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Abstract 
 

This study aims to improve students' English vocabulary mastery using the Snakes and 

Ladders media. The research was conducted with 4th-grade students of MI Al Hikmah 
Tembalang Semarang during the 2024/2025 academic year, employing a Pretest-Posttest 

Design. Data collection techniques included observation, pre-test, treatment, and post-test. 
The results showed that students who were taught using the Snakes and Ladders media 

experienced a marked improvement in their vocabulary mastery compared to those who 
received conventional instruction. The experimental group demonstrated a stronger 

increase in learning outcomes, suggesting that the media provided a more engaging and 
effective learning experience. Statistical analysis confirmed a significant difference 

between the two groups, indicating that the use of this media had a positive impact on 

students’ vocabulary acquisition. This study concludes that Snakes and Ladders can serve 
as an innovative and effective tool for enhancing vocabulary mastery in English. It is 

therefore recommended that educators integrate such interactive learning media to foster 
greater student engagement and improve learning outcomes. 
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Introduction 

Language teaching involves four key components: speaking, listening, reading, and writing. The 

acquisition of these skills can be challenging if vocabulary is not mastered, as vocabulary serves 

as a supporting element for learning all four skills. According toYaumil Akrimah et al (2017), 

developing one’s vocabulary is crucial in learning a foreign language. Whether through reading 

books or in spoken communication, the definitions of new words are often highlighted, helping 

learners understand and incorporate them into their language skills. Silviana & Putri (2013). 

A language learner’s vocabulary is considered the core of language instruction, as it forms the 

foundation of learning a foreign language. Observations at MI Al Hikmah Tembalang revealed 

that most students struggled with their vocabulary. They often did not understand the meaning 
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of words spoken by the teacher and faced difficulties with comprehension. Students found it 

particularly challenging to retain new words, especially nouns, as they tended to forget them 

quickly, leading to low motivation and a lack of interest in learning. This issue raises the 

following research questions: 

1. To what extent does the vocabulary of animals abilities of class IV students at MI Al 

Hikmah Tembalang improve before and after being taught using Snakes and Ladders 

game? 

2. How is the significant difference in the vocabulary abilities of class IV students at MI 

Al Hikmah Tembalang before and after using the Snakes and Ladders game? 

Furthermore, research found that the teachers at MI Al Hikmah Tembalang did not provide 

sufficient motivation for students to learn new vocabulary, often relying primarily on translation 

tasks. Engaging games or strategies to help students retain vocabulary were not used. According 

to Rosdiani dan Angga Hidayat (2020), teaching vocabulary can be difficult because some 

teachers are uncertain about the best practices to follow and lack confidence in emphasizing 

vocabulary learning effectively. However, vocabulary is essential for communication, and 

without it, language would not exist, as people would be unable to communicate. 

Vocabulary is a fundamental component of language proficiency. According to Harmeler, 

linguistic structure is merely the skeleton of a language, while vocabulary represents the essential 

organs that allow communication. Given its importance, language learners should acquire 

vocabulary before grammar to fully understand the language. Therefore, mastering vocabulary 

is a necessary first step in achieving proficiency in a foreign language. Dian Fakhira (2022). 

One innovative way to teach vocabulary is through games, such as Snakes and Ladders, which 

can be used to teach animal-related vocabulary. In this game, each square on the board can feature 

pictures or names of animals, and players must mention the name of the animal or describe its 

characteristics when they land on a particular square. This interactive method not only engages 

students but also helps them learn in a fun and memorable way, making it easier for them to 

retain vocabulary. 

The use of Snakes and Ladders encourages students to collaborate and compete in a healthy 

manner, increasing their interest in learning English. Teachers can use this game to make the 

classroom atmosphere more lively and engaging. Compared to traditional methods, such as 

simply writing vocabulary on the board, Snakes and Ladders offers a more meaningful learning 

experience by actively involving students. This method can significantly help students improve 

their vocabulary, enhance collaboration, and make language learning more enjoyable.Purba et al 

(2021). 

According to a study by Nahdlatul et al (2021), the Snakes and Ladders game is one of the most 

popular and effective educational games for enhancing vocabulary acquisition. This game is 

suitable for teaching at various student levels, including vocabulary learning. Snakes and 

Ladders, created by Milton Bradley and Charles, is a simple game that helps students master 

academic vocabulary. In this game, both teachers and students take full responsibility as they 

collaborate to guess the images or words displayed on each square on the game board. Through 
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this activity, students can actively learn and expand their vocabulary in a fun and collaborative 

environment. 

Other researchers, such as Albab (2014), found that the Snakes and Ladders game had been 

implemented by others in experimental groups. Iswandar implemented the Snakes and Ladders 

game with an experimental group and proved that it was effectively applied in language learning, 

especially in achieving vocabulary mastery. After teaching students how to read through the 

Snakes and Ladders game, the researchers assessed students' vocabulary mastery using a 

vocabulary mastery test. The results showed that students' scores improved from a pre-test score 

of 66.66 to a post-test score of 72.73, showing an increase of 6.07 points. However, the score 

was still below the passing mark. 

Another study by Tahmit et al (2019) revealed that class V students at Madrasah Ibtidaiyah 

Tarbiyatull Athfal Sulmulrbelr were able to enhance their vocabulary mastery by playing the 

Snakes and Ladders game. Nouns served as test subjects for researchers, and students' interest 

and enthusiasm for learning vocabulary were heightened by the game. Students' vocabulary skills 

improved when they played Snakes and Ladders. 

Finally Kartini & Kareviati (2021) found that seventh-grade junior high school students in 

Cimahi enhanced their vocabulary skills by playing the Snakes and Ladders game. In both the 

pre- and post-tests, the researchers observed a significant improvement in vocabulary skills, with 

the post-test results showing higher scores than the pre-test. They also mentioned that the 

interactive nature of the game, where students draw and guess words themselves, helped them 

memorize vocabulary effectively. 

In conclusion, previous studies consistently demonstrate that the Snakes and Ladders game has 

a positive effect on vocabulary mastery across various educational levels. The game fosters an 

interactive, enjoyable, and collaborative environment that enhances student engagement and 

retention of vocabulary. However, many of these studies either focus on specific vocabulary 

categories, different age groups, or do not directly compare the game’s effectiveness with 

traditional teaching methods through robust experimental designs. 

The present study addresses this research gap by applying the Snakes and Ladders game 

specifically to fourth-grade students in a primary school setting, using a rigorous Pretest-Posttest 

Control Group Design. It aims to provide clearer empirical evidence of the game's effectiveness 

in vocabulary acquisition, particularly within the thematic focus of animal vocabulary. By 

comparing it directly with conventional teaching methods and analyzing statistical significance, 

this study contributes a more nuanced understanding of how and to what extent the game can 

serve as an effective pedagogical tool in the elementary school context. 

 

Methodology 

This study employed both qualitative and quantitative methods to examine the effectiveness of 

the Snakes and Ladders game in enhancing vocabulary skills among Class IV students at MI Al 

Hikmah Tembalang. The qualitative approach involved collecting data through observations, 

interviews, and the analysis of student behavior and experiences during the learning process. The 
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aim of this approach was to understand how students interacted with the Snakes and Ladders 

game to improve their vocabulary acquisition, particularly focusing on animal-related 

vocabulary. Additionally, the quantitative approach was used to measure vocabulary 

improvement through pre-tests, treatment, and post-tests. Statistical analysis was then conducted 

to compare the results between the group using the Snakes and Ladders game and a control group 

that received traditional vocabulary instruction. 

The participants in this study were Class IV students at MI Al Hikmah Tembalang, who were 

divided into two groups: one was taught using the Snakes and Ladders game, and the other 

received instruction through conventional methods. To gather data, a pre-test was first 

administered to assess the students' initial vocabulary knowledge, focusing on animal-related 

terms. Following the pre-test, the treatment took place. The treatment involved using the Snakes 

and Ladders game, which helped students match images of animals with corresponding words or 

descriptions on the game board. The game was used across multiple sessions to give students 

sufficient time to engage with and retain the vocabulary. After the treatment, a post-test was 

administered to measure the vocabulary improvement gained from the game. 

To support the quantitative data, qualitative data were collected through observations and 

interviews. During the game sessions, teachers and researchers observed students' participation, 

collaboration, and enthusiasm, recording these behaviors to understand how students engaged 

with the learning process. Interviews with selected students and teachers also provided insights 

into their experiences and perceptions of using the Snakes and Ladders game as a learning tool. 

These interviews aimed to understand the students' feelings about the game, their level of interest, 

and their perceived effectiveness in improving their vocabulary Purba et al., (2021). 

The data analysis involved both qualitative and quantitative methods. The pre-test and post-test 

results were analyzed statistically using paired t-tests or other appropriate statistical tools to 

assess the improvement in vocabulary knowledge among students. This helped determine if the 

use of Snakes and Ladders significantly improved students' vocabulary compared to traditional 

methodsImron (2019). The qualitative data from observations and interviews were analyzed 

using thematic analysis, where responses were categorized, and patterns in students’ behaviors 

and feedback were identified. The combination of both types of data provided a comprehensive 

view of how the Snakes and Ladders game could be used as an effective tool for vocabulary 

learning, enhancing both student engagement and learning outcomes at MI Al Hikmah 

Tembalang. 

 

 

Result And Discussion 

The findings of the study revealed significant results regarding the students’ vocabulary 

improvements. In the pre-test, the experimental group, which used the Snakes and Ladders game 

as a learning method, had an average score of 61.25, while the control group, which received 

traditional vocabulary instruction, scored 62.11. However, after the treatment, the experimental 

group demonstrated substantial improvement, achieving an average score of 86.00, compared to 

the control group’s average score of 71.05. This significant increase in the experimental group's 
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performance indicates that the Snakes and Ladders game had a positive impact on enhancing 

students' vocabulary abilities. 

Further analysis using the Independent Sample T-test showed a significance value of 0.000, 

which is less than the threshold of 0.05, confirming that the difference in vocabulary 

improvement between the experimental and control groups is statistically significant. This 

indicates that the Snakes and Ladders game is an effective tool for improving the English 

vocabulary of Class IV students, particularly in the context of learning animal-related vocabulary. 

 
TABLE 1. Pre-Test Experiment Scores 

 

Pretest Eksperimen 

  

Frequency 

 

Percent 

 

Valid Percent 

Cumulative Percent 

Valid 50 3 15.0 15.0 15.0 

55 3 15.0 15.0 30.0 

60 5 25.0 25.0 55.0 

65 5 25.0 25.0 80.0 

70 3 15.0 15.0 95.0 

75 1 5.0 5.0 100.0 

Total 20 100.0 100.0  

 

TABLE 2. Pre-Test Contol Scores 

 

Pretest Kontrol 

  
 

Frequency 
 

Percent 
 

Valid Percent 

Cumulative 
Percent 

Valid 

50 2 10.5 10.5 10.5 

55 2 10.5 10.5 21.1 

60 6 31.6 31.6 52.6 

65 5 26.3 26.3 78.9 

70 3 15.8 15.8 94.7 

75 1 5.3 5.3 100.0 

Total 19 100.0 100.0  

 

 

The research findings address the study's key questions: To what extent does the vocabulary of 

animal-related terms improve among Class IV students at MI Al Hikmah Tembalang before and 
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after using the Snakes and Ladders game? The results show a significant improvement in 

vocabulary knowledge after the game-based intervention. Additionally, the second question, 

which examines the significant difference in vocabulary abilities before and after the 

intervention, is also answered affirmatively, with statistical analysis showing a notable increase 

in the experimental group’s scores. 
 

TABLE 3. post-test Eksperimen scores 

 

Statistics 

Posttest Eksperimen 

N Valid 20 

Missing 0 

Mean 86.00 

Median 85.00 

Std. Deviation 6.806 

Variance 46.316 

Range 20 

Minimum 75 

Maximum 95 

Sum 1720 
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TABLE 4. post-test Contol scores 

 

Statistics 

Posttest Kontrol 

N Valid 19 

Missing 0 

Mean 70.00 

Median 70.00 

Std. Deviation 5.270 

Variance 27.778 

Range 20 

Minimum 60 

Maximum 80 

Sum 1330 

 

 

The process involved selecting the Snakes and Ladders game, a game that teaches vocabulary 

through images and descriptions, vocabulary discussions, and sentence exercises, which helped 

students not only understand and remember new words but also apply them in meaningful 

contexts. This study shows that using Snakes and Ladders makes learning more enjoyable and 

engaging, while the game also provides students with the opportunity to learn interactively, 

enhancing their motivation. Further statistical analysis confirmed a significant correlation 

between pre-test and post-test results, validating the effectiveness of this method. This innovative 

approach is practical and beneficial for both online and face-to-face learning, with Snakes and 

Ladders serving as an effective medium for improving students' vocabulary. 

In conclusion, the study suggests that the Snakes and Ladders media provides an innovative and 

effective approach to improving students' vocabulary skills. Given the positive results observed 

in this study, it is recommended that teachers incorporate such creative, game-based media into 

their teaching strategies. Doing so could make learning more engaging and effective, helping 

students retain new vocabulary more easily and enjoy the process of learning English. 
 

Table 5: Results of the Normality Test 

One-Sample Kolmogorov-Smirnov Test 

 Posttest 

Eksperimen 

Posttest 

Kontrol 

N 20 19 

Mean 86.00 70.00 
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Normal Parametersa,b
 Std. Deviation 6.806 5.270 

Most Extreme 

Differences 

Absolute .172 .197 

Positive .111 .197 

Negative -.172 -.197 

Test Statistic .172 .197 

Asymp. Sig. (2-tailed) .125c
 .051c

 

Monte Carlo Sig. (2- 

tailed) 

Sig. .542e
 .397e

 

99% Confidence 

Interval 

Lower 

Bound 

.529 .384 

Upper 
Bound 

.555 .409 

 

 

 

The findings of this study indicate a significant improvement in the vocabulary abilities of the 

experimental group, which used the Snakes and Ladders game as a learning method. While the 

pre-test results showed minimal differences between the experimental and control groups, the 

post-test revealed a substantial increase in the experimental group’s vocabulary scores. This 

suggests that the game-based learning approach, as opposed to traditional methods, effectively 

enhanced students' ability to learn and retain vocabulary. The significant improvement observed 

in the experimental group supports the notion that interactive and engaging learning methods can 

lead to better academic outcomes. 

These results align with existing theories of game-based learning, which emphasize the 

effectiveness of interactive and student-centered teaching methods. By using the Snakes and 

Ladders game, students not only practiced vocabulary through images, descriptions, and sentence 

exercises, but they also had the opportunity to apply their knowledge in real-life contexts, making 

learning more meaningful. The findings also demonstrate that the game-based approach 

enhanced students' motivation and engagement, which is consistent with educational theories 

suggesting that active involvement in the learning process promotes better retention and 

understanding. 

In conclusion, the significant vocabulary improvement observed in this study suggests that the 

Snakes and Ladders game is a valuable tool for enhancing vocabulary acquisition in English. 

This approach provides an enjoyable, interactive, and effective learning experience, which can 

be beneficial in both traditional and online classroom settings. Given the positive results, it is 

recommended that educators incorporate such innovative and creative game-based media into 

their teaching strategies to improve student engagement and make vocabulary learning more 

effective. 

 

 

Conclusion And Recommendation 
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The foundation of this study is grounded in language acquisition theories that emphasize the 

importance of vocabulary in learning a new language. According to(El Rusyda & Suparman, 

2013), language learning is enhanced through interaction, where learners are engaged in 

meaningful communication. Games, like Snakes and Ladders, provide opportunities for 

interactive learning, as they allow students to actively participate in their learning process. 

Additionally, (Tahmit et al., 2019) posits that social interaction is a key component of cognitive 

development, and games provide a social context that encourages collaboration and 

communication. This theoretical framework supports the idea that vocabulary acquisition can 

be significantly improved through interactive and engaging methods such as games, which 

offer both cognitive and social benefits. 

The research questions driving this study are: to what extent does the vocabulary of animal-

related terms improve among Class IV students at MI Al Hikmah Tembalang before and after 

being taught using the Snakes and Ladders game? Additionally, the study seeks to determine 

the significant difference in the vocabulary abilities of these students before and after using the 

Snakes and Ladders game. 

This study demonstrates the effectiveness of using Snakes and Ladders media to enhance 

students' vocabulary learning. The method involves selecting relevant vocabulary and engaging 

students in the game. Students take turns rolling the dice and moving according to the number 

rolled, while matching animal images with the corresponding vocabulary. Each student is asked 

to name the animal shown in the picture and explain its characteristics. This approach has 

proven effective in improving vocabulary comprehension, particularly nouns, verbs, 

adjectives, and phrasal verbs, while also developing an understanding of expressions, grammar, 

and thematic vocabulary related to animals. 

The research confirms that this method is effective, with significant improvements observed in 

the post-test results of students who participated in the Snakes and Ladders game. The students 

showed enhanced vocabulary retention and motivation, highlighting the combination of games 

and media-based approaches as a fun and interactive way to support vocabulary acquisition in 

a more natural and practical context. By using a hands-on approach like this, students are able 

to engage with the vocabulary in a way that makes learning more enjoyable and meaningful, 

thus improving their long-term retention. 

For teachers, the findings encourage innovation in teaching strategies. Integrating creative 

games such as Snakes and Ladders can make learning more engaging and relevant to students' 

everyday experiences. This approach not only fosters active learning but also motivates 

students to participate in a fun and social environment, which enhances their learning 

outcomes. 

For students, the use of Snakes and Ladders serves as an active tool to learn vocabulary in a 

way that is both enjoyable and effective. The interactive nature of the game helps students 

connect with the material more deeply, and the element of competition and collaboration 

fosters a sense of accomplishment and enjoyment. This makes the learning process more 

enjoyable, which can significantly boost their motivation to learn. 

For researchers, this study opens up opportunities to further explore the use of media-based 

games in enhancing English teaching effectiveness. Future research could investigate how 
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similar game-based learning methods can be applied to other areas of language learning, such 

as grammar, reading comprehension, or speaking skills. Additionally, further studies could 

explore the impact of such games on diverse student populations or in different educational 

contexts to assess the broader applicability of this approach. 
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