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Pengaruh Model Pembelajaran Game Based Learning Berbantuan Scratch
Terhadap Penguasaan Kosakata Bahasa Inggris Siswa Sd
(Penclitian Kuasi cksperimen pada Pembelajaran materi Parts of OQur Body

That Work Together chapter 6 Kelas V di salah satu SD di Kab, Bandung)

ABSTRAK

Kosakata merupakan elemen penting dalam pembelajaran Bahasa Inggris,
khususnya di tingkat sckolah dasar. Rendahnya penguasaan kosakata siswa menjadi
alasan utama dilakukannya penelitian ini. Tujuan dari studi ini adalah untuk: (1)
menganalisis peningkatan kemampuan kosakata Bahasa Inggris siswa sctelah
mengikuti pembelajaran menggunakan model Games Based Learning berbasis
media Scratch dibandingkan dengan model Contextual Teaching and Learning, dan

(2) mengevaluasi pengaruh media Scratch terhadap hasil belajar kosakata.
Penelitian ini mengadopsi metode kuasi cksperimen dengan desain non-eguivalent
pretest-posttest control group, melibatkan 50 siswa kelas V yang terbagi ke dalam

dua kelompok. Instrumen yang digunakan berupa tes kosakata yang diberikan
scbelum dan sesudah perlakuan. Analisis N-Gain menunjukkan bahwa kelas
cksperimen mengalami peningkatan rata-rata sebesar 0,56 (kategori sedang),
sedangkan kelas kontrol sebesar 0,29 (kategori rendah). Hasil uji Independent t-Test
menunjukkan nilai signifikansi 0,001, yang berarti terdapat perbedaan signifikan
antara kedua kelompok. Berdasarkan temuan tersebut, penggunaan Scratch dalam

pembelajaran berbasis permainan dinilai efektif dalam meningkatkan penguasaan

kosakata siswa di jenjang sekolah dasar.

Kata kunci: Games Based Learning, Scratch, kosakata Bahasa Inggris, siswa

sekolah dasar
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The Effect Of Scratch Assisted Game Based Learning Model On The
Mastery Of English Vocabulary Of Elementary School Students
(A Quasi-Experimental Study on the Teaching of Chapter 6: 'Parts of Our Body

That Work Together' in Grade V at a Primary School in Bandung Regency)

ABSTRACT

Vocabulary is a findamental component in English language learning at the
Vocabulary is a crucial component in leairning English, especially at the elementary

school level. The low vocabulary mastery among students prompted this research.
This study aims to: (1) analvze the improvement in students' English vocabulary
after receiving instruction through a Games Based Learning model supported by
Scratch compared to Contextual Teaching and Learning (CTL) model, and (2)
evaluate the effect of Scraich as a digital learning medium on vocabulary
acguisition. This study emploved a quasi-experimental method with a non-
equivalent preiest-posttest control group design, involving 30 fifih-grade students
divided into experimental and control groups. The main instrument was d
vocabulary test administered before and after the treatment. N-Gain analysis
revealed an average improvement of 0.56 (moderate category) in the experimental
group and 0.29 (low category) in the control group. The results of the Independent
Sample t-Test showed a significance value of 0.001, indicating a significant
difference between the two groups. These findings suggest that the integration of
Scratch in game-based learning is effective in enhancing vocabulary mastery
among elementary school students.

Keywords: Vocabulary, Games Based Learning, Scratch, Elementary School
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