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ABSTRAK

Kartika Nur Hidayah (2011230026), 2024. The Effect of Using
Game-Based Quizizz Application Towards Students’ Vocabulary
Mastery (A Quasi-Experimental Study at the Tenth Grade at
SMKN 2 Bengkulu).

Pembimbing : 1. M.Arif Rahman Hakim, Ph.D
2. Feny Martina, M.Pd

Penelitian ini bertujuan untuk mengetahui pengaruh Game-Based
Quizizz Application terhadap Kemampuan Vocabulary Matery
Siswa Kelas X SMKN 2 Kota Bengkulu. Metode yang digunakan
pada penelitian ini adalah metode kuantitatif dengan menggunakan
desain kuasi eksperimental. Sample dalam penelitian ini berjumlah
560 siswa yang terdiri dari 30 siswa dikelas eksperimen (X TGM
2) dan 30 siswa dikelas kontrol (X TP 1) yang diambil secara
purposive sampling. Kelas eksperimen adalah kelas yang diberikan
perawatan  menggunakan strategi Game-Based Quizizz
Application, sedangkan kelas kontrol adalah kelas yang
menggunakan strategi Grammar Translation Method. Pre-test
diberikan dalam dua kelompok sebelum memberikan perawatan.
Hasil penelitian menunjukkan sebagai berikut: Pertama, skor pre-
test menunjukkan skor rata-rata kelas eksperimen adalah 51.47 dan
kelas kontrol adalah 44.73. Setelah diberi perawatan, post-test
diberikan. Hasil post-test menunjukkan nilai rata-rata kelas
eksperimen adalah 79.70 dan kelas kontrol adalah 77.40. Kedua,
skor sampel dari independent T-test menunjukkan nilai signifikan
(2 tailed) adalah 0,000 <0,05. Dengan kata lain, Ho ditolak dan Ha
diterima. Singkatnya, dapat dikatakan bahwa siswa yang diajar
menggunakan strategi Game-Based Quizizz Application lebih
efektif dari pada tidak menggunakan. Jadi, dapat disimpulkan
bahwa pembelajaran menggunakan Game-Based Quizizz
Application memiliki pengaruh positif pada siswa kelas sepuluh di
SMKN 2 Kota Bengkulu.

Kata kunci : Quizizz Applicaion, Students Vocabulary Mastery



ABSTRACT

Kartika Nur Hidayah. (2011230026), 2024. The Effect of Using
Game-Based Quizizz Application Towards Students’ Vocabulary
Mastery (A Quasi Experimental Study at the Tenth Grade at
SMKN 2 Bengkulu). Thesis English Education Study Program,
Tarbiyah and Tadris,Supervisors: Universitas Islam Negeri
Fatmawati Sukarno Bengkulu.

Supervisors : 1. M. Arif Rahman Hakim, Ph.D
2. Feny Martiana, M.Pd

This research aimed to determine the effect of the Game-Based
Quizizz Application on students’ Vocabulary Mastery in the tenth
grade at SMKN 2 Bengkulu City. The method used in this study
was quantitative with a quasi-experimental design. The sample in
this study consisted of 60 students, with 30 students in the
experimental class (X TGM 2) and 30 students in the control class
(X TP 1), selected through purposive sampling. The experimental
class received treatment using the Game-Based Quizizz
Application strategy, while the control class use the Grammar
Translation Method strategy. Pre-tests were administered to both
groups before providing treatment. The research findings are as
follows: First, the pre-test scores showed that the average score in
the experimental class was 51.47, and in the control class was
44.73. After treatment, post-tests were administered. The post-test
results showed that the average score in the experimental class was
79.70, and in the control class was 77.40. Second, the independent
T-test sample scores indicated a significant value (2-tailed) of
0.000 <0.05. In other words, Ho was rejected, and Ha was
accepted. In short, it can be said that students taught using the
Game-Based Quizizz Application strategy were more effective
than those who were not. Therefore, it can be concluded that
learning using the Game-Based Quizizz Application has a positive
effect on tenth-grade students at SMKN 2 Bengkulu City.

Keywords: Quizizz Applicaion, Students Vocabulary Mastery
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