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ABSTRACT 

Vocabulary is one of the important things in the language. In learning a foreign language, 

students should master four skills namely listening, speaking, reading, and writing. Actually, 

those four skills require vocabulary mastery in order to convey the meaning. The purpose of this 

research is to explore the students’ vocabulary mastery level and to identify the intensity of the 

effect of games on students English vocabulary mastery.  

This is research used quantitative approach and quasi experimental design in the form of 

time series. The data collection method in this study used pre-test and pot-test as the instrument. 

26 students in SD M Tegalayang 1 participated in this study. They were invited to attend pre-test, 

treatment, and also post-test. Their pre-test and post-test was scored for analysis. The data were 

analyzed in statistic.  

The result of this study, students’ vocabulary mastery conditions before the treatment still 

need some improvement. Eleven students’ got low score, 12 students with an adequate score, and 

only 3 students got good score. The students’ condition after the treatment was better in 

vocabulary mastery with the mean 73.6410 the previous conditions mean 47.2949. Then the 

games treatments give positive effect significantly.  
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