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MOTTO 

 

 Plan a work, work the plan. Do it, do it right, do it right now. ~ Andita Setiarini 

 Life is not about pride. ~ Bramantyo  

 They can trigger me, but they will never figure me out. ~ Bramantyo  

 Where I am from, there is no „plan B‟. So, take advantages of today because 

tomorrow is not promised. ~ 50 Cent 

 Jangan pernah ada kata „ya sudahlah‟, itu hanya untuk jiwa raga yang telah 

kalah. ~ 8 Ball 

 Selalu kembali kepada Sang Maha Peduli pemegang kendali, karena 

pertolongan darinya tak akan pernah pergi. ~ Bramantyo  

 Do not do drugs, do not do unprotected sex, and do not be violent. ~ Eminem 

 When you have got enemies, that means you actually stood up for something in 

your life. ~ Eminem 

 Hidup ini indah, maka indahkanlah hidup ini dengan kasih saying, ketulusan, 

kejujuran, keabaran dan tawaqal. Jauhi rasa sombong dan perluas jalinan 

silaturahmi. ~ Bramantyo  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



vi 

 

DEDICATION 

 

This thesis is dedicated to: 

 My supervisor (Mrs. Endang Kusrini and Mrs. Rina Agustina). Thanks for 

your advice, suggestion and patience so I could finished this thesis. You are 

exceptionally.  

 My beloved parent, Bambang Purnomo and Kadhar Budhi Handri Ani. I 

know you love me even you never said that word. I never meant to hurt you 

and made you cry through the night. Sometimes I will make you proud of 

me through my way. 

 Pak Kaji and Bu Kaji Sugeng. Thanks for your attention, prayer, and spirit 

for me in doing this research. 

 My sister, Andriasti Setyo Mulatsih and her husband Heri Nur Irawan. 

Thanks for giving me space in your home, giving me some suggestion and 

spirits in doing this research. You are the inspiration for me to be success in 

the future. 

 My girl friends that I cannot write here one by one. Thanks for everything 

you all gave to me. You always help me, gave support, advice in facing this 

world and doing this thesis. The most important is remembering me when 

„Solat‟ time is come. You are my lighters in the darkness. 

 My buddy (Arief Prayogo), thanks for everything. You know how to be a 

good friend. My coleage (Sulung Nur Adi, Indra Kurniawan, Arif Januar 

Sugondo, Caca, Lanco). Do your thesis seriously and catch your dream!! 

 All the people in “Oblong Kost” (Anggit, Ugo, Latif, Burhan, Bryan, Argy, 

Kabul, Januar, Fery, Cendol). Thanks for everything. 

 All of my friends who engage in my life wherever you are. I give my 

respect for you all.  

 

 

 

 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



vii 

 

ACKNOWLEDGEMENT 

 

Alhamdulillah, praise to Allah SWT who always gives bless and mercy, so 

that this thesis could be finished as the last assignment punctually as partial 

requirement for getting S.PD Degree in English Department at Muhammadiyah 

University of Purwokerto. 

First and foremost, I give my utmost gratitude to The One above all of us, 

Allah SWT. Thanks for answering my prayers, for giving me the strength in my 

desperate wanting to give up. I am nothing without your affection.  

Endang Kusrini, S.Pd., M.Hum., my fisrt supervisor whose sincerity and 

encouragement that I will never forget. Rina Agustina, SS., MApplLing TESOL., 

my second supervisor who had guided , gave suggestion and also corrected my 

research work patiently. 

The headmaster and English teacher of SD N 1 Sokanandi, Banjarnegara 

who had allowed permission to conduct the research in that school. 

All the fourth Grade students of SD N 1 Sokanandi, Banjarnegara in 

academic year 2012/2013, who had been participated in this research. 

 

Purwokerto,     February 2013 

 

 

 

The Writer 

  

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



viii 

 

  

viii 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



ix 

 

  

ix 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



x 

 

  

x 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



xi 

 

  

xi 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



xii 

 

  

xii 

The Effectiveness of Hangman Game..., Bramantyo Sandhi Wirawan, FKIP UMP, 2013



xiii 

 

“THE EFFECTIVENESS OF HANGMAN GAME FOR TEACHING 

ENGLISH VOCABULARY” 

(An Experimental Study at the IV Grade Students of SD N 1 Sokanandi, 

Banjarnegara in Academic Year 2012/2013) 

 

BRAMANTYO SANDHI WIRAWAN 

0801050189 

 

ABSTRACT 

The aim of this research was to find out the effectiveness of hangman 

game for teaching English vocabulary at the fourth grade students of SD N 1 

Sokanandi, Banjarnegara in academic year 2012/2013.  

This research was conducted by using quasi experimental research. The 

participants of this research were fourth grade students of SD N 1 Sokanandi, 

Banjarnegara. There were 2 classes which class A for the experimental class and 

class B for the control class. Test was used in collecting the data of this research, 

namely pre-test and post-test. The test consisted of multiple-choice items, jumbled 

letters, and crossword. Based on the computation, t-test result was 3.5647, and the 

result of t-table at the significant level 0.05 with the degree of freedom 57 was 

1.6715. Then, the calculation of t-obtained with the t-table was concluded that t-

obtained was higher than t-table (3.5647 > 1.6715). There were achievements got 

by the students in the scope of spelling and mastering vocabulary of noun. It 

seemed from the average score of the test in the experimental class which indicated 

enhancement around 21.87 while the control class 12.8. Based on the description 

discussed previously, it could be concluded that Hangman game was effective for 

teaching English vocabulary at fourth grade students of SD N 1 Sokanandi, 

Banjarnegara in academic year 2012/2013 
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