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MOTTO 

If you can’t fly the run, if you can’t run then walk, if you 

can’t walk then crawl. But whatever you do you have to keep 

moving forward. 

(Martin Luther King Jr) 
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                       ABSTRACT 

Abbet Ariosagi, (2011230043), 2024. The Effect of using 

Kahoot Game on Students’ Vocabulary Mastery at Seventh 

Grade of SMPN 20 Bengkulu City. Thesis English Education 

Study Program, Tarbiyah and Tadris, Supervisor: 

Universitas Islam Negeri Fatmawati Sukarno Bengkulu. 

Supervisor:   1. M. Arif Rahman Hakim, Ph.D 

                   2. Yashori Revola, M.Pd 

 

 The purpose of this study was to determine the Effect of 

Using Kahoot Games on Vocabulary Mastery of Students in 

Grade Seven of SMPN 20 Kota Bengkulu. The method used in 

this study was quantitative with a quasi-experimental design. The 

sample in this study was 60 students consisting of 30 students in 

the experimental class (VII A) and 30 students in the control 

class (VII B) taken by purposive sampling. The experimental 

class was given treatment using the Kahoot Game strategy, while 

the control class did not use the Kahoot Game strategy. The 

results of the study showed the following: First, the pre-test score 

showed an average score of the experimental class of 56.17 and 

the Post-test of 70.33. Furthermore, the hypothesis test obtained 

a 2-tailed sig (p) of 0.00 while alpha (a) was 0.05 (0.00 <0.05). 

meaning Ho is rejected and Ha is accepted. it can be concluded 

that the use of the Kahoot game strategy has a significant effect 

on students' mastery of understanding. the magnitude of the 

effect obtained based on the Ancova test, obtained f count > f 

table. It can be concluded that it has an influence, and how big 

the influence is can be seen in the partial eta square table column, 

the effect is 0.055 to 5.5%. 

Keywords : Kahoot Game, Vocabulary Mastery 
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ABSTRAK 

Abbet Ariosagi, (2011230043), 2024. The Effect of using 

Kahoot Game on Students’ Vocabulary Mastery at Seventh 

Grade of SMPN 20 Bengkulu City. Thesis English Education 

Study Program, Tarbiyah and Tadris, Supervisor: 

Universitas Islam Negeri Fatmawati Sukarno Bengkulu. 

Pembimbing: 1. M. Arif Rahman Hakim, Ph.D 

                       2. Yashori Revola, M.Pd 

 Tujuan dari penelitian ini untuk mengetahui Pengaruh 

Penggunaan Game Kahoot terhadap Penguasaan Kosakata Siswa 

di Kelas Tujuh SMPN 20 Kota Bengkulu. Metode yang 

digunakan dalam penelitian ini adalah kuantitatif dengan desain 

eksperimen semu. Sampel dalam penelitian ini berjumlah 60 

siswa yang terdiri dari 30 siswa kelas eksperimen (VII A) dan 30 

siswa kelas kontrol (VII B) yang diambil secara purposive 

sampling. Kelas eksperimen diberikan perlakuan dengan 

menggunakan strategi Kahoot Game, sedangkan kelas kontrol 

tidak menggunakan strategi Kahoot Game. Hasil penelitian 

menunjukkan sebagai berikut: Pertama, skor pre-test 

menunjukkan rata-rata skor kelas eksperimen sebesar 56,17 dan 

Post-test sebesar 70,33. selanjutnya uji hypothesis diperoleh sig 

2-tailed (p) sebesar 0,00 sedangkan alpha (a) sebesar 0,05 

(0,00<0,05). artinya Ho ditolak dan Ha diterima. dapat 

disimpulkan bahwa pengguna strategi permainan Kahoot 

memberikan pengaruh yang signifikan terhadap penguasaan 

kosakata siswa. besarnya pengaruh diperoleh berdasarkan uji 

Ancova, diperoleh f hitung > f tabel. dapat disimpulkan memiliki 

pengaruh, dan untuk seberapa besar pengaruh maka dapat dilihat 

pada kolom tabel partial eta squared pengaruhnya 0.055 menjadi 

5.5%. 

Kata Kunci : Kahoot Game, Vocabulary Mastery 
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