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Abstract 

Vocabulary mastery is an important component of learning English as a foreign language. However, many 
students have limited vocabulary and may become less engaged when conventional teaching methods are 
used. Therefore, this study aimed to investigate the effectiveness of the interactive game Baamboozle in 
improving students’ vocabulary mastery. This quantitative study employed a one-group pre-test and post-
test design. The participants were eighth-grade students at SMPN 9 Tegal in the 2025/2026 academic 
year. Data were collected through multiple-choice vocabulary tests administered before and after the 
treatment and an observation checklist. The data were analyzed using SPSS version 25, including validity, 
reliability, descriptive statistics, normality, and t-test analyses. The results showed that the students’ 
mean score increased from 70.06 on the pre-test to 85.38 on the post-test. The t-test result showed a 
significance value of 0.000 < 0.05, indicating a statistically significant improvement in students’ 
vocabulary mastery after using Baamboozle. Therefore, the null hypothesis was rejected, and the 
alternative hypothesis was accepted. These findings suggest that Baamboozle can effectively improve 
students’ vocabulary mastery by creating a more engaging and interactive learning environment. The 
study recommends the use of interactive games such as Baamboozle as a supplementary medium for 
teaching vocabulary to junior high school students.  
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1 INTRODUCTION  

Vocabulary mastery plays a fundamental role in studying English as a Foreign Language, especially at 
the middle school level where students are still building their linguistic foundation. Without sufficient 
vocabulary knowledge, learners encounter significant obstacles in expressing ideas, understanding 
instructions, and interpreting texts accurately. Vocabulary serves as the building blocks of 
communication, enabling students to construct meaningful sentences and participate actively in 
classroom interactions (Sahnan & Daulay, 2025). 

In the context of Indonesian junior high schools, vocabulary development is often emphasized as a 
core component of the English curriculum because it serves as the basis for excelling in other language 
abilities like reading, writing, listening, and speaking. Learners are expected to acquire a sufficient range 
of vocabulary in order to understand texts, follow classroom instructions, and express their ideas 
effectively. However, despite its importance, many students still struggle to acquire and retain new words 
effectively due to limited exposure, lack of practice, and less engaging learning methods. In many cases, 
vocabulary teaching is still dominated by memorization techniques that do not provide meaningful 
context or active student involvement. As a result, students tend to forget newly learned words quickly 
and find it difficult to use them in real communication. 

This condition indicates that vocabulary learning requires systematic instruction supported by 
appropriate strategies that promote active engagement and repeated practice. Teachers need to create 
learning environments that encourage students to interact using vocabulary in engaging and significant 
manners. Therefore, strengthening students’ vocabulary competence becomes an essential priority in 
English language teaching, especially by integrating innovative and interactive approaches that can 
support long-term vocabulary retention and improve overall language proficiency. 

Traditional vocabulary teaching approaches are frequently defined by instructor-focused teaching 
and repetitive memorization techniques. In many classrooms, vocabulary is introduced through word 
lists, translation exercises, or repetitive drills that require students to memorize definitions without 
meaningful context. Although these methods may provide short-term recall, they often do not encourage 
lasting retention and deeper understanding. 
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Students may become passive recipients of information rather than participating actively in the 
learning.experience. This.situation can reduce classroom interaction and diminish students’ enthusiasm 
toward learning English. Furthermore, conventional approaches rarely integrate interactive elements that 
stimulate critical thinking or collaboration. As a result, there is a growing concern that traditional 
strategies alone are insufficient to address contemporary students’ learning needs. In response to these 
challenges, Creative and engaging instructional methods becomes very important in contemporary 
education. Teachers are advised to implement teaching techniques that actively engage students in 
learning and boost their participation.. Interactive learning environments allow students to practice 
vocabulary through meaningful tasks rather than isolated memorization. Such approaches promote 
collaboration, competition, and immediate feedback, which are essential for sustaining motivation. When 
students are actively engaged, they are more likely to retain new vocabulary and apply it in various 
contexts. Moreover, interactive strategies help create a positive classroom atmosphere that supports 
student participation. Therefore, exploring alternative teaching methods is necessary to improve 
vocabulary achievement effectively. 

Technological developments in education have changed everything. the way language studying is 
conducted in the twenty-first century. Digital tools provide opportunities for teachers to design more 
dynamic and student- centered learning experiences. Technology-based instruction allows learners to 
access multimedia resources, interactive exercises, and instant feedback that enhance comprehension. In 
English language classrooms, digital platforms can facilitate vocabulary learning through games, quizzes, 
and collaborative activities. 

Students today are generally familiar with digital environments, which makes technology integration 
particularly relevant and appealing. Incorporating technological tools into instruction can also address 
varied learning approaches by integrating visual, auditory, and tactile components. Consequently, 
technology offers significant potential to improve the effectiveness of vocabulary teaching 

Among various digital platforms available for classroom use, Baamboozle has emerged as an 
interactive online game designed to support educational activities. Baamboozle allows teachers to create 
customized quizzes and vocabulary exercises presented in a game-like format. The platform emphasizes 
teamwork and competition, making it suitable for classroom implementation. Teachers can incorporate 
images, questions, and scoring systems that enhance students’ involvement during lessons. Unlike 
traditional worksheets, Baamboozle encourages students to participate collectively and respond actively 
to prompts. Its simple interface enables both teachers and students to navigate the activities easily. 
Therefore, Baamboozle offers practical advantages for vocabulary instruction in junior high school setting. 

The potential of Baamboozle in vocabulary learning lies in its capacity to combine repetition, 
engagement, and immediate feedback within an interactive framework. Through repeated exposure to 
vocabulary items during gameplay, students can strengthen memory retention effectively. 

Based on the issues and limitations identified above, this study seeks to analyze the impact of applying 
Baamboozle as an interactive game on students’ vocabulary achievement through a quantitative 
experimental approach. By employing a pre-test and post-test control group framework, the study seeks 
to measure the statistical significance of vocabulary improvement between experimental and control 
groups. This design allows for a clearer comparison and provides stronger empirical support concerning 
the efficacy of the therapy. The research focuses specifically on 8th grade students of SMP N 9 Tegal 
during the school year 2025/2026 to address contextual relevance. Through systematic data analysis, the 
research intends to offer reliable evidence concerning the impact of Baamboozle on vocabulary mastery. 
Ultimately, The results are anticipated to aid in both theoretical and practical advancements in the 
creation of novel vocabulary teaching methods. Consequently, this research is carried out to fill the 
existing research gaps and provide updated, rigorous empirical evidence in the field of Digital Game-Based 
Learning. 

2 METHODOLOGY 

This research is referred to as quantitative research. Quantitative research looks at the relationship 
between variables in order to answer research questions. These variables can be measured by using tests 
or even tools, and the numerical data that is obtained can be statistically evaluated. The researcher used 
the experimental research method in this study, Data analysis in this study began with aobservation on 
the classroom. The researcher employed thematic examination to recognize and explain trends regarding 
the implementation of Baamboozle as an interactive game for vocabulary instruction. This analysis 
focused on the implementation stages during the learning process, including how the game was 
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introduced, conducted, and integrated into classroom activities. Furthermore, the analysis explored 
student responses—such as participation, engagement, enthusiasm, and interaction—during the learning 
sessions. Through this approach, the researcher aimed to provide a detailed overview of how Baamboozle 
was implemented and how students reacted to its use in vocabulary learning. 

Following the quantitative analysis, Quantitative data collected from vocabulary assessments, 
encompassing pre-test and post-test results, were evaluated utilizing SPSS. This analysis involved 
descriptive statistics to determine the mean scores and standard deviations of student performance, as 
well as inferential statistical tests to examine whether the use of Baamboozle had a significant effect on 
students' vocabulary achievement. 

There are  286 students in the population. This study employed the purposive sampling method, and 
the sample consists of students from class 8G at SMPN 9 Tegal City. The researcher choosing Class 8G 
because that is the only class that has received prerequisite material, or that class has the lowest average 
grade so it is suitable for new learning actions/methods data collection used tests, namely pre-test and 
post-test, which conducted in class 8G containing 32 students as the research sample. 

3 RESULTS 

This research has been carried out in SMPN 9 Tegal as a school or research site for as long as eight 
meetings. The study was conducted in classes 8G as experimental class. This research aims to answer and 
also prove the research statements  based on data processing. about “How is Baamboozle implemented as 
an interactive activity for teaching vocabulary to 8th learners of SMP N 9 Tegal in the academic year of 
2025/2026 and Is there a significant effect of applying Baamboozle as an interactive game on students’ 
vocabulary achievement”. In this study, the investigator used SPSS 25 as a tool to process the data. 

In this data processing, the researcher will prove two statements about the research that has already 
been conducted and collected. Data is collected by pre- and post-tests. The pre test was executed before 
the baamboozle was implemented and the posttest was executed after the baamboozle was used.  

To answer and prove the hypothesis that there is or is not an "The Effect of the Implementation of 
the Baamboozle Interactive Game on Vocabulary Mastery in 8th grade students of SMPN 9 Tegal City", the 
data is analyzed use the Statistic Descriptive, Normality Test, and T-test. (Simple Paired T-test). 

3.1 The Result of Technique Analyze Data 

Data is collected by pre- and post-tests. The pre test was executed before the baamboozle was 
implemented and the posttest was executed after the baambozle was used. Data was collected in class 8G 
containing 32 students as the research sample..  

3.1.1 Descriptive Statistics 

Descriptive statistic analysis.aims to see the minimum, maximum, and average values of the pre-
test and post-test questions. The following are the results of the descriptive statistical test :. 

Tablee1 

Result Test.Descriptive.Statistics 

Descriptive.Statistics. 
 N Minimum Maximum Mean Std. Deviation 

PreTest 32 59 84 70.06 6.164 
PostTest 32 78 94 85.38 3.916 

Valid N (listwise). 32     

Based on the findings of the descriptive statistical test, it can.be.seen that 32 data (N) have a 
minimum value, maximum average and standard deviation. The minimum value itself means showing the 
smallest value, while the maximum value shows the largest value in a research data, the average value 
shows the average number in a research data while the standard deviation value shows how far the data 
deviation occurs. The following are the minimum, maximum, mean and standard deviation values in this 
study, the pre-test minimum value is 59.00, the maximum value is 84.00, and the average value is 70.06. 
Meanwhile, the minimum post-test value is 78.00, the maximum value is 94.00, and the average value is 
85.38. These results show an increase in the pre-test value, namely before the implementation of 
Baamboozle, and the post-test after the implementation of Baamboozle. 
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3.1.2 NormalityiTest 

The normalityitest was used to determine whether the data collected from all students had a 
normal distribution. The normality test used in this study was the Kolmogorov-Smirnov normality test, 
with the decision-making criteria being that if the statistical significance value exceeds >0.05, the results 
appear to be normally distributed, and if the significance value is below <0.05, the data obtained are not 
normally distributed. The following are the results of the normality test in this study 

Table 2 

Result Normalityiof Kolmogorov-SmirnovuTest 

One-SampleiKolmogorov-SmirnovuTest. 

 Unstandardized Residual 

N 32 

NormaliParametersa,b Mean .0000000 

Std. Deviation 3.63360460 

Most Extreme Differences Absolute i.097 

Positive i.092 

Negative i-.097 

Test Statisticy i.097 

Asymp. Sig. (2-tailed)o i.200c,d 

 

Based on the findings of the Kolmogorov-Smirnov normality test above, it can be seen that the significance 
value is 0.200 > 0.05. This means that the collected data are normally distributed. 

3.1.3 Paired Sample T-Test 

Inferential statistics in this study were used to see whether there was an influence or relationship 
between the implementation of the interactive game Baamboozle on improving students' vocabulary. 
Inferential statistics in this study used the t-test or partial test. With the decision-making criteria if the 
significance value <0.05 then it can be interpreted that there is an influence or relationship, whereas if the 
significance value > 0.05 then it can be interpreted that there is no influence or relationship between the 
implementation of the Baamboozle game on improving students' vocabulary. The following are the results 
of the inferential statistical test using the t-test in this study:. 

Tabel 3 

ResultuPaired Sample T-Test 

PairedoSamples Test 

 

PaireduDifferences 

t df 
Sig. (2-
tailed) Mean 

Std.. 
Deviation 

.Std. 
Error 
Mean 

95% Confidencer 
Interval of the 

Differenceu 
Loweri Upperi 

iPair 
1 

iPreTest - 
PostTest 

-15.313 5.943 1.051 -17.455 -13.170 -14.575 31 .000 

 

Based on the findings of the inferential statistics of the partial test above, it can be seen that the 
significance value is 0.000 < 0.05. So it can be concluded that there is an influence or relationship between 
the application of the interactive game Baamboozle on improving students' vocabulary. 
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4 CONCLUSIONS 

In conclusion, the implementation of Baamboozle began with an explanation to the students 
regarding the nature of the tool, the implementation process, and the procedural flow. Prior to 
implementation, the study administered a 50-item multiple-choice test to identify questions suitable for 
representing the material to be covered. Based on the try-out results, the most appropriate and 
representative 32 items were selected to construct the pre-test and post-test. Following the try-out and 
prior to the Baamboozle intervention, students' vocabulary understanding was assessed via a pre-test.  

After the Baamboozle implementation, data analysis using descriptive and inferential statistics 
(partial test/t-test) revealed that the mean pre-test score was 67.06, while the mean post-test score rose 
to 85.38. Hypothesis testing resulted in the rejection of H₀ and the acceptance of H₁, indicating that the use 
of the interactive game Baamboozle had a positive effect on improving students' vocabulary mastery at 
SMPN 9 Tegal City, with a significance value of 0.000 (p < 0.05). The implementation of the interactive 
game Baamboozle effectively improved students' vocabulary mastery at SMPN 9 Tegal City; this is 
evidenced by the score improvements observed in the descriptive statistical analysis comparing 
conditions before and after the Baamboozle intervention. 

REFERENCES  

Alawiyah, H. (2025). Pengaruh media pembelajaran Baamboozle terhadap minat belajar siswa di 

Madrasah Aliyah Al-Muthohhar kelas X.3. Indonesian Journal of Educational Research, 1(3), 94–100. 

Akbar, F. F., Singe, J. B., & Salaam, L. (2025). Meningkatkan kemampuan vocabulary siswa melalui 

flashcard key holder di SMP Tunas Baru Jin Seung Batam. Jurnal Pengabdian Ibnu Sina, 4(1), 36–43. 

Amiryousefi, M., & Dastjerdi, H. V. (2010). Vocabulary: Challenges and debates. English Language Teaching, 

3(3), 89–94. 

Azar, B. S. (2002). Understanding and using English grammar (3rd ed.). Longman. 

Dina, Sa’diyah, H., Mutammimah, D., & Mubarok, A. K. (2025). Pengembangan media Baamboozle dengan 

model Hannafin-Peck untuk meningkatkan motivasi belajar Pendidikan Agama Islam. Kartika: 

Jurnal Studi Keislaman, 5(3), 2213–2226. 

Haryani, H., Rampeng, R., Judijanto, L., Megawati, M., Natalia, S. A. M. K. D., Sari, N. P. P., & Merizawati, H. 

(2025). English for everyone: English vocabulary builder. PT Sonpedia. 

Hiebert, E. H., & Kamil, M. L. (2005). Teaching and learning vocabulary: Bringing research to practice. 

Routledge. 

Irfani, M., & Ma’rifatulloh, S. (2025). Increasing student motivation in learning English through digital ice-

breaking activities. Journal of English Language and Education, 10(6), 264–271. 

Kandisa, J., Nazri, M. A., Agustina, Y., & Prasetyaningrum, A. (2025). The relationship between vocabulary 

and reading comprehension of senior high school students. Journal of English Language and 

Education, 10(5), 476–480. 

Khabib, E. M. (2018). Poetic English vocabulary. DIVA Press. 

Küçükali, E. M. E. L. (2025). Differential effects of game-based learning platforms on ESL university 

students: A comparative analysis of Kahoot, Jeopardy, and Baamboozle through the lens of Self-

Determination Theory. CEUR Workshop Proceedings, 188–199. 

Mulyana, A. T., Fajarsari, D. D., & Dourahu, M. (2025). Baamboozle as a learning media to improve 

extragenesis-based speaking skills. Jurnal Inovasi Pendidikan MH Thamrin, 9(2), 196–204. 

Nadhifah, H. A., Sucipto, M. A. B., & Nugraha, R. A. (2025). Peningkatan kepercayaan diri melalui bimbingan 

klasikal berbasis group discussion dan media Baamboozle. Jurnal Bimbingan dan Konseling Ar-

Rahman, 11(2), 215–226. 

Nadiyah, I. F., & Sadikin, I. S. (2026). The implementation of gamification to enhance students’ vocabulary 

at one junior high school in Jakarta. PROJECT (Professional Journal of English Education), 9(2), 308–

320. 

Naimah, I., & Syafi’i, S. I. (2025). The effectiveness of Baamboozle interactive media in improving the 

speaking skills of students at MAN 1 Lamongan. Alsuna: Journal of Arabic and English Language, 

8(2), 265–276. 



5th ICOTION ISSN: 3026-023X 
Proceeding International Conference on Education 2026 

 

211 
 

Ningsih, A., & Sujarwati, I. (2025). The effect of the Baamboozle game on the reading ability of seventh-

grade students at SMP Muhammadiyah 1 Lubuklinggau. Nusantara: Jurnal Pendidikan Indonesia, 

5(1), 115–124. 

Nurlia, R., & Mulhuda, M. A. (2025). Improving English vocabulary using gamification of Baamboozle 

platform for SMPN 2 Nglegok Grade 8. Journal of Development Research, 9(2), 289–296. 

Prensky, M. (2003). Digital game-based learning. Computers in Entertainment, 1(1), 21. 

Pusparisa, Y. (2020, December 14). EF: Kemampuan berbahasa Inggris masyarakat Indonesia berkategori 

rendah. Katadata Databoks. 

Riwulang, N., Apsarini, I. N., Hilmasari, L. F., Sayyidaturrohmah, S., Sholihah, U., & Setyowati, E. (2026). 

Pengaruh media Baamboozle terhadap hasil belajar siswa. Polinomial: Jurnal Pendidikan 

Matematika, 5(1), 250–258. 

Rizqi, H., Iddrus, I., & Sumitro, E. A. (2024). Peningkatan kosakata bahasa Inggris pada siswa SMP: Media 

pembelajaran berbasis teknologi Duolingo. Jurnal Riset dan Inovasi Pembelajaran, 4(3), 2319–2330. 

Sáez, A. R., & Espinoza, A. Q. (2023). Baamboozle’s influence on willingness to communicate in English in 

small-group private lessons. Journal of Namibian Studies, 34, 6646–6661. 

Sahnan, B., & Daulay, S. H. (2025). Developing students’ vocabulary by using Build-A-Sentence: Teachers’ 

perspective. Scope: Journal of English Language Teaching, 9(2), 692–698. 

Salehi, N. (2025). Teaching vocabulary with augmented reality: Voices from junior high school English 

teachers. Discover Education, 4(1), 230. 

Sholeh, M. F. (2025). Pengajaran vocabulary bahasa Inggris berbasis istilah ekonomi dan keuangan 

syariah. Jurnal Al-Amar: Ekonomi Syariah, Perbankan Syariah, Agama Islam, Manajemen dan 

Pendidikan, 6(4), 645–659. 

Sinaga, J. H., & Napitupulu, S. (2026). Vocabulary mastery challenges among Indonesian public junior high 

school students. Jurnal Ilmu Sosial dan Humaniora, 4(1), 177–184. 

Siregar, T. A. P., Siregar, M. I., & Harahap, I. A. Z. (2024). Gamification in education: Leveraging the 

Baamboozle app for effective summative assessments in seventh-grade junior high school. Mimbar 

Ilmu, 29(3). 

Solahudin, M. (2018). Excellent grammar book. Noktah. 

Sudirman, A. M., & Meriyani, I. (2025). Utilizing project-based learning to increase students’ vocabulary 

mastery at the tenth grade of senior high school. IDEAS: Journal on English Language Teaching and 

Learning, Linguistics and Literature, 13(1), 126–129. 

Syabila, I. A., Khaerunnisa, K., & Sari, N. A. (2025). Peningkatan vocabulary siswa melalui teknik 

penerjemahan dan pengulangan di kelas VII SMP Negeri 13 Jakarta. SEMNASFIP, 2(2), 1869–1876. 

Tafiana, R. H., Budiman, T. C. S., & Setyorini, A. (2025). The use of Baamboozle to improve vocabulary 

mastery of high school students. Journal of English Language Learning, 9(2), 190–202. 

Tanjung, R. R., & Daulay, S. H. (2025). Students’ perception of vocabulary mastery by using Baamboozle 

game. IDEAS: Journal on English Language Teaching and Learning, Linguistics and Literature, 13(1), 

685–698. 

Tyas, M. A. K., Fahmi, M., & Rohman, F. (2025). Penggunaan platform belajar Baamboozle dalam 

personalized learning untuk meningkatkan motivasi belajar peserta didik di sekolah. MODELING: 

Jurnal Program Studi PGMI, 12(4), 255–270. 

Ulfianti, U., Syamsunir, S., & Nurmayanti, N. (2025). Edugames Baamboozle: Increasing interest in learning 

fine arts for students in Grade XI at SMA Negeri 4 Sidrap through game-based learning. Jurnal 

Visionary, 13(1), 70–76. 

Vasya, I. D. A. M. S., Puspitaloka, N., & Kartini, D. (2025). Utilizing Baamboozle as media in teaching 

vocabulary mastery. Journal of Educational Sciences, 9(4), 2483–2495. 

Wulandari, W., Susanto, D. A., & Hawa, F. (2024). Exploring Baamboozle as games-based learning media to 

support students’ vocabulary: Its application in the classroom. Innovative: Journal of Social Science 

Research, 4(2), 6542–6551. 

Yuliyanto, S., Sukmaningrum, R., Adi, A. P. K., & Waewchimplee, W. (2025). The effect of using Baamboozle 

on students’ speaking skills in Thailand’s EFL classroom. JOLLT: Journal of Languages and Language 

Teaching, 13(4), 2079–2090. 



5th ICOTION ISSN: 3026-023X 
Proceeding International Conference on Education 2026 

 

212 
 

Zhang, M. Q., & Jin, M. H. (2025). Study on the application of mind mapping to English vocabulary teaching 

in junior high school. Journal of Literature and Art Studies, 15(3), 216–223. 

 

 

 


