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ABSTRACT 

Kurniawati, Deshinta Dewi. 2025. Improving Students Vocabulary Acquisition 

Through Interactive Crossword Puzzle Game. Skripsi, English 

Education Department Faculty of Languages and Art Education IKIP 

PGRI Bojonegoro, Lecturer: 1) Meiga Ratih Tirtanawati, M.Pd., 2) 

Chyntia Heru Woro Prastiwi, M.Pd. 

Keywords: vocabulary acquisition, interactive game, crossword puzzle, classroom 

action research. 

Vocabulary acquisition is a crucial component in learning a foreign language, as it 

serves as the foundation for developing reading, writing, speaking, and listening 

skills. Without sufficient vocabulary, students struggle to understand texts and 

express their ideas. However, many students at MTs Al-Munawwar, particularly in 

Grade 7A, face difficulties in aquiring English vocabulary due to monotonous 

teaching strategies and the absence of targeted vocabulary learning activities. This 

classroom action research aimed to investigate how the use of an interactive 

crossword puzzle game could enhance students’ vocabulary acquisition. The study 

was conducted over one cycle consisting of four meetings and employed the 

Wordwall platform as a digital learning tool. Data were collected using vocabulary 

pre-tests and post-tests, classroom observations, and interviews with the English 

teacher. The results showed a significant improvement in students’ vocabulary 

performance, with the average score increasing from 65.48 in the pre-test to 85.71 

in the post-test. Additionally, the percentage of students achieving the minimum 

mastery criterion (KKM 75) increased from 14.29% to 94.29%. These findings 

suggest that integrating interactive crossword puzzle games into vocabulary 

instruction can improve students’ vocabulary acquisition in a structured and 

measurable way. 
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ABSTRAK 

Kurniawati, Deshinta Dewi. 2025. Meningkatkan Penguasaan Kosakata Siswa 

Melalui Permainan Interaktif Crossword Puzzle. Skripsi, Program 

Studi Pendidikan Bahasa Inggris Fakultas Pendidikan Bahasa dan 

Seni IKIP PGRI Bojonegoro, Dosen: 1) Meiga Ratih Tirtanawati, 

M.Pd. 2) Chyntia Heru Woro Prastiwi, M.Pd. 

Kata kunci: penguasaan kosakata, permainan interaktif, teka-teki silang, penelitian 

tindakan kelas. 

 

Penguasaan kosakata merupakan aspek penting dalam pembelajaran bahasa asing 

karena menjadi dasar bagi pengembangan keterampilan membaca, menulis, 

berbicara, dan menyimak. Tanpa kosakata yang memadai, peserta didik akan 

kesulitan dalam memahami teks maupun menyampaikan ide secara efektif. Namun, 

banyak siswa kelas 7A di MTs Al-Munawwar mengalami kendala dalam 

menguasai kosakata bahasa Inggris akibat metode pengajaran yang monoton dan 

tidak adanya kegiatan khusus yang menargetkan penguasaan kosakata. Penelitian 

tindakan kelas ini bertujuan untuk menyelidiki sejauh mana penggunaan permainan 

teka-teki silang interaktif dapat meningkatkan penguasaan kosakata siswa. 

Penelitian dilaksanakan dalam satu siklus yang terdiri dari empat pertemuan dan 

menggunakan platform digital Wordwall sebagai media pembelajaran. Data 

dikumpulkan melalui tes kosakata (pre-test dan post-test), observasi kelas, serta 

wawancara dengan guru bahasa Inggris. Hasil penelitian menunjukkan adanya 

peningkatan yang signifikan dalam penguasaan kosakata siswa, ditunjukkan 

dengan peningkatan skor rata-rata dari 65,48 pada pre-test menjadi 85,71 pada post-

test. Selain itu, persentase siswa yang mencapai Kriteria Ketuntasan Minimal 

(KKM 75) juga meningkat dari 14,29% menjadi 94,29%. Temuan ini menunjukkan 

bahwa integrasi teka-teki silang interaktif dalam pengajaran kosakata dapat 

membantu meningkatkan penguasaan kosakata siswa dengan cara yang terstruktur 

dan terukur.  
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CHAPTER I 

INTRODUCTION 

 
A. Background of the Study 

 Vocabulary plays a fundamental role in language learning, serving as 

the foundation for the development of the four major language skills: reading, 

writing, speaking, and listening. Without sufficient vocabulary, learners 

struggle to construct sentences, understand spoken or written language, and 

express their thoughts effectively. Vocabulary is considered a prerequisite for 

meaningful communication. As  Steensel et al., 2016 highlight, a well-

developed vocabulary enhances students’ ability to process and comprehend 

academic texts and contributes to their overall success in language learning. 

Especially at the secondary school level, students are expected to comprehend 

more complex and abstract texts, which demands a greater range of 

vocabulary knowledge.  

 In the context of foreign language acquisition, vocabulary plays a 

pivotal role because it enables learners to access the target language in 

practical situations. It serves not only as a building block for grammatical 

structures but also as the medium through which meaning is conveyed. 

Vocabulary is the most essential element in learning a foreign language, 

acting as the starting point for acquiring communication (Rifai, 2023). 

Vocabulary acquisition is not simply a matter of memorizing isolated words; 

it involves understanding word meanings, recognizing word forms, and being 

able to apply them in appropriate contexts. Learners with strong vocabulary 
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knowledge are better equipped to develop reading fluency, improve their 

writing, and comprehend spoken language with greater ease. 

 However, in many educational settings, vocabulary learning remains 

underemphasized and often integrated passively within other language 

components such as reading comprehension or grammar. In such contexts, 

vocabulary is treated as a supplementary aspect rather than a core component 

that needs focused instruction. This leads to a lack of structured vocabulary 

development and insufficient exposure to varied word forms and contexts. As 

a result, students often struggle to recall and apply new vocabulary 

effectively.  

 A similar situation is observed at MTs Al-Munawwar, where vocabulary 

instruction is still heavily reliant on traditional methods such as rote 

memorization and textbook-based exercises. Based on an interview with the 

English teacher, Grade 7A students face limitations in vocabulary acquisition, 

with many of them struggling to understand and use new words in daily 

learning. The vocabulary materials provided are typically drawn from 

workbooks (LKS) and are not supported by additional strategies to reinforce 

vocabulary learning. The current classroom instruction lacks dedicated 

sessions or activities specifically designed to strengthen vocabulary 

acquisition. Students are expected to learn new words through reading 

passages or grammar-focused exercises, without opportunities to practice or 

apply them in interactive ways. 

 These issues are further compounded by the lack of variation in teaching 

strategies. The teacher-centered approach and limited use of media reduce the 
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effectiveness of vocabulary instruction. Kabooha & Elyas, (2018) explain that 

a lack of contextual and meaningful vocabulary practice contributes to poor 

vocabulary retention among language learners. In the absence of innovative 

methods, students may fail to grasp the meaning and function of words in real-

life situations. Therefore, there is a pressing need for vocabulary instruction 

that is not only systematic but also contextualized and adaptive to students’ 

learning needs. 

 One potential solution to address this issue is the integration of game-

based learning, particularly through word games that directly target 

vocabulary acquisition. Crossword puzzles have long been recognized as an 

educational tool with the potential to enhance vocabulary retention. They 

provide a structured way for students to recall previously learned words and 

discover new ones through clues and definitions. According to Rochmadhoni 

et al., (2022)., crossword puzzles encourage cognitive engagement by 

prompting learners to actively retrieve word meanings and associations. This 

retrieval practice supports long-term retention, which is a critical aspect of 

vocabulary acquisition. Several previous studies have explored the 

effectiveness of crossword puzzles in language education. Orawiwatnakul, 

(2017) found that crossword puzzles not only help reinforce spelling and word 

recognition but also enhance students’ familiarity with word forms and 

definitions. Likewise, Khasanah et al., (2023) noted that crossword puzzles 

stimulate deeper cognitive processing, which contributes to more effective 

vocabulary learning. However, these studies often used paper-based or printed 

crossword puzzles, which lack adaptability and are not easily integrated into 
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dynamic classroom settings. Additionally, there is limited exploration of 

digital media in this area, particularly media that offer interactive features and 

real-time feedback. 

 To address this gap, the researcher introduces an interactive crossword 

puzzle game that utilizes the Wordwall platform. Unlike traditional crossword 

puzzles, this platform allows for customization, instant feedback, and varied 

item types. It also supports different devices, making it accessible and easy to 

implement in modern classrooms. This approach maintains the educational 

value of crossword puzzles while enhancing the interactivity and appeal for 

students. Through repeated practice and meaningful exposure to vocabulary 

items, students are expected to build stronger word recognition, recall, and 

usage. Putri & Rambe, (2023) stated that learners who used crossword puzzles 

in vocabulary instruction demonstrated significant improvements in 

vocabulary knowledge compared to those taught using conventional 

techniques. Such findings underscore the potential of crossword puzzles as a 

strategic tool for vocabulary acquisition.  

 Therefore, this study focuses on utilizing interactive crossword puzzles 

to improve the vocabulary acquisition of seventh-grade students at MTs Al-

Munawwar. By examining the impact of this method, the research aims to 

offer a practical and measurable contribution to vocabulary instruction in 

secondary schools. 
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B. Formulation of the Problem 

 Based on the research background, the research problem is formulated 

as follow: How can interactive crossword puzzle game improve vocabulary 

acquisition among the seventh graders at MTs Al-Munawwar? 

C. Objective of the Study 

 This study aims to investigate how interactive crossword puzzle game 

can improve vocabulary acquisition among seventh grade students at MTs Al-

Munawwar. 

D. Significances of the Study 

 This study holds theoretical and practical significance in supporting 

strategy to enhance students' vocabulary acquisition. It offers valuable 

insights to help teachers develop better teaching methods and serves as a 

useful reference for researchers conducting future related studies. 

1. Theoretical Significance 

Theoretically, this study contributes to the field of language education 

by providing evidence on the use of interactive crossword puzzles in 

vocabulary acquisition. The study extends the existing literature on 

vocabulary learning strategies by highlighting the role of engaging 

activities in improving language skills.  
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2. Practical Significance 

a. To Teachers 

This study provides practical insights for English teachers, 

especially at the secondary school level. This research highlights the 

use of crossword puzzles as an alternative method to enhance 

vocabulary learning. By using interactive crosswords, teachers can 

create a more engaging learning process, encourage active 

participation and better word retention. This method can also 

complement the existing curriculum to improve language teaching 

outcomes. 

b.  To Researchers 

This study can be a reference to further explore the use of 

crossword puzzles in improving vocabulary acquisition. It opens up 

opportunities to research its use in different contexts, such as different 

educational levels, specific types of vocabulary, or integration with 

digital tools. This can broaden the understanding of innovative 

methods for teaching vocabulary. 

E. Definition of Terminologies 

1. Vocabulary  

Vocabulary is often linked to the number of words a person has, and a 

person's vocabulary is often defined by the number of words they know 

(Amri, 2016). Besides that, Gultom et al. (2021) stated that the vocabulary 

contains a collection of words, which are known not only as individual 

words but also as groups of meaningful words. In this study, vocabulary 
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refers to receptive vocabulary about nouns and verbs related to things in 

the classroom and school activities.  

2. Interactive Crossword Puzzle 

Interactive games are tools that make learning more engaging by 

incorporating fun activities and involving student participation (Khasanah 

et al., 2023). Crossword puzzle is a type of word game, consist of boxes 

filled with words based on clues, thus aiding vocabulary enrichment 

through word discovery in context (Tambaritji & Atmawidjaja, 2020). 

This study used interactive crossword puzzle to improve vocabulary about 

classroom objects and school activities through the wordwall platform. 

The puzzle are designed to help students learn and remember nouns or 

verbs related to school activities. 
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