

Muhammadiyah Palopo. This was proven by the significant increase in students’ mean score from 4.99 in the pre-

test to 8.38 in the post-test, as well as the improvement in score classifications from mostly poor and fair categories 

to good, very good, and excellent categories after the treatment. The t-test result also showed that the calculated 

value was higher than the t-table value, indicating that the alternative hypothesis was accepted and the null 

hypothesis was rejected. In addition, students gave positive responses toward the use of the game, stating that it 

made vocabulary learning more interesting, enjoyable, and easier to understand. Therefore, Big City Adventure 

can be considered an effective and innovative learning medium for teaching English vocabulary, particularly noun 

vocabulary, at the junior high school level. 

 

 

ACKNOWLEDGEMENTS 

The author would like to express sincere gratitude to all parties who have provided support, guidance, 

encouragement, and valuable contributions throughout the completion of this research. Special appreciation is 

extended to those who offered academic assistance, constructive suggestions, and motivation during the research 

process. The author is also thankful to all participants who were involved in this study for their cooperation and 

willingness to contribute to the research. Hopefully, this study can provide useful knowledge and meaningful 

contributions to the development of education, particularly in English language learning. 

 

USE OF ARTIFICIAL INTELLIGENCE (AI)-ASSISTED TECHNOLOGY 

The authors declare that no artificial intelligence (AI)-assisted technologies were used in the preparation, 

analysis, or writing of this manuscript. All stages of the research process, including data collection, data analysis, 

interpretation of results, and manuscript preparation, were conducted entirely by the authors without the assistance 

of any AI-based tools.  

 

REFERENCES 
[1] R. Maraden, P. Silalahi, A. Rusmardiana, F. Febriningsih, and M. Taha, “Wordwall on mastery of vocabulary in English 

learning,” Al-Ishlah J. Pendidik., vol. 15, no. 2011, pp. 1801–1806, 2023, doi: 10.35445/alishlah.v15i2.3466. 

[2] L. Dalimunthe and R. N. Haryadi, “The effect of learning methods and vocabulary mastery on english speaking ability,” 

Int. J. Lang. Educ., vol. 1, no. 1, pp. 1–7, 2022, doi: 10.54099/le.v1i1.58. 

[3] F. Hidayad and M. B. Purwanto, “English learning strategies for vocabulary mastery,” J. English Teach. Res., vol. 7, no. 

2, pp. 178–189, 2022, doi: 10.29407/jetar.v7i2.18457. 

[4] A. Afidah and M. I. Machfudi, “Students’ difficulties in vocabulary mastery,” Crit. Rev. English-Arabic World J., vol. 

1, no. 1, pp. 1–13, 2022, doi: 10.35719/crewjourna l.v1i1.1359. 

[5] M. Mirioglu, “Investigating the importance level and utilization of vocabulary learning strategies among Turkish efl 

learners,” Asian J. Univ. Educ., vol. 16, no. 1, 2020, doi: 10.24191/ajue.v16i1.8450. 

[6] T. Quoc, “EFL students ’ attitudes towards learner autonomy in English vocabulary learning,” English Lang. Teach. 

Educ. J., vol. 3, no. 2, pp. 86–94, 2020, doi: 10.12928/eltej.v3i2.2361. 

[7] R. Ghalebi, F. Sadighi, and M. S. Bagheri, “Vocabulary learning strategies: A comparative study of EFL learners,” 



Jou. of. Lang. Lit. Ed. Resc ISSN: 3062-7885  

Enhancing Students’ Vocabulary Mastery Through Big City Adventure Game in Junior High School … (Aswar) 

91 

Cogent Psychol., vol. 7, no. 1, 2020, doi: 10.1080/23311908.2020.1824306. 

[8] C. Li, “Anxiety , enjoyment , and boredom in language learning amongst junior secondary students in rural China : How 

do they contribute to L2 achievement ?,” Stud. Second Lang. Acquis., vol. 45, no. 3, pp. 93–108, 2023, doi: 

10.1017/S0272263122000031. 

[9] H. R. Aulia, E. Wahyungsih, and R. Andayani, “The effect of duolingo application on students’ English vocabulary 

mastery,” English Lang. Teach. Res. J., vol. 4, no. 2, pp. 131–139, 2020, doi: 1037147/eltr.2020.040204. 

[10] F. A. Omolu, M. Marhum, and F. Fariani, “Improving vocabulary mastery of junior high school students through 

contextual teaching and learning strategy,” J. Foreign Lang. Educ. Res., vol. 5, no. 2, pp. 22–32, 2022, doi: 

10.31934/jofler.v5i2.2939. 

[11] A. Laoli, A. F. Zendrato, D. Gea, and U. Nias, “The impact of environment-based education on students’ vocabulary 

development at junior high school,” J. Lang. Teach. Learn. Linguist. Lit., vol. 13, no. 1, pp. 2781–2789, 2025, doi: 

10.24256/ideas.v13i1.6210. 

[12] R. J. Gultom, J. N. Simarmata, and O. R. Purba, “Teachers strategies in teaching english vocabulary in junior high 

school,” J. English Lang. Educ., vol. 7, no. 1, pp. 9–15, 2022, doi: 10.31004/jele.v7i1.182. 

[13] E. E. Panjaitan, E. J. Sibarani, and E. Saragih, “Vocabulary teaching strategies by EFL teachers of junior high school 

level,” J. Lang. Teach. Learn. Linguist. Lit., vol. 4778, no. 2, pp. 529–537, 2021, doi: 10.24256/ideas.v912.2335. 

[14] S. Anggraeni, A. T. Syam, and M. Thayyib, “Developing vocabulary handbook for the eighth grade students of junior 

high school,” J. Lang. Teach. Learn. Linguist. Lit., vol. 12, no. 2, 2024, doi: 10.24256/ideas. 

[15] D. Luthfiyanti, T. Widyaiswara, and Z. D. Anggraini, “Students ’ grammar and vocabulary mastery : Does it correlate to 

students ’ writing skills ?,” Tarb. J. Ilm. Kependidikan, vol. 12, no. 1, pp. 1–10, 2023, doi: 10.18592/tarbiyah.v12i1.7341. 

[16] P. Hariati, “Improving students’ vocabulary mastery through teaching real objects,” J. Budapest Int. Res. Critics Linguist. 

Educ., vol. 3, no. 2, 1983, doi: 10.33258/birle.v3i2.905. 

[17] O. Jambari, E. S. Program, A. S. Nugroho, and H. Cahyono, “The correlation between students ’ vocabulary mastery and 

students ’ speaking skill,” in Proceedings of the 1st Paris Van Java International Seminar on Health, Economics, Social 

Science and Humanities (PVJ-ISHESSH 2020), Atlantis Press, 2021, pp. 102–104. doi: 10.2991/assehr.k.210304.023. 

[18] W. R. A. Bin-Hady, “The role of games in enhancing efl students’ vocabulary acquisition,” Fac. Educ. Sci. J., vol. 17, 

no. 1, pp. 59–68, 2021, doi: bIN-1178. 

[19] L. Studies, E. Santi, R. Kholipa, and M. G. Putri, “Reading interest strength and vocabulary acquisition of EFL learners: 

A meta-analysis,” J. Lang. Linguiistic Stud., vol. 17, no. 3, pp. 1225–1242, 2021, doi: 10.52462/jlls.87. 

[20] Y. Zeng, Q. Lu, M. P. Wallace, Y. Guo, C. Fan, and X. Chen, “Understanding sustainable development of English 

vocabulary acquisition: Evidence from Chinese EFL learners,” 10.3390/ su14116532, vol. 14, no. 1, pp. 1–17, 2022, doi: 

10.3390/su14116532. 

[21] M. R. Setiawan, “The effectiveness of quizlet application towards students’ motivation in learning vocabulary,” Stud. 

English Lang. Educ., vol. 7, no. 1, pp. 83–95, 2020, doi: 10.24815/siele.v7i1.15359. 

[22] A. Alfadyah, J. Sultan, and D. Ikhsanuddin, “Secondary English language teacher’s perceptions of students difficulties 

in learning vocabulary faced by Indonesian EFL students,” English Educ. J., vol. 10, no. 4, pp. 103–110, 2024. 

[23] A. Rahmi, R. Nirwanto, and Z. Qamariah, “Investigation of vocabulary learning strategies and the difficulty faced by the 

students of junior high school,” J. English Lang. Educ., vol. 10, no. 3, pp. 741–750, 2025, doi: 10.31004/jele.v10i3.960. 

[24] N. Putu, A. Krisnayanti, and I. B. G. N. Winarta, “The problems of learning english vocabulary in harapan senior high 

school,” J. Lang. Appl. Linguist., vol. 2, no. 2, pp. 201–207, 2021, doi: 10.22334/traverse.v2i2. 

[25] W. O. Janggo and M. Yumelking, “An analysis of students ’ difficulties in learning vocabulary at secondary school in 

Muhamadiyah Waipare Maumere,” Langua J. Linguist. Lit. Lang. Educ., vol. 7, no. April, pp. 28–40, 2024, doi: 

10.5281/zenodo.10805544. 

[26] K. Woodeson, P. Limna, and N. N. Fa, “Students’ vocabulary learning difficulties and teachers’ strategies: A qualitative 

case study of Ammartpanichnukul school, Krabi in Thailand,” Adv. Knowl. Exec., vol. 0323, no. 15, pp. 1–9, 2023, doi: 

10.33394/jollt.v11i3.8404. 

[27] H. Susanto, “An analysys about students’ troubles in acquisition English vocabulary,” Journey, vol. 4, no. 2, pp. 46–50, 

2021, doi: 10.47205/plhr.2022(6-II)36. 

[28] T. Arochman, S. A. Madani, S. Welasiyah, and R. K. Setiandari, “Exploring students’ difficulties in memorizing English 

vocabularies in a higher education,” J. English Lang. Educ., vol. 8, no. 2, pp. 175–183, 2023, doi: 10.31004/jele.v8i2.430. 

[29] S. Hyder and R. Shah, “Difficulties in learning english vocabulary faced by college students of Pakistan,” Pakistan Lang. 

Humanit. Rev., vol. 6, no. 2, pp. 422–431, 2022, doi: 10.47205/plhr.2022(6-II)36. 

[30] U. Salam and N. Nurnisa, “Students’ difficulties in learning vocabularies,” English Community J., vol. 5, no. 1, pp. 46–

53, 2021, doi: 10.32502/ecj.v5i1.3327. 

[31] N. Rebhi and H. Hasan, “A study on student’s challenges and problems in learning English vocabulary,” Int. J. Sci. Res., 

vol. 3, no. 6, pp. 207–227, 2024, doi: 10.59992/IJSR.2024.v3n6p7. 

[32] H. Purnomo, A. Aji, S. Widodo, E. S. Masykuri, and I. I. Nugraeni, “Students’ problems in building up English 

vocabulary,” English Dep. J., vol. 10, no. 1, pp. 44–58, 2023, doi: 10.37729/scripta.v10i1.2353. 

[33] A. Tornivuori, K. Kronström, M. Aromaa, S. Salanterä, and M. Karukivi, “Accessible mental well ‑ being intervention 

for adolescents in school settings : A single ‑ group intervention study using a pretest – post ‑ test design,” Child Adolesc. 

Psychiatry Ment. Health, vol. 17, no. 8, pp. 1–12, 2023, doi: 10.1186/s13034-023-00576-0. 

[34] S. Hassan, S. P. Venkateswaran, and V. D. Nadarajah, “Evaluation of immediate impact of Faculty Development 

Programme using a pretest – post ‑ test study design format,” Innov. Educ., vol. 3, no. 1, pp. 1–9, 2021, doi: 

10.1186/s42862-021-00009-9. 

[35] V. Kumar, D. Boulanger, and B. Daniel, “Explainable automated essay scoring: Deep learning really has pedagogical 

value,” J. Front. Educ., vol. 5, no. October, pp. 1–22, 2020, doi: 10.3389/feduc.2020.572367. 

[36] M. Bulus, “Sample size determination and optimal design of randomized/non-equivalent pretest-posttest control-group 



                ISSN: 3062-7885 

Jou. of. Lang. Lit. Ed. Resc, Vol. 3, No. 1, June 2026:  84 - 92 

92 

designs,” Univesity J. Educ. Sci., vol. 11, no. 1, pp. 48–69, 2021, doi: 10.17984/adyuebd.941434. 

[37] Z. Keshavarz, E. Karimi, S. Golezar, G. Ozgoli, and M. Nasiri, “The effect of PLISSIT based counseling model on sexual 

function , quality of life , and sexual distress in women surviving breast cancer : a single ‑ group pretest – posttest trial,” 

BMC Womens. Health, vol. 21, no. 1, pp. 1–8, 2021, doi: 10.1186/s12905-021-01570-4. 

[38] A. Harerimana, S. E. Duma, and N. G. Mtshali, “Measuring perceived learning gains of undergraduate nursing students 

in ICT skills : One group pre-test and post-test design,” Contemp. Nurse, vol. 59, no. 2, pp. 114–131, 2023, doi: 

10.1080/10376178.2023.2230309. 

[39] K. Karman and I. Indriani, “Improving students’ vocabulary mastery by using cooperative learning method type teams 

game tournament (TGT),” J. English Lang. Educ., vol. 6, no. 1, pp. 56–68, 2021, doi: 10.31004/jele.v6i1.89. 

[40] P. Patahuddin, S. Syawal, and Z. Namrullah, “Improving the vocabulary mastery of students through hyponymy games,” 

J. Educ. Lang. Teach. Sci., vol. 2, no. 1, pp. 11–20, 2020, doi: 10.52208/klasikal.v2i1.47. 

[41] M. P. Ningrum and I. Pusparini, “Improving students’ vocabulary mastery using spelling bee game at fifth grade in SDIT 

Ya Bunayya Pujon,” Journey, vol. 3, no. 2, pp. 66–73, 2020, doi: 10.33503/journey.v3i2.604. 

[42] N. Hidayah, S. Sabarun, and H. Widiastuty, “The implementation of game based learning (GBL) method to improve efl 

students’ vocabulary mastery,” J. Pendidikan, Sains dan Teknol., vol. 11, no. 2, pp. 557–569, 2024, doi: 

10.47668/edusaintek.v11i2.1078. 

[43] A. Meutia, R. Sahardin, and G. M. Putra, “The impact of vocabulary instruction on vocabulary achievement,” Journal, 

English Educ., vol. 3, no. 1, 2023, doi: 10.24815/eej.v13i4.30005. 

[44] M. O. C. Vila and G. C. Fonseca, “Gamification: How does it impact L2 vocabulary learning and engagement?,” Electron. 

J. Foreign Lang. Teach., vol. 18, no. 2, 2024, doi: 10.56040/ghcc1824. 

 


