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ABSTRAK 

 

Penguasaan kosakata Bahasa Inggris tidak serta merta hanya mengenal kosakata, 

namun siswa juga harus mampu untuk menuliskan, melafalkan, dan mengartikan. 

Pada kenyataannya dilapangan kemampuan Bahasa Inggris pada siswa masih 

belum optimal, hal ini karena kurangnya penguasaan kosakata Bahasa Inggris 

yang dimiliki. Penelitian ini bertujuan untuk mengetahui pengaruh penerapan 

model Game Based Learning menggunakan media Quizwhizzzer untuk 

meningkatkan kemampuan kosakata Bahasa Inggris dibandingkan kelas yang 

menerapkan model tipe Picture and Picture. Pada penelitian ini menggunakan 

metode quasi eksperiment non-equivalent control group design, dengan 

pemerolehan data diambil dari soal pre-test dan post-test yang diberikan kepada 

siswa. Hasil penelitian menunjukan adanya pengaruh sebesar 21,5% dengan 

menerapkan model Game Based Learning berbantuan media Quizwhizzer 

terhadap kemampuan kosakata dan terdapat peningkatan yang lebih baik 

dibandingkan menggunakan model tipe Picture and Picture. Sehingga penerapan 

model Game Based Learning dengan memanfaatkan media Quizwhizzer dapat 

dipertimbangkan sebagai alternatif untuk meningkatkan penguasaan kosakata 

Bahasa Inggris pada siswa SD. 

 

Kata Kunci: Model Game Based Learning, Quizwhizzer, Kemampuan 

Penguasaan Kosakata, Bahasa Inggris 
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THE EFFECT OF GAME BASED LEARNING MODEL ASSISTED BY 

QUIZWHIZZER MEDIA ON THE ABILITY TO MASTER ENGLISH 

VOCABULARY IN ELEMENTARY SCHOOL STUDENTS 

(A Quasi-Experimental Study on English Learning in Grade IV at Elementary 

School 02 Nagrikaler, Purwakarta Regency) 

 

TRI WAHYUNINGTYAS 

NIM. 2103521 

 

ABSTRACT 

 

Mastery of English vocabulary is not merely about knowing vocabulary, but 

students must also be able to write, pronounce, and interpret it. In reality, 

students' English language skills are still not optimal, due to their lack of English 

vocabulary mastery. This study aims to determine the effect of applying the Game- 

Based Learning model using the Quizwhizzer medium on improving English 

vocabulary skills compared to classes that apply the Picture and Picture model. 

This study uses a quasi-experimental non-equivalent control group design, with 

data collected from pre-test and post-test questions given to students. The results 

of the study showed a 21.5% effect of applying the Game-Based Learning model 

with the assistance of the Quizwhizzzer media on vocabulary skills, with a better 

improvement compared to using the Picture and Picture model. Therefore, the 

application of the Game-Based Learning model with the assistance of the 

Quizwhizzzer media can be considered as an alternative to improve English 

vocabulary mastery among elementary school students. 

 

Keywords: Game Based Learning Model, Quizwhizzer, Vocabulary Mastery 

Ability, English Language 
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