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Abstract 

Bamboozle is a fun game to play in the classroom by 

ringing a bell per group. The purpose of this study was to 

find out whether the use of Baamboozle can improve the 

vocabulary mastery of grade VII-A students at SMPN 1 
Sukasada and to identify the factors that support and 

obstruct during the research. This study used grade VII-A 

as the subject which consisted of 31 students, with 17 
boys and 14 girls. There were four meetings. The Kemmis 

and McTaggart methodologies were modified for use in 

the classroom action research approach. Tests and 
observation sheets were used to gather data, which were 

then descriptively, qualitatively, and quantitatively 

assessed. The results showed an increase in the 

percentage of students who had a high level of 
vocabulary mastery in each cycle, in the first cycle 

recorded 62.13% and in the second cycle recorded 

81.74% and based on the observation sheets, there were 
obstruct factors during the research such as limited Wi-

Fi or Internet access in the classroom, and students who 

did not want to discuss in groups. Meanwhile, the 

supporting factors during this research were the LCD 
Projector facilities that were functioning properly, 

making it easier for the students. 
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INTRODUCTION 

Learning language as a means of communication needs a fundamental component that 

makes us understand that language very well. According to Asyiah (2017), vocabulary is 

crucial to learning a foreign language. Because a foreign language usually differs 

significantly from the first language generally used in daily life. Furthermore, memorizing 

vocabulary is essential in learning a new language (Jumariati, 2010). Learning a foreign 

language like English is the most challenging part because it is easier to express phrases, 

words, or expressions if we have little vocabulary. Meanwhile, according to Easterbrook 

(2013), vocabulary is covered first because it is necessary for learning a foreign language and 

crucial knowledge for EFLs. 
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Teaching vocabulary is an essential and crucial part of learning a language. Students 

will explore and improve their skills if they have learned some vocabulary. According to 

Thornbury (2002), teaching vocabulary is essential to language learning. Because of that, 

teaching vocabulary is an integral part of learning languages. Teaching vocabulary is one of 

the most complicated and challenging for teachers because we know the type of learning style 

of their students. It is more difficult to teach young learners. 

Media will help the teacher support the material so the students can understand the 

content better. Teaching English, especially in EFL for young learners, would be meaningless 

and not compelling because the students will not be interested in the material then. As a 

result, they will only focus or pay attention during the learning process. This research focuses 

on using Baamboozle as audio-visual media to teach students vocabulary.   

To produce engaging gaming experiences, the teacher should create educational 

games with various activities (Huang, Hew, & Lo, 2018). According to Krisbiantoro (2020), 

Baamboozle is a fun game to play in the classroom by ringing a bell per group. Meanwhile, 

Sa (2021) stated that Baamboozle is an online and offline game that resembles a quiz and 

allows users to register without having to. So it can be easier and more accessible for the 

teacher when they want to use it. 

Several previous studies use Baamboozle as a medium in teaching. The first study is 

from Iskandar et al. (2022), which implemented Baamboozle as digital-based learning. This 

project aims to create digitally based instructional materials as a means of assessment to 

boost fifth-grade elementary school pupils' enthusiasm for learning. The second study from 

Andriyani, Feradona & Rizaldi (2021) used a Baamboozle as a medium for Ice-Breaking. To 

ascertain how to incorporate ice-breaking into learning activities on the Baamboozle website. 

Next, the goal of Fitriani, Rahayuningtyas, and Gusanti (2022) in the third study using 

Baamboozle as a medium is to create media products for the Baamboozle Game that are 

reliable, efficient, and can enhance student learning results. It can be synthesized from the 

preliminary studies that some researchers have done that they need to utilize Baamboozle as a 

medium for improving and teaching vocabulary. 

Based on the learning process observation in seventh grade at SMPN 1 Sukasada, 

several students in grade VII A still had a lower score on vocabulary tests or less than the 

minimum grade in the English subject. The lack of vocabulary mastery happened for several 

reasons, such as students still needing help understanding the meaning, mispronunciation, and 

low interest during the learning process. Those problems may have occurred for several 

reasons, such as using merely the English textbook or traditional ways. Therefore, this study 

aimed to improve student’s vocabulary mastery through Baamboozle and identify the factors 

that support and obstruct the learning process after applying the Bamboozle. 

METHOD 

This research used Classroom Action Research. Classroom Action Research was 

focused on the classroom and tried to discover what happens in the school (Kemmis & 

McTaggart, 2000). The researcher conducted this research at SMPN 1 Sukasada. The subjects 

of this research were 31 students in grade VII A, consisting of 17 boys and 14 girls. In this 

study, the researcher used several instruments to collect the data. There were observation 

sheets, tests, and Lesson Plans. In this research, the researcher used several techniques in 
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collecting the data. The first qualitative data was obtained from an observation sheet that the 

researcher did during the research activity in the classroom. The quantitative data was 

obtained from the pre-test and post-test during the research. The researcher assessed the 

student's ability using a test. After collecting the data, the researcher analyzed the data using 

several techniques. The data from observation sheets were analyzed qualitatively to obtain 

the descriptive result. Meanwhile, the data collected from the test result was analyzed 

quantitatively. In this research, there was a benchmark in determining its success. The 

indicator in this study was students meeting the minimum score of 75, which was equivalent 

to or more than 75% of the class's population. 

FINDINGS AND DISCUSSIONS 

From the first and second cycle, there was an improvement of the students’ 

vocabulary mastery. The result it can be seen in this result table and graphic.  

Table 1. Media, Media, Mode, Standard Deviation Score 

 N Mean Std. Deviation Median Mode 

Pre-test 31 37,68 10,212 36 31 

Post-test 1 31 62,13 11,730 62 74 

Post-test 2 31 81,74 12,551 84 94 

 

Graphic 1. Mean, Median, Mode, Standard Deviation 

  

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

Based on the table and graphic, the students' mean score on the pre-test was 37.6, and 

no students passed the minimum criteria. This result means the students' vocabulary could be 

much higher. Then, the mean score on post-test 1 was 62, 8. This result indicated that 11 

students passed the minimum criteria, while 20 still needed to pass the minimum standards. 

Also, 35% of the students needed help meeting the minimum completion criteria. It indicated 

that the researcher must continue to cycle II. Then, the average score on the post-test 2 was 

81, 7. This result means that 26 students passed the minimum criteria (KKM), while five still 

needed to meet the minimum standards. Furthermore, the percentage of the cycle II was 83%. 

This result indicated that this second cycle has met the success criteria of 75%.  
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Furthermore, the result indicated improved standard deviation, median, and mode 

scores. The median score from the pre-test was 36, the post-test in cycle 1 was 62, and the 

post-test in cycle 2 was 84. Then, the mode score in this research showed that the pre-test was 

32, the post-test I was 74, and the post-test II was 94. Then, the standard deviation showed an 

improvement. The pre-test showed 10,212, post-test I offered 11,730 and post-test II showed 

12,551. 

The use of Baamboozle significantly made the students enjoy the learning, and the 

class situation was more enthusiastic, being proven by the improvement and positive effects 

of using Baamboozle. As stated by Puspita and Syahira (2023), a web game called 

Bamboozle promotes the idea that education should be enjoyable and is designed to be 

entertaining. This game can make the students more fun and enjoy the learning process. In 

this case, the researcher chooses the Baamboozle to teach vocabulary. In support of Nabila 

(2023), using the Baamboozle game strategy was indeed helpful in enhancing the students' 

vocabulary. This study shows that the students are more active when playing the Baamboozle 

in groups. Furthermore, Baamboozle is a web-based tool for games that the teacher can use to 

teach any subject. Therefore, this study is congruent with Nabila's (2023).   

During the research, the students got many benefits from implementing the 

Baamboozle. The game could help the students to learn and remember the new vocabulary 

and expressions from the material. In implementing the Baamboozle, the students were given 

clues from the picture to make them think critically about the answer. It was in line with the 

recent study by Puspita and Syahira (2023) that most students happily played Baamboozle 

games because they were challenging and could compete with other students. Furthermore, 

Baamboozle could increase the effectiveness of the learning model by using online games in 

groups to balance the content that the teacher presents, foster a sense of responsibility and 

collaboration, engage learners in understanding, and enhance their communication skills 

(Kajori & Hendriana, 2023). After applying the Baamboozle, students improved their 

vocabulary acquisition skills and communication skills among students. Similar to a prior 

study, this one showed how students could benefit from digital games by engaging with one 

another and being motivated to learn and retain a new language (Zhonggen, 2018). Applying 

Baamboozle media attracted students' attention by triggering their enthusiasm for using it 

(Murti et al., 2023). It was ideal for teachers who know how important it is to make learning 

engaging and enjoyable for students of all ages and those constantly looking to expand the 

scope of their training (Muhajir et al., 2019) 

From the observation, the researcher found some factors obstructed during the study. 

The factors that obstructed were the internet or Wi-Fi connections that could not reach the 

class area. Those factors made the researcher need help accessing the media Baamboozle, and 

it took a long time to connect with the Baamboozle. So it makes the learning time run out 

faster. Improved internet access is crucial for learning, particularly in classroom settings 

(Ahmed et al., 2017). According to previous research from Aulia et al. (2016), which 

examines the effect of internet utilization on geography learning outcomes, it was indicated 

that there was a positive influence and a low relationship between internet utilization and 

students’ learning outcomes. Therefore, with internet-based technology facilities in schools, it 

is easier for teachers to deliver material in the classroom. By using facilities based on 
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Internet-based facilities, the process of searching for school assignments school assignments 

by students can be done quickly (Muhamad et al., 2019).  

On the other hand, the researcher also found a factor that supports the research. When 

the researcher implemented the Baamboozle, the researcher felt that the LCD Projector was 

properly functioning. So, it makes the researcher easily present the Baamboozle and explain 

the material. Furthermore, infrastructure is a tool used to facilitate learning. Infrastructure and 

educational facilities have a role in determining how well students learn (Ruhyana & Aeni, 

2019). With good facilities and infrastructure, it will help teachers to teach and explain the 

material smoothly. In support of Hariadi (2017), using LCD Projectors in learning media and 

learning motivation on learning achievement successfully influenced students’ motivation 

and learning outcomes. Educational infrastructure and facilities need to be carefully planned 

and maintained in order for them to be available for use during the teaching and learning 

process (Cynthia et al., 2016). So, it can be concluded that all facilities in the classroom were 

working well and should be improved in the future. 

CONCLUSION  

Applying the Baamboozle game to improve students’ vocabulary mastery in grade 

VII-A at SMPN 1 Sukasada was successfully conducted within two cycles, with the mean 

score of the post-test one to post-test two significantly increasing. From the result, it can be 

derived that applying the Baamboozle could improve the student’s vocabulary mastery for 

grades VII-A. The factor that obstructed the implementation of Baamboozle at SMPN 1 

Sukasada was only the Wi-Fi connection, which couldn’t reach class VII A. So, it made the 

researcher use his internet connection. In contrast, the factor that supports the smooth running 

of this research is the use of an LCD Projector that functions appropriately. So that 

researchers can display Baamboozle to all students. 
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