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Keywords: 

 This study aims to evaluate the effectiveness of using the Hangman 

game in teaching Arabic vocabulary to fourth-grade students at 

Istiqomah Lembang Elementary School. Using a pretest-posttest 

quasi-experimental design with a control group, the experimental 

class received Hangman-based instruction, while the control group 

received conventional instruction. Statistical analysis revealed that 

the data were not normally distributed but homogeneous; therefore, 

non-parametric tests were applied. The Wilcoxon test results 

indicated a significant improvement in the experimental class (p = 

0.007), while the Mann-Whitney test showed no significant 

difference between groups (p = 0.166). The average N-Gain of the 

experimental class was 0.4783 (moderate category), while the 

control class was -0.0056 (low category). These findings indicate 

that although the Hangman game can increase students' motivation, 

interest, and engagement, its effectiveness in improving vocabulary 

mastery remains moderate. Factors such as implementation time, 

classroom atmosphere, and student readiness also influence the 

results. This study recommends the development of a more 

structured and adaptive game-based learning model to improve 

Arabic vocabulary learning outcomes at the elementary school 

level. 
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1. INTRODUCTION 

Arabic has been recognized as one of the official languages of the United Nations since 1973, reflecting its 

important role in global communication, education, and cultural exchange [1]. In addition to its 

international significance, Arabic holds a central position in Muslim societies as the language of the Qur'an, 

which makes it an essential subject in formal education, particularly in Islamic-based institutions. As a 

result, the teaching of Arabic is not only aimed at developing linguistic competence but also at supporting 

students’ understanding of religious texts and cultural values. Despite its importance, Arabic language 

learning at the elementary school level still faces various challenges, particularly related to students’ low 

interest and motivation in learning the language [3], [4]. These challenges often lead to suboptimal learning 

outcomes and limited mastery of basic language skills. 

One of the key components in mastering a foreign language is vocabulary. Vocabulary knowledge enables 

learners to understand meanings, construct sentences, and communicate effectively in both oral and written 

forms. In the context of Arabic learning, vocabulary (mufrodat) serves as the foundation for developing 

essential language skills such as listening, speaking, reading, and writing [4]. Without sufficient vocabulary 

mastery, students will encounter difficulties in understanding learning materials and expressing their ideas. 

However, previous studies indicate that vocabulary learning is often not given sufficient emphasis in 

classroom practice, resulting in students having limited vocabulary mastery and difficulty applying it in 

meaningful contexts [5]. This condition highlights the need for more effective strategies to support 

vocabulary acquisition in Arabic learning. 
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In addition, the learning process in many classrooms is still dominated by conventional teaching methods 

that position teachers as the central source of knowledge. This approach tends to limit student participation 

and reduces opportunities for active engagement during learning activities. Students are often required to 

memorize vocabulary without meaningful interaction, which makes the learning process less effective and 

less enjoyable. As a result, the learning atmosphere becomes monotonous, which negatively affects 

students’ motivation and interest in learning Arabic [6]. The lack of variation in learning media further 

strengthens students’ perception that Arabic is a difficult and less engaging subject [7]. This situation 

indicates that improvements in both teaching methods and learning media are necessary to create a more 

effective learning environment. 

The current educational paradigm emphasizes the importance of student-centered learning, where students 

are encouraged to actively participate in the learning process. This shift requires teachers to adopt 

innovative teaching strategies and utilize appropriate learning media that can support interactive and 

meaningful learning experiences [8]. In this approach, students are not only passive recipients of 

information but also active participants who construct their own understanding. Effective learning is not 

only determined by the content delivered but also by how the material is presented in ways that stimulate 

students’ interest and involvement [9]. Therefore, the selection of appropriate teaching methods and media 

becomes a crucial factor in achieving successful learning outcomes. 

One approach that has gained attention in recent years is game-based learning. Educational games are 

considered effective in creating a fun and engaging learning environment, which can increase students’ 

motivation, participation, and enthusiasm in learning activities [10], [11]. Through games, students can 

experience learning in a more relaxed and enjoyable atmosphere, which reduces learning anxiety and 

encourages active involvement. In vocabulary learning, games can help students remember words more 

easily through repetition, interaction, and contextual use. This makes game-based learning a promising 

alternative to improve the effectiveness of language instruction, especially at the elementary school level. 

One of the games that can be applied in language learning is the Hangman game. This game involves 

guessing letters to form words, making it closely related to vocabulary recognition and spelling skills. The 

Hangman game was adapted for Arabic vocabulary learning by considering the distinctive orthographic 

and phonological characteristics of the Arabic language, including contextual letter forms, right-to-left 

writing direction, and the distinctive Arabic sound unfamiliar to many learners. In practice, students guess 

Arabic letters based on the number of letters in the target word while also paying attention to the correct 

letter forms and pronunciation. Through this adaptation, the hangman game supports not only vocabulary 

mastery but also students' understanding of Arabic writing and patterns [22]. The interactive nature of the 

game allows students to engage directly with the learning material while also developing their cognitive 

skills, such as memory and problem-solving.  

Several studies have reported that the use of the Hangman game can improve students’ vocabulary mastery 

and increase their interest in learning [12], [13]. In addition, the game encourages students to actively 

participate, collaborate with peers, and focus on the learning task, which are important elements in effective 

learning. [24] states that using Hangman Spelling Games can develop students' knowledge while also 

providing them with understanding. Then [21] explains that the use of hangman has a significant positive 

impact on students' ability to understand and generate motivation in the learning process. [13] shows that 

the Hangman Game improves students' ability to understand new vocabulary. The purpose of their research 

is to increase the use of media in Arabic language learning and to prove that the Hangman Game is effective 

in memorizing vocabulary [22]. In a study conducted by [14], the Hangman Game helped students focus 

their attention on the teacher and memorize vocabulary using the game, as students often lack interest in 

learning new languages due to the difficulty in memorizing them. 

However, although previous studies have shown positive results, most of them focus on general language 

learning or are conducted at different educational levels. There is still limited research that specifically 

examines the effectiveness of the Hangman game in Arabic vocabulary learning at the elementary school 

level using a quasi-experimental approach. Moreover, previous studies often focus more on students’ 

motivation rather than providing a comprehensive analysis of learning outcomes. This indicates a research 

gap that needs to be addressed, particularly in understanding how game-based learning influences both 

engagement and learning achievement in Arabic language education. 

Based on this gap, this study aims to evaluate the effectiveness of using the Hangman game in improving 

Arabic vocabulary mastery among elementary school students. This study also seeks to analyze the extent 

to which the use of game-based learning can influence students’ learning outcomes compared to 

conventional teaching methods. In addition, this research aims to identify factors that may affect the 
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effectiveness of game-based learning in classroom settings. The results of this study are expected to 

contribute to the development of more effective, interactive, and engaging learning strategies in Arabic 

language education, particularly at the elementary school level. 

2.      METHOD 

This study employed a quantitative approach using a quasi-experimental design, specifically the 

nonequivalent control group design [14]. This design was selected to examine the causal relationship 

between the use of the Hangman game and students’ Arabic vocabulary mastery by comparing an 

experimental group and a control group. Quasi-experimental methods are commonly used in educational 

research when random assignment is not fully feasible in real classroom settings [15]. 

The research design can be illustrated as follows: 

𝑂₁ 𝑋 𝑂₂    (1) 

𝑂₃ 𝑂₄    (2) 

where O₁ and O₃ represent the pretest scores of the experimental and control groups, O₂ and O₄ represent 

the posttest scores, and X indicates the treatment using the Hangman game. 

The study was conducted at Istiqomah Lembang Elementary School. The participants consisted of fourth-

grade students, with class IV A assigned as the experimental group and class IV B as the control group. 

The sampling technique used was random sampling, where samples were selected from the available classes 

while considering the balance of instructional time. The research instrument, in the form of a multiple-

choice test, comprised 20 items. The instrument was first validated through expert judgment to assess the 

alignment of the items with the learning indicators and research objectives. Based on validation results, 14 

items were deemed suitable and used for the pilot test of the instrument.  

This study involved two variables: the independent variable, which was the use of the Hangman game as a 

learning medium, and the dependent variable, which was students’ Arabic vocabulary mastery (mufrodat). 

The learning materials focused on daily vocabulary topics that were aligned with the school curriculum and 

learning objectives. This study used a sample of fewer than 30 participants, as this was determined by the 

number of subjects available in the research class. The selection of the sample was based on a class 

designated by the school that met study’s criteria. The limited sample size constitutes one of the study’s 

limitations, as it may reduce the statistical power of the test. Consequently, the results of this study should 

be interpreted within the context of the specific subject and research setting.  

The research procedure consisted of three main stages: pretest, treatment, and posttest. In the initial stage, 

both groups were given a pretest to measure their baseline vocabulary ability. In the treatment stage, the 

experimental group received instruction using the Hangman game, while the control group was taught using 

conventional methods with 3x45 minutes per sessions.. The implementation of the Hangman game involved 

interactive word-guessing activities that encouraged students to actively participate in identifying 

vocabulary through letter recognition and spelling processes. After the treatment, a posttest was 

administered to both groups to evaluate students’ improvement in vocabulary mastery. 

Data were collected using a vocabulary test consisting of multiple-choice items designed to assess students’ 

understanding of Arabic vocabulary. The collected data were analyzed using statistical methods. A 

normality test (Shapiro-Wilk) and homogeneity test were conducted to determine the distribution and 

variance of the data. Since the data were not normally distributed but homogeneous, non-parametric tests 

were applied. The Wilcoxon test was used to analyze differences within groups, while the Mann-Whitney 

test was used to compare differences between groups. In addition, the N-Gain test was used to measure the 

level of improvement in students’ learning outcomes [16]. 

3. RESULTS AND DISCUSSION 

3.1. Results 

Data collection was conducted on fourth-grade students at Istiqomah Lembang Elementary School, 

involving two groups: an experimental class (IV A) and a control class (IV B). Both groups were given a 

pretest and posttest consisting of 14 multiple-choice questions to measure students’ Arabic vocabulary 

mastery. 
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The experimental group received treatment using the Hangman game, while the control group was taught 

using conventional instructional methods. The learning materials focused on vocabulary related to daily 

life, including family and greetings. 

The descriptive statistics of students’ pretest and posttest scores are presented in Table 1. 

Table 1. Descriptive Statistics of Pretest and Posttest Scores 

Group N Min Max Mean Std. Deviation 

Pretest Experimental 14 0 100 65.14 28.292 

Posttest Experimental 14 22 100 80.93 25.713 

Pretest Control 14 11 100 67.57 28.484 

Posttest Control 14 11 100 72.36 24.209 

Table 1 shows that both groups had relatively similar initial abilities prior to the treatment. The pretest 

mean scores indicate that there was no substantial difference between the experimental and control groups 

at the beginning of the study. After the treatment, both groups experienced an increase in scores; however, 

the improvement in the experimental group was more noticeable. This indicates a greater change in learning 

outcomes in the group that received the treatment. 

To determine the distribution of the data, a normality test using the Shapiro-Wilk method was conducted. 

The results are presented in Table 2. 

Table 2. Normality Test (Shapiro-Wilk) 

Group Statistic Sig. 

Pretest Experimental 0.900 0.112 

Posttest Experimental 0.759 0.002 

Pretest Control 0.896 0.099 

Posttest Control 0.885 0.068 

Table 2 presents the results of the normality test for both groups. The findings indicate that not all data met 

the assumption of normal distribution, as one of the significance values was below the threshold of 0.05. 

This suggests that the data distribution is not entirely normal across all variables. Therefore, the use of 

parametric statistical tests was not appropriate for further analysis. 

A homogeneity test was then conducted to determine whether the variance between groups was equal. The 

results are shown in Table 3. 

Table 3. Homogeneity Test 

Variable Levene Statistic Sig. 

Posttest Scores 0.072 0.790 

Table 3 shows the results of the homogeneity test. The significance value obtained indicates that the 

variance between the experimental and control groups is equal. This means that the data can be considered 

homogeneous and comparable between groups. Based on these results, further analysis can be continued 

using non-parametric statistical methods. 

The Wilcoxon test was conducted to analyze differences between pretest and posttest scores within each 

group. The results are presented in Table 4. 

Table 4. Wilcoxon Test Results 

Group Z Asymp. Sig. (2-tailed) 

Experimental -2.708 0.007 

Control -0.841 0.400 

Table 4 presents the results of the Wilcoxon test for both groups. The experimental group showed a 

significance value below 0.05, indicating a statistically significant difference between pretest and posttest 

scores. In contrast, the control group did not show a significant difference, as the significance value 

exceeded 0.05. These results indicate that the changes in the experimental group were more substantial 

compared to the control group. 

To compare the posttest results between the experimental and control groups, the Mann-Whitney test was 

conducted. The results are presented in Table 5. 

Table 5. Mann-Whitney Test 

Variable Value 

Mann-Whitney U 68.500 

Asymp. Sig. 0.166 
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Table 5 shows the results of the Mann-Whitney test used to compare the posttest scores between the two 

groups. The significance value obtained is greater than 0.05, indicating that there is no statistically 

significant difference between the experimental and control groups. This suggests that although differences 

in mean scores exist, they are not strong enough to be considered statistically meaningful. 

To measure the effectiveness of the treatment, the N-Gain analysis was conducted. The results are presented 

in Table 6. 

Table 6. N-Gain Results 

Group N-Gain Category 

Experimental 0.4783 Moderate 

Control -0.0056 Low 

Table 6 presents the N-Gain results for both groups. The experimental group achieved a moderate level of 

improvement, indicating a noticeable increase in learning outcomes after the treatment. Meanwhile, the 

control group showed a low level of improvement, with minimal change in performance. These results 

indicate a difference in the level of learning improvement between the two groups. 

3.2. Discussion 

The results of this study demonstrate that the use of the Hangman game contributed to an improvement in 

students’ Arabic vocabulary mastery. This improvement can be observed from the increase in posttest 

scores and the moderate N-Gain achieved by the experimental group. The findings suggest that 

incorporating game-based learning into classroom instruction can create a more engaging and interactive 

learning environment. Such conditions encourage students to participate more actively in the learning 

process. This supports the idea that interactive learning media play an important role in enhancing student 

engagement. 

The improvement observed in the experimental group indicates that students responded positively to the 

use of the Hangman game. The game-based approach allowed students to interact with vocabulary in a 

more enjoyable and less formal setting. This type of learning environment helps reduce boredom and 

increases students’ willingness to engage in learning activities. Previous studies have also shown that 

educational games can enhance students’ motivation and participation during instruction [10], [11]. 

Therefore, the Hangman game can be considered an effective alternative to support vocabulary learning. 

However, despite the improvement within the experimental group, the results of the Mann-Whitney test 

indicate that there was no statistically significant difference between the experimental and control groups. 

This suggests that the impact of the Hangman game, although positive, was not strong enough to outperform 

conventional teaching methods significantly. This finding indicates that the effectiveness of game-based 

learning is still limited when used as a single instructional approach. Similar findings have been reported 

in previous studies, which state that game-based learning does not always lead to significantly better 

learning outcomes compared to traditional methods [12], [13]. 

Since Arabic language learning in the current era no longer relies solely on one-way methods, [19] suggest 

that teachers need to adopt more modern and relevant approaches that can help students actively engage in 

the learning process.From a theoretical perspective, vocabulary mastery is a fundamental aspect of 

language learning. Vocabulary serves as the basis for understanding meaning and constructing 

communication in a foreign language [4]. However, vocabulary acquisition requires more than just 

exposure to words through games. It involves repeated practice, contextual understanding, and meaningful 

interaction with language use. The moderate level of improvement found in this study suggests that these 

elements may not have been fully achieved during the implementation of the Hangman game. 

Several contextual factors may have influenced the results of this study. The research was conducted near 

the end of the semester, which may have reduced students’ motivation and readiness to learn. Motivation 

is known to play a crucial role in determining learning success, especially in language learning contexts 

[8]. When students are less motivated, their engagement and focus tend to decrease. As a result, the 

effectiveness of the learning process may also be affected. in [20] study, the researcher used a different 

method namely observation using Hangman Game for English Lesson, with the result that students 

understood vocabulary better but also faced the same challenges.  

This aligns with [18] research, which found that using Hangman in foreign language vocabulary learning 

can create a more enjoyable learning atmosphere, but it does not consistently produce significant 

differences compared to conventional methods, especially if not supported by well-developed teaching 

strategies.   While [25] study showed an improvement in learning outcomes, albeit not yet optimal, in this 
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study, post-test results remained stagnant, indicating that the success of game-based media heavily depends 

on students' readiness and the pedagogical approach implemented by teachers.In addition, classroom 

conditions during the implementation of the treatment were not entirely conducive. Noise and limited 

student focus made it difficult to maintain an optimal learning environment. Students also experienced 

difficulties in spelling and understanding the meaning of vocabulary, which indicates that their vocabulary 

mastery was still at a basic level. These challenges suggest that students need more structured guidance and 

practice to achieve better learning outcomes. Without sufficient support, improvements in learning tend to 

remain limited. 

These findings also reinforce previous research indicating that monotonous and less varied instructional 

methods can hinder students’ ability to understand and retain vocabulary effectively [6]. Therefore, 

although game-based learning can increase student interest, it should not be used as the only teaching 

strategy. Instead, it needs to be combined with other instructional approaches that support deeper 

understanding. Effective learning requires a balance between engaging media and structured teaching 

strategies. 

Furthermore, the results highlight the importance of instructional design in the implementation of game-

based learning. Learning media should not only be interesting but also meaningful and aligned with learning 

objectives to produce optimal outcomes [9]. Teachers play a key role in designing and managing learning 

activities to ensure that students can benefit fully from the learning process. Overall, the Hangman game 

has the potential to support Arabic vocabulary learning by increasing motivation and participation. 

However, its effectiveness depends on how well it is integrated into a structured and comprehensive 

learning strategy. 

4. CONCLUSION 

Based on the results of this study, it can be concluded that the use of the Hangman game contributes 

positively to improving students’ Arabic vocabulary mastery at the elementary school level. The 

experimental group showed better improvement compared to the control group, indicating that the 

integration of game-based learning can support the learning process more effectively than conventional 

methods. However, the level of effectiveness achieved was still in the moderate category, and the difference 

between groups was not statistically significant. This indicates that although the Hangman game has 

potential as a learning medium, its impact is not yet optimal in producing significantly higher learning 

outcomes. 

The findings of this study also show that the use of the Hangman game can enhance students’ motivation, 

interest, and engagement during the learning process. The interactive nature of the game encourages 

students to participate actively and creates a more enjoyable learning atmosphere. However, the 

improvement in learning outcomes is influenced by several factors, including the timing of the 

implementation, classroom conditions, and students’ readiness in mastering vocabulary. These factors play 

an important role in determining the overall effectiveness of the learning process. 

In addition, the results indicate that the use of game-based learning alone is not sufficient to achieve optimal 

learning outcomes. It needs to be supported by appropriate instructional design, structured learning 

strategies, and continuous practice to strengthen students’ understanding of vocabulary. Teachers are 

required to integrate learning media with effective teaching approaches that are aligned with students’ needs 

and classroom conditions. From the results, the researcher can see that students experienced many 

difficulties in completing questions related to arranging words in sentences. This is likely due to limited 

vocabulary mastery and incomplete internalization, resulting in suboptimal knowledge transfer into 

sentences contexts. then, from the application of the hangman game in this learning process there are 

problems that impacted the results, it’s that when the research is happening the final semester assesment 

had been completed and most of the students were no longer in learning mode. 

Therefore, future research is recommended to develop more adaptive, structured, and comprehensive game-

based learning models that combine interactive media with contextual learning and repeated practice. Such 

approaches are expected to produce more significant improvements in students’ vocabulary mastery. 

Furthermore, this study can serve as a reference for educators and researchers in developing innovative and 

effective strategies for teaching Arabic vocabulary in elementary education. 



Princessa Fathiyah Azoes1, Asep Sopian2, Nalahuddin Saleh3 

DIAJAR (Jurnal Pendidikan dan Pembelajaran) Vol. 5 No. 2 (2026) 754 – 761 

Lisensi: Creative Commons Attribution 4.0 International (CC BY 4.0) 

760 
 

ACKNOWLEDGMENT  

The authors would like to express their sincere gratitude to Istiqomah Lembang Elementary School for 

providing the opportunity and support to conduct this research. Special thanks are addressed to the teachers 

and fourth-grade students for their active participation and cooperation throughout the research process. 

The authors also extend their appreciation to all individuals who have contributed to the completion of this 

study, both directly and indirectly. 

REFERENCES 

[1] A. Pane, “Urgensi Bahasa Arab; Bahasa Arab Sebagai Alat Komunikasi Agama Islam,” KOMUNIKOLOGI, 

2018. 

[2] An Nury, A. H., and M. N. Madjid. How to Mastery Arabic Vocabularies by Using Memorization Method and 

Visual Learning. AL-HIKMAH: International Journal of Islamic Studies and Human Sciences, 7 (1).  2024 

[3] F. Al Irsyadi, A. Priambadha, and Y. Kurniawan, “Game Edukasi Bahasa Arab Untuk Siswa Sekolah Dasar,” 

Jurnal Manajemen Informatika, vol. 10, no. 1, pp. 55–66, 2020. 

[4] M. Fauziddin and M. Fikriya, “Mengenal Kosakata Bahasa Arab Melalui Permainan,” Journal of Education 

Research, vol. 1, no. 1, pp. 46–54, 2020. 

[5] A. Anshar, “Korelasi Penguasaan Mufrodat Bahasa Arab,” Al Maraji’, 2022. 

[6] N. A. Cholis, “Media Berbasis PowerPoint untuk Pembelajaran Kosakata Bahasa Arab,” KONASBARA, 2020. 

[7] H. N. Azizah, “Peningkatan Penguasaan Kosakata Bahasa Arab,” ALSUNIYAT, 2020. 

[8] A. I. O. Pradini, M. Abdurrahman, and M. Nurmala, “The Effect of Quantum Teaching Method,” Edunesia, vol. 

4, no. 3, 2023. 

[9] S. Hartobi, A. Suradi, and A. Saputra, “Implementation of Merdeka Curriculum,” Indonesian Journal of 

Innovative Teaching, 2023. 

[10] I. R. Kasim et al., “The Ability of Prospective Teachers in Developing Learning Modules,” International Journal 

of Elementary Education, vol. 8, no. 1, 2024. 

[11] Y. D. Puspitarini and M. Hanif, “Using Learning Media to Increase Motivation,” Anatolian Journal of Education, 

vol. 4, no. 2, 2019. 

[12] N. Mila et al., “Efektivitas Pemanfaatan Canva sebagai Media Pembelajaran,” 2021. 

[13] Z. L. Farihah and E. Rachmawati, “Digital Hangman Game to Improve Vocabulary,” JALL, vol. 4, no. 1, 2020. 

[14] I. N. W. Dharmayasa, “Implementing Hangman Game in Teaching Vocabulary,” JPBI, vol. 10, no. 3, 2022. 

[15] Sugiyono, Metode Penelitian Kuantitatif, Kualitatif dan R&D. Bandung: Alfabeta, 2015. 

[16] Sugiyono, Metode Penelitian Kuantitatif, Kualitatif dan R&D. Bandung: Alfabeta, 2020. 

[17] D. F. Gumilar and A. Suhandi, “The Effectiveness of Online Learning,” ICEE, 2021. 

[18] Putri, A. R., “Efektivitas Penggunaan Permainan Hangman Game dalam Penguasaan kosakata Bahasa Jepang. 

Hikari: Jurnal Pendidikan Bahasa Jepang, Universitas Negeri Surabaya, 2023 

[19] Sopian, A., Nurkomala, R., and Sanusi, A., “Industrial Revolution 4.0: A Case Study on Character Building for 

Arabic Teaching at Islamic Boarding School in Indonesia., Ijaz Arabi., vol. 7, no. 3, 2024. 

[20] Harma, A., Kone, A M.., and Anggraeny, L., “Increasing Vocabulary Through Hangman Game by Students of 

SMPN 3 Makassar, ELLiC: English Language and Literature International Conferences, 2021. 

[21] Munikasari., Sudarsono., and Riyanti., D., “The Effectiveness of Using Hangman Game to Strengthen Young 

Learners Vocabulary”, Journal of English Education Program, vol 2 (1), pp57-65, 2023. 



Princessa Fathiyah Azoes1, Asep Sopian2, Nalahuddin Saleh3 

DIAJAR (Jurnal Pendidikan dan Pembelajaran) Vol. 5 No. 2 (2026) 754 – 761 

Lisensi: Creative Commons Attribution 4.0 International (CC BY 4.0) 

761 
 

[22] Wijaya, C., Murdiono, and Renat, S., “Learning Arabic vocabulary with Hangman Games”, Arabi: Journal of 

Arabic, 2023. 

[23] Mufid, M., Isnaiyah and Ainy, N., “Evaluating The Communicative Approach in Arabic Language Learning: A 

A Case Study at a Secondary School in Indonesia” , Journal of Advanced Research in Social Sciences and 

Humanities 

[24] Pratiwi, R., “Pelatihan English Vocabulary bagi Para Pelajar Beginner Menggunakan metode Hangman Spelling 

Games di Pondok Pesantren Darul Ikhlas Panyabungan”, Journal of community dedication and Development, vol 

1(1) 19-26, 2021. 

[25] Azizah, A., Tatang, Saleh, N., and Nurmala, M., “Collaborative Learning Through Inside Outside Circle (IOC)- 

Post To Post Game in 21st Century Mufradat Learning”, Jurnal Pendidikan EDUMASPUL, vol 8(1) 307-308, 

2024.  

 


