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ENHANCING VOCABULARY  

THROUGH CRIMINAL CASE GAME 

Gregorius Sebastian Lionardi 

ABSTRACT 

 Technology has its roles in educational field such as it becomes the medium of 

teaching or learning. Nowadays, the problem that arises is when teachers or learners 

want to determine the effective way of teaching or learning vocabulary using 

technology. This study is aimed at finding out whether the fruit of technology like 

games can be an effective way in learning vocabulary, especially in learning English 

vocabulary. As Prensky (2002) stated that if someone plays a game, whether he/she 

wants it or not, learning happens constantly. Previous study from Sorayaie (2012) 

revealed that games contribute to vocabulary learning if students have the chance to 

learn, practice, and review English language in a pleasant atmosphere. Based on the 

previous studies, this study was conducted using Criminal Case game in Facebook as 

the medium and Vocabulary Knowledge Scale from Wesche and Paribakht (1996) in 

pre-test and post-tests. There were 30 (thirty) students who participated in this study. 

The pre-test was conducted one time, while the post-test was conducted two times 

(two days and two weeks after playing Criminal Case). Descriptive statistics, 

especially Paired Sample T Test was used to analyze and compare the data. The 

findings, the result of pre-test and post-tests, showed the significance of game in 

learning vocabulary and some phenomenon related to the result of the study such as 

outlier or negative change.  

Key words: Vocabulary, Vocabulary Knowledge Scale (VKS), Criminal Case, 

learning, game, pre-test, post-test 

 

 INTRODUCTION 

  In the recent decade, English has become one of the most spoken 

languages. In learning English, one of the basic skills needed for mastering 

English is vocabulary. Wilkins (1972, pp. 111-112) as cited by Chen & Chung 

(2008) , stated"… while without grammar very little can be conveyed, without 

vocabulary nothing can be conveyed" (p.624). Schmitt (2010) supports Wilkins 

by saying that learners carry around dictionaries, not grammar books. However, 
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many people still do not know what vocabulary actually is and how vocabulary 

is learnt, either naturally or consciously. The growth of technology nowadays is 

also beginning to take place in the teaching or learning vocabulary process. As 

one who learns English from games, it is interesting to see and find whether 

game is an effective way or not in learning English, especially learning English 

vocabulary. 

A. Vocabulary Learning  

  According to Takac (2008, p. 4), "Vocabulary could be defined 

as a ‘dictionary’ or a set of words". Therefore, from the definition 

vocabulary might be the same with words. From vocabulary, learners 

may improve their English better. This is because without vocabulary, 

learners will not understand English language, either in form of spoken 

or written language. By learning vocabulary, learners will be able to 

distinguish the meanings of words, and from meanings, learners can 

acquire many new words and apply them in sentences (Kamil & Hiebert, 

2005). Thus, their English skills will be improved. Related to vocabulary, 

there are some learning strategies for vocabulary, especially English 

vocabulary learning. Cunningham (2003) stated that children are 

constantly learning the meaning of words through their encounters with 

text. She also stated that exposure to language, either through texts or 

speeches can help learners in learning vocabulary. McLaughlin (1987) 

also outlined some learning strategies used by learners. Those strategies 

are simplification, overgeneralization, transfer, inferencing, and practice.  

B. What Game is and The Theories Related to Learning through Game  
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  As the number of English learners develops rapidly, there is 

another area that is developing rapidly, which is technology. Nowadays, 

technology such as Internet, computer, mobile phone, etc have been used 

by most people in speaking or learning English either as a second 

language (ESL) or as a foreign language (EFL). These technologies are 

used mainly for communication. However, as the technologies are 

spreading all over the world and most people can use and communicate 

with each other; these technologies are seen to have another function. 

That function is seen by some linguists, teachers or lecturers, as the 

medium to facilitate teaching or learning language.  

  In teaching English, the teachers typically use traditional way 

in teaching language. They usually use whiteboard or blackboard, books, 

or even bring the object to class. However, with the technology and the 

function that can be seen and accessed easily at the present, teachers or 

lecturers can make use of technology to teach. Teachers nowadays use 

laptop or computer to teach. They also make use of social media like 

Facebook or mailing list group to teach a lesson.  

  Recently, there are some studies that are related to a method of 

teaching using technology, that is by utilizing game. As the technology 

is more advanced, even game has been improving a lot, resulting in 

online or video game(s) which is played with computer through Internet. 

The genres of game are also expanding, comprising adventure, puzzle, 

action, role play gaming, sport, educational game, etc. Game is one way 
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for learners who want to learn English vocabulary in a fun and relaxing 

way.  

  The definition of game itself is stated by Hadfield (1990) as  an 

activity with rules, a goal, and an element of fun. Other linguists, such as 

Prensky (2002) [as cited by Sarsar (2008)], corroborated the learning 

strategies in games:  

“Whenever one plays a game, and whatever game one 

plays, learning happens constantly, whether the players 

want it to, and are aware of it, or not. And the players 

are learning “about life”, which is one of the great 

positive consequences of all game playing. This learning 

takes place, continuously and simultaneously in every 

game, every time one plays. One need not pay much 

attention”. (p.2) 

 From Prensky's statement, we could learn that he supports the vocabulary 

learning strategies by adding another strategy which is learning through 

game. Learning through game can be one of the strategies because while 

playing game, people will unconsciously learn something from the game 

which in this case, language, especially vocabulary. Similar to Hadfield's 

definition of game, Ersoz (2000) believes that games are highly 

appreciated thanks to their amusement and interest. Foreman (2003) and 

Prensky (2001,2002), cited by Yang and Chen (2012) in their paper, 

even stated that both of them highly recommended video games as 

motivating, learner-centered, and sensory-rich learning tools. Through 
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games, learners will be motivated to learn language, especially 

vocabulary in a fun way. In line with Foreman and Prensky, Gee (2005) 

stated that computer games and Digital Game-Based Learning (DGBL) 

might play the role of an appropriate self-study tool in the language 

learning process. In this case, it may mean that nowadays, game is 

becoming more useful as a study tool. These theories about game and 

learning vocabulary through fun and motivating way are supported by 

Huyen and Nga (2003) who stated that learners are bored with learning 

language without activities but listening.  

 

C. Studies on Game Effectiveness in Vocabulary Learning 

  Past studies have been conducted to see the effectiveness of 

game in learning vocabulary, especially English vocabulary. To begin 

with, Al-Nafisah (2012) found that games are ignored by teachers as the 

unimportant part of teaching language in classroom. However, other 

studies (e.g. Sorayaie, 2012; Bakar & Nosratirad, 2013 & Yang & Chen, 

2013) found different answer to Al-Nafisah. 

  Sorayaie's research (2012) revealed that games contribute to 

vocabulary learning if they give students a chance to learn, practice and 

to review the English language in a pleasant atmosphere. The research 

involved 23 students between the ages of 10 and 13 all in beginner level 

in the class. 
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  Bakar & Nosratirad's findings (2013) from their study also 

showed that computer games can be a tool for self-study and create an 

IL (Independent Learning) environment. They selected three adult ESL 

learners, aged between 22 and 30 and with low English proficiency. The 

participants had MUET Band 2. MUET is the Malaysian University 

English Test, an entry test for university; 6 is the highest score. They 

were from different backgrounds; Participant A was a freshman working 

in a local restaurant; Participant B had a diploma certificate and intended 

to study further in a university; while Participant C had a diploma 

certificate and worked as a salesman in a furniture shop.  

  Yang & Chen's survey study (2013) showed similar results that 

learners enjoyed playing commercial adventure video games and 

considered these games as useful tools to facilitate second or foreign 

language learning. Sixty undergraduate freshmen at a national university 

in Taiwan participated in this study. These participants were all non-

English majors from different subject disciplines, including Education 

(n=34), Liberal Arts (n=9), Science (n=8), Business Management (n=4), 

Fine Arts (n=3), Music (n=1), and Technology (n=1). Both male (n=10) 

and female (n=50) students participated in this study, and their average 

age was around 19. 

  Based on the past studies that had been done, it can be 

concluded that although game was ignored and considered as 

unimportant at the first time, it was proven that game can be a medium 

for teaching and learning vocabulary. This can be seen from the positive 
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results from the past studies where the participants improved their 

English skills after playing games.  

THE STUDY 

A. Type of Research 

  This study employed Quantitative Research. This type of research was 

chosen based on the research question which objective was to find the 

effectiveness of game in learning English vocabulary. Quantitative research 

itself is a research where usually the data collected is analyzed statistically or 

by using computer software and presented in numbers. 

B. Subject of The Study (Participants) 

  The subjects of the study were 30 students from the Faculty of 

Business and Economic at Satya Wacana Christian University, Salatiga, 

Indonesia. The total subjects were n  30 in order to get normal distribution of 

data (Coakes and Steed, 2001). This study referred the subject as participant 

because the subjects were required to participate by playing Criminal Case, not 

only giving or supplying information.  

C. Sampling Technique 

  The sampling technique used in this study was a mixed between 

convenience and snowball sampling. According to Teddlie & Yu (2007), 

convenience sampling is a technique where the researcher chooses or uses the 

participants based on their availability. In other words, the participants are 

willing to participate in the study and easy to access. As for Snowball 
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sampling, based on Goodman (1960), it is a technique where the researcher 

identifies one participant, then asks him/her to invite other participants in the 

population.  

D. Data Collection 

  For data collection, it was conducted either at Satya Wacana Christian 

University, Salatiga or at participant's house or boarding house where a 

personal computer or notebook, internet connection, and Facebook account 

were available and accessible.   

  One of the instruments was Criminal Case game. Criminal Case game 

is an online game in Facebook that is developed by Pretty Simple, a social 

gaming company. Criminal Case or CC itself is a hidden objects game with 

detective or police theme. In this game, the player should look for and click the 

hidden objects based on the list of objects provided at the bottom of the screen. 

The game also provides hint at the maximum 5 hints per play or players can 

point their mouse to the list and wait for a second to see the image. The faster 

the player clicks the hidden objects, the higher the score. However, if the player 

clicks randomly at any objects other than the required in the list, the player will 

get a time penalty, resulting in lower score. Therefore, the player cannot click 

randomly; instead, they will be "forced" to think first before act or use hint. 

The subjects were required to play this game only at case one, The Death of 

Rosa Wolf, especially on crime scene #1 (Roadside) and crime scene #2 

(Wrecked House).   
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  The second instrument for the data collection was Vocabulary 

Knowledge Scale (VKS) from Wesche and Paribakht (1993). VKS is a scale 

used to know how well a word is known. It has a scale of 1-5 like below: 

I:  I don't remember having seen this word before 

II:  I have seen this word before but I don't know what it means 

III:  I have seen this word before and I think it means ________  

  (synonym or translation) 

IV:  I know this word. It means __________ (synonym or translation) 

V:  I can use this word in a sentence. e.g.: ___________________ (if  

  you do this section, please also do section IV)  

  Each scale represents the learners knowledge level in term of 

vocabulary. According to Paribakht and Wesche (1993) , “The scale ranges 

from total unfamiliarity through recognition of the written word and some idea 

of its meaning, to the ability to use the word in a sentence” (p. 15). The VKS 

scale itself is still in argument because many researchers cannot define the 

scale into the exact category such as Likert scale. Therefore, despite the debate 

of VKS scale, Paribakht and Wesche (1996) made a graphical flowchart to 

determine the score of each level. 

  For VKS, there were one pre-test and two post tests given to the 

participants. The pre-test was given before the subjects played the game. As 

for the post tests, the time for the tests was the same as what Ellis (1999) had 

done: the first post test was administered two days after the treatment and 

another post test was given approximately two weeks after the treatment. On 
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the second instrument, this study combined and synthesized two models, 

Vocabulary Knowledge Scale (VKS) and Ellis's model of pre-test and post-test 

(1999). On Ellis's model (1999), he conducted the study by giving one pre-test, 

a treatment and five post-tests with different time. However, due to the 

limitation of time, this study only conducted two post-tests which were 

conducted two days and two weeks after the participants played the game. The 

tests in this study were also different from Ellis (1999). While Ellis (1999) 

required his subjects to match picture and produce words, this study used VKS 

instead and converted the scale into points based on Stewart, Batty & Bovee's 

paper (2012). The vocabulary used in the pre-test and post-tests were the same. 

The reason why this study used VKS and Ellis' method because the objectives 

of this study were to determine whether game can be an effective way in 

learning vocabulary or not and also to see the learners' vocabulary acquisition 

after playing the game and vocabulary retention after a certain break period. 

By implementing VKS and Ellis's method, this study could learn about 

vocabulary acquisition and retention from the participants' test results. 

E. Data Analysis 

  The results of both tests, the pre-test and the post tests, were analyzed. 

The analysis was statistical analysis in which Paired-Sample T Test was used. 

Based on Coakes and Steed (2001) and Hidayat (2012), generally t-test is used 

to know or determine whether a set or sets of scores are from the same 

population. As for Paired-Sample T Test or also known as repeated measures 

t-test, it is used to determine whether the results from pre-test and post-tests 

have differences or not. The t-test analysis was conducted using statistics 
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program, called Statistical Package for Social Sciences or Statistical Product 

and Service Solutions (SPSS), made by IBM. Before using the paired sample 

t-test, there were four assumptions that should be met in order to do the 

analysis. Those four assumptions based on Coakes and Steed (2001) are: 

i. Scale of Measurement  the data should be at the interval or ratio 

level of measurement.  

ii. Random Sampling  the scores should be randomly sampled from the 

population of interest. 

iii. Normality  the scores should be normally distributed in the 

population.  

iv. Normality of population difference scores  the difference between 

the scores for each participant should be normally distributed. 

All tests that were conducted in this study using SPSS, and used =5%=0.05 

or level of confidence=95%.  here is the value of significance. The 

hypotheses for this study were Ho: There is no significant difference between 

pre-test and post-test results and Ha: There is significant difference between 

pre-test and post-test results. If the results of pre-test and post-test is different, 

then it can be implied that there is either an improvement or deterioration 

between pre-test and post-test and the game might be effective in learning 

vocabulary. However, if the results are the same, then it can be concluded that 

the game is not an effective way to enhance vocabulary. 
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FINDINGS 

A. Requirement for Conducting T-Test 

 After doing the data collection, this study continued to the data analysis by 

using Paired Sample T-Test. However, before conducting the t-test, it began with 

making sure that the four assumptions for conducting t-test were fulfilled (Coakes & 

Steed, 2001). Those required assumptions were: 

i. Scales of Measurement  The data from this study was interval 

because even though VKS is a scale from I-V, but VKS's scale does 

not have meaning, whereas in ordinal the scale has a meaning. Thus, 

first assumption was fulfilled. 

ii. Random Sampling  the second assumption was fulfilled as the scores 

were taken randomly based on the sampling technique. 

iii. Normality   the third assumption was also fulfilled as the normality 

test showed that the data were distributed normally, if not, close to the 

normal distribution.  

iv. Normality of population difference scores  It was also fulfilled as the 

analysis showed normal distribution. The test was conducted using 

SPSS program with =0.05 or the level of confidence of 95%. The 

result of the test is presented in Table 1. 
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Table 1. Tests of Normality for Pre-Test and Post-Tests 

 

From the result (see Table 1) in the table Kolmogorov-Smirnov, Pre Test data had a 

Significance of 0.200 > =0.05 which meant that the data were distributed normally. 

As for Post Test 1, even though the Significance only 0.031 < =0.05, it can be 

categorized as normal because it was close to 0.05. Last, for Post Test 2, the 

Significance result was 0.137 > =0.05 which also meant the data were normally 

distributed.  

Below were the normality plots of the three results of the tests. In normality plot, if 

the circles are along the line or close to the line, then the data are normally 

distributed. 
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        Figure 1. Normality Plot of Pre Test  

 

 

 

 

 

 

As the graph showed in Figure 1, the circles representing the data from the 

participants were scattered along, close to the line. This meant that the 

data of Pre Test were distributed normally. 

        Figure 2. Normality Plot of Post Test 1 

 

 

 

 

 

 

Similar to the Pre Test (see Figure 1), almost all of the circles were 

scattered close to the line. There were two circles that were a bit far of the 
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line; those two circles may represent outlier or extreme value from the 

data (see Figure 2). 

        Figure 3. Normality Plot of Post Test 2 

 

 

 

 

 

 

For Figure 3, the data of Post Test 2 were also normally distributed as the 

circles represent the data of the participants were close to the straight line. 

There were, again, two extreme values or outlier from the data as we can 

see before in Figure 2. 

B. The Result of Paired Sample T Test 

 Now that the four assumptions or requirements for the Paired Sample T Test 

were fulfilled, the t-test could be conducted. This study conducted the test using SPSS 

by comparing the data between pre-test and post-test 1 and also post-test 1 and post-

test 2. The hypotheses for the first analysis were: Ho=There is no significant 

difference between pre-test and post-test 1 and Ha=There is a significant difference 

between pre-test and post-test 1. The alpha was 5%.  

The result from the first analysis was: 
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Table 2. Paired Samples T-Test of Pre-Test and Post-Test 1 

 

 The Paired Sample T-Test result from pre-test and post-test 1 (Table 2), 

resulted in the value of  significance of 0.000 which was less than =0.005. Because 

Sig (2-tailed) =0.000 < =0.005, then Ho was rejected and Ha was accepted. Because  

Ha was accepted, there was a significant difference between pre-test scores and post-

test 1 scores. The Mean score -7.16 might mean that there was an increase of the 

average 7.16 point from pre-test to post-test 1 scores. This score meant that after 

playing the game, the participants were successfully acquiring new words by scoring 

higher score than the pre-test. 

 The second t-test between post-test 1 and post-test 2. This test was meant to 

see the participants' ability in vocabulary retention whether the intervention of time (2 

days and 2 weeks) could change the participants' responses and resulting in significant 

difference. In term of vocabulary retention, if the participants are able to recall the 

words that they acquired before, then game might be effective in learning vocabulary. 

The hypotheses would be similar to the first test; which were Ho=there is no 

significant difference between post-test 1 and post-test 2, and Ha=there is significant 

difference between post-test 1 and post-test 2. The result was shown below in the 

Table 3: 
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Table 3. Paired Samples T-Test of Post-Test 1 and Post-Test 2 

 

 For the Paired Sample T-Test result between post-test 1 and post-test 2 (see 

Table 3), the significance value was 0.001 which was less than =0.005. Because Sig 

(2-tailed) =0.001 < =0.005, Ho was rejected and Ha was accepted. If Ha was 

accepted, there was a significant difference between post-test 1 scores and post-test 2 

scores. The Mean score 2.93 might mean that there was a decrease of the average 2.93 

from post-test 1 to post-test 2 scores. This score implied that the participants were 

able to recall their vocabulary that they acquired before. However, the intervention of 

time affected their vocabulary retention which was shown by the decreasing score of 

post-test 2 compared to post-test 1.  

 

DISCUSSION 

 From the results of the tests above, there were indeed significant changes 

between pre-test before the treatment of playing Criminal Case game and post-tests 

after playing the Criminal Case game. Compared to the study by Sorayaie (2012), the 

result of this study showed similar response to Sorayaie's result where game can 

contribute to the learning of English vocabulary. The participants could learn 

vocabulary in a pleasant atmosphere and that was what happened in this study as 

some participants were happy and interested in Criminal Case. Another similar result 



18 

 

was shown in Ellis's research (1999). In his research, Ellis (1999) found out that there 

was a significant difference in the scores between pre-modified and modified group.  

The pre-test and post-tests' results themselves were consistent with previous studies 

conducted by Ellis (1999), Sorayaie (2012) and Bakar & Nosratirad (2013) in which 

their studies displayed a significant change in the result between pre-test and post-test. 

 The changes occurred above were both, positive and negative. The pre-test and 

post-test 1 results (see Table 3 and Appendix 1) showed significant change to the 

scores where the post-test 1's scores were higher after the participants played Criminal 

Case game. In the case of intervention of time between 2 days and 2 weeks after 

playing Criminal Case affected the scores negatively. The scores from post-test 2 

were slightly lower than post-test 1 (see Appendix 1). In the data analysis, there was 

also outlier or extreme data. Based on those findings, this study tried to explain the 

possible reasons from those phenomena.  

 First phenomenon is the negative change between post-test 1 and post-test 2. 

In the post-test 2. Even though almost all  scores were higher than pre-test, they were 

lower than the scores in the post-test 1. This might happen because the intervention of 

time in conducting the pre-test, post-test 1 and post-test 2. For post-test 1, because it 

was conducted two days after pre-test, the participants' mind might still be fresh with 

the game and the vocabulary, resulting in higher scores than the pre-test. However, 

two weeks after pre-test, the participants' performance in the post-test 2 was not as 

good as post-test 1. This might happen because usually people, especially adults, are 

saving new information in declarative memory or short-term memory. Based on 

Ullman (2001), as someone grows up, they will depend more on short-term memory 

rather than long-term memory in learning second language. In this study, the 
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participants might only save their new vocabulary in short-term memory, resulting in 

higher scores rather than post-test 2 which is conducted in a longer break period. It 

might also happen because the participants only played Criminal Case for a short 

time, e.g. 30 minutes to one hour, so they did not have the chance to catch all the 

vocabulary that were in the game.  

 From the findings and the first phenomena, this study indicated the relation 

between the findings and vocabulary learning, especially in term of vocabulary 

acquisition and retention. From the results between pre-test and post-test 1, it clearly 

indicated that the participants acquired new words quite well. This meant that 

Criminal Case game played its role successfully as the medium for vocabulary 

learning, so games can be used by teachers or learners in order to teach or learn 

vocabulary. Meanwhile, the first phenomena implied that vocabulary retention was 

happening in the participants. They were able to retain and recall the words from 

playing Criminal Case game. However, the phenomena also explained that the 

participants were not able to completely recall their memories in the post-test 2 

because of a longer break period.  

 Moreover, there was the outlier or extreme data from post-test 1 and post-test 

2. The outlier came from two data, participant 14 and participant 16. Indeed, from the 

pre-test their scores were slightly higher than others. However, it was interesting 

when after they played Criminal Case, they could score a much higher score than 

others. This phenomenon might happen because both of them might have better 

vocabulary knowledge than others. Another reason is that maybe because when they 

played, they were also learning in the same time. This reason might be true and more 

logical as it is supported by Prensky (2002) which stated that learning happen 



20 

 

constantly, consciously or not and whenever or whatever game the learners played. 

The other possible reason is that they have played Criminal Case before, thus their 

understanding of vocabulary in Criminal Case was higher than those participants who 

have not played Criminal Case. One of the outlier participants indeed had played 

Criminal Case game before and reached a quite high level in Criminal Case which is 

level 26 . Therefore, from the result of the study and the consistency with previous 

studies, games, especially Criminal Case might show a significant and positive 

changes as the time goes by and games are played routinely by the learners. In other 

words, game can play an important role in vocabulary learning, especially vocabulary 

acquisition and retention when it is implemented continuously. 

 Last phenomenon is when some participants actually scored the same or 

higher scores from post-test 1 to post-test 2. The example of this case is participant 10 

and 19. Both of them scored a higher score in the post-test 2 compared to post-test 1 

even though the post-test 2 was conducted two weeks after the pre-test. In this case, 

the possible reason might be because the participants used procedural memory or long 

term memory where they understood and remembered the vocabulary and they gave 

more confident answers in the post-test 2. Another possible reason is that those 

participants played Criminal Case game after post-test 1, making them more familiar 

with the words and learnt the vocabulary. Last possible reason is that the participants 

were learning the words or vocabulary by looking for the meaning in the dictionary. 

They might look up the meaning because they felt anxious with the meaning of the 

words that they did not know. If they did look in the dictionary, it was not a surprise 

that participant 10 and participant 19 could score higher in the post-test 2.  
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CONCLUSION 

 This study aimed at finding out whether Criminal Case game can be an 

effective way in learning vocabulary or not. The research question for this study was: 

"Could Criminal Case be an effective way in learning English vocabulary?" 

 From the study, the researcher found that Criminal Case can be an effective 

way to enhance English vocabulary. The result of pre-test and post-tests showed a 

significant change to the participants' scores. The researcher also found some 

phenomena from the study. First, there was outlier or extreme data from the results. 

Second, there was a negative change in the result of post-test 2 compared to post-test 

1. In other words, there was a decrease in the participants' scores. Third, there were 

some participants who still scored higher in post-test 2 compared to the pre-test and 

post-test 1. Based on those phenomena, it can be concluded that game plays an 

important role as the medium of vocabulary learning, especially in terms of 

vocabulary acquisition that the learners experience after playing the game and 

vocabulary retention in which the learners can recall the vocabulary well after a 

certain break period. 

 During the study, the limitation of the study came from two factors. Firstly, 

the researcher found it difficult to gather participants for the study. The population, 

the Faculty of Economic and Business students was indeed large. However, the 

participants who were willing to participate in this study were very few. Most of the 

students declined to join the study because it required three tests and played a game in 

Facebook in which they considered as bothersome. The second factor is the time limit. 

As this study needs some times to be conducted, finding the right time for every 

participant was very hard because they were busy with college activities. With limited 
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time to do the study, the time for playing Criminal Case was also reduced to 30 

minutes to one hour for one play. For the future study, the researcher hopes that it can 

be conducted with more participants and in a longer time, so that the result will be 

more accurate.  

 The result of the findings may affect the teaching and learning process in the 

context of this study. Therefore, in the future the teachers or parents or learners should 

consider the use of game as the medium of vocabulary learning, especially English 

vocabulary.  
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APPENDIXES 

Appendix 1. Participants' Scores of Pre-Test, Post-Test 1 and Post-Test 2 

PARTICIPANT (S) PRE TEST POST TEST 1 POST TEST 2 

Participant 1 18 27 23 

Participant 2 15 15 10 

Participant 3 19 25 10 

Participant 4 16 22 20 

Participant 5 15 26 14 

Participant 6 13 21 15 

Participant 7 22 24 21 

Participant 8 14 21 18 

Participant 9 18 23 19 

Participant 10 18 25 30 

Participant 11 20 34 24 

Participant 12 11 15 14 

Participant 13 24 41 36 

Participant 14 20 19 18 

Participant 15 25 48 45 

Participant 16 18 31 23 

Participant 17 20 20 19 

Participant 18 14 15 14 

Participant 19 18 22 23 

Participant 20 19 23 23 
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Participant 21 23 24 20 

Participant 22 23 24 19 

Participant 23 16 15 14 

Participant 24 15 21 22 

Participant 25 24 32 28 

Participant 26 10 28 27 

Participant 27 12 16 16 

Participant 28 10 27 29 

Participant 29 14 26 28 

Participant 30 16 25 24 
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Appendix 2. Pre-Test  

Greetings, my name is Gregorius Sebastian Lionardi, a student at Faculty of Language 

and Literature, Satya Wacana Christian University, Salatiga. Currently, I'm doing my 

thesis about learning English vocabulary through Criminal Case game on Facebook. I 

want to see and compare whether game can help to enhance vocabulary or not. I need 

your help to be the participant of this study by doing pre-test one time, playing 

Criminal Case and doing the post-test two times, two days and two weeks after you 

play the game. Please answer the questionnaire honestly. Thank you  

 

Participant Data 

Name and Student Number  : 

E-mail/Mobile Phone Number : 

 

PRE-TEST 

Circle one option (I-V) that suits you the most. For option III, IV and V, you should 

fill in the blank based on the instruction in the bracket. For synonym you must use 

English, but for meaning, you can use Indonesian. 

1) Syringe 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 
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IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

2) Satellite Dish 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

 

3) Tricycle 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  
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4) Wind chime 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

 

5) Gutter 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

 

6) Lady Bug 

I. I don't remember having seen this word before 



32 

 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

 

7) Weather Vane 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: _______________________________ 

(if  you do this section, please also do section IV)  

 

8) Barrel 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 
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IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

 

9) Fly Swatter 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 

_______________________________ (if  you do this section, please also do 

section IV)  

 

10) Tire Track 

I. I don't remember having seen this word before 

II. I have seen this word before but I don't know what it means 

III. I have seen this word before and I think it means ____________ (synonym 

or translation) 

IV. I know this word. It means _____________ (synonym or translation) 

V. I can use this word in a sentence. e.g.: 
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_______________________________ (if  you do this section, please also do 

section IV)  




