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IMPROVING ENGLISH VOCABULARY 

THROUGH PEARL’S PERIL GAME 

Desy Rochmanawati 

ABSTRACT 

 The increasing use of technology as the medium of teaching and learning 

provides a great opportunity to adapt games especially computer games for 

educational purposes. Nowadays, educators are trying to find the effective way of 

teaching vocabulary using technology. It is because the students often get bored 

with the vocabulary learning process. This study is aimed to know whether the use 

of computer online game is useful for learning English vocabulary. This study 

was conducted by using Pearl’s Peril game in Facebook as the medium and 

Vocabulary Knowledge Scale from Wesche and Paribakht (1996) in the pre-test 

and the post-tests. There were 30 (thirty) students Grade 2 from SMP Negeri 1 

Banyubiru, Indonesia who participated in this study. The pre-test was conducted 

twice with different words, while the post-tests were conducted four times (two 

days and two and a half weeks after playing Pearl’s Peril game) with different 

words as well. This study used Wilcoxon T-test in order 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 negative change. This study is hopefully providing 

benefit in teaching and learning vocabulary for both teachers and students. 

Keywords: vocabulary, Pearl’s Peril, vocabulary learning, game, pre-test, post-

test 

A. INTRODUCTION 

Nowadays, many learners who are studying English as a foreign language think 

that learning vocabulary is boring, as they have to memorize unfamiliar words and 

spelling (Nguyen & Khuat, 2003). Many people think that vocabulary is easier 

than writing, speaking, grammar and listening. However, vocabulary is the basic 

to master other skills. As the rapid development of information and 

communication, technology has affected educational life. Gungormus (2007) as 

cited by Donmus (2010) stated “The use of computer in education bring the mind 
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of that using computer games can be useful for learning activity” (p. 1497). 

Prensky (2006) stated that computer and video games are not only as 

entertainment but also important to understand that they are enormously powerful 

learning tools as well.  

Learning vocabulary is important in learning English as a Foreign 

Language (EFL). Although EFL learners realize that vocabulary is important, but 

they still do not know how vocabulary is learnt either consciously or 

unconsciously. Today, the use of technology is one of the most important factors 

in language teaching and learning vocabulary to be more effective. Mich et al. 

(2004) added that the new technologies provide opportunities for creating learning 

environments that extend the possibilities of traditional technologies such as 

books, blackboards, and linear one-way communication media, i.e. radio and 

television. This situation leads the writer to inquire how the students progress in 

learning vocabulary if they are learning vocabulary by using one of technologies 

that is computer games. 

Previous studies have been conducted to see the effectiveness of game in 

learning vocabulary. To begin with, Koh et al. (2012) stated in their study that 

gaming has many potential benefits for teaching and learning. The research 

involved twelve schools in Singapore and 40 copies of a paper-based 

questionnaire were distributed to each school. The schools consisted of five 

primary schools, five secondary schools and two junior colleges.   
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Yip et al. (2006) from their study also showed that learners who were 

playing online vocabulary games tend to learn better and could retain the learnt 

vocabulary for a longer period and retrieve more words than those who simply 

attended face-to-face lessons without accessing the vocabulary games. They 

selected 100 freshmen majoring in engineering in the Hong Kong University of 

Science and Technology in academic year 2002-2003. They were divided and 

placed in six groups. Three groups, classes A, B and C, were an experimental 

group, which was required to learn a selected vocabulary of words from the 

selected vocabulary sites by themselves. The other three groups, classes D, E and 

F, formed the control group, which was required to learn the same vocabulary 

through activity-based lesson. 

The finding by Bakar & Nosratirad (2013) showed that games can be 

beneficial in sustaining language learning especially in improving space to 

independent learning. Their participants were three adults ESL learners, aged 

between 22 and 30 and with low English proficiency as shown by their score of 

Malaysian University English Test (MUET) band 2 out of the highest 6 score.  

Yang & Chen’s (2013) also showed similar result that the learners enjoyed 

playing commercial adventure video games and considered these games useful 

tools to facilitate second/foreign language learning. Their participants were sixty 

undergraduate freshmen at a nation university in Taiwan. The 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 
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(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 previous studies that had been done, it can be concluded that 

game can be a tool for teaching and learning vocabulary. This can be seen from 

the positive results from the previous studies where the participants improved 

their English skills after playing game. Based on the previous studies, the writer 

conducted similar study that not totally different with the following research 

question, “Does the use of Pearl’s Peril game significantly improve the 2
nd

 grade 

of SMP Negeri 1 Banyubiru students’ vocabulary?” 

This study was aimed to know whether the use of computer online game is 

useful for improving and learning new English vocabulary or not. The writer 

wanted to find that the use of game can influence the learners in learning English 

vocabulary or not. 

This study is hopefully providing benefit in teaching and learning 

vocabulary for both teachers and students. Through computer games, teacher may 

create enjoyable English class and to introduce new words to the students when 

they use games. Through computer games, it may be easier for students for 

memorizing and improving English vocabulary. 

1. Vocabulary 

Vocabulary could be defined as a dictionary or a set of words (Takac, 

2008, p.4). Thus, from the definition vocabulary might be the same with words. 

Learners can improve their English better from vocabulary. Without vocabulary, 
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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. 

2. Vocabulary Learning 

According to Cunningham (2003), children are constantly learning the 

meaning of words through their encounters with text. She added that children can 

learn vocabulary by exposure to language both by oral and written language. 

Hatch & Brown (1995 in Nosidlak, 2013) outlined the essential steps of learning 

vocabulary. They are: having source for encountering new words, getting a clear 

image for the form of new words, learning the meaning of new words and making 

a strong memory connection between the form and the meaning of the new 

words.(Hatch & Brown, 1995). Therefore, Gu (2003 in Nosidlak, 2013) added 

some more steps in learning vocabulary: enumerates, interalia, guessing the 

meaning of a word, looking it up in the dictionary, taking notes, route repetition 

and using the word actively. He also argued that each strategy a learner uses will 

determine to a large extent how and how well a new word is learned (Gu, 2003). 

3. Game 

Prensky (2006 p. 118) viewed games as a subject of both play and fun. A 

game is recognized as organized play that gives us enjoyment and pleasure. 

Dempsey et al. (1996) defined a game as “a set of activities involving one or more 
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players. It has goals, constraints, payoffs and consequences”(p. 2). In the other 

words, a game is a set of activities that requires a subject to play and fun that full 

of enjoyment and pleasure which has goals. 

Prensky (2001) considers that, for any game that is focused towards 

learning, it is the feedback in the game which encourages learning. Crawford 

(1980) as cited by Prensky (2006) in his book stated that children are expected to 

play because we recognize (perhaps unconsciously) the fundamental utility of 

game as an educational tool”(p.9). From Prensky statement we could learn that he 

supported game as an educational tool and by learning through game, it gives 

feedback that can be useful for learning especially vocabulary. 

Through games, learners will be motivated to learn language, especially 

vocabulary in a fun way. Gee (2005) added that computer games and Digital 

Game-Based Learning (DGBL) might play the role of an appropriate self-study 

tool in the language learning process. As the technology has developed, games are 

also improving a lot such as 3D games and video games that can be played online. 

The types of games are also expanding. According to Grace (2005) there are six 

types of game; they are action, adventure, puzzle, role playing and simulation. 

Hence, games for vocabulary learning that the researchers usually use are hidden 

object. Guvendir and Gezgin’s (2015) and Lionardi’s (2014) studies also used 

hidden object game. Guvendir and Gezgin’s study used Pearl’s Peril game, while 

Lionardi’s study used Criminal Case game. Both of studies showed significance 

differences.  
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B. THE STUDY 

This study employed a Quantitative Research because the objective of this 

research was to find the effectiveness of game learning in 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. 

This study followed a pre-test and two post-tests to determine whether the use of 

computer game influenced learning and retention of a new vocabulary. 

1. Data Collection 

1a. Participants 

The subjects of this study were 30 students Grade 2 from SMP Negeri 1 

Banyubiru, Central Java, Indonesia. The total subjects were n ≥ 30 in order to 

get normal distribution of data (Coakes and Steed, 2001). This study refers 

the subjects as participants because the subjects are required to participate by 

playing Pearl’s Peril, and not only giving or supplying information. 

1b. Sampling Technique  

The writer got the participants by looking for the students in SMP 

Negeri 1 Banyubiru Grade 2 who were willing to become the writer’s 

participants. The writer used convenience sampling in order to look for the 

participants. Convenience sampling is a technique where the researcher 

chooses or uses the participants based on their availability. In the other words, 

the participants are willing to participate in this study and easy to
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access (Teddlie & Yu, 2007). The English teacher who was teaching Grade 2 

in SMP Negeri 1 Banyubiru selected the participants. The English teacher 

selected one class that consisted of 30 students. 

1c. Variable of Research 

This study used dependent variables because the research measured the 

score of tests (both pre-test and post-test) from the participants. 

1d. Context of the Study  

This study was conducted at either internet café or at participant’s 

house where a personal computer or notebook, internet connection, and 

Facebook account were available and accessible. After doing the pre-test and 

playing the game, the post-tests were conducted at SMP Negeri Banyubiru. 

1e. Instrument of the Research 

One of the research instruments was Pearl’s Peril game. Pearl’s Peril is 

a hidden object game developed by Berlin-based Wooga. It was launched on 

p5 March 2013 in the Facebook social media platform and on 5 September in 

iPad. The game is divided into chapters, consisting of hidden object and 

adventure scenes. Hidden object scenes require the player, as the name 

already suggests, to find certain hidden objects in scenes, while adventure 

scenes ask the player to show a bit of savvy by combining clues and solving 

clever riddles. If the player can find the object faster, the score
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given is higher. To play the next chapter, the player should build and finish 

the building.  The subjects were required to play this game only at chapter 

one, especially on The Beach scene (Scene 1) and Villa Entrance scene 

(Scene 2). Appendix A shows the screenshot of the game. 

The next instruments for data collection were Vocabulary Knowledge 

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

know how well 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) 

The scale represents the learners’ knowledge level in vocabulary. 

According to Wesche & Paribakht (1997) as cited by Jafar (2012) in his study 

the scales are “ranging from total unfamiliarity, through recognition of the 

word and some idea of its meaning, to the ability to use the word with 

grammatical and semantic accuracy in a sentence” (p. 179). 

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. 

While for the post-tests, the time for the tests was the same as what Ellis 



10 

 

(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. 

The last instrument was the list of words that used in the tests. Since the 

writer did not know the level of competence of the students, three teachers 

from SMP Negeri 1 Banyubiru selected the words. The writer provided a list 

of words from both Scene 1 and 2 thus; the teachers would be the second 

raters. Each teacher was given a list of words in Pearl’s Peril game in both 

Scene 1 and 2. From the list of words that had already been checked by the 

teachers, the writer selected some words that had been selected by the 

teachers as the difficult words. If a word was selected by all three or two 

teachers, the word would automatically be included in the tests. Thus, if only 

one teacher selected the words, the word would not be included. The lists of 

words were presented in Appendix B. 

This study combined and synthesized two models: Vocabulary 

Knowledge Scale (VKS) and Ellis’s model of pre-test and post-test (1999). In 

the model, Ellis conducted the study by giving one pre-test, a treatment and 

five post-tests administered at different times. However, due to the total of the 

words in the Pearl’s Peril game and the time limitation, this study only 

conducted two post-tests which were conducted two days and two and a half 

weeks after the participants played the game.  
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The writer separated the test for each scene in order to get richer data 

and to avoid participants’ boredom due to the total words in the VKS. In 

other words, the writer collected the data by each scene in a chronological 

order from Scene1 and then followed by Scene 2. The duration between 

Scene 1 and Scene 2 was around a week after doing pre-test on Scene 1. The 

tests in this study were also different from Ellis (1999), because his study 

required the subjects to match picture and produce words, while this study 

used VKS instead and converted the scale into points based on Stewart, Batty 

& Bovee (2012). Thus, the vocabulary used in the pre-test and the post-tests 

were the same. This study used VKS and Ellis’ method because the 

objectives of this study were to know whether the use of computer online 

game is useful for learning English vocabulary or not and also to see the 

learners’ vocabulary acquisition after playing the game and vocabulary 

retention after a certain break period. By using VKS and Ellis’s method, this 

study could learn about vocabulary acquisition and retention from the 

participant’s test result. 

2. Data Analysis 

2a. Data Analysis Procedures 

In order to measure differences between the pre-test and the post-tests, 

the writer can use parametric test. Most researchers used repeated-measures 

test. Repeated measures t-test, also referred as the dependent-samples or 

paired t-test, is used when the researchers have data only from one group 

(Coakes &Steed, 2001).  
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Parametric tests rely on assumptions about the shape of the distribution 

(i.e. assume a normal distribution) in the underlying population and about the 

form or parameters (i.e. means and standard deviations) of the assumed 

distribution (Hoskin, 2012). These types include t-test and ANOVA test. 

According to Coakes and Steed (2001) and Hidayat (2012) t-test is used to 

measure the differences of the means, whether the results from the pre test 

and post-tests have differences or not. Before using paired sample t-test, there 

are four assumptions that should be met in order to do the analysis. Based on 

Hidayat (2012) the four assumptions 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 distributed normally in the population. 

iv. Normality of population difference scores 

The difference between the scores for each participant should be 

normally distributed. 

However, if one or more parameters are not met, the researchers can use 

the alternative non-parametric tests. Nonparametric tests rely on no or few 

assumptions about the shape or parameters of the population
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distribution from which the sample was drawn (Hoskin, 2012). Wilcoxon 

Signed Rank Test is alternate paired T test if the data is not fulfilling the 

assumption of normality. For example when the significance of two paired 

data are in ordinal or interval scale, but it is not normally distributed 

(Hidayat, 2012). The test analysis was conducted by using statistic program, 

called Statistic Package for Social Sciences or Statistical Product and Service 

Solution (SPSS), made by IBM. 

C. RESULTS 

 

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

using the statistical tests for comparing the means of the pre-test and the post-

tests. Before conducting the statistical tests, it is important to check whether the 

four assumptions for conducting the t-test were fulfilled (Coakes&Steed, 2001), in 

order to decide whether the tests employed should be parametric or non-

parametric one. 

a. Scale of  measurement 

The data of the variables of pre-test and post-tests were in interval 

scale. Therefore, this assumption was met. 

b. Random sampling 

The sample of this study was from one class of Grade 2 in SMP Negeri 

1 Banyubiru based on the interview with the teachers, the inclusion of 

students in certain class was done randomly. However, this study 
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employed convenience sampling which may not be able to randomly 

select the participants. Therefore, the sampling it was assumed that the 

assumption was not met. 

c. Normality and normality of the population difference score. 

The assumption of normality is a prerequisite for inferential statistical 

techniques. The writer used histogram, one of techniques to explore 

the assumption. 

The results of the test are:  
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Figure 1. Pre-Test Histogram of Scene 1 

 

Figure 2. Post-Test 1 Histogram of Scene 1 

 

  



16 

 

Figure 3. Post-Test 2 Histogram of Scene 1 

 

Figure 4. Pre-Test Histogram of Scene 2 
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Figure 5. Post-Test 1 Histogram of Scene 2 

 

Figure 6. Post-Test 2 Histogram of Scene 2 
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The bell-shaped curve line in the figures presented the normality. As 

shown in Figure 1-6, none of the bars of the histogram resembled the 

normality curve. Hence, the assumption of normality could not be met. 

The bell-shaped curve line in the figures presented the normality. As 

shown in Figure 1-6, none of the bars of the histogram resembled the 

normality curve. Hence, the assumption of normality could not be met. 

Based on the tests of the assumptions for parametric tests, the data in this 

study did not meet three requirements of a t-test: the random sampling, normality, 

and normality of the population difference score. Thus, the data should be 

analyzed using a non-parametric test, in this case, Wilcoxon signed-rank Test as 

the alternative non-parametric test for paired sample. 

Table 1 and 2 are the complete scores that the participants achieved in the 

pre-test, post-test 1 and post-test 2 in both scenes. 

Tabel 1. The Participants’ Scores in Pre-Test, Post-Test 1 and Post-Test 2 in 

Scene 1 

PARTICIPANT 

(S) 
PRE TEST POST TEST 1 POST TEST 2 

Participant 1 16 18 21 

Participant 2 8 23 33 

Participant 3 14 17 23 

Participant 4 8 19 24 

Participant 5 10 21 33 

Participant 6 15 20 22 

Participant 7 13 18 23 

Participant 8 11 29 23 

Participant 9 17 23 28 

Participant 10 13 23 24 

Participant 11 10 19 20 

Participant 12 10 11 24 
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Participant 13 8 23 27 

Participant 14 12 23 23 

Participant 15 12 22 22 

Participant 16 17 19 21 

Participant 17 12 23 23 

Participant 18 12 19 24 

Participant 19 15 22 23 

Participant 20 9 24 31 

Participant 21 17 22 25 

Participant 22 8 22 24 

Participant 23 10 22 19 

Participant 24 16 18 23 

Participant 25 10 20 20 

Participant 26 16 18 23 

Participant 27 8 22 23 

Participant 28 8 24 23 

Participant 29 11 21 24 

Participant 30 9 21 21 

 

Tabel 2. The Participants’ Scores in Pre-Test, Post-Test 1 and Post-Test 2 in 

Scene 2 

PARTICIPANT 

(S) 
PRE TEST POST TEST 1 POST TEST 2 

Participant 1 16 25 23 

Participant 2 8 22 32 

Participant 3 17 21 23 

Participant 4 8 21 23 

Participant 5 9 20 25 

Participant 6 12 23 26 

Participant 7 14 16 22 

Participant 8 14 23 23 

Participant 9 19 23 30 

Participant 10 8 22 23 

Participant 11 15 16 23 

Participant 12 18 21 27 

Participant 13 8 23 25 

Participant 14 8 22 23 

Participant 15 8 19 26 

Participant 16 8 24 23 
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Participant 17 9 17 24 

Participant 18 16 21 23 

Participant 19 14 22 30 

Participant 20 10 24 32 

Participant 21 16 21 28 

Participant 22 16 21 23 

Participant 23 8 17 21 

Participant 24 16 21 24 

Participant 25 8 21 23 

Participant 26 17 21 32 

Participant 27 11 21 23 

Participant 28 9 14 31 

Participant 29 14 26 32 

Participant 30 8 21 26 

 

In order to interpret the Wilcoxon signed-rank test, the writer needs to 

examine the Z-score and two-tailed P-value. The results indicate there is a 

significant difference in the results between pre-test and post-test 1, and between 

post-test 1 and post-test 2 (p < 0.05). 

a. Vocabulary acquisition (Pre-Test vs. Post-Test 1) 

After running the data of pre-test results and post-test 1 results in 

Wilcoxon signed-rank test, the result of the test are as followed: 

a.1. Scene 1 

Table 3 presents whether there was a difference between the pre-

test and post-test 1 in Scene 1.  
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Table 3. Ranks Pre-Test vs. Post-Test 1 in Scene 1 

 

Referring to the Table 3, in the positive ranks, there were 30 

students whose scores in post post-test 1 were better than the ones 

in the pre-test (refer to b. in the rank test). 

Table 4 presents the calculation to determine if the difference 

between the pre-test and post-test 1 was significant. 

Table 4. Test Statistics Pre-Test vs. Post Test in Scene 1 

 

The table shows the significance difference of -4.787 which 

indicates that there is a significant difference in the result for the 

pre test and the post test 1 (p<0.05).  
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a.2. Scene 2 

Table 5 presents whether there was a difference between the pre-

test and post-test 1 in Scene 2. 

Table 5. Ranks Pre-Test vs. Post-Test 1 in Scene 2 

 

Similar to Positive Ranks on Scene 1, the positive ranks on 

the table, there were also 30 students whose scores in post-test 1 

were better than the ones in pre-test (refer to b in the rank test).  

Table 6 presents the calculation to determine if the difference 

between the pre-test and post-test 1 in Scene 2 was significant. 

Table 6. Test Statistics Pre-Test vs. Post-Test 1 in Scene 2 
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The table shows the significance of -4.788 which meant the 

result indicates that there is a significant difference in the result 

for the Post Test 1 and Post Test 2 (p<0.05). 

b. Vocabulary Retention ( Post-Test 1 vs. Post-Test 2) 

After running the data of post-test 1 results and post-test 2 results in 

Wilcoxon signed-rank test, the result of the test are as followed: 

b.1. Scene 1 

Table 7 presents whether there was a difference between the post-

test 1 and post-test 2 in Scene 1.  

Table 7. Ranks Post-Test 1 vs. Post-Test 2 in Scene 1 

 

Referring to the table, in the negative ranks, there were 3 

students whose scores in post-test 2 were lower than the ones in 

post-test 1 (refer to a in the rank test). In the positive ranks, there 

were 22 students whose scores in post-test 2 were higher than the 

one in post-test 1. While in the table ties, there were 5 students 

whose scores in post-test 2 were the same as the ones in post-test 

1. This result showed the vocabulary retention.  
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Table 8 presents the calculation to determine if the difference 

between the post-test 1 and post-test 2 in Scene 1 was significant. 

Table 8. Test Statistics Post-Test 1 vs. Post-Test 2 in Scene 1 

 

The table shows the significance of -3.469, which indicates 

that there is a significant difference in the result for the post-test 1 

and post-test 2 (p<0.05) although it was not as the same as the 

result for the pre-test and post-test. 

b.2. Scene 2 

Table 9 presents whether there was a difference between the post-

test 1 and the post-test 2 in Scene 2. 

Tabel 9. Ranks Post-Test 1 vs. Post-Test 2 in Scene 2 
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Referring to the table, in the negative ranks, there were 2 

students whose scores in the post-test 2 were lower than the ones 

in post-test 1. In the positive ranks, there were 27 students whose 

scores in the post-test 2 were better than the ones in post-test 1. 

While in the ties, there was one student whose score in the post-

test 2 was the same as the ones in post-test 1. This result also 

showed vocabulary retention. 

Table 10 presents the calculation to determine if the difference 

between post-test 1 and post-test 2 in Scene 2 was significant. 

Table 10. Test-Statistics Post-Test 1 vs. Post-Test 2 in Scene 2 

 

The table shows the significance of -4.513, which indicates 

that there is a significant difference in the result for the Post Test 

1 and Post Test 2 (p<0.05) and although it was not as much as the 

result of Pre Test and Post Test 1.  
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D. DISCUSSION 

 

From the results of the tests on the previous chapter, generally the data 

shows significant changes between the scores of the pre-test before the treatment 

of playing Pearl’s Peril game and the scores of the post-tests after playing the 

Pearl’s Peril game on both scenes. The result of this study showed similar 

response to 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) and Bakar & Nosratirad (2013) in 

which their studies displayed a significant change in the result between pre-test 

and post-test. Thus, the participants could learn vocabulary in a pleasant 

atmosphere and that was what happened in this study, as some of the participants 

commented that they were interested in Pearl’s Peril game and they were happy 

when they were playing the game. 

The changes occurred on the tests were both positive and negative. The 

pre-tests and post-tests 1 results on both scenes showed a significant change to the 

scores of post-test 1 scores were higher after the participants played Pearl’s Peril 

game. The results of pre-tests vs. post-tests showed that there was a vocabulary 

acquisition. By doing the pre-test, followed by the treatment of playing Pearl’s 

Peril game on the same day and then two days later, some students could still 

remember the words and each corresponding meaning. Meanwhile, the results of 

post-test 1 vs. post-test 2 showed that there was vocabulary retention. The 
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duration of two and a half weeks after playing Pearl’s Peril game could influence 

the memory of each student. Some students (3 students) scored lower in post-test 

2 or same as post-tests 1 and some of them achieved higher scores than post-test 1 

(27 students). Based on those findings, this study tried to explain the possible 

reasons of these phenomena. 

The first phenomenon is that most of the participants achieved lower 

scores on the pre-test on both scenes. This might happen because the words on 

both scenes were not familiar. The first possibility is because the words have been 

selected by their teachers with the assumption that the words might be difficult or 

might have not taught in English lesson. The second possibility is because the 

learners might be unfamiliar with the words and the words may rarely or never be 

used in their everyday life, and they might meet those words only on Pearl’s Peril 

game. 

The second phenomenon is the negative change between post-test 1 and 

post-test 2 on both scenes. In post-test 2, even though most students scored higher 

than the pre-test, there were also some participants who achieved lower scores 

than the score in 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 the pre-test, the participant’s mind might still be 

fresh with the game and the vocabulary, resulting in  higher scores than the pre-

test. However, two weeks and a half after the pre-test, the participants' 

performance in post-test 2 was not as good as in post-test 1. This might happen 

because people usually are saving new information in declarative memory or 
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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 participants might only save their new 

vocabulary in short-term memory, resulting in higher scores in post-test 1 than in 

post-test 2 which were conducted in a longer break period. It might also happen 

because the participants only played Pearl’s Peril for a short time, e.g. 30 minutes 

to one hour, so they did not have the chance to acquire all words in the game.  

The last phenomenon is when the participants scored higher or the same in post 

tests 2 on both two scenes. Most of the participants got higher or the same score, 

even though post-test 2 was conducted two weeks and a half after post-test 1. In 

this case, the possible reason might be because of the participants used procedural 

memory or long term memory where they understood or remembered the 

vocabulary and they gave answers that were more confident in post-test 2. 

Another possible reason is that the participants might play Pearl’s Peril after post-

test 1, making them more familiar with the words and learnt the vocabulary. The 

last possible reason is that the participants were learning the words by looking for 

the meaning of the words in the dictionary. They might look up the meaning 

because they felt anxious about the meaning of the words that they did not know.  
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E. CONCLUSION 

This study was aimed to know whether the use of computer online game, 

that is Pearl’s Peril, is useful for improving and learning new English vocabulary 

or not. This study was aimed to answer the following research question, “Does the 

use of Pearl’s Peril game significantly improve the 2
nd

 grade of SMP Negeri 1 

Banyubiru students’ vocabulary?” 

From the study, the writer found that Pearl’s Peril game can be a useful 

game for improving and learning new English vocabulary and the use of game 

itself can influence the learners in learning English vocabulary. The result of the 

pre-test and the post-tests on both two scenes showed a significant change to the 

participants’ scores. The writer also found some phenomena from the study. First, 

there were lower scores of most participants on pre-test on both scenes. Second, 

there was a negative change or decreasing scores in the result of post-test 1 

compared to post-test 2 on both scenes. Third, there were some participants who 

still scored higher in post-test 2 compared to post-test 1. Based on those 

phenomena, it may be concluded that game may play an important role as the 

medium of vocabulary learning, especially in terms of vocabulary acquisition that 

the learners experience after playing the game, and of vocabulary retention in 

which the learners can recall the vocabulary well after a certain break period. 

The implications of the study consist of two factors. Firstly, based on this 

study, the teachers in SMP Negeri 1 Banyubiru might be able to use this game 

because the students can acquire the words while playing the game. Secondly, the
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familiarity of the words may be not sufficient because the students played the 

game only once. 

The limitation of the study came from two factors. Firstly, the writer found 

that the data could not be generalized because the data was not distributed 

normally. The population, the second grade of SMP Negeri 1 Banyubiru students, 

was indeed large (approximately 180 students). However, since the teacher only 

permitted the writer to take the data from one class, so the sample could not be 

taken randomly. The second is the time limit. As this study needed some times to 

be conducted, finding the right time for every participant was very hard because 

they were busy with their school activities. With the limited time to do the study, 

the time for playing Pearl’s Peril was also reduced to 30 minutes to one hour for 

one play. For future study, the writer hopes that it can be conducted with more 

participants and make the data bigger with random participants from each class in 

order to make the data normally distributed and can be generalized. Similar study 

in the future should also be conducted longer, so that the result will be more 

accurate.  
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H. APPENDIXES 

 

Appendix 1. Screenshot of Pearl’s Peril Game 
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Appendix 2. Lists of Words in Scene 1 and Scene 2 

Scene 1 

pineapple teapot cobra wooden bowl 

fishing robber roman nine mouse seaweed 

ring scarves flag sailboat 

axe swan golden viewer magic lamp 

dragon squid statuette crab 

pear sand castle grasshopper lobster 

turn key moth roses treasure chest 

shovel telescope dent shoulder bag 

wooden work tool conch shell lion duck 

chess bishop lei seagull blimp 

paddle star clothes peg bracelet 

metal buoy wooden fence arrow flamingo 

wrench pot coconuts parrot 

turtoise anchor seashell   

wooden puppet hammock shark fin   

 

Scene 2 

Hand mirror elephant apollo bust scroll 

deer skull tarantula owl pocket watch 

butterfly teapot envelopes chameleon 

stone head spyder web pitch fork fleur-de-lis 

door knocker glowing eye amulet hair comb 

gloves jaguar omega symbol belt buckle 

teddybear hedgehog chess king lion 

blueprint clothes pile orange bird   

lock bowling pin tennis racket   

bowler hat acorn ram head   

snake pine cone flower pot   

bell bat grate   

ship scissors wagon wheel   

star hair brush snail   

type writer dragon fly bishop's staff   
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Selected Scene 1 

roman nine blimp statuette metal buoy 

lei hammock clothes peg Wrench 

 

Selected Scene 2 

grate apollo bust deer skull Amulet 

bishop's staff chameleon hedgehog fleur-de-lis 

  



38 

 

Appendix 3. Pre-Test, Post-Test 1 and Post-Test 2 in Scene 1 and Scene 2 

Scene 1 

Kepada peserta, 

Saya Desy Rochmanawati dari Fakultas Bahasa dan Sastra di Universitas Kristen 

Satya Wacana, Salatiga. Saya sedang mengerjakan studi tentang pembelajaran 

kosakata bahasa Inggris melalui permainan Pearl’s Peril di Facebook. Saya ingin 

mengetahui dan membandingkan apakah permainan dapat membantu dalam 

meningkatkan penguasaan kosa kata atau tidak. Saya membutuhkan bantuan kamu 

untuk menjadi peserta dalam studi saya dengan melakukan pre-test sebanyak satu 

kali, bermain Pearl’s Peril dan melakukan dua kali post-test, dua hari dan dua 

setengah minggu setelah bermain dengan dua scene yang berbeda. Mohon untuk 

mengisi angket ini dengan jujur. Terimakasih  

Data peserta  

Nama   : 

E-mail/No. HP : 

 

Bacalah setiap kosa kata yang dicetak tebal pada setiap nomor, lalu lingkarilah 

salah satu jawaban (I-V) yang menurut kamu paling sesuai. Jika kamu memilih 

jawaban III, IV dan V, kamu harus mengisi bagian yang kosong dengan membaca 

perintah di dalam kurung. Jika kamu ingin menjawab dengan sinonimnya, kamu 

harus menggunakan bahasa Inggris, sedangkan jika kamu ingin menjawab dengan 

terjemahannya, kamu bisa menggunakan bahasa Indonesia. 

1) Roman nine 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 
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IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

2) Lei 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

3) Statuette 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

4) Clothes peg 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V.  
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V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

5) Blimp 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

6) Hammock 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

7) Metal buoy 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh:  
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______________________________________________ 

8) Wrench 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

Scene 2 

Kepada peserta, 

Saya Desy Rochmanawati dari Fakultas Bahasa dan Sastra di Universitas Kristen 

Satya Wacana, Salatiga. Saya sedang mengerjakan studi tentang pembelajaran 

kosakata bahasa Inggris melalui permainan Pearl’s Peril di Facebook. Saya ingin 

mengetahui dan membandingkan apakah permainan dapat membantu dalam 

meningkatkan penguasaan kosa kata atau tidak. Saya membutuhkan bantuan kamu 

untuk menjadi peserta dalam studi saya dengan melakukan pre-test sebanyak satu 

kali, bermain Pearl’s Peril dan melakukan dua kali post-test, dua hari dan dua 

setengah minggu setelah bermain dengan dua scene yang berbeda. Mohon untuk 

mengisi angket ini dengan jujur. Terimakasih  

Data peserta  

Nama   : 

E-mail/No. HP : 

 

Bacalah setiap kosa kata yang dicetak tebal pada setiap nomor, lalu lingkarilah 

salah satu jawaban (I-V) yang menurut kamu paling sesuai. Jika kamu memilih  
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jawaban III, IV dan V, kamu harus mengisi bagian yang kosong dengan membaca 

perintah di dalam kurung. Jika kamu ingin menjawab dengan sinonimnya, kamu 

harus menggunakan bahasa Inggris, sedangkan jika kamu ingin menjawab dengan 

terjemahannya, kamu bisa menggunakan bahasa Indonesia. 

1) Grate 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

2) Bishop’s staff 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

3) Deer skull 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V.  
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V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

4) Hedgehog 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

5) Apollo bust 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 

6)  Chameleon 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh:  
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______________________________________________ 

7) Amulet 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

 ______________________________________________ 

8) Fleur-de-lis 

I. Saya tidak ingat saya pernah melihat kata ini atau belum. 

II. Saya pernah melihat kata ini namun saya tidak tahu artinya. 

III. Saya pernah melihat kata ini dan menurut saya kata ini 

berarti__________(sinonim atau terjemahan) 

IV. Saya mengetahui kata ini. Kata ini berarti____________(sinonim atau 

terjemahan). Jawablah juga bagian V. 

V. Saya bisa menggunakan kata ini dalam kalimat. Contoh: 

______________________________________________ 




